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Open Game Content and Copyright Information 
Wizards of the Coast is a trademark of Wizards of the Coast, Inc. 

in the United States and other countries and is used with 

permission. THE SHINING JEWEL, LLC, THE SHINING 

JEWEL, LLC LOGO, LEGENDS OF THE SHINING JEWEL, 

LSJ, LSJ LOGO and RAIA are trademarks of The Shining Jewel, 

LLC. ALL RIGHTS RESERVED. This product is intended for 

personal use only and may not be reproduced without approval of 

THE SHINING JEWEL, LLC. Copyright 2008, The Shining 

Jewel, LLC. 

This free download is done under version 1.0a of the Open Game 

License, below, and version 6.0 of the d20 System Trademark 

Logo Guide. 

Notice of Open Game Content: This product contains Open 

Game Content, as defined in the Open Game License, below.  

Open Game Content may only be used under and in terms of the 

Open Game License. 

Designation of Open Game Content: All text within this book—

excluding any text on the inside or outside of the front or back 

cover or on the Credits page or in the Introduction—is hereby 

designated as Open Game Content, subject to the Product Identity 

designation below.  Any questions regarding the Open Game 

Content within this product should be directed to Jay Fisher at lsj-

coord@theshiningjewel.com. 

Note that the Legends of the Shining Jewel and THE SHINING 

JEWEL, LLC logo, name and trade dress as well as the company 

name The Shining Jewel, LLC, and any and all product names 

from that company are not open game content regardless of where 

they may appear and are used by permission of The Shining 

Jewel, LLC. 

Designation of Product Identity: The following items are hereby 

designated as Product Identity as provided in section 1(e) of the 

Open Game License. 

1. The name “The Shining Jewel, LLC” and the abbreviation 

“THE SHINING JEWEL, LLC” as well as all logos and 

identifying marks of The Shining Jewel, LLC and THE SHINING 

JEWEL, LLC as well as the trade dress of The Shining Jewel, 

LLC products; 

2. Any and all The Shining Jewel, LLC product names, either 

published or upcoming, including but not limited to Legends of 

the Shining Jewel, Amthydor, The World of Raia, and Rules 

Compilation; 

3. All artwork, symbols, designs, depictions, likenesses, formats, 

poses, illustration, graphic design, maps, and cartography, 

including any text contained within such items; 

4. The following proper names: Legends of the Shining Jewel, 

Amthydor, World of Raia, The Raian Pantheon, and all proper 

names in this document. 

 
 
 
 

lsj-coord@theshiningjewel.com
lsj-coord@theshiningjewel.com


 

 
LSJ Rules Update and Errata                                      March, 2008 Page 4 of 9 

General Information 
 
LSJ Rules Update and Errata documents are 
published on an as-needed basis between major rules 
document releases. They contain the errata 
information for the major rules version to which they 
correspond, as well as additional rules and rules 
changes that need to be made available before the 
next major rules update.  
 
Each of these documents becomes obsolete when 
the next major rules document revision is published.  
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Character Creation Guide Updates and Errata 

 
 
Classes 
 
 
The Monk class is updated as follows:  
 

Monk 

Monks may be a “generic” monk from the Core 
Rulebook I or may choose to belong to any one of the 
non-evil monastic orders described in the LSJ Rules 
Compilation.  If the monk belongs to such an order, 
he may choose one of the monk variant: fighting 
styles detailed in UA based upon his order. This 
replaces the normal monk class options.  You may 
not take both for the same PC. 
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Rules Compilation Updates and Errata 
 

Races of Raia 

Allowed Races 

Both Lupaari and Tabreen are races freely available 
to PCs.  

Tabreen 

The correct spelling of this cat-like race is “Tabreen”.  
 

Classes and Class Options 

Monk 

Monk Orders have been changed to allow a choice of 
fighting styles for a given order. In addition, all lawful 
deities now are associated with monk orders.  

Paladin of Freedom Orders 

The following two orders are also permitted for 
Paladins of Freedom. 
 
The Sacred Sect of Eternal Peace (Meneon): 
Freedom paladins of this order may multiclass freely 
with cleric.  Multiclass prerequisite: Blind-Fight feat. 

 
The Sacred Sect of the Glorious Orb (Sorena): 
Freedom paladins of this order may multiclass freely 
with cleric.  Multiclass prerequisite: Negotiator feat. 
 

Feats 
 
The Urban Tracking feat is changed as follows:  
 
URBAN TRACKING [General] [UA, LSJ] UA 
You can track down the location of missing persons or 
wanted individuals within communities. 
Benefit:  This feat grants a +2 circumstance bonus to 
Gather Information and Intimidate when investigating 
leads in an urban environment. 
 
The Expanded Knowledge feat is replaced with the 
Expanded Insight feat. 
 
EXPANDED INSIGHT [Psionic] [PU] 
You gain an insight into new psionics forms. 
Prerequisities: Manifester level 3

rd
. 

Benefit: Add to your powers known one additional 
power of any level up to one level lower than the 
highest level power you can manifest.  You can 
choose any power from your class list (and discipline 
list, if a psion). 

If you have multiple manifesting classes, then you 
must select one manifesting class when you take this 
feat.  The chose power is added to that class’s 
powers known, and must come from that class list 
(and discipline list, if a psion). 
Special: You may select this feat multiple times, each 
time you may learn one power, subject to the above 
restrictions  
 
The Overchannel feat is changed to read as follows:  
 
OVERCHANNEL [Psionic] [SRD] 
You burn your life force to strengthen your powers. 
Benefit: While manifesting a power, you can increase 
your effective manifester level by one, but in so doing 
you take 1d8 points of damage. At 8

th
-level, you can 

choose to increase your effective manifester level by 
two, but you take 3d8 points of damage. At 15

th
-level, 

you can increase your effective manifester level by 
three, but you take 5d8 points of damage. The 
damage dealt by this feat occurs during manifesting, 
and may disrupt manifesting of the power unless a 
Concentration check is made. 
The effective increase in manifester level increases 
the number of power points you can expend on a 
single power manifestation, as well as increasing all 
manifester level-dependent effects, such as range, 
duration, and overcoming power resistance. 
Normal: Your manifester level is equal to your total 
levels in classes that manifest powers. 
 
The Psicrystal Containment feat is replaced with the 
Psionic Focus feat. 
 
PSIONIC FOCUS [Psionic] [PU] 
The crystal structure of your psicrystal can now store 
a psionics focus. 
Prerequisites: Psicrystal Affinity, manifester level 3

rd
. 

Benefit: You can spend a full-round action to transfer 
your psionics focus into your psicrystal (this provokes 
an attack of opportunity, but may be done defensively 
using a DC 15 Concentration check, if desired).  The 
benefits of the Psionic Meditation feat do not apply to 
this action. 
You may, at your desire, spend a move action to 
transfer the psionics focus from your psicrystal back 
to yourself.  However, you cannot hold two psionics 
foci at once, and you may not transfer this focus as 
part of manifesting a power.  Transferring the psionics 
focus back to yourself does not provoke attacks of 
opportunities. 
You must be within 5 feet of your psicrystal to store or 
retrieve your psionics focus. 
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Magic 

Cleric Domains 

The domain power for the Subterfuge domain allows 
the cleric to cast alter self (not change self as is in the 
current document). 
 

Psionics 

Powers 

The following powers are changed as described. 
 
Bolt 
Add errata: You cannot create an enhancement 
bonus with this power greater than +5. 
 
Call Weaponry 
Add errata: The maximum enhancement bonus you 
can create with this power is +5. 
 
Control Body 
Add errata: The subject of this power receives a new 
saving throw each round to resist this power. 
 
Energy Missile 
Add errata: Change the “Augment” section of this 
power description to read: “Augment: For every 
additional power point you spend, this power’s 
damage increases by one die (d6).  For each extra 
two dice of damage, this power’s save DC increases 
by 1.” 
 
Energy Stun 
Add errata: Change the “Augment” section of this 
power description to read: “Augment: For every 
additional power point you spend, this power’s 
damage increases by one die (d6).  For each extra 
two dice of damage, this power’s save DC increases 
by 1.” 
 
Metaphysical Claw 
Add errata: The maximum enhancement bonus you 
can provide to the natural weapon with this power is 
+5. 
 
Metaphysical Weapon 
Add errata: The maximum enhancement bonus you 
can provide to the weapon with this power is +5. 
 
Precognition, Defensive 
Add errata: The maximum insight bonus you can gain 
to your AC with this power is +5. 
 
Precognition, Offensive 
Add errata: The maximum insight bonus you can gain 
to your attack rolls with this power is +5. 

 
Prescience, Offensive 
Add errata: The maximum insight bonus you can gain 
to your damage rolls with this power is +5. 
 
Psychofeedback 
Add errata: You cannot apply a decrease to an ability 
score that has reached 1, nor can you apply it to an 
ability score that you do not have (such as 
Constitution if you are undead). 
 
Synthesete 
Add errata: This power only makes you immune to 
gaze attacks if your eyes are closed or you are 
otherwise unable to see normally. 
 
Thicken Skin 
Add errata: This power provides an enhancement 
bonus to your natural armor bonus (not to your armor 
bonus).  The maximum enhancement you can gain to 
your natural armor bonus with this power is +5. 
 

Gameplay 
 
The following section has been revised, and the 
complete section reproduced here:  

New Material and Rebuilding Your 
Characters 

When rules updates and new products are approved 
for LSJ campaign use, players may make changes 
to their characters to give them the benefit of the 
new rules (feats, prestige classes, etc.).  This may 
be done ONCE for each character when a new rules 
update is issued, but may be done each time such 
an update is issued. The intent of this rebuild is to 
allow the player to bring the PC into line with the 
new rules, or to take advantage of a rules option 
made available.   
 
The following specific rules are in force for a rebuild:  

 The PC’s name must not change. 

 The PC’s xp, gp, and certificates do not change. 

 The PC’s race must not change. 

 Skills and feats used for generation of income 
must be retained. For skills, the number of ranks 
in the skill must also remain the same. Note that 
if you change classes, you may end up spending 
more skill points for that skill if it becomes a 
cross-class skill for the rebuilt PC.  

 If the PC used Item Creation, you may not 
change any prerequisites used for the item 
creation, including feats, spells, and skills. 

 Clerics may change domains but not deities. 

 Arcane casters who cast spontaneously may 
change their spells known, and arcane caster 
who prepare spells may change spells in their 



 

 
LSJ Rules Update and Errata                                      March, 2008 Page 8 of 9 

spellbooks, subject to the restrictions above. 
However, spells may ONLY be swapped on a 1-
for-1 basis between spells of the same level. 

 Similarly, characters with psionic powers may 
exchange their powers on a 1-for-1 basic with 
powers of the same level.  

 Specialist arcane casters may change their 
specialties. All spells from the now-prohibited 
school(s) must be removed from the caster’s list 
of spells known or spellbooks, though they may 
be swapped as above. Note that spells in certed 
spellbooks may NOT be changed. 

 Similarly, psionic characters may change 
disciplines.  

 Monks may change Orders.  

 The player is responsible for making certain that 
all proper rules are followed for a rebuild, 
including proper use of prerequisites for feats, 
skill point spending, etc.   

 
Note that you may NOT rebuild a character: 

 In order to take advantage of a campaign 
enhancement such as a new metaorg 

 In order to take advantage of an opportunity 
made available to the character via a certificate 
or module 

 Just because you want to.  
 
Since we are being very generous with allowing 
these rebuilds each time we issue new rules, we 
expect every player to take the time to do it properly.  
If you are uncertain how a rule works, feel free to 
contact the campaign staff for a clarification (see 
Communications below). 
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is 

Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 

Reserved. 
1. Definitions: (a)"Contributors" means the copyright and/or trademark 

owners who have contributed Open Game Content; (b)"Derivative 

Material" means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 

modification, correction, addition, extension, upgrade, improvement, 

compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, 

license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 

distribute; (d)"Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent 

such content does not embody the Product Identity and is an enhancement 

over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this 

License, including translations and derivative works under copyright law, 

but specifically excludes Product Identity. (e) "Product Identity" means 
product and product line names, logos and identifying marks including 

trade dress; artifacts; creatures characters; stories, storylines, plots, 

thematic elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, themes and 

graphic, photographic and other visual or audio representations; names 

and descriptions of characters, spells, enchantments, personalities, teams, 
personas, likenesses and special abilities; places, locations, environments, 

creatures, equipment, magical or supernatural abilities or effects, logos, 

symbols, or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of the 

Product Identity, and which specifically excludes the Open Game Content; 

(f) "Trademark" means the logos, names, mark, sign, motto, designs that 

are used by a Contributor to identify itself or its products or the associated 

products contributed to the Open Game License by the Contributor (g) 

"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game 

Content. (h) "You" or "Your" means the licensee in terms of this 

agreement. 
2. The License: This License applies to any Open Game Content that 

contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 

any Open Game Content that you Use. No terms may be added to or 

subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 

distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this 

License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the 

Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 

Contributions are Your original creation and/or You have sufficient rights 

to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT 

NOTICE portion of this License to include the exact text of the 

COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright date, 

and the copyright holder's name to the COPYRIGHT NOTICE of any 

original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, 

including as an indication as to compatibility, except as expressly licensed 

in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-

adaptability with any Trademark or Registered Trademark in conjunction 

with a work containing Open Game Content except as expressly licensed 
in another, independent Agreement with the owner of such Trademark or 

Registered Trademark. The use of any Product Identity in Open Game 

Content does not constitute a challenge to the ownership of that Product 

Identity. The owner of any Product Identity used in Open Game Content 

shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 

Game Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of 

this License to copy, modify and distribute any Open Game Content 

originally distributed under any version of this License. 
10 Copy of this License: You MUST include a copy of this License with 

every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 

permission from the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 

Content due to statute, judicial order, or governmental regulation then You 

may not Use any Open Game Material so affected. 
13. Termination: This License will terminate automatically if You fail to 

comply with all terms herein and fail to cure such breach within 30 days 

of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 

14 Reformation: If any provision of this License is held to be 

unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0, Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document, Copyright 2000, Wizards of the Coast, Inc.; 

Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy 

Collins, David Noonan, Rich Redman, Bruce R. Cordell; based on original 

material by E. Gary Gygax and Dave Arneson. 

Legends of the Shining Jewel Character Generation Guidelines, Copyright 

2007, The Shining Jewel, LLC. 
Legends of the Shining Jewel Rules Compilation, Copyright 2007, The 

Shining Jewel, LLC. 

Unearthed Arcana, Copyright 2004, Wizards of the Coast, Inc.; Authors 
Andy Collins, Jesse Decker, David Noonan, Rich Redman. 

Living Arcanis Rules Compilation, Copyright 2005, Paradigm Concepts, 
Inc., Author Team Paradigm. 

 The LSJ City Primer, Copyright 2006, The Shining Jewel, LLC.; Authors 

Dan Cooper and Jay Fisher. 
 The Raian World Primer, Copyright 2006, The Shining Jewel, LLC.; 

Authors Catie Straiton and Gaylord Tang. 

The Diamond Legion, Copyright 2007, The Shining Jewel, LLC.; Author 
David Samuels. 

LSJ Rules Update 2008-03, Copyright 2008, The Shining Jewel, LLC; 

Author Maryrita Steinhour. 
Psionics Unbound, Copyright 2007, Paradigm Concepts, Inc.; Author 

James Zwiers 

 

 


