“Bring back all the news you can, and any old songs
and tales you can come by.”
— Bilbo Baggins, The Fellowship of the Ring

Your Story...

o matter your character’s powers or predilections, here is the parchment on
Nwhich to record his legend and his ongoing exploits. This exhaustive journal
gives you a place to set down everything related to your character—his attributes,
skills, spells, traits, background, and history. Maybe even a song or two...

No self-respecting hero should sit down at the gaming table without one.

. J .
The Hero’s Journal includes:
*+ An expanded character record, with additional space for every attribute,
trait, skill, and spell your character possesses.

* Space for recording your character’s history, background, and exploits, in the
spirit of a true traveler’s journal.

*+ A detailed breakdown of character generation that guides you through the
process step-by-step.
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CHARAC_T&?ER GENERATION SUMMARY

- STEP 1: CONCEPT /

Thmk about what sort of hero you want your cha
quahtles does he have? What is his personality like? What are his goals and |
otivations, his unique weaknesses and strengths’ eep this picture of your
hero in'mind as you move through the actual chﬁracter creation process.

. e
ter to be. What heroic is

STEP 2: PRIMARY.:ATTRI JTES

Your Narrator Wln
uses: the randomm ]

stribute 8 more points among your scores. You cannot use
these pomts to ralse an attribute above 1%

f appropria@s) for ybur character Apply any
ilsted in the race's descnpnon to your character’s pnmary

b) Choose one of the background packages prov1ded
3) [optlonal] You ;nay select one racml ﬂaw and gam a smgle edge pick

§ 5) Select your'dlataacter 4 native languages and lore (pg 60 ) by muleiplying his
Wits by three ﬁnd as signing the total to Lax guage an& Lore skills related to
his rdce*fculture, and background
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STEP 4: ORDER

£ 1) Choose your character’s order. Yot may begln play with no order if desired g
(see pg: 79). J
o e &;* PO

character ( 48)
rour character’s order skills. 4
a) Select 15 rgnks of order skills (none greater than §+ 3) and then add |
another five ranks to any of these skills. !
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j ATEE -or- :
b) Select one of the order packages provided (or create your own w1th
the Nartators permxsslon) and then add another five r:mks toany’ . i

to the orc{ef nd character type ,
) Ch(bose one spectal abthty ftom those hsted for the ord

p to three addition- |
1 um of four
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r just hke normal advineement picks (see Table 11.1, pg 278) However,
hey cannot be used to acqulre more order abdxnes ‘

: FINAL ATTmEUTEs AND “MODIFIERS -

l TRATS
w

Eters secondary attributes (reactlons, l;?éfen;:e, Health)
> Wound Levels, note that Hobbits (being small creatures and
a ility of Dwarves) possess naiNear Dezath Wound Level.

1) Choose and record any spells gamed through order abxhtxes
g" 2) Consult with yfaur éNarra:tor and choose any weapons, amior, gear, and

Y aURE READY TO PLAY!
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RACE: GENDER: AGE:
HAIR: EYES: HEIGHT: WEIGHT:
ORDERS:
ELITE ORDERS:
ADVANCEMENTS:
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RACIAL ABILITIES

ORDER ABILITIES
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NAME

Animal Messenger
Bane-spell

Beast Speech
Beast Summoning
Blade Preservation
Blinding Flash
Break Binding
Burning Sparks
Calling

Change Hue
Crafting-spell
Create Light
Display of Power
Enhance Food
Evoke Awe
Exclusion
Farseeing
Farspeaking

Fiery Missile

Fireshaping
Flame of Anor
Fog-raising
Fog-weaving
Guarding-spell
Healing-spell
Imitation-spell
Ithildin-fire
Kindle Fire
Lightning
Mastery of Shapes
Mind-speech
Misdirection

Mist of Speed
Naming
Opening-spell
Quench Fire
Power of the Land
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Finding and Returning 1

WIZARDRY SPELLS

CASTING
TIME RANGE
2 Touch
1 min. Touch
1 Self
2 Special* *
5 min. Touch
1 5 yds.*
2 10 feet
1 10 feet
Special* * Special* *
2 Self
5 min. Touch
1 Touch
1 Self **
1 min. Touch
1 Special* *
10 min. Touch
5 min. Special**
2 1 mile*
1 Special* *
min. Touch
1 1 foot*
L 20 feet*
1 min. 50 feet*
2 20 feet*
1 min. Touch
1 min. Touch
2 3 feet™
1 min. Touch
1 Touch
Z 5 feet*
1 min. Self
1 min. 1 foot*
1 min. Special**
1 hour 10 miles*
1 min. Touch
2 Touch
1 5 yds.*
3 f/r 1 mile

* per point of Bearing

** see spell description

WEARINESS

DURATION TN Costt Pa.
Special* * 5 R

1 min.* 10 2 s

1 min.* B 1 174
Special* * 8 1 175
50 yrs.* 5 I
Instant . O W 1
Instant 8 1 176
Instant 8 1 176
Special* * 10 1 176
10 min.* 8 1 176
Special* * 12 1 17
20 min.* 5 15> V70

1 round 10 2 T8
Special* * 5 1 178

1 round* 10 17 Ze

1 year* 12 2 IS

1 min.* 15 2479
Concentration 9 1 180
Special* * 7 1 7180
1 month* 10 1 180
Concentration 5** 1 180
Instant 10 Z 180
Special* * 8 1181

1 min.* 9 1 181

1 min.* 12 LT TR
Special* * 10 1 182
Concentration 8 1o 182
Special* * 5 1 183
Special* * 5 172183
Instant 12 1 183

1 hour* 10 2 183
Concentration 10 1 184
1 hour* 12 2 184

1 hour* 12 3 184
Permanent 8 1 184
Instant 7 1 184
Instant  Special** 1 185
Special* * 12 185

+ number of spell picks

SPELL SPECIALTIES:
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KNOWN AS
SPELL

KNOWN AS
COUNTERSPELL

SPELL NAME

Rain-ward
Reading the Heart
Resist Fear

Scribe Moon-letters Special* *

Sense Power
Shatter
Shutting-spell
Slumber
Smoke-weaving
Spellbinding
Spoken Thoughts
Springtime
Sundering
Transformation
Veil

Victory-spell

Voice of Command
Voice of Suasion
Watershaping
Wind-mastery
Wizard’s Guise
Wizard’s Hand
Word of Command

SORCERY SPELLS

CASTING

SPELL NAME

Bladeshattering
Blast of Sorcery
Command
Dumbness
Enslave Beast
Evoke Fear
Forgetfulness
Holding-spell
Ruin

Shadow of Fear
Shad.&Phantoms
Veiling Shadow

CASTING

TIME

1
1 min.
1

1
1
1 min.

N

2

1 min.
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in.
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1
1
2
2
1
1
1
2

1 min.

1
1

TIME
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1
Y
2
2
1
b
2
z
2

RANGE

Self
10 feet
Self
Self
10 feet*
5 feet*
Touch
5 feet*
1 foot*
5 feet*
Self
Special* *
5 feet*
1 foot*
Self
Touch
Special* *
Special* *
50 feet*
50 feet*
Self
5 feet*
Special**

RANGE

10 yds.
10 yds.*
10 yds.
10 feet*
5 feet*
Special* *
5 feet*
10 feet*
Touch
Special* *

1 min. Special**
1 min. 100 feet*

WEARINESS

DURATION TN Costt PaG.
Concentration 5 1 185
Instant 9 1 185

1 round* 8 1 185
Permanent 7 1 186
1 min. 5 1 186
Instant 8 1 187

1 hour* 8 1 187

1 hour* 10 1. 188
Concentration 5 1 188
Special** 10 1 188

1 hour* 5 1 188
Concentration 12 1 189
Instant 15 2. 189
Instant 15 3 189

1 hour* 10 112:190

1 min.* 12 2 190
Special* * 10 2 190

1 min.* 10 1 190
Concentration 10 11.1%1
Special* * 10 1 191

1 hour* 8 1 191
Instant 10 1 191
Special* * 60t il T L7

WEARINESS

DURATION N Cost¥ PG

- Instant 8 1 175
Instant 12 2.0 Ty

1 hour* 15 250 @ A

1 min.* 8 IR s

1 day* 10 1 178

1 round* 10 1 178

1 week* 12 1 B3

1 round* 12 2,182

1 round* 12 2 186
Special* * 12 1 186

1 hour* 10 1 187

1 hour* 12 21 N90
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Notes
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