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HYPERBOREA 3E PLAYER’S MANUAL ERRATA

The following are the most significant repairs the third edition of the HYPERBOREA Player’s
Manual since its publication in 2022. There were, of course, several other small repairs, such as
typos, punctuation errors, and formatting issues. All noted changes have been incorporated into
the second printing book.
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Page 27: For grand mastery, removed mention of increased attack rate because it is not in-
creased beyond that which is already granted through mastery.

Page 32: Turn undead duration is now noted as 12 turns (2 hours) per TA of the turner. The
undead will cower and flee for 1 turn and then remain effectively “turned” for the remaining
duration.

Page 33: Evil command of undead requires the use of an unholy symbol.

Page 41: Berserk rage melee attack at 7 level with a mastered weapon is at a 3/1 attack rate.
Page 43: Bestial form melee weapon attack rate is 2/1 (or 3/1 for mastered weapons).

Page 52: Fell paladins use an unholy symbol (or Lawful Evil crest) to command undead.

Page 74: Dance of beguilement notes that wizards (male witches) oft perform a serpentine
torch dance to beguile onlookers.

Page 83: Regarding specialized faith breach of faith, “A breach of faith or (sometimes) align-
ment may result in the loss of these abilities, as best adjudicated by the referee.”

Page 84: Table 47 footnote reads, “Typically speaking, a specialized priest’s alignment will
accord with his or her deity’s alignment. However, this is not always the case. Whilst a deity
like Xathoqqua might not be concerned about alignment at all, a deity like Apollo is unlikely to
tolerate Chaos, and Rel might not care whether a dedicated larcenist is Good, Evil, or Neutral.
When in doubt, consult your referee.”

Page 123: “Common” men now use d30+65 for complexion, Carolingian Franks now use d50+47
for hair color, and Yakuts now use d50+10 for eye color.

Page 126: On Table 71, added a column for writing systems in which it is noted that the Com-
mon tongue uses the Old Greek alphabet (Hellenic), Berber uses a logosyllabic writing system
(Berber), both Esquimaux dialects use a runic alphabet (Esquimaux), all the Hellenic dialects
uses the Old Greek alphabet (Hellenic), both Keltic dialects use a runic alphabet (Keltie), Latin
uses the Latin alphabet (Latin), Lemurian uses a pictographic writing system (Lemurian),
Muat uses a logographic writing system (Muat), both Old Norse dialects us a runic alphabet
(Old Norse), Oonat uses a logosyllabic writing system (Oonat), and both Thracian dialects use
a pictographic writing system (Thracian).

Page 127: Added a sidebar on writing systems that states “Alphabetic writing systems are
self-explanatory. Logographic writing systems comprise signs and characters that represent
words and phrases. Logosyllabic writing systems combine logograms (words/phrases) with
syllabic characters (for sound). Pictographs are pictorial symbols that represent words and
phrases.”

Page 127: Muat written language noted as logographic, and Oonat is logosyllabic.

Page 161: Replacing a lost spell book takes THREE days per spell level to complete.

Page 162: Copying a spell has a monetary cost of 10 gp per spell level (special inks, sepia, ete.)
and takes ONE day per spell level to complete.

Page 164: Casting a scroll spell. For discovered spell scrolls, the default CA is the sum of 2d6,
or at least 1 level above that required to cast the spell.
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Page 164: In the scroll casting requirements section, the following is also noted: “N.B.: If a
scroll spell requires material component, that component must be in hand when the sorcerer
invokes the scroll.”

Page 169: Table 96. The spell animate dead moved from Level Four list to Level Three list for
necromancer spells, and the shout spell is added to necromancer Level Four list.

Page 175: Advanced spectral phantasm spell damaging effects clarified: As an attack, advanced
spectral phantasm can be used to create a persistent monster or an instantaneous, damaging
hazard.

Page 177: Animate dead spell now a nec 3 spell. Also clarified the spell deseription to read that
“...zombies may only be created from the whole corpses of humans and man-sized (Small or
Medium) humanoids.”

Page 180: For the bless oil or water spell, added an unholy version that affects paladins, pega-
suses, blink dogs, jackalopes, narwhales, giant eagles (LLG), and other angelic beings.

Page 185: Contact otherworldly being veracity improved to 7:10, 8:10, 9:10, respectively; also
added that a referee may also use Table 148 for a random, permanent madness.

Page 191: Detect evil spell now requires the use of a holy or unholy symbol. For the reverse,
removed the part about “evil sorcerers only.”

Page 191: Detect malady duration improved to 6 turns (1 hour) per CA level.

Page 195: Exploding skull spell, if hurled, has a range of 10/20/30 and needs to travel more than
25 feet or caster is affected.

Page 207: Improved phantasm spell damaging effects clarified: As an attack, 1mproved phan-
tasm can be used to create a persistent monster or an instantaneous, damaging hazard.

Page 218: Permanent phantasm spell damaging effects clarified: As an attack, permanent
phantasm can be used to create a persistent monster or an instantaneous, damaging hazard.
Page 218: Phantasm spell damaging effects clarified: As an attack, phantasm can be used to
create a persistent monster or an instantaneous, damaging hazard.

Page 229: Shadow sorcery spell magic missile version is “as the magic missile spell,” except
each missile inflicts 1d4 hp damage per CA level.

Page 229: Shout spell has been opened to necromancers as a “nec 4” spell.

Page 232: Spectral phantasm spell damaging effects clarified: As an attack, spectral phantasm
can be used to create a persistent monster or an instantaneous, damaging hazard.

Page 237: summon firefly swarm spell — swarm moves up to 50 feet per round when directed.
Page 243: Two-fold missile spell changed to a duration of 1 turn, and the missile launcher can
fire up to three two-fold missiles.

Page 264: Clarified language on rear attack to reflect that melee attacks from a rear position
gain +2 “to hit.” The defender also loses any shield bonus to AC.

Page 264: Defender is prone now notes that prone defenders cannot attack.

Page 264: Added a situational modifier to missile target mostly concealed in which a defender
that takes cover behind an arrow slit, a merlon, thick trees, or the like can gain up to a +8 AC
bonus, per referee discretion.

Page 269: On Table 142, added stationary area “5” (ground, side of hill, palisade, wall).

Page 269: Holy oil/water is now noted for both holy and unholy oil/water. Unholy oil or water
affects paladins, pegasuses, blink dogs, giant eagles (LG), jackalopes, narwhales, and other
angelic creatures.
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