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Introduction

ROLE PLAYING IN TOLKIEN’S WORLD

INTRODUCTION

The Middle-earth Role Playing system {MERPF) is designed to in-
troduce people to fantasy role playing (FRP) in J.R.R. Tolkien’s
Middle-earth. Itis suitable for those who have never before played a
fantasy role playing game, as well as more experienced gamers who
are looking for a realistic, easy to play fantasy role playing (FRP)
system designed for relatively low level adventures (1st-10th levels).
It contains complete rules for handling most of the common situa-
tions that arisein FRP games, and a variety of tables that add a great
deal of flavor and detail to a game without decreasing playability.

J.R.R. Tolkien’s Middle-earth provides an ideal setting for a fan-
tasy role playing game. Itis a reflection of our world as we perceive it,
as well as a construction of mythology by a great and learned man.
Middle-earthiis itself undying, living in the minds of all who tread its
paths. Each reader adds to it his or her own vision. It is only natural,
then, to use this incredible foundation in a fantasy role playing con-
text. In this waythose close to Middle-earth can experienceit in anew
way, filling the gaps and discovering the mysteries that have always
concerned them.

The Middle-earth Role Playing system (MERP) is supported by a
variety of play aids. Such products can decrease the time and ¢ffort
required for the creation of an exciting game, and increase the
amount of realism and detail obtained during play. These play aids
include [.C.E.’s Middle-earth Campaign Modules, which provide a
wealth of material concerning specific sections of Middle-earth.
I.C.E.’s Middle-earth Adventure Modules provide specific areas and
sites for adventures that are complete and ready to run.

In addition, I.C.E.’s Rolemaster Systems provide an expanded
combat system, an expanded spell system, a more flexible character
development system, and guidelines for a campaign game or larger
scale game. These systems allow MERP to be expanded to handle
higher level characters and to increase the variations and options
available to the Gamemaster and the players.

WHAT IS A FANTASY ROLE PLAYING GAME?

The easiest way to understand a role playing game is to think of it
as a work of fiction such as a novel (or a play, or amovie, etc.). Ina
novel the author determines the setting of the novel along with theac-
tions of allof the charactersandthus the plot; however, inaroleplay-
1ag game, the author (called the Gamemaster) only determines the
setting and some of the basic elements of the plot. The actions of the
characters (and thus the plot) are determined during the game by the
game “players” and the Gamemaster. Each of the *“players™ controls
the actions of his “player character", while the Gamemaster controls
the actions of all of the other characters (called non-player
characters). Thus each player assumes the role of (role plays) his
character and the Gamemaster role plays the non-player charactess.
In other words a fantasy role playing game is a “living” novel where
interaction between the actors (characters) creates a constantly
evolving plot.

The Gamemaster also makes sure all of the characters perform ac-
tions which are possible only within the framework of the setting that
he has developed (his “fantasy” world). This is where the “fantasy”
part and the “game* part come into the definition of a fantasy role
playing game. A Gamemaster creates a setting which is not limited by
the realities of our world, and thus the setting falls into the genre of
fiction known as “fantasy”. However, the Gamemaster usually uses a
set of “rules* which define and control the physical realities of his
fantasy world. The use of these rules turns the process of creating the
role playing “novel” into a game.

Thus, a fantasy role playing (FRP) game is set in a fantasy world
whose reality is not defined byour world, but instead is defined by a
set of game rules. The creation of the plot of a FRP game is an on-
going process which both the Gamemaster and players may affect,
but which neither controls. The plotis determined through theinter-
action of the characters with oneanother and the FRP game’s setting.

Since fantasy role playing is a game it should be interesting, ex-
citing, and challenging. Thus one of the main objectives of a FRP
game is for each player to take on the persona of his (or her) player
character, reacting to situations as the character would. This is the
biggest difference between FRP games and other games such aschess
or bridge. A player’s character is not just a piece or a card; in a good
FRP game a player places himself in his character’s position, The
Gamemaster uses detailed descriptions, drawings and maps to help
theplayers visualize the physical settings and other characters. In ad-
dition each player character should speak and react to the other
players as his character would. All of this creates an air of involve-
ment, excitement, and realism (in a fantasy setting of course).

The Gamemaster has been described as the limited “author” of the
FRP game; actually, he functions as more than this. The
Gamemaster not onlydescribes everything which occursinthe game
as if it were really happening to the player characters, but he also acts
as a referee or judge for situations in which the actions attempted by
characters must be resolved, The Gamemaster has to do a lot of
preparation before the game is actually played. He must develop the
setting and scenarios for the play of the game, using the game rules,
and either material of his own design or commercially available play
aids. Until the players actually encounter certain situations during
play, much material concerning the sefling and the scenariois known
only 1o the Gamemaster. In addition, the Gamemaster plays the roles
of all of the characters and creatures who are not player characters,
but nonetheless move and act within the game setting.

The players each develop and create a character using the rules of
the game and the help of the Gamemaster (for the character’s
background and history). Each player character has certain
numerical ratings for his attributes, capabilities and skills. These
ratings depend upon how the player develops his character using the
rules of the game. Ratings determine how much of a chance the
character has of accomplishing certain actions. Many of the actions
that characters attempt during play have a chance of success and a
chance of failure. Therefore, even though actions are initiated by the
Gamemaster and the players during the game, the success or failure
of these actions is determined by the rules, the characters’ ratings,
and the random factor of a roll of the dice.

Finally, a fantasy role playing game deals with adventure, magic,
action, danger, combat, treasure, heroes, villains, life and death. In
short, in a FRP game the players leave the real world behind for a
while, and enter a worid where the fantastic is real and reality is
limited only by the imagination of the Gamemaster and the players
themselves.
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ADVENTURING IN MIDDLE-EARTH

You can be an Elf, or a Hobbit, or a Man, or even an Orc with
Middle-earth Role Playing (MERP). You can eat cakesin the Shire,
peruse books in Rivendell, or fight Dragons in the Withered Heath,
Rather than simply reading about the servants of the Evil One, you
can do something to stop them. Battie the Black Riders or spy on the
men of Mordor — whatever you think it takes to accomplish your
mission. But remember, dangers abound!

MERP stirs your imagination and transforms your dreamsinto ac-
tion. Byletting you take partin theongoing drama, this game lets you
step out of this world and stride boldly into Middle-earth.

THE PLACE CALLED MIDDLE-EARTH

Middle-earth (or “Endor”) is the Middle Land, a continent in the
world called “Arda” (“The Realm”). Created by Eru — theOne — as
aland for his Children, Middle-earth is a magical place populated by
all sorts of special folk and strange beasts.

In Middle-earth, immortal Elves, stalwart Dwarves, and simple
Hobbits live amidst a varied lot of mortal Men, struggling to survive
and prosper in the face of myriad threats: Orcsand Wargs, Trollsand
Giants, Wights and Wraiths, Dragons and Fell Beasts, and of course
the Lord of the Rings. Awesome incantations mold the landscape
and affect the weather, while Rings of Power guard magicai realms
. — or torture souls and drive Free Folk into Darkness.

A . MY WA Y
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However, Middle-earth also resembles our Old World, for the
land of Endor shares most of the woes and wonders associated with
the younger “wortd of men.” Greed, avarice, prejudice, hate, and
fear all stand in the way of happiness. The ongoiag struggle of Good
versus Evil and the tests of Fate dictate the fortunes of the enslaved
and free alike.

Thisisa settingideally suitedtoheroicdrama. [t beckonsbrave, in-
quisitive, adventurous souls to undertake quests of fame or fortune,
or to endeavor to rescue unfortunate souls from the heinous gtip of
the omnipresent Shadow.

So, by Eru, go forthandtry your hand at the pleasures and pitfalls
of MERP! And may Eru be with you.
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A SAMPLE FRP ADVENTURE

This section is an exampie of a famasy role playing adventure. The
adventure is presented in the form of the dialogue between the
players and the Gamemaster, with other actions and information in
italics. This example does not detail some of the game mechanics and
rules used to resolve actions. Examples of these mechanisms and
rules are presented in later sections.

The player characters are traveling on foot from Rivendell to Bree
along the Great East Road carrying a shipment of fine Dorwinion
wine and some Gort (an herb). The characters are:

1) Boah Agonar, 2 male Elven Mage who dresses strangely.

2) Ayitula Chinta Kari, a female Umli Animist with certain
fanatic tendencies.

3) Naug Zigildiin, a Dwarven Warrior of unrevealed gender
(to many, female Dwarves appear to be male).

4) Droggo Nimblefingers Bracegriddle, a male Hobbit
Scout; rude people might call him a thief.

Am{__similarity between these characters and any persons (real or
FRP), living or dead, may be pure coincidence.

Near njghtfall about 30 miles out of Rivendell in the Trollshaws,
the players decide to camp for the night. Asthe group leaves the road
and enters the rough terrain to the north, a light rain begins to fall.
After about 100 yards, they come upon a smail ruined tower as even-
ing approaches. The Group does not know it but 3 Orcs are in the
cellar of the tower and are just becoming active as night falls. The
following dialogueis an example of how part ofa fantasyrole playing
game might proceed.

Gamemaster(GM}: “You cometo the top of arise and see below you
the ruins of a small tower in a shallow valley. The tower still has part
ofitsroof standing. A small streamrunsthroughthe valiey and there
are the usuai shrubs and trees — pines, oaks, and the like.” the GM
sketches out the valley and its contents on a sheet of paper.

While the GM sketches the physical situation, the players discuss
among themselves what to do. They decide that their general course
of action will be to check out the tower as a shelter for the night and
possibly a little adventure. However, each player must take separate
action with his character to accomplish this objective, with coordina-
tion end cooperation handled by limited communication between the
characters,

GM: “What’s your plan, and how do you each prepare?”

Droggo: “We are planning o scout out the tower for possible shelter.
| will draw my short sword and move ahead of the others and scout
out our route of approach, using available cover and moving as
quietly as | can.”

Naug: “l take out my crossbow and load it. I will cover Droggo and
move up when he signals.”

Chinta Kari: “I draw my mace and shield and will move forward
when Naug does.“

Agonar: *l prepare and cast a Shield spell.” He rolis two special dice
which together give a result between 01 and 100. “My casting roil is a
28.” He succeeds.

GM: “Droggo, make a maneuver roll to see how wellyou sneak up on
the tower.” Herolisa 47 (on the 01-00dice), the GM rolis a 24 orienta-
tion roll for the Orcs, indicating to the GM thai nothing is noticed by
either side. “You succeed and notice nothing unusual. You are now
10 feet from the tower and have a good idea of the layout. The rest of
the group may move up if you signai.”

Droggo: “I back up slightly so that there is a tree between me and the
tower, and wave the rest of the group forward.”

Rest of Group: *We carefully move up.”

GM: “Each of you make a maneuver roll.” They roil 86, 35, and 46;
the GM rolis a 62 for the Orcs; neither side notices anything but the
Orcs are becoming more active and may move up the stairs and out-
side soon. “You aii move up and notice nothing unusual.”

GM: “Here is a sketch of the tower and the immediate vicinity. The
tower is two storied and square. The side facing you has collapsed
along with the second floor, but the other three walls and the roof are
still relatively intact. The roof does have holesinit. The wall opposite
you has a hole where the main door used to be. You can see alot of
rubble but nothing else inside.”

The players (or GM) then mark their positions on the sketch.
GM: “Everyone decide your action for this round.”

Droggo: I very slowly move up to the wali on the right hand side of
the tower and look in, using the walt for cover.”

Naug: “ 1 move up behind Droggo with my crossbow heid ready.”
Chinta Kari: “I move up with Naug.”
Agonar: “l move up with Chinta.”
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GM: “Everyone makea maneuverroll.” Theyroll24, 89, 93, and 62;
the Orcsrolla 65, and arestill preparing te come yp thestairs, “You
all move to the end of the right hand wall and look around it. You see
a 1% by 15’ interior with lots of rubble consisting of rocks, timbers,
ruined furniture and other junk. There is what looks to be a large
chest (about 4’x2’x2") under the rubble directly across from you, near
the end of the left hand wall. You also see what looks like stairs
leading down from the far left corner. What do you dothis round?”

Droggo: “I move very slowly into the tower along the inside of the
right hand wall watching the stairs.”

Chinta Kari: “I cross to the left hand wall and begin removing the
rubble from the chest, searching for any magic items or loot”.

Naug: “I aim between the stairs and the main door, so that I can fire
at either if something happens.”

Agonar: “I prepare my Levitate spell.”

GM: “Chinta Kari and Droggo, make maneuver rolls.” Rolling well
they roll 78 and 94; the Orcsroll a 73 and have finished get ting read y
and are starting up the stairs, “Droggo, you notice nothing but you
have quietly moved around to the main door. Chinta Kari, you
moved over to the pile of rubble containing the chest and have re-
moved the rubble and found nothing. What do youdo thisround?”

Agonar: “[ cast my Levitate spell and start to move up towards the
roof.” He rolis a 54, and succeeds i#n levitating.

Naug: “I remain ready to fire.”
Droggo: “l peek out the main door and listen for any noises.”
Chinta Kari: “I try to open the chest.”

GM: “It is really starting to get dark. Agonar, you rise about 4 this
round, presenting a tempting target to any missile fire. Chinta Kari
you realize that the chest is rusted but notlocked; it may make noise if
you opcn it. Droggo, you see this when you peek out the door.” The
GM hands Droggo a note saying, you see nothing unusual outside,
but you hear a slight clank deown the stairs. “What do you do this
round?” He rolls and determines that the Orcs are coming up the
stairs.

Chinta Kari: “l1 open the chest very, very quietly and look inside.”
Droggo: “I duck behind the pile of rubble next to the doorand hide.”

Agonar: “I continue levitating to the roof, watching out for Shards
(a mythical monster that terrifies Agonar)”.

Naug: “I continue to cover the stairs and door.”

GM: “ChintaKari, make a roll.” She rofis a 12. “You open the chest
but it makes acreaking noise, you s¢e a rusty daggerand a small box
inside. Agonar, you are 14’ up and see no Shards. However, you,
Naug, and Droggo allsee three Orcs dressed in rigid leather and car-
ryingshort swords and equipment comeup the stairs and turn to face
Chinta Kari, who does not notice them. Naug you may fire,”
Naug: “Ifireatthelargestone.” Herollsa 92 and refers te the Missile
attack table, giving the @rc 21 hits and a “D” Puncture critical. He
rolisa 70 and the Orc is shot through tie neck and dies (a reall y great
shot).

GM: “What do you plan to do this round?”
Agonar: “I prepare a spell, and yell: watch out Chinta, Orcs!{!!.”

Naug: “I drop my crossbow, and draw my battle-axe as I move
towards Chinta. I scream, ‘Come on and die you Orcish pig
dogst!t!””

Droggo: “I continue to hide, with my short sword ready.”

Chinta Kari: “Sincel don’t notice the Orcs, [ try to take thesmall box
from the chest and put it into my cloak withoutanyoneseeingme do
it.”

The GM rolis te hel p determine a reaction for the two remaining
Orcs. He rolls a 06 and a 91. One Orc decides to run. One decides to
kill the puny human who has her back to him. The Gamemaster
makes perception rolls for Agonar, Naug, and Droggo, they do not
notice Chinta Kari taking the small box.

GM: “One Orc turns and begins to run out the main door. The other
drops his equipment and charges towards Chinta Kari, yelling and
brandishinghisshort sword. Chinta Kari, you succeed in your action
this round, but you hear running behind you and shouts from your
friends. Droggo, you may take a swing at the Ore as he exits.”

Droggo: “I swing at him as he runs past.”
Herollsa 02 and fumbles his short sword, he rollsa49and drops his
weapon.

GM: “Amazing move Droggo, the Orc doesn’t even notice you and
keeps going. Naug, you and the Or¢ have reached Chinta Kari, and
may attack next round. Chinta Kari, you are fully aware of what is
happening. What do you all do now?”

Droggo: “I pick up my short sword.”

Agonar: “I cast my Sleep spell at the Or¢ to tryand save Chinta. |
have only prepared tfor one round so I have a -15 modification to my
attack.”

Chinta Kari: “Since I am not very good in combat, [ drop and pull
the chest over me.” The chest is big enough for her to fit inside.

Naug: “I swing at the Orc and try to cut him in half.”

GM: “Agonar’s spell is cast first, then Chinta Kari will maneuver to
pull the chest over her in tinte, then the Orc, who is quicker than
Naug, will attack Chinta Kari, and finally Naug will attack the Ore.
Droggo is out of action while recovering his weapon.”

Agonarrollsa68 attack, the Orcrolisa 17 Resistance Roll undgoesto
sleep. Chinta Karidrops but would not haveavoided the Orc’s attack
if Agonar had not put him to sleep. Naug follows through on his at-
tack on the now sleeping Orc and gives him 40 hits, an “E* Slash
critical and a “C”Crush critical, resulting in an unconscious Orc with
abrokenleg. The Orcand the chestfall on Chinta Kari giving her $
hits and an “A” Unbalance critical, which gives her 4 more hits and
stuns her for ! round.

The adventure would continue with the group having the options
of exploring the rest of the now deserted tower, chasing the Orc (who
may be goingfor help), leavingthe area, or some other action or com-
bination of actions. Naug and Agonar will receive lots of experience
points for their spells and kills, and Droggo eventually manages to
recover his short sword but not his self-esteem. Chinta Kari may get a
bigsurprise when she opensthe small box she got without therest of
the group noticing (it has a poison needletrap on its latch which will
strike her unless she isable to detectthetrap and avoid settingit off).




Rules Introduction

HOW TO PLAY: THE RULES AND GUIDELINES

1.0 INTRODUCTION

Most fantasy role playing games need “rules” (or guidelines) to
define and control the physical realities of the world in which adven-
tures may take place. Ideally, such rules are ahle tohandle most ofthe
commonsituations thatarisein a FRP game without detracting from
the flavor and detail of the plot or setting of the game.

This specific set of rules handles the physical realities of people,
places and things in J.R.R. Tolkien’s Middle-earth. Sections 2 and 3
handle character creation, development, and capabilities. Section 4
details most of the rules that affect the Gamemaster’s task of setting
up and managing a world system (The Setting). Sections S and 6
outline how to resolve commonly occurring actions and activity dur-
ing the piayers’ adventures. Finally, Section 7 provides a variety of
lists, tables, and record sheets that provide mechanisms for adding
ﬂ%ﬁ{md detail to a game without decreasing playability.

The Gamemaster and players should keep in mind that these
“rules™ are really only guideli'nes to aid in thecreation and running of
a fantasy role playing game. The Gamemaster should feel free to
modify these rujes to fit his (or her) viewor style of role playing, and
the players should realize that the Gamemaster is the final authority
when it comes to rules interpretations or changes.

On the other hand, these rules and the Gamemaster’s decisions
concerning them are the only guide that the players have to their
characters’ aapabilities and the reality of Middle-earth. So the
Gamemaster must be consistent and even-handed in his decisions or
the players will lose the trust and contidence in him that is neccessary
fora truly enjoyable and satisfying role playing game.

1.1 LEARNING TO USE MERP

The Gamemaster should first skim the rules to get an overall view
of the system, then he should read all of the rules thoroughly. If a
section is not understood immediately, it should be marked and
referred to again after all of the rules have been read. Frequent
examples are included to aid in absorbing the rules, The Gamemaster
need not memorize or fully analyze the significance of all of the rules
at first. The rules are organized in such a fashion that many situations
can be handled by referring to specific rules sections when they first
arise.

The players should first read Section 1 and 2. Then they should
generate a character by following the procedure and examples
outlined in detail in Section 3, referring to parts of Section 2 for
explanation of the various aspects of a character. Finally they should
read Section 6 so that they will understand what their optionsareina
tactical (usually combat) situation. It is not necessary for the players
to read Sections 4 or $, since they are concerned with how the
Gamemaster can handle the setting of the game, the plot elements,
and other factors.

1.2 DEFINITIONS AND CONVENTIONS

The majority of unique terms found in the Middle-earth Role
Playing system and Tolkien’s works are not described below; rather
they are usually described when they are used in the text. The terms
defined below are frequently used or they are very important for
using and understanding MERP.

DICE ROLLING CONVENTIONS —

As mentioned under the “Roll”definition, each die used in MERP
is a 20-sided die which gives a result between 0 and 9. If two of these
dice are used, a variety of results can be obtained:

1-100 Roll — Most rolls in MERP are “1-188” rolls (also called
“D100” rolls). When both dice are rolled together and one die is
treated as the “ten’s” die and the other as the “one’s” die, a ran-
dom result between 01 and @@ is achieved (“08” is used as 100
not 0).

Open-ended Roll — Many 1-100 rolls are “open-ended”. Most of
the time open-ended rolls yield a result between 01 and 100, but
sometimes they yield results that arcless than 01 or greater than
100, Some common rolls which are open-ended are all attack
rolls, all maneuver rolls, orientation rolls, perception rolls, and
encounter rolls. Rolls that are not open-ended include critical
strikes rolls, stat rolls, rolls to learn spell lists, and rolls for
background options. If a roll is open-ended:

An initial 1-100 roll aver 95 calls for a second I-100 roll to be
made and added to the first roll. If the second roll is also over
95, a third roll is made and added to the sum of the first two
results. This process is continued until a roll under 86 occurs.
The tetal obiained by this process is the result of the “open-
ended” roll (high). Theoretically there is no fimit as to how big
the total of such a roll couldd ger.

An initial 1-100 roll under 06 culls forua second 1-100 ro/i te be
made and subiracted from the first roll. If the second roll is
over 95, a third rofl is made and subtracted from the tetal o fthe
Sfirst two results. This process is continued until & roll under 96
occurs. The total obtained by this process is the result of the
“open-ended” roll (low). Theoretically there is no limit as te
how smali the total of such a roll could get.

1-10 Roll — In instances when a result {(roll) between 1 and 10is re-
quired, only one die is rolled. This gives a result between 0 and
9, but the @ is trcated as a 10. Such arollis referred to as “1-10”
or “D10”,

1-5 Roll — Roll one die, divide by 2, and round up.
5-50 Roll — Roll 1-10 five times and sum the results.
Other rolls — Any other rolls are variants of the above.
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Definttions

Aman: The continent west of
Middie-earth across the Great ~
Sea. it contains Valinor (the i
home of the Valar and the
many Elves) and Halls of
Awaiting (the pilace of the
dead).

Arda: (The Piace} The emire world
created by Eru through his
servamis the Valar, including
Middle-earth and Aman.

Campaign: An ongoing fantasy role
playing game which takcs
place as a series of connected
advemures, wich respect io
both time and circumstance.

Chance: Often in MERP an action
or activity has a “chance” of
succeeding or occurring, and
this chance is usually given in
the form of # %. This means
that if a roll {1— 190} is made
and the result is less than #,
then the action or aclivity suc-
oeeds {or eccurs); otherwise it
fails.

Chanacling: ®ne of the realms of

magic; a compiete description
is given in Section 4.52.

Critical Strike: Damage other than just hits which results from an attack.
Eru: {ilévatar} The God and creator of Middle-earth through his servants, the Valar.
Essence: One of the realms of magic; a compiete description is given in Section 4.51.

Fourth Age: The fourth recorded age of Middleearth, beginning when the Three
Rings passed over the sea (afler the destruction of the One Ring and Sauron}.

Fumble: An especially ineffective attack which yields a result that is disadvantageous
to the attacker.

Gamcmaster: The Gamesmaster, judge. referee, dungeonmaster, etc. The person
responsible for giving life to a FRP game by creating the setting. world events and
other key ingredients. He/she interprets situations and rules, controls non-player
characters, and resolves conflicts.

Group: A collection of player characters.

Hits: Accumulated pain and bleeding, that can lead to shock and unrceascioustiess
(also called Concussion Hits}. Each character can take a certain number of hits
before he passes out {determined by his Body Wevelopment).

Level: A Character’s [evel is a measure of his cutrent stage of skill development, and
usually is representative of his capabilities and power.

Maiar: Lesser gods who tended Arda under the directron of the Valar. Tley included
Sauron and probably the Istari (Gandalf, Sarunian, Radagast, and two other
“W 1zaxds”).

Maneuver: An action performed by a character that requires uniisual concentration,
concentration under pressure, or a risk (e.g., climbing a rope, balancing on a
ledge, picking a lock, etc.). Maneuvers requiring movement are “Moving
Maneuvers”, and other maneuvers are called “Static Maneuvers™.

Morgoth: (Melkor) The renegade Vala {see Valar beisw} who coveted lordship over
the world. He dominated Northern Middle-earth d:iring the First Age, until he
was overthrown and cast into the void by the other Valar and their host. Morgoth
was the embodiment and focus of darkness — evil incarnate.

Mclee: Hand-to-hand combat (i.e., combat not using projectiles, spells, or missite
weapons}.

Middle-carth: {Endor or Endoré} ®ne of the continents of Arda. The action and
events found in T he Hobbit and The Lerd e/ the Rings are focused in Western
Middle-earth diaring the Third Age.

Non-Player Characier: A being in a faniasy role playing game whose actions are not
controlled by a player, but instead are conwrelled by the Gamemaster.

Open-ended Roil: See the Roll definition and the “Dice Rolling Conventions™ at the
end of this section.

Parcy: The use of part of a character's offensive capability te affect one opponent’s
attack.

Plaver: A participant in a fantasy role pfaying game who controls one character, his
plaver character.

Plaver Character: A character whose actions and activities are controlled by a player
(as opposed to the Gainemaster).

Power Points: A number which indicates how many spells a character may intrinsic-
ally cast each day {i.e., between peiiods of rest).

Profcssien; {Character Class) A character's profession is a reflection of his trarning
and thought patterns; in game terms, it affects how much effort is required 1o
develop skill in vaious areas of expertise.

Resistance Roll: A dice roll which determines whether or not a character successfully
resists the effect of a spell, poison, disease, or some other form of adversity.

Roll: In MERP two different colored 20-sided dice ar'e used 10 resolve any activily re-
quiring a “Roll” (such dice are avarlable in most hobby and toy stores). Each of
these dicehastwo sets of the numbers 0,1,2,3,4,5,6,7.8, and 9. These dice can be
used to obtain a varmrety of results. These resuits are described after the definitions
under “Dice Rolling Conventions”.

Round: The time (10 seconds) required to perform one MERP action.

Sauron: The Dark Lord, the Shadow, the Lord of the Rings, a Marar (lesser god) who
served Mergoth early in the First Age. in the Second and Third Ageshe forged the
One Ring and cast a shadow of evil, corruption, and destruction over much of
Middle.earth. The Third Age ended after the destruction of his Ring and he was
“banished” from Middie-earth.

Session: A single sitting of game advemure. A number of sessions form a campargn.

Second Agc: The second recorded age of Middle-earth, beginning after the overthrow
of Morgoth with the founding of the Grey Havens and Lmdon. [t ended when
Elendil and Gil-gilad overthrew Sauron and Isiidur taok the Gne Ring.

Song, The: The Ainulindalg, Eru's Great Music sung by the Valar and Maiar which
created and shaped the World and its inhabitants,

Spell List: A coliection of related spells which are organized according to level. A
character who has “learned™ a spell list is able 1o cast a spell from that listif its
level is less than or equal e his own experience level.

Stat: One of the six physical and mental characteristics which influence how effec-
tively a character is able to perform most actions and activities.

Skill: Training in an area which influences how effectively a character is able te per-
form a particular action or activity. “Skill Rank” is a measure of the effect-
iveness of a specific skill.

Third Age: The Third recorded age of Middle-earth, beginning with Sauron’s defeat
as a resuit of the Last Alliance of Men and Elves. It ended after the destructien of
the One Ring when the last of the Keepers of the Ring passed over the Sea.

Valar: The fifteen (inithally including Morgoth) “Guardians of the World” and ser-
vants of Eru. They are lesser “gods” and many of the peoples/beings of Middle-
earth worship them and hold them sacred.

Wild beasts: Traditional animal species lacking enchanted form or abilities. They are
capable of social organization, but lack culture.
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2.0 THE BASIC FACTORS DEFINING A CHARACTER

In a fantasy role playing (FRP) game each participant except for
the Gamemaster (GM) is a “player” and assumes the persona of one
of the individual characters; these characters are the player
characters (PC’s). All of the other characters are controlled by the
Gamemaster and are called non-player characters (NPC). Therearea
variety of factors that control what each player is capable of in a
fantasy role playing environment (e.g., mental attributes, physical
attributes, background, physical appearance, skills, bonuses, etc.).
How each of these factors is handled in the Middle-earth Role
Playing system is described and discussed in this section.

MERP is a role playing system designed to handle (simulate)
characters between Ist level and 10th level. It makes certain
restrictions and simplifications that are intended to make learning
fantasy role playing quicker and easier. People who master theentire
system and want more detail, realism and higher level characters
should consider 1.C.E’s modularized Rolemaster systems. Arms
Law & Claw Law details non-spell combat, with expanded critical
table, expanded armor types, martial arts, and individual weapon
attack tables. Spell L.aw details and expands spell lists and spell
casting; it contains 112 spell lists, over 2080 spells, spells up to 50th
level, 15 types of spell-users, and evil spell lists. Character Law &
CampaignLaw presentsan expanded character development sysiem;
with 19 professions and a more detailed treatment of stats and other
factors affecting a character.

21 MENTAL AND PHYSICAL STATISTICS

The base mental and physical attributes of a character are
represented by 6 statistics called stats: Strength (ST), Agility (AG),
Constitution (CO), Intelligence (IG), Intuition (IT) and Presence
(PR). Each character has a numerical value on a scale of 1 to 188 for
each of his stats. The value of a stat indicates how it rates relative to
the same stat of other characters, The lower the value of a stat, the
weaker it is relative to the same stat of other characters. Relatively
high stats give bonuses (see Section 2.12) which apply to attempts to
accomplish certain activities and actions.

2.11 DESCRIPTION OF STATS

STRENGTH (ST): Not brute musculature, but the ability to use your
muscles to your grcatest advantage. This stat affects a character’s
capabilitics in melee combat, carrying loads, and other activities
requiring strength. This is the prime stat for a Warrior.

AGILITY (AG): Manual dexterity, litheness, quickness, reaction
time, and speed are all reflected by this stat. This stat affects a
character’s capabilities in defense, missile combat, movement and
other maneuvers. This is the prime stat for a Scout.

CONSTITUTI@®N (CO): The general health and wcll-being of the
character. This stat affects a character’s capabilities toresist disease,
poison and other hardships, as well as his ability to resist the effects
of pain, shock, and bleeding (concussion hits). This is the prime stat
for a Ranger.

INTELLIGENCE (IG): Thereasoning, memory, and commonsense
of the character. This stat affects a character’s capabilities in
activities that require thought or insight; for example, learning spell
liss (see Section 4.51), learning languages, readingrunes, etc. This is
the prime stat for a Magc.

PRESENCE (PR): A character’s courage, bearing, self esteem,
charisma, and self-discipline. This stat affects the character’s ap-
pearance, his ability to affect and control other characters, his self-
control in critical situations, and his ability to draw upon his inner
reserves. This is the prime stat for a Bard.

INTUITION (IT): The relationship of the character to the all-
pervading force in nature (the Ainulindile, the Song which created
and shaped Arda) and things supernatural, including such
phenomenon as wisdom, luck, gcnius, and the favor of the Valar.
This stat affects the character’s capacity to cast spells, use magic
items, perceive things (e.g., traps), and to perform a variety of other
activities. This is the prime stat for an Animist.

2.12 STAT BONUSES

Certain bonuses and penalties may applyto a character’s skillsand
activities if his stats are high enough or low enough. These stat
bonuses are given in Table BT-I, and may be altered by modifica-
tions due to the character’s race given in Table BT-3. Only one stat
bonus applies to each skill or ability. The correspondence between
stats and related skills are given in Table BT-2.

EXAMPLEY: One of our sample characters, Shen-Tyga, has a great
constitution, is very agile, and is very strong; however while his
Presence is good, his Intelligence and Intuition are below average,
His stats and bonus (from Table BT-1}for MERP are:

Strength— — — — — 100 normal bonus is + 25
Agility— — — — — — 95 normal bonusis +15
Constitution — — — — 91 normal bonus is + 10
Prcscnce— — - — — 84 normal bonusis + 5
Intelligence— — — — 42 normal bonusis +0
Intuition — — — — — 23 normal bonus is -5

Shen-Tyga will be geod at fighting and skills involving physical
matters (e.g., Movement, Body Development, Climbing, etc.), but
he will be less competent with skills involving mental prowess (e.g.,
Reading Runes, Tracking, Spell Casting, etc.).

2.2 RACE AND CULTURE

Thereare a variety of races that a playermaychoose for a character
in Middle-earth. These races are listed in Section 2.21 and include
certain general classifications that in fact cover many races (e.g.,
Men include such races and cultures as Haradrim, Dunlendings,
Beornings, etc). The race chosen affects a character’s bonuses for
skills (see Table BT-3), his development during his adolescence, his
special abilities, his appearance, and certain other factors.
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2.21 MIDDLE-EARTH RACES AND CULTURES

Thisisalist of Middle-earth races and cultures that may be used by
Gamemasters and players within the MERP rules. Other
races/cultures may be invented or used, but the Gamemaster must
decidetheir trar'ts and capabilities. Appendix 1 (Section 8.0) provides
detailed descriptions of each of these races.

Non-Mannish Races Mannish Cuitures/Races

Dwarves Beornings
Umli Black Numenoreans
Corsairs
Half-elves Dorwinrim
Noldor Elves Diinedain
Sindar Elves Dunlendings
Silvan Elves Easterlings
Haradrim
Hobbits Lossoth
Rohirrim
Common Orcs Rural Men
Uruk-hai Urban Men
Half-orcs Variags
Woodmen
Notmai Trolls Woses
®log-har

Half-trolls

2.22 SPECIAL RACIAL CAPABILITIES

Certain characters receive special racial modifications to their stat
bonuses and Resistance Rolls. These modificationsare givenin Table
BT-3.

2.23 PHYSICAL APPEARANCE

In addition to each character’s stats (which affect his capabilities
during play) it is desirable to have some measure of the character’s
appearance. In this section suggestions for determining factors
affecting a character’s appearance are given (i.e., demeanor, hair
color, eye color, height, weight, etc.). Limitations and guidelines for
these factors are given for eachrace in Section 2.21. The Gamemaster
should keep in mind that these factors are not essential to a game and
may be bypassed in the interest of quicker play.

General Appearance — Appearance (AP) is a valuc (01 —00) which
gives a general idea of the character’s exterior look (e.g., an 01 or 02
appearancc indicates a really ugly person, while a 99 or 00 appearance
would indicate a very handsome character). This is a very subjective
rating and the Gamemaster should treat it as a general guideline dur-
ing play.

Demeanor — This is an indicator of the general attitude that the
character seems to present to the world. This is up to the character
and Gamemaster, but typical demeanors might include: calm,
neutral, angry, sly, greedy, silly, stubborn, stupid, rude, etc.

Physical Appearance Factors — Factors such as height, weight, hait
color, eye color, gender, age, and so on should be determined by the
Gamemaster and the players. They should still be limited by the
ranges given in the racial descriptions in Section 2.21.

2.24 LANGUAGES

A variety oflanguagesare spokenin Middle-earth. Table ST-I lists
some of these. Some languages are automatically known by all
members of a given race. Other languages may be learned through
skill development (see Section 2.32). Each is known at one of 5 dif-
ferent ranks (see Table CGT-1).

2.25 RACIAL/ CULTURAL INTERACTION

Certain races or cultures have certarn inherent bias (hostility or
friendliness) towards other races or cultures. The racial descriptions
given in Section 2.21, summarize these attitudes.

EXAMPLE: Shen-Tyga isa Diinadan. He is 6’7" tail and weighs 240
Ib. He has brown hair and blue eyes, and a haughty demeanor. His
stat bonuses for race are:

Strength. .. .. 168 normalbonusis +25, racebonusis +3,
totalis + 30

Agility . ....... 95 normal bonus is + 13, race bonusis +0,
total is +15

Constitution. .. 91 normal bonusis + 10, race bonus is + 10,
toral is +20

Presence...... 84 normal bonusis +3, race bonus is +85,
totalis +1@

Intelligence. . . .42 normal bonusis +0, race bonusis +0,
total is +0

[ntuition. ... .. 23 normal bonus is -5, race bonus is +0,
total is-5

He also gets a +5 bonus on poison and disease Resistance Rolls.
Herollsa 34 for Appearanceand adds his + 10 Presence bonusto ob-
tain an Appearance of 44 (he is not good looking, but he is impres-
sive). He is fluent in Westron, Adiinaic, and Sindarin. He des pises
Corsairs and Black Nimenoreans; and Dunlendings, Haradrim,
Wargs, and Orcs are the traditional enemies o f his people.

2.3 SKILL RANKS

Ass a character advances in levels he develops and trains in certain
abilities called skills. His capability in each skillaffects his chances of
accomplishing certain actions and activities (e.g., fighting,
maneuvering, spell casting, etc.). Ashedevelops and improves a skill
his “skill rank” with that skill will increase, indicating a
corresponding increase in his abilities and bonuses with that skill,

2.31 SKILL RANK BONUSES

Most skills have a skill rank bonus, which is generally included as
part of a total skill bonus. Different skills use this bonus in different
ways as described in thc skill description Section 2.32, The skill rank
bonus is given in Table BT-4. Basically the table follows a standard
progression. The bonus is -25 if therank is0 and + 5 if the rank is .
Thebonusincreasesby S for each ofranks 2to 10, 2foreach of ranks
11-20, and | for each rank above 20.

232 PRIMARY SKILLS

These arc the skills whicharcmost commonlyused in adventuring.
There is one row on the character record for calculating and record-
ing the skill bonus for each of the skills. Each skill is classified as be-
ing applicable to a moving maneuver (MM), to a static maneuver
(SM), to an offensive bonus (OB), or to a special purpose (SP). Sec-
tion 6.0 describes how each of these bonuses is used to resolve ac-
tions. A description of what each skill entails follows.

MOVING AND MANEUVERING (MM) — These skills determine
how far a character may move in a given round; up to 50 feet plus the
skillbonus OR up to doublethatifa runningmaneuveris successfully
completed (sec Section 6.4). Moving/Maneuvering skills must be
developed separately foreach of the 5 types of armor (noarmor, soft
leather, rigid leather, charn and plate). The number of skill ranks
which may be developed is limited by the armor type: noarmor — 2,
soft leather — 3, rigid leather — 5, charn — 7, and plate — 9. Each
armor type also has a penalty associated with it. These factors are
summarized on the Character Record Sheet (see Section 2.71), Arm-
or does not include helmet, arm grcaves or leg greaves; items which
protect parts of the body from certain criticals. Wearing leg greaves
modifies the Movement and Mancuvcr bonus by -5.

This skill also applies to any activity involving movement which is
unusual or performed understress. Whcnused forthese purposesthe
bonus is added to a “moving maneuver roll” (sec Section 6.51). This
bonus is NOT used if another skill specifically applies to thc activity.
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WEAPON SKILLS (OB) — These skills determine how effective a
character is when using weapons in combat (as opposed to spells).
These skills must be developed separately for each of the 6 types of
weapons: 1-Handed Edged, 1-Handed Concussion, 2-Handed,
Thrown, Missile, and Pole-arms. The skill bonus for each type of
weapon is the Offensive Bonus and is usually added to any “attack
rolls” (see Section 6.6) made with that weapon. In certain cir-
cumstances all or part of this Offensive Bonus may beused to “parry”
an opponent (see Section 6.62). Wearing arm greaves modifies the
Offensive Bonus by -5. Each specific weapon has special properties
summarized in Table CST-1.

1.Handed Edged — These weapons include the broadsword, dagger,
handaxe, scimitar, and short sword. They may be used with a shield.

1-Handed Concussion — These weapons include the club, hammer,
mace, morning star, net, and whip. They may be used with a shield.

2-Handed — These weapons include the battle-axe, flail,
quarterstaff, and 2-Handed sword. They may not be used with a
shield.

Pole-arms — These weapons include the javelin, spear, mounted
lance, and halbard. The javelin and spear may be used with a shield,
or they may be used 2-Handed. When riding on a trained mount, a
mounted lance may be used with a shield.

Thrown — In addition to being used in melee, certain weapons may
be used to attack from adistance. These weaponsinclude the dagger,
handaxe, short sword, club, hammer, mace, net, javelin, and spear.
They may be used with a shield.

Missile — These weapons may not beused in melee, but they may be
used to attack from a distance {the range is given in Table CST-1).
Missile weapons include the bola, sling, composite bow, crossbow,
long bow, and short bow. Only the sling may be used with a shield.

GENERAL SKILLS — These skills affect how a character climbs,
rides, swims and tracks. The skill bonus for the appropriate skill is
added to a “maneuver roll” when these activities are attempted (see
Section 6.5).

Climb (MM) — This skill is us¢d when usual climbing is attempted
(i.e., for climbing a rope, tree, wall, etc., but not stairs or a ladder).
The normal climbing rate for walls with adequate hand holds is
10’/round as a “medium” maneuver (see Section 6.51).

Ride (MM) — This skill isused when ananimalisridden(e.g., horse,
mule, camel, or giant eagle). A maneuver roll must be made using this
skill whenever an unusual riding maneuver is attempted OR each
round an attack is made while riding (see Section 6.42).

Swim (MM) — This skill isused when a character is swimming. The
Gamemaster should assign high difficulty to swimmingin armor. We
suggest: plate—absurd, chain —extremely hard, rigid ieather—very
hard, softleather — hard, and heavy clothes— medium. Other factors
such as treacherous water might increase the dif ficulty.

Track (SM) — This skill is used when attempting to follow or inter-
pret tracks.

EXAMPLE: Shen-T yga likes to use a Battle-Axe when he fights with
a two-handed weapon. FHis OB with a Battle-Axe is modifiedby + 5
when attacking opponents wearing chain or plate, while it is modi fied
by -5 when attacking opponents in rigid leather, soft leather, and no
armor (see Table CST-1}). When using a Battie-Axe, attack rolls are
resolved on the 2-F anded Weaponsattack table, with fumblesoccur-
ring when an unmodi fied roli of 01, 02, 03, 04, or 05 occurs. If a
critical strike is obtained with the Battle-Axe, it s called the primary
critical and is resoived on the Slash Critical Table C1-2, If the
primary critical is a “C”, “D”, or “E”, a secondary critical two steps
lower fan “A”, “B", or “C” respectively) is reselved on the Crush
Critical Table CT-1.

MAGICALSKILLS — These skillsaffect a character’sability to cast
spells from runes, to cast spells from items, and to attack with an
elemental spell.

Read Runes (SM) — This skill represents a character’s ability to
determine what spell is on a piece of rune paper (or a scroll) and his
ability to cast that spell from it. A static maneuver roll (modified by
the Read Runes skill bonus) must be made in order tolearn what spell
is on a piece of rune paper. This same maneuver determines if the
character can cast the spell from the item (see Section 4.56),

Use Items (SM) — Thisskill represents a character’s ability to deter-
mine what spells and abilities are imbedded in an item (other than in
rune paper or certain special items, see Section 4.56). It also affects
his ability to cast spells from the item. The process used is the same as
for reading runes, except that the Use Items skill bonus is used.

Directed Spells (OB) — These skills determine how effective a
character is when using elemental spells in combat (as opposed to
normal spells or weapons). The skill bonus for directed spells is
added to any “attack rolls” made with those spells (see Section 6.6).
Directed spells include all of the “boit" spells but not the “ball” spells
(the Base Spells bonusis added to “ball” attacks). No resistance roll is
allowed against directed spells, but a character attacked by a directed
spell (or ball spell) may make a moving maneuver roll (as his action
for that round is to take cover) to modify the attack roll by -10to -60
depending upon the cover that is available.

SUBTERFUGE SKILLS — These skills affect how a charater am-
bushes, stalks. hides, picks locks, and disarms traps. The skill bonus
forthe appropriate skill is added toa “maneuver roll” when theseac-
tivities are attempted (see Section 6.5).

Ambush (SP) — If a character manages to move directly behind an
opponent, he may make a maneuver roll to “ambush” him with a
melee attack. 1f the maneuver roll is not successful, a normal melee
attack may be made. If it is successful, a normal melee attack may be
made and any critical that results may have the skill RANK for am-
bush added to it if the ambusher wishes (he may decide after the
critical roll).

Stalk/Hide (MM/SM) — This skill affects how effectively a
character stalks (moves without being seen or heard, a moving
maneuver) and hides without moving (a static maneuver). Characters
in the vicinity may modify any stalking or hiding maneuver rolls by
their perception skill bonus (see below) to attempt to detect the stalk-
ing/hiding character.

Pick Locks (SM) — This skill affects attempts to pick locks.

Disarm Traps (SM) — This skill affects attempts to disarm traps.
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MISCEIL.LANEQUS SKILLS AND CAPABILITIES — Theseskills ACTING (PR)This bonus isused for impersonating others, devising
differ in various ways from the normal skill rank and bonus system. new identities, etc.

Eachskill is detailed as to what its differences are. CAVING (IG) This bonus is used for determining the natural course
Perception (SM) — This skill affects how much information and and lay of a cave or cavern (pass or chamber) and for attemp ting
clues a character gets through observation. It may be used to detect restricted movement in a cave.

traps, to observe characters attempting to stalk or hide, to find hid- CONTORTIONS (AG) This bonus is used for manipulating one’s
den doors, etc. If a character states that he is watching or examining body in order 1o move through smail openings or absorb sudden
anarea or place, the Gamemaster should make a staticmaneuver roll crushing impact (other than falls). Helps escapes from bonds, etc.

modified by theperception skill bonus of the characterto determine
if the character notices or detects anything. The Gamemaster may
keep this roll secret, revealing only what the character has observed,
Wearing a helmet modifies the Perception bonus by -5 (see Sections
6.52 and 6.82). This bonus may be used to modify an opponent’s \Q.’ﬁ DANCE (IG) This bonus is used fer attempting to recreate a dance
maneuver roll for stalking or hiding (see above). .one Witnesses, including magical rituals, etc.

Body Development (SP) — This skill represents a character’s ability ,\}VIL DIVING (AG) Thisbonus is used for controlled falling maneuvers.
to withstand pain, shock and bleeding. Each time thai acharacter’s 4} FLETCHING (AG) Thisbonus is used for making an arrow out of
rank in this skill increases by one, the character rolls | —1@and in- 4% avajlable wood, metal, paper, and/or feathers.

creases his skill rank bonus by this amount (the normal skllll‘rank - ¥FORAGING (IT) This bonus is used for finding any local source of
bonuses do NOT apply). Each character starts the game with a % potable water, herbs, or edible plants and animals.

specral bonus for this skill of 5 (already included on the Character . ) : i )
Record Sheet). The total skill bonus for this skill is called the a ::;“?(’AMBLING (IT) This bonus is used for playing any game with a
" sigmficant element of luck.

“character’s hit total”: the number of concussion hits that the

\QCOOKERY (IT) This bonus is used when detecting bad foed, or
preparing and neutrahzing dangerous herbs and food ingredients,
Includes peison preparatiens as well as normal cooking.

character canabsorb (due to damage e takes from attacksand other YHERDING (PR) This bonus is used for gathering, befriending, or
occurrences) without becoming unconscious. If the character takes manipulating herd animals (e.g., sheep, cattle, etc.).

more concussion hits than the sum of his hit total and his constitu- o) LEATHER-WORKING (AG) This bonus is used for working with
tion, he dies due to massive shock and internal bleeding. """ hides and creating leather goods (e.g.. leather armor, bolas, etc.).

Spell Ijists (SP) — This s.kill determines when a spell. list is learned _ {MEDITATION (PR) This bonus is used for entering, leaving, and
(i.e.. when spells on that list may be cast). Each spell listrank gives a 4%/ exploiting meditational trances.

2@% chance of “learning” a chosen spell list (see Section 3.6); thus . s . . .
e . . . . v MUSIC (A I S ' ;
whenarank of 5 isobtained thereisa 100%o chance oflearning thelist /%1% Cl .G) s b.onu is used for using any onc insirument, and
77 anyone written musical language.

(automatic). Spell list skill rank may only be developed for one spell : i ) ) ) )
listat a time. Ifat the end of a development period (adolescence, ap- ﬂ GQ_PL BLIC-SPEAKING (PR) This bonusis used for impressing, enter-
taining, or manipulating other individuals or groups.

prenticeship, or when a new level is reached) a character has a spell
list rank between [ and S, a roll should bemadeto secif the spell listis ,QROPE-MAS'I'ERY (JG) This bonus is used for knot recognition,

learned. If the roll is less than or equal to the the spell list skill rank (ﬂo knot-tying, braiding, and splicing or when making a maneuver while

multiplied by 20, the spell list is learned. If the spell list is not learned suspended from a rope or analogous flexible line, or when throwing a
the skill rank remains the same. When a list is learned, the spell list line.

skill rank is reduced to @. If a skill rank of S is obtained during a i'\% ROWING (ST) This bonus is used for self-powered boat maneuvers
development period, the spell list is immediately learned (with the including rowing, poling, etc. ’

spell list skill rank being reduced to 0) AND the character may 10 « . . . . )
develop the spelllist skill rank for another spelllistin order to take a i ¢! SAILING (IT) This bonus is used for sailing maneuvers and water-

chance of learning a second list (20%9¢ chance per rank). Jore (e.g., knewledge about bays).

Languages (SP) — This skill must be developed separately for each {o\‘{, 2000 oA U RIS SR GIER VA GG ERE

language. Theskillrank in this area determines how wella character 4§ UL UL
speaks and reads a language (see Table CGT-1). I.anguages arc v¥ =~ SKIING (AG) This bonus is used for skiing or sliding maneuvers.

described in Section 2.24. ?e.\ SMITHING (ST)This bonus is used for working withnormalmetals
’*\’ 1o create or repair desired objects (e.g., metal armor and weapons).
233 SECONDARY SKILLS . §» STAR-GAZING (IT) This bonus is used for determining dates,
These are skills that are not used as often as primary skills during ¥*"  directions, and locations when the stars arevisible. Especially useful
adventuring. They are often tied to, or indicative of, a character’s for navigatjon.
background or family trade, thus any background options used for 4 % rg A p_BUILDING (IG) This bonusis used for bnilding traps out of
thesg SIS s U TR ORI et L o6 SR | available resources. This bonus subtracts from any perception rolls
Section 2.32). Players may use development pomts from any related (see Section 2.32) made for a trap constructed using this skill.

skill category to develop these skills (see Section 3.6). The character )
record does not provide for these skills, but the playerscan keeptrack X\
of the skill ranks on the back of their character records or on a
separate piece of paper. The Gamemaster should decide which secon-
dary skills are appropriate for his game and inform the players. A .., 4% TUMBLING (AG) This bonus is used for horizontal dives, rolling,

T RICKERY (PR) This bonus is used for any maneuvers mvolving
shight of hand: picking pockets, confusing sight tricks, and shght-of -
hand diversions.

short description of some suggested secondary skills and what their or vaulting maneuvers, or swmgimng on stationary objects.

bonuses are used for follows (the bonus forthe stat in parenthesis is i’g %WEATHER-WATCH!NG (IT) This bonus is used for determining
used as part of the total skill bonus): " the local weather pattern for the next 24 hours.
ACROBATICS (AG) Thisbonusis used for in-air maneuvers or sw- WOOD-CARVING (AG) This bonus is used for fashioning an ob-

inging on objects. Helpsreduce the effects of falls. ject out of wood, bone, or similar material.
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Pro fessions

2.4 PROFESSIONS

Each character must have a profession, sometimes called a
character class. A character’s profession reflects the fact that his
early trainingand apprenticeship have moulded his thought patterns,
thereby affecting his ability to develop certain skillsand capabilities.
A profession does not prohibit the development of skills, it merely
makes some skills harder and others easier to develop. Any character
can develop any skill under this system. Descriptions of the six
professions follow:

SCOUT (Thief):
Prime Stat — Agility
Profession Bonuses — + | per level on all weapon skills

+ 1 per level on all general skills

+ 2 per level on subterfuge skills

+ 3 per level on perception
Spell Restrictions — May learn open spell lists from one realm

(his choice). He may only cast is¢, 2nd, 3rd,

4th and Sth level spells.
A Scout isacharactertrained in maneuvering, observation,ambush,
and to a limited extent, combat. His primary areas of development
are subterfuge and general skills, and he can also developskills with
weapons and armor. However, it is very difficult for him to learn to
use spells or magic items. In certain societies and circumstances a
Scout makes an excellent thief or assassin.

WARRIOR (Fighter):
Prime Stat — Strength
Profession Bonuses —- +3 perlevel on weapon skills

+ 1 per level on genera} skills
+ 2 per level on body development
Spell Restrictions — May learn open spell lists from one realm
this choice). He may only cast 1st, 2nd and
3rd level spells.
A Warrior is a character trained in the arts of combat and fighting.
His primary areas of development arc weapon skills, maneuvering in
armor, and body development. It is difficult fora Warriorto learn to
use subterfuge, spells, magic items, and languages; he has little
interest in or aptitude for such pursuits.

RANGER (Tracker):
Prime Stat — Constitution
Profession Bonuses — +2 per level on weapon skills
+ 3 per level on all general skills
+ 2 per level on perception
+2 per level on stalking/hiding
— May learn open Channeling spell lists and
Ranger spell lists, howeverhe may only cast
Ist, 2nd, 3rd, 4th and 5th level spells from
the open Channeling lists (no restrictions
on his Ranger lists).
A Ranger is a character trained in outdoor skills and combat. His
primary area of development is general skills, but he can develop
respectable fighting skills and can learn his own Ranger spells and
open Channeling spells.

Spell Restrictions

BARD (jack-of-all-trades):
Prime Stat — Presence
Profession Bonuses — +1 per level on weapon skills
+ 1 per level on general skills
+ 1 per level on subterfuge skills
+ 1 per tevel on magical skills
+ 1 per level on base spell attacks
+ 1 per level on perception
Spell Restrictions — NMaylearnopen Essence spell lists and Bard
spell lists, however he may only cast Ist,
2nd, 3rd, 4th and 5th level spells from the
open Essence lists (no restrictions on his
Bard lists).
A Bard is a character with sometraining in almost all of the categories
of skills. His only primary area of development is {anguages, but he
can learn hisown Bard spell lists and open Essence spelllistsand he
can develop to a limited degree, weapon skills and maneuvering
skills.
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MAGE (Magician): ANIMIST (Cleric):

Prime Stat — Intelligence Prime Stat — Intuition

Profession Bonuses — +2 per level on reading runes Profession Bonuses —. +1 per level on reading runes

+ 2 per level on using items
+3 per level on directed spell attacks
+2 per level on base spell attacks
— May learn open Essence spell listsand Mage
spell lists.

A Mageisacharactertrainedin the casting of spells which draw their
power from the Essence, the power that exists in everyone and
everything. His primary areas of development are magical skills and
learning spell lists. 1t is very difficult [or a Mage to learn to use
weapons and armor; the Mage rel\ies on his spells rather than arms or
normal maneuvers, A Mage mady not wear any armor, helm, or
greaves when casting spells. This applies to all characters casting
spells of the Essence (see Section 4.5).

Spell Restrictions

(%]

:'-_"-..—--.-;N,..n....’-—--_.a-\.

2.5 BACKGROUND

Each race has a certain number of “background points” which
each character may apply to the 6 background options: special
abilities, special items, money, hobby skill ranks, stats, and
languages. Certain races may be restricted as to how many points
may be applied to each option (see Section 2.21). The Gamemaster
may choose to assign options in his own manner, Alternatively, he
may choose to allow the players to choose from or roll on the
Background Options Table CGT-2.

2.51 BACKGROUND OPTIONS

SPECIAL ABILITIES — These are certain extraordinary capabil-
ities that the charactcr possesses. In many cases these capabilities
distinguish the player character from the general populace and are
part of the reason that he has chosen to adventure rather than stay
home on the farm. The Gamemaster may make up special abilities
designed for a character. Alternatively, the player may choose from
or roll on Table CGT-2. For each background point placed into this
background option, the character receives one special ability.

SPECIAL ITEMS — These are magic or unusual items that the
character has had handed down to him or which fate has placed in his
possession. The Gamemaster may create special items designed for a
character or allow himtorotlon Table CGT-2.Foreach background
point placed into this background option, the character receives one
specialitem. Theseitemsarekeyed to the specific player character, or
alternatively are keyed to the character’s profession and race. Each
time any character attempts to use an item not specifically keyed to
them, they must make amaneuverrollmodified by his Use ltems skill
bonus (see Section 2.32). This makes such items much harder to sell.
Spells from these items are always cast with no modifications for
preparation time (i.e., they have instantaneous effect, see Section
4.55).

+1 per level on using items

+ 1 per level on all general skills

+2 per level on directed spell attacks

+2 per level on base spell attacks

+ 1 per level on perception
— May learn open Channeling spell lists and

Animist spell lists.
An Animist is a charactcr trained in the casting of spcils which draw
their power from the Valarthrough Channeling. His primary areas of
development arelearning spells, but heis capable of development in
any of the categories of skills. He may not wear any metal armor,
metal helm, or metal greaves while casting spells. This applies to all
characters casting spells of Channeling (see Section 4.5).

Spell Restrictions

MONEY — This isthe extraamount of moneythatthecharacter can
start with, Each player character starts with 2 gold pieces (see Section
3.71). For each background point placed into this background
option, the character rolls once on Table CGT-2 and receives the
money indicated in addition to his normal 2 gold pieces.

HOBBY SKILL RANKS — These are developed skill ranks that are
not necessarily related to the character’s race or protession. For each
background point placed into this background option, the rank of
one primary skill {see Section 2.32) may be increased by 2 OR the
rank of one secondary skill (see Section 2.33) may beincreased by S.

STAT INCREASES — This option indicates enhanced stats. For
each background point placed into this background option, the value
of one stat may be increased by two @R the values of three stats may
be increased by one each. No stat may be increased to more than 101
through this method.

ILANGUAGES — This option allows a character to learn extra
languages. The Gamemaster may wish to restrict the character in
which languages may be chosen. For each background point placed
into this background option, the character learnsone extra language
to skill rank S.

2.52 DETERMINATION OF BACKGROUND DETAILS

After the character has allocated his points to his background op-
tions, the Gamemaster should define his background {see Section
3.5). For example, if the character assigns 3 points to money and one
toan item and one to a language, the Gamema ster might tell him that
he is a merchant’s son. 1fhe assigned 2 points to special capabilities, 1
to money, and 2 to stats, he might be a farmer’s son who has left the
farm for adventure. This is up to the Gamemaster, although the
player character concerned may have some input. The amount of
detail that goes intothis depends upon the amount of effortthat the
Gamemaster is able and willing to put into it.
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2.6 EXPERIENCE AND ADVANCING LEVELS

Each character in a fantasy role-playing game has a “level” that
represents how capable he is. Characters become more powerful and
skilled by advancing levels as they gain experience. Experience is
represented in play by experience points which the Gamemaster
awards to characters for certain activities and achievements.
Normally, a characterstarts play as a Ist level characterand hisievel
increases as he acquires experience points from his adventures. A
character’s level does not necessarily increase each time he gains
experience points; it increases when his experience point total reaches
certain points, as explained below.

2.61 EXPERIENCE POINTS

Learning how to award experience points is one of the most dif-
ficult tasks thata Gamemaster faces. It is something that is very hard
to formalize. Basically a Gamemaster should award experience
points for ideas and actions by the characters which are clever, in-
telligent, innovative, dangerous (but not foolhardy), and above all
successful.

Below we summarize some of the activities that normally arise dur-
ing play which should be rewarded with experience points. The sug-
gested experience points awards are guidelines and the Gamemaster
should feel free to modify them whenesver common sense indicates
that they are out of line. The Gamemaster may total and reward ex-
perience points at any convenient time. This usually occurs at the
beginning or end of a session of play.

NOTE: Allof these totals may be multiplied by4 if theactivi-
ty has never been per formed be fore by the character, by 2 if
the activity has only been per formed once be fore, and by V2
ifit has become routine.

1) HIT POINTS — At the end of abattle, acharacter receives one ex-
perience point for each hit he received during the battle (providing
they were not cured during the battle).

2)CRITICAL POINTS — These points are awarded for anycriticals
inflicted on a foe regardless of their effect. The experience points
awarded are based upon thelevel of the foeandaremodified depen-
ding upon the state of the foe and the combat. Table ET-3 summariz-
ed these points.

3) KILL POINTS — Theseexperience points are awarded for killing
anactiveopponent or rendering him unconscious. This must occur in
a combat situation {i.e., a true confiict, not a practice or staged
fight). An active opponent is one that is not dead or unconscious.
These points all go to the combatant who delivers the blow that
knocks out or kilis the opponent. The experience points awarded for
“killing” a character are given in Table ET-1. These experience points
are reduced by the number of experience points given for criticals
already inflicted on the opponent, see 2) above. in some cases the
Gamemaster should add extra points for creatures with special
abilities and powers.

EXAMPLE: For this example and the rest of the examples in Sec-
rion 2.61, we will be referring the sample adventure presented in
Section 1.2, Inthat adventure, Naug (2nd level ), Agonar(4th level),
Droggo (Ist level} and Chinta Kari (2nd level) decided to explore
and camp in a ruined tower that contained 3 Orcs (one Ist level, one
2nd level and one 4th level) who were breaking camp to travel for
the night. The resultingencounterended with2 Orcsdeadand I Orc
having fled.

Naug kitled the 4th level leader outright, and since this isonly the
second Orc that Naug has killed he gets double the normal 300 ex-
perience points (ep), that is, 600experience points. Nobud y gets ex-
perience points for the one that got away (Droggo blew his chance
when he furmbled ). Agonar put the 2nd level Orc to sleep, but only
gets 130e p because he is 4th level and has put Orcs to sleep before.

{f Droggo had thrown a dagger at the Orc and given him a “B”
Puncturecritical before Naug killed him, then Droggo would have
gotten 40ex perience points(10 forthe “B” x4 foradth level fae). In
this situation, Naug would only have gotten 520 points, 2 x (300
normal ep - the 40ep that Droggo got).

T he “E* and “C” criticals delivered by Naug on the sleeping Orc
would normally be worth 50ep (25 x 2nd levet) and 30ep (15 x 2nd
level ) respectivel y. However, he was aiready unconscious {asleep),
so the 80 ep is multiplied by 1/10 and Naug only gets 8 points,

Chintareceived 100 experience points because of the “A ”critical
she took when the Orcand thechest fell on her. She also receives 9
experience points fer the 9 hits she took.

So for combat, Naug gets a total of 608 ep, Agonar gets 130 ep,
Chinta gets 109 ep, and Droggo gets 0 ep.

4) MANEUVER POINTS — These experience points are given for
unique or inspired maneuvers (static and moving) successfully ac-
complished during an adventure. For moving maneuvers (see Section
6.51)a “100” result or higher must be obtained. Based upon difficul-
ty, the experience points awarded are given in Table ET-4.

EXAMPLE: Droggo successfully scouted the area (the G M ranks
this a Medium maneuver) for 50 ep. He also snuck (or sneaked)
across the tower without the Orcs hearing him (a Light maneuver),
heard the Orcs coming (a Medium maneuver), and hid at the main
door (a Medium maneuver) for a total of 110 ep. Chinta success-
Sfully cleared rubble (an Easy maneuver) for 5 ep, and she opened
the chest but not quietly so she received no experience points. T he
success ful taking and hiding of the small box (a Hard maneuver)
gives her a totaf of 105 ep.

5) SPELL POINTS — These points are awarded for casting spells
during a combat situation (both intrinsic spells and spells from runes
and items). Castinga spell that fails results in 0 points. The spell must
have a purpose that aids the character or his group during the com-
bat. The experience points awarded are given by the following for-
mula and summarized in the Table ET-2:

100 - (10 x level of the caster) + (10 x level of the spell cast)

EXAMPLE: Agonarcast Levitate, which wouldhavehel pedin adif -

Sferent situation by keeping him safe from melee. However in this
situation it did nothing to hel p the group or himself, so lte gets no
points for it. His Sleep spell was a st level spell, so as a 4th level
character he gets 70 ep.
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(result is a number of experience points) LEVEL OF THE CHARACTER PELIVERING THE “KILLING” BLOW
OPPONENT’S 1 2 3 4 5 6 7 8 L] 19
LEVEL

(result is a number of experience points)

LEVEL OF THE CHARACTER CASTING THE SPELL
SPELL 1 2 3 4 5 6 7 8 9 10

=
S

ET-3 — CRITICAL POINT TABLE _

to self * 100 200 300 40 500

exceed
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Experience Points

6) IDEA POINTS — These experience points are given for ideas and
plansthatlead to the accomplishment of a goa! or a successful event,
action or adventure. The Gamemaster should keep track of ideas,
plans and suggestions made by player characters that prove to be
useful or successful. After an event, action or adventure is completed
and expertence points from 1) to 5) above have been awarded, the
resuiting experience points to ALL group members are totaled. The
Gamcmastcrshouldaward half of this total as “idea points”, dividing
it among the characters who came up with ideas based upon their
respective contributions. Thisis very subjective, so the Gamemaster
doesn’t need to keep an exacttally of ideas and can usually rely on his
general impressions of thc adventure.

Fuo

W e

EXAMPLE: After calculating the experience points for combat,
maneuvers, and spells, the Gamemaster now calculates the totals for
each character, and a total for the group (half of which are awarded
as idea poirits ).

Agonar  Chinta  Droggo Naug

combat 130 100 0 608

maneuver 0 108 110 0 half

spells 70 0 0 0 total _total
200 214 19 608 = 1132 566

idea ponts 110 46 250 160

total 319 260 360 768

The objectiveand goal of the group was to care fully check out the
ruined tfower as a possible campsite or adverniure site. Droggo and
Naug worked directly towards this with Droggo taking the initiative
and Naug backing him up. Droggo gets more idea points because he
performed new actions each turn and essentially made a good choice
each turn, while Naug just “waited for something to kill”. Agonar
also performed as a back up, but his unplanned and unnecessary
Levitate spell used up valuable time and did nothing to accomplish
the goal of the group, to scout and beprepared fordanger. He could
have prepared a sleep s pell and be ready when daxger (the Orcs) ap-
peared. Chinta, of course, lost control when faced with t he possibil-
ity of treasure and personal gain; she did nothing (o achieve the
group’s objective. She only had the obvious idea to get to the loot
JSirst, and disregarded both her own and thegroup's safety and goals.
So, Droggo gets 250 out of the 566 idea points, Naug gels 160,
Agonar gets 110, and Chinta Kari gels 46.
This process involves some very subjective decisions on the
Gamemaster’s part and takes practice. T he actual suggestions made
by the players during plarning should be taken into account. If
Agonar had actually suggested that he, Chinia, and Naug provide
support as Droggo scouted things out, he woutd have gelten more
idea points.

7) TRAVEL POINTS — A character receives one experience point
for each m"ik traveled on land in an unfamilar area, and one ex-
perience point for every 10 miles if flying or at sea. The character
must be conscious and interacting with his environment. Multiply by
¥3x in civilized areas, by 2x in moderately dangerous areas, and by 3x
in extremely dangerous areas.

EXAMPLE: The group has traveled 3@ miles from Rivendell
through the moderately dangerous Trollshaws region. Thus each
character gets 6@ experience points (38 miles x 2 for moderately
dangerous} for travel.

8) MISCELLANEOQUS POINTS — Most of the experience point
guidelines concern action 1in a tactical situation (i.e., a sitvation in-
volving detailed and precise activity usually under time constraints,
such as fighting, maneuvering and exploring). It is more difficult to
award experience points for activities and accomplishments in a
strategic environment (1.€., less structured than the tactical environ-
ment). Travel points reflect the expertence gained by traveling
through new and stimulating regions. The Gamemaster should
award miscellaneous experience points for the other strategic activi-
ties not involving travel (e.g., figuring out ariddle or ¢lue, planninga
successful trip or adventure, etc.).




Character Levels

These points may also be awarded by the Gamemaster for events
that have specia) significance to a given character (e.g., having a
religious experience, visiting a special place, accomplishing a special
mission or goal, casting non-combat spells, etc.). They are also
awarded for any actions or accomplishments that the Gamemaster
deems worthy of reward.

EXAMPLE: The Gamemaster decides that the group deserves some
miscel{aneous experience points for achieving their objective in a
relatively ef fective manner. He gives Droggo !50ep for taking the ini-
tiative and most of the reasonable risk. He gives Agonar and Naug
100 ep apiece for their solid support activity, while he gives Chinta
only 50 ep because she disregarded her own safety and the group’s
when she went after a potential treasure. However, Chinta gets the
reward of having the small box without the rest of the group knowing
that she has it.

2.62 CHARACTERLEVELS

Thelevel foreachcharacter is determined by how many experience
points he has accumulated. A character starts at 1st level with 10,000
experience points. Table ET-5 summarizes which experience point
totals correspond to which levels.

EXAMPLE: If the Gamemaster decides to immediately reward ex-
perience poinis qfter this adventure, thepointsare totaled as follows:

OLD OLD EP NEW NEW
EP LEVEL GAINED EP LEVEL
Agonar 43480 4th 470 43950 4th
Chinta 23400 2nd 370 23770 2nd
Droggo 19764 1st 570 20334 2nd

Naug 28940 2nd 928 29868 2nd

Droggo’s total experience points has passed 20008, so he advances
from st tevel to 2nd level. So now he must aliocate hisdevelopment
points to his skills in order to increase his skill ranks, and then he
must update his Character Record Sheet. If Naug had gotten 132
more points, he would have advanced to 3rd level. T he orher two
characters are not even close to advancing a level.

ET-5 — EXPERIENCE POINT TABLE

EXPERIENCE POINT

LEVEL TOTAL REQUIRED
| o ~ 10000
2 ioeet -~ 20000
3 1 0/5‘05 = 30000
4 PO = 40808
5 “vecd  —  S0000
6 £g, oot ~ 70000
7 74/00' - 90000
8 g6 el = 110000
° ire e T 130000

10 178461 ~ 150000

2.63 ADVANCING A LEVEL

When a character advances (goes up) alevel, hemaydevelop skills
(increase his skill ranks) and update his bonuses. To develop a skill he
allocates development points to it (see Table CGT-4) in order to in-
crease the skill’s rank. This process is identical to apprenticeship skill
development and is described in Section 3.6. After all development
points have becn allocated to increasing skill ranks, the level bonuses
for professions (see Section 2.4) are updated. Finally, any skill
bonuses whose components have changed must be re-totaled. This
process is summarized below:

1) Allocate development points to increase skill ranks.

2) Update skill rank bonuses.

3) If necessary, roll for hits (body development) or a spell list.
4) Update level bonuses for the character’s profession.

5) Retotal any skill bonuses affected by 2) and 3).

6) Increase your Power Point tota! (see 4.55).

7)Mark the character’s new level.
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Keeping Track of a Characier

2.7 KEEPING TRACK OF A CHARACTER

In a fantasy role playing game each player must keep track of the
factors defining and affecting his character, while the Gamemaster
must keep track of the non-player characters. 1n the Middle-earth
Reie Playing system (M ERP), each player should keep track of his
one character (his player character) on a Character Record Sheet.
The Character Record Sheet (RS-1) has places for all of the
important statistics and factors which are important to a character.
The Gamemaster may want to use Character Record Sheets for
certain crucial non-player characters (NPC’s), but in general he only
needs to keep track of their levels. This allows him to refer to the
Master Character Table ST-3 in order to obtai'n non-player character
bonuses required during play.

The rest of this section discusses the Character Record Sheet and
thedifferent types of capabilities and bonuses that the players should
keep track of,

2.71 THE CHARACTER RECORD SHEET

The Character Record Sheet has space for all of the factors which
affect a character’s bonuses and capablities (e.g., skill bonuses,
languages known, spell lists known, height, weight, etc.). A player
should fill in alt of the appropriate spaces (this process is described
step by step in Section 3) and add the values in each of the rows,
puttingtheresultin the “total” space at the end of the row. When this
process is completed the character is ready to play and has on his
Character Record Sheet all of the bonuses which can affect his
actions.

Anyone using MERP may photocopy as many Character Record
Sheets as he wishes for use in his game, however they may not be
copied for commercial usage. Players can use the back of the
Character Record Sheet to keep track of the character’s supplies,
equipment and other possessions.

2.72 SKILL BONUSES

Skill bonuses are the numbers added to various rolls which deter-
mine the success of events and actions during play, They represent
how capable a character is at certain activities. The basic classifica-
tions for skill bonuses are the Offensive Bonuses (OB), Defensive
Bonuses (DB), Moving Maneuver Bonuses (MM), and Static
Maneuver Bonuses (SM). Each skill bonus has its classification in-
dicated on the Character Rccord Sheet.

Each skill bonus is the sum of several specific bonuses, each of
which has a column under “Skill Bonuses” on the Character Record
Sheet. The specific bonuses include the skill rank bonus (see Section
2.31), the stat bonus (see Section 2.12), the professionbonus (see Sec-
tion 2.4), item bonuses (see Section 4.56), and any special bonuses. 1f
a bonus space contains an “X” then that specific type of bonus
doesn’tapplyto thatskill. 1fa space already has anumberinit, thenit
is a fixed bonus and does not change.

Asa skill rank isincreased by onc through development (see Sec-
tion 2.3), the increase is marked on the Character Record Sheet by
placing an “X” in the first open box on the row for that skill. Move-
mentandManeuver skill ranks arelimited by the number of boxeson
the Character Record Sheet. Skills without boxes (i.e., Base Spells,
Leadership, Defensive Bonus, and all of the Resistance Rolls) never
have a skill rank. Allother skills are not limited as to how high the
skill rankscan go; space considerations afllow only 15 boxes to be in-
cluded on the Character Record Sheet.

Offensive Bonuses (OB) — Offensive Bonuses include all of the
weapon skills bonuses, the Directed Spells skill bonus, and the Base
Spelis skill bonus. These bonuses are used in combat to attack op-
ponents with weapons and spells (see Section 6.6). The bonuses are
added to attack rolls which are applied to the various attack tables.

Defensive Bonus (DB) and Defensive Equipment — A character’s
Defensive Bonus is used in combat as a subtraction from an oppo-
nent’s attack roll against the character. There is a section of the
Character Record Sheet with a space for the type of armor being
worn, aspace for the extra bonus added to the Defensive Bonus when
the character is using a shield against an opponent, a spaceto indicate
a helm, a space to indicate arm greaves, and a space to indicate leg
greaves. Normally a shield can be used to increase a character's
Defensive Bonus against one foe by 25.

EXAMPLE: Shen-Tyga wears chain, a helm, arm greaves and leg
greaves:

Armor—chain
Shield —(-25)
Helm—Yes

Arm Greaves — Yes
Leg Greaves —Yes

So his Perception Bonus(due to helm), his Of fensive Bonuses (due
to armgreaves ) and his M ovemeni and M aneuver Bonuses(due to leg
greaves ) are all decreased by 5.

Moving Maneuver Bonuses (MM) — Moving Maneuver Bonuses in-
clude all skill bonuses for skills involving a lot of movement: move-
ment and general maneuver, climbing, riding, swimming, and stalk-
ing. These bonuses are added to maneuverrolls which are resolved on
the Moving Maneuver Table MT-1.

Static Maneuver Bonuses (SM) — Static Maneuver Bonuses include
allskill bonuses for skills not involving much movement: tracking,
hiding, picking locks, disarming traps, reading runes, using items,
perception, and leadership. These bonuses are added to maneuver
rolls which are resolved on the appropriate column of the Static
Maneuver Table MT-2.

2.73 SPECIAL BONUSES (SP)

Several of the skills do not fall in the general pattern outlined
above: Body Development, Ambush, and Stalk/Hide. The Body
Development Bonus is thenumber of hits which a character can take
before passing out (see Section 2.32). The Ambush Bonus is a
modification to criticalrollsresulting from asneak attack on the rear
ofanopponent (see Section 2.32). The Stalk/Hide Bonusisa Moving
Maneuver Bonus for Stalking {avoiding detection during
movement), and a Static Maneuver Bonus for Hiding (avoiding
detection without moving).

2.74 RESISTANCE ROLL BONUSES (RR)

Certain attacks occurring during play will require a character to
make a Resistance Roll to determine if or how an attack affects the
character. The types of attacks are Essence spells, Channeling spells,
Poisons, and Diseases. The attack’s level (casterlevelifitisaspell, at-
tack level if a poison or disease) is cross-indexed with the target’s
(defender’s) level on the Resistance Table RRT to obtain a single
number, Inorder to successfully resist the attack, the Resistance Roll
must be greater than or equal to this number (sec theexamplein Sec-
tion 6.6).

Resistance Roll Bonuses consist of a stat bonus, any item bonuses,
and race bonuses (place in one of the special spaces). The race
bonuses can be obtained from Table BT-3.
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2.75 OTHER CAPABILITIES

Other information iskept on the Character Record Sheet. Thisin-
formation is not used as much during playas theskill bonuses, butit
is still importantto kcep track of it.

Languages — In the section of his Charactcr Record Sheet marked
“LANGUAGES”, the player should record each of the languages
that he knows and the “rank” to which he knows each one. Starting
languages are based upon the character’s race (see Section 2.21),
along with his development choices during adolescence (see Section
3.3) and apprenticeship (see Section 3.6). The rank to which a
character knows a language can be further developed during a later
level.

Spell Lists — In the section of the Character Record Sheet marked
“SPELL LISTS”, the playcr should record each of the spell lists that
he is learning and has learned (see Section 2.32). He should put an
“X” in the “chance” box to the right of the spclllist if he has already
learned the list; if he has not completed learning the list (see Section
3.6), he should put the percentage chance which he has in the
“chance” box.

Level and Experience — Each character has an Experience Point
total (see Section 2.6) and a level. These should be recorded in their
respective space on the Character Record Sheet.

Armor, Shields, Helmets and Greaves — Normal armor (plate,
chain, rigi'd leather, and soft leather) covers from the shoulders to
mid-thgh, and to the middle of the upper arms. Characters may also
elect to wear helmets, arm greaves, and/or leg greaves. These pieces
of equipment allow the wearers to avoid certain criticals, but they
also involve penalties: helmets modify the Perception bonus by -5,
arm greaves modify the Offensive bonuses by -5, and leg greaves
modify Movement and Maneuver bonuses by -5. If a character is
wearing any of this equipment, he should record it on his Character
Record Sheet (sec Section 2.72). Armor, helmets, and greaves do not
count for encumbrance purposes (see below).

Helmsand greaves may be metal or leather. Oncea pieceof leather
equipment (helm or greaves) has protected the wearer from one
critical, it will be worthless until replaced or repaired. Metal equip-
ment has no such limitations if properly kept up and repaired. 1t is
assumed that a character performs such maintenance.

Shields may only bc used with 1-Handed weapons (see Table
CST-1), and they requirethe full use of onearm. When usinga shield
acharacter may increase his Defensive bonus by + 25 against one op-
ponent in front of him or to his left. It is assumed the shield is on the
left arm; the Gamemaster may wish to allow characters to be left-
handed (10%¢ chance) or ambidextrous(2% chance).

Encumbrance — The movement and maneuver capabilities of a
character are affected by the weight of the material which he carries
on his person (if they are worn, armor, clothes, helmets and greaves
already have their own penalties already figured in). Each character
should total the weight of all of the equipment (other than material
that he is wearing: clothes, armor, helmet, greaves, belt, etc.) and
supplies that he carries (see Table ST-4 for weights), rounding down
to the nearest pound. If the total is over 15 pounds, a penalty may
result. Aburden of 151b. or less will result in no penalty. [tisassumed
that smaller charactersare ruggedenough to bear this weight. This is
particularly true for non-human races.

Table BT-5 gives the penalty forcarrying excess weight based upon
the weight of the character. To this penalty the character adds his
Strength bonus (if positive), giving his “Encumbrance Penalty”. This
penalty is applied to ALL movement and moving maneuvers. If run-
ning or attempting to run, theencumbrance penalty isapplied before
the doubling effect for doubled movement. An example of this can
be found in Section 3.72).

Stats — In the “STATS” section of his Character RecordSheet, the
character shouid record his stats. The stats are numbers between 1
and 102 that represent the physical and mental capabilities of the
character(seeSection2.1). These vaiuesare placednextto thestatsin
the column marked “value”. Each stat value has a normal bonus
(from Table BT-1) and a race bonus (from Table BT-3); each of these
is placed in the appropriate column. The sum of these two bonuses is
placed in the “total” columnandis usedasa stat bonus for calculating
skill bonuses.

Constant Information — Certain information concerning a
character is relatively constant and unchanging. The Character
Record Sheet provides spaces for a character’s name, race, height,
weight, hair, eyes, demeanor, and profession. A spaceisalso provid-
ed for any special properties the player might wish to record.

2.8 THE ROLE OF THE CHARACTER

There arc certain factors which are not formalized in the Middle-
earth Role Playing system but which still affect the role of a
character, and in particular a player character. These are factors
which are not capabilities of or restrictions on the character; instead,
they are facets of his individual nature and temperament. These
factors are crucial in bringing a character (o life in the terms of the
game, and they make the character seem more realistic to the
character’s player as well as the other players and the Gamemaster.
Three of the most important of these intangible factors are
Personality, Motivation and Alignment in the struggle between
Good and Evil in Middle-earth.

PERSONALITY — Many players may inject their own Personaiity
into their character, which is very acceptable and enjoyable.
However, sometimes it is exciting, stimulating and rewarding to
embody your character with a personality other than your own; after
all, this is FANTASY Role Playing. Whatever you decide to do, itis
important to carefully consider your character’s personality.

MOTIVATION — Anothcr question that should be answered about
the character is: What is his motivation? What are his objectivesin
thegame? It may beto adventure and havea good time. [t maybeto
amass as much gold, wealth, and magicitems as possible. [t may beto
kill and fight. It might be to defeat the evil minions of Sauron and
make thc world safe for Humanity (or Hobbitity or Elfity or
Dwarfity or Entity). it might beto defeat thenaive dupes of the valar
and bring the Rightful Ruler of Middle-earth to control of Middle-
earth (Sauron or even your character). Whatever your character’s
motivation, it really helps to flesh him out.

ALIGNMENT — You should determine your character’s
philosophy, morals, and social tendencies; so we group these factors
under alignment. The easiest decision is: is the character good, evil or
neutral (neither good or evil, out for yourself}? In Middle-earth
terms the evil dudes arc usually (but not always) dominated by
Sauron and are out to destroy thegood guys (who eitherare passive
or are actively opposing Sauron).

The next question is: What are the morals and philosophy of the
character? — Does he believe that the end justifies the means?
Saruman did and he was finally corrupted. — Does he respect rigid
Jaws? The Elves did not; some evil beings do. — Is he fatalistic? A
good person might feelthat Sauron would win regardless of what he
as an individual might do, so why bother resisting. — 1s he a
hedonist? Good or evil, hisprime concern would be toen joy himself.
All of these are interesting examples; there are many other options
that add dimension and complexity to a character.
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3.0 CREATING AND MOLDING A CHARACTER

In a Fantasy Role Playing game each participant (player) except . . -
for the Gamemaster (GM) assumes the persona of one of the BT-1 — STAT BONUS TABLE
individual characters — his player character. Each player must first POWER
“generate” his player character in order to determine the character’s STAT BONUS POINTS®
artributes, background, physical appearance, skills, etc.; in short, he
must determine all of the various factors that control what the

character is capable of doing in a Fantasy Role Playing environment. 102+ +35 4
To generate a character the player should perform each of the :g: : ;(5) ;
following steps (as described in Sections 3.1~ 3.8): 98.99 420 5
95.97 +15 2

1)  Decidein generai what type of character to play. 90.94 +10 1

2) Rollthecharacter’s stats (see Section 2.1). 75-89 +5 1

3) Choose arace for the character. 25.74 0 0

4)  Develop the character’s adolescence skills. 10-24 -5 0

5)  Choose a profession for the character, 59 -10 0

6) Choose the character’s background options. 34 -18 0

7} Develop the character’s apprenticeship skills. f 22‘2 g

8)  Outfit the character.
9)  Total the character’s penaities and bonuses.

10) Develop a persona for the character. * _ Power pointsare required for casting spells( seeSection4.55 ). The number (bas-
¢d upon Iniclhgence or [ntuition) given above is multiplied by the charactet’slevel to |
obtain the characler's pewer peint tetal.

The Character Record Sheet is the key in generating a character.
This sheet is organized to aid you during the generating process. As
you follow each step of the process, you should record your results on
this sheet. Use a pencil, since you willbe changing and updating your
character regularly. The various parts of the Character Record Sheet = ;
and what needs to go in them are discussed in Section 2.7. Some of > .
the generation stepsareinterchangeable — primarily stat generation, m_ !
race choice, and profession choice.

If the Gamemaster and players wish to avoid the process of
generatingcharacters, they can use the MasterCharacter TableST-3,
which gives average bonuses for the various professions and levels.

Before beginning to generate a character, a player should make a
general decision as to what type of character he wantsto have. This
decision should concern the character’s profession, race, and his
physical and mental attributes.

S apd peliRe ety
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EXAMPLE: The player that will be developing and controlling the
character in this example and the rest of the examples presented in
Section 3 has read The Lord of the Rings and wants to play a
character similarto Aragorn I1. T hus in general, he wantsto generate
a character who is a Dinadan Ranger with good physical stats. This
example character will be called Varak Tanuk.

Togive thereadersan ideaof the dif ferent types of charactersthat
may be developed, here are some of the characters from The Lord of
the Rings (usually of very high level} and their races and professions
in MERP terms.

Aragorn Il — Diinadan Ranger.

Elrond — Half-elf Animist.

f£omer — Rohir Warrior.

Frodo — Hobbit Scout.

Galadriel — Noldor EIf Mage.

Gandalf — Human Mage (really one of the Istari).
Gumili — Dwarf Warrior.

Glorfindel — Noldor EIf Bard.

Legolas — Sindar EIf Warrior.

Radagast — Human Animist (really one of the Istari).
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3.1 GENERATING STATISTICS

First theplayer must generate thestats which determine his mental
and physical prowess (see Section 2.11 fordescriptionsofthe 6 stats).
To determine the stats for a character, first make 6 rolls (1-100) and
record them on a piece of paper. 1gnorerolls of less than 20; you need
6 rolls above 19. Low assign at your discretion each of the 6 rolls to
one of the six stats as you see fit, and record them on your Character
Record Sheet (seeSection 2.71). You should now have one value (bet-
ween 20 and 100 inclusive) for each of your 6 stats. Remember, the
higher the stat the more capable your character will be when perform-
ing an action using that particular stat. At this point the normal stat
bonuses (see Section 2.12 and Table BT-1) should also be recorded.

Elves have certain advantages over the “mortal” races (see Section
2.21), and interms of afantasyroleplaying gamc this is reflected by a
restriction on how they assign their stats. Each Noldor Elf must
assign his highest statto his Presence, each Sindar EIf must assign one
of his two highest stats to his Presence, and each Silvan EIf must
assign one of his three highest stats to his Presence.

Keep in mind that when a profession for the character is chosen
(see Sections 2.4 and 3.4), the valueassigned to the primestat for the
character may bereplaced with a value of 90. Thusit is often a geod
idea to assign your lowest stat to the prime stat.

BT-2 — STAT BONUS EFFECT TABLE

APPLICABLE

SKILL or ABILITY STAT
Movement and Maneuver:

No Armor and Leather AG

Chain and Plate ST
Melce OB ST
Missile and Thrown OB AG
Climb AG
Ride 1T
Swim AG
Track 1G
Ambush —
Stalk/Hide PR
Pick Lock 1G
Disarm Trcap IT
Read Runes 1G
Use Items IT
Directed Spelis AG
Perception IT
Leadership and Influence PR
Body Development CO
Defensive Bonus AG
Essense Resistance Roll 1G
Channeling RR 1T
RR versus Poison CcO

RR versus Bisease CO

EXAMPLE: Ourcharacter, Varak T anuk, makes 6statrolls: 91, 98,
07, 44, 85, 28. Since the 07 islessthan 20, he rolis againand getsa 6 3.
T hese are the 6 values that he may assign 10 his stats: 91, 98, 44, 85,
28, and 63. The player has read about Aragorn the Rangerandthinks
that he wants to be that type of character. Varak wantsto bestrong,
quick, and still be able to cast some spells. Since a Ranger has Con-
stitution as a prime stat, he knowsthat he will be able to replace one
of his low rells (the 28) with a 90 when he chooses his profession. So
he assigns his 6 stats as follows:

————— BONUSES — — — — —
STAIS Abbr. ¥Value Norm Race Total
Strength (ST) 58 $20 _ _
Agility (AG) i +{0 _ _
Constitution (CO) _A8 +~0 . S
intelligence (IG) 4 40 S S
Intuition (IT) _85 45 —
Presence (PR) 63_ +0 P S
Appearance (AP) —

He hadto place his 85 in Intuitioninorderto have one power point
per level (see Table BT -1), otherwise he would be unable tocast spells
(see Section 4.5). Varak has also looked up his stat bonuses from
Table BT -l and recorded them.
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3.2 CHOOSING RACE AND CULTURE

Therearea variety of races (and cultures) thata player may choose
for his character in Middle-earth. These races are described in Sec-
tion 2.21; they include certain general classifications that in fact
cover many races and cultures (e.g., Men include such races and
cultures as Haradrim, Dunlendings, Beornings, etc). The race chosen
affects a character’s bonuses for skills (see Section 2.31), his develop-
ment during his adolescence, his special abilities, his appearance, and
certain other factors (see Section 2.22). Once the race (or culture) is
chosen the player records it on his Character Record Sheet. He
should also record any stat bonuses and Resistance Roll bonuses due
to race (see Table BT-3).

The Gamemaster may wish torestrict the players’choices to certain
“acceptable” races. For example, a gamemaster may not want to
allow player character Orcs or Trolls because members of those races
are usually not free enough of external domination (evil masters,
such as Nazgiil or Sauron) to be controlled by a player. However, a
Gamemaster running a game set in the 4th Age of Middle-earth (i.e.,
after the destruction of Sauron and The Ring) might allow player
characters to be Orcs and Trolls.

In order to get a feeling of which races are usually suitable for
player characters the Gamemaster should read the race descriptions
in Section 2.21. The Race Table CGT-3 gives races which we suggest
might be suitable.

The Gamemaster may wish torequire arandomdetermination of
race and culture based upon Table CGT-3.

Once the race has been choosen the player should determine the
character’s appearance. Factors affecting a character’s appearance
include height, weight, age, hair color, eye color, demeanor, etc.
These ¢haracteristics and their significance are described in Section
2.21 for each race (and culture). The Gamemaster must decide
whether to assign these characteristics or whether the players may
choose the characteristics within the limits given in the race descrip-
tions.

To obtain the character’s Appearance (AP), make a roll (1-100)
and then add the character’s stat bonus for Presence (see Table
BT-1). The Appearance may not exceed 100 through this method,
although it mayreach 101 (but not 102) by usingbackground options
(see Section 2.51). If the Gamemaster allows it, a character may ex-

change his Appearance with one of his stats. We suggest that this only
be allowed if the character’s Appearance is increased by the ex-
change.

EXAMPLE: Still thinking of Aragorn, Varak chooses to be a
Diuinadan (the singular of Dvinedain}. He records thisin the “RACE”
space, and looks upand records his s pecial racial modi fications from
Table BT -3.

NAME: vagak 7anoKk
RACE: DUNADAN
HEIGHT: &'s”
WEIGHT: 220 Jbs.
HAIR: Buk
EYES:  aRey
DEMEANOR: 37eRN
Essence RR XX | [Cu—
Channeling RR XN IT—
Poison RR XX co___

Disease RR XX co___

Afler reading the racial description of the Dunadan in Section
2.21, the player decides that Varak will be 6°’5*, 220 1b., with black
hair, grey eyes, and a stern demeanor. He also records which
languages (and to what rank) a Dvnadan knows. A 77 is rolled for
Appearance; and with a Presence stat bonus of +35, Varak’s Ap-
pearance is 82 (fairly good-looking). He decides net to exchange this
82 with one of his stats.

————— BONUSES — — — — —

STATS Abbhr, Value Noem Race lotal
Strengih (SN 98 +20 +5
Apility (AG) +)0 +o _
Conslilution (C®) 28 40 410 e
Inielligence (iG) 4 #+0_ +0
Intuition an 85 £S5 _+0 _
Presence (PR) _G3 +0 +S =
Appearance (AP) 8L

XX —" s ——RR

XX » e — ____RR

XX =1 — +5 ___RR

XX PR S +S RR




Race Tables

25

1st Roll
ROLL RACFE

104—08

e

. Illar.ln Speech (Morbeth) — Half-ores(2), Half-trolls(5), Uruk-hai(5), Olog-hail5).

ST-1 — LANGUAGES OF MIDDLE-EARTH*

nt 22-25 / Haradaic — Black Nimenoreans(S), Corsairs(4), Northern Haradrim(5), Southern

Haradrim(3), Variags(3).
Half-troll

* _ these races are not normally player characters.

** _ Thus classification includes many separate races (or cultures), Orkish — H:;]f—orcs(l). Ores(5), Uruk-hai(4).
a second roll may be made to determine the race (or culture). : :

Quenya — Didnedain{l), Half-elves{3), Noldor Elves(3), Silvan Elves(2

Elves(3).

17 01—-05
{1 06—10

Dunlending
Easterling
T S

e gt

race speal

*NOTE: The numbe;.in parenthesis after each

11 96—00 Black Numenorean language has that language as its home language.

ey

Resistance Roll
Modifications

), Sindar

i 3 ng a language is the normal
19395 anag skill rank for that language for a member of that race. Any race given in italics after a

Wose
Man

Half-orc +5 0 +5 0 0 -5 0 0
Ore +5 -5 +15 -10 -10 -10 0 0

Uruk-hai +10 0 +20 0 -5 -10 0 0

KLY: ESS— Essence;

L~

=t Bt Ak



Adolescence Skill Development

3.3 ADOLESCENCE SKILL DEVELOPMENT

Table CGT-S indicates what skills a character develops during his
adolescence (early life), and also how much the skill rank is increased
in each skill. Thesignificance and mechanics of skills are describedin
Section 2.32. These skills are based upon the character’s race or
cultural background. For example, if a man is raised in an Elven
society he would use the appropriate Elven skill development. On his
Character Record Sheet the player should place “X’s” in the number
of skill rank boxes indicated below for each skill. Some skillsare not
included on the tables below because no race develops those skills
during adolescence.

CGT-1 — LANGUAGE RANK TABLE

EXAMPLE: Varak must now record the skill ranks, languages, and
spell lists obtained during his Adolescence (see Table CGT-5).

Varak realty gets lucky when he rolls to try and learn a spell list.
Needing toroll(1-100) “10” or less, he rellsan “04” and learns a s pell
{ist. He chooses “Moving Ways” and records it. Varak also gets 6
ranks of language; he chooses one more rank in Quenya, 3 ranks in
Rohirric, and one each in Hobbitish and Silvan. He would like to
have picked K huzdul (Dwarvish), but the Gamemaster ruled that he
would not have had the opportunity during his youth.

LANGUAGES RANK SPELL LISTS chance
1) Aeswarc 4 1) moving wiys (% ]
2)  uwesTAow s 2) [ ]
J)  avewya 2 3) [ ]
4)  sivoaRiN 5 4) [ 1
5)  RotiaRce 3 5) [ ]
€)  Hosamsk { 6) [ ]
7y  Swvad ! 7 I ]

Varak marks his Adolescence skill ranks with “X’s” in the ap-
propriateboxes (see Table CGT-5). He marks one box each inNoAr-
mor, Rigid Leather, Missile weapons, 2-Handed weapons,
Polearms, Riding, Swimming, Reading Runes, and Using Items. He
marks two boxes in Chain and I-H Edged weapons. Finally, he
marks three boxes in Body Development.

SKILLS 5% Rank 2% Rank
MOVEMENT AND MANEUVER:
No Armor . Maximuam-----—-
Soft l.eather Number---
Rigid eather RKOOOO e e Ofimme
Chain XROOOOO —scmemeemaeaee Ranks---

WEAPON SKILLS (Offensive Bonuses):
|-H Edged HXOODOUOOOoO OOooog
2-Handed ¥WoOouooooooo ooood
Missile XOODOOOoodo goooo
Pole-arms XOOOOOOOoo ooodo

GENERAL SKILLS:

Ride ROODOOOOOO Qgodao
Swiin X¥UoOooooooo oGOooo

MAGICAL SKILLS:

Read Runes XOOOOUOOOOOo ooOood
Use liems XO0OOOoooOoo Ooocoog
MISC. SKILLS AND BONUSES:

Body Devel. RYYOOODOOOO OooOood

Rank 1 — Allows basic verbal communication through simpie phrases
{e.g., Safe to eat?, Banger ahead?, What is cost?, Where is
bathroom?, etc.). No reading or writing.

Raonk 2 — Allows speech on very simple subjects through simple
sentences if both parties speak slowly and with great care.
Allows the reading of simple sentences for a basic overview,
but few details and no writing.

Rank 3

Allows speech with a fluency equivalent Lo that of an average
native speaker, but without the tenal qualities (i.e., the speech
would be accented). Allows the ability to read and write
moderately simple passages but not for subtle concepts (i.e.,
about fifth grade level).

Rank4 — Speech asin Rank 3, and the ability to read and write as an
average literate man (i.e., about ninth grade level).

Rank § Allows absolute fluency with rio accent and total literacy.
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Choosing a Profession

3.4 CHOOSING A PROFESSION

After a character’s stats have been assigned, his racial factors
determined, and his adolescence skills recorded, the player must
choose one of the six professions (see Section 2.4) and record it on his
CharacterRecord Sheet. The Gamesmaster may wish torestrictcer-
tain races from choosing certain professions (e.g., Dwarves and
Hobbits may not be Mages or Bards). Suggestions for such restric-
tionsappropriate to Middle-earth are summarized in thedescriptions
of the indivi'dual races (see Section 2.21).

Each profession has one stat which is that profession’s “prime
stat”. The prime stats are Strength for a Warrior, Agility for aScout,
Intelligence for aMage, Intuitionfor an Animist, Constitution fora
Ranger, and Presence fora Bard. If the player wishes he mayreplace
the value previously assigned to his character’s prime stat with a 90.

The character should then choose a realm of magic (see Section
4.5) at this point. This is automatic for Mages (Essence), Animists
(Channeling), Bards (Essence), and Rangers (Channeling); Warriors
and Scouts have the option of choosing either Essence or Channel-
ing. The character should also record how many power points (see
Section 4.5) he has for casting spells. The number of power points a
character gets per level can be obtained from Table BT-I, using his
Intelligence stat (if his realmis Essence) or his Intuition stat (if his
realm is Channeling).

The character should also total his stat bonuses at this point and
record that he is 1st level and has 180800 Experience Points.

EXAMPLE: Varak chooses to become a Ranger. He records this,
along with the other factors determined at t his time: his Realm (for
casting spells) is Channeling (since he isa Ranger), his level is 1s{, and
he has 10000 ex perience points. He also (cleverly} decides to replace
his prime stat as a Ranger, Constitution, with a 90. T his is done and
thestat bonus is upgraded from +0to + 10. Since his Realmis Chan-
neling his Power Points are determined by Intuition; from Table
BT -1, we look up and record that his Power Point total is 1. Finally,
Varak totals his normalstat bonusesand his racial stat bonuses to ob-
tain his total stat bonus.

PROFESSION:  RANGER
LEVEL: {
_____ BONUSES — — — — —
STATS Abbr, Vaiue Norm Race Total
Strength (ST) Sa_ 420 _+9 _+25
Agility (AG) aL 3] 40 40
Constitution (COy S0 410 +J0 20
Ltelligence (1G) r.'s +0 +0 40
Lintuition (IT) gs +5 40 e~
Presence (PR) _63 +9. +5 +5
Appearance (AP) -
REALM:  CHANNELUNG
POWER POINTS: {
EXPERIENCE POINTS:  fo,000

3.5 BACKGROUND OPTIONS AND DETAILS

Each player character has a certain number of “Background
Points” based upon his race (as indicated in the last row of Table
CGT-S). These points must be allocated to the ‘“Background
Options” described in Section 2.51. The Gamemaster may decide to
assigntheseoptionsinhisown manner, or hemayallowtheplayers to
choose from or roll on the Background Option Tables CGT-2. The
results of these choices should be marked on the player’s Character
Record Sheet.

After the character has allocated his points to his background
options, the Gamemaster should define his background (see Section
2.52). The Gamemaster can base this background upon the
character’s race, profession, and background option choices, as well
as thesetting of the game. This is up to theGamemastereven though
the player character concerned may have some input.

EXAMPLE: Varak must now allocate his background option
points; he has 3 points since he is a Dunedain (see Table CGT-5). He
ptuits one point into Special Abilities, one into Special Items, and one
into Hobby Skill Ranks (see Section 2.5!}. His Gamemaster has
decided to aliow the players to choose from the Background O ption
Table CGT-2 instead o f having to roll.

Varak chooses “Very Observant” as his special ability since he is a
Ranger, and records his + 10 bonus in the “Special” column of the
Track skill row and the Perception skill row. He also writes *Very
Observant” next to SPECIAL on the Character Record Sheet.

SPECIAL:
Track G S tlo
Perception , , , ____ I _ - +lo

Varak chooses a + 15 broadsword as his special item, and records a
+ 15inthe “ltem”column of the I-H Edged row,

WEAPON SKILLS (Offensive Bonuses):
I-t] Edged . |, ST = 5 R

Finally, he chooses to put his hobby skill ranks into Caving (a secon-
dary skill, Section 2.33). Since it is a secondary skill he gets 5 skill
ranks and records them.

SECONDARY SKILLS:
CAVING  REKXI¥ODOOO0 Oooun
000000UuoOCco oopoo

Based upon these choices, the Gamemasterand player get together
and decide upon a brief outline o f his background. Varak is the
younger son ofCanae Tanuk, a Diinadan Ranger of Northern Ar-
nor. All of his family but his f ather were killedinan Orcattack when
he was young. He was trained by his father in Caving and
Woodsmanship. He is exceptionally shar p-eyed and observant. His
Jatherdisappeared whet: he was 17, leaving onl y his + 15 broadsword
that Varak carries. Varak plans tofind out what hap pened to him as
soon as he finishes his apprenticeship under his f ather’s best friend,
Pralorn Durban. The Gamemaster plans to flesh out this
backgroundas Varak adventures and finds out more details about his
Samil y.
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PRIME
PROFESSION STAT

i

A

fas

STAT INCREASES —
Increase one stat by 2
er Increase each of three stats by 1

61-89 Daily spell item: an itemn which allows a spell to becast a cer-
» % tain number of times a day without expending power points
L‘y (see Section 4.56): a Ist level spell four timesa day, a 2nd
tevelspellthreetimes a day, a3rdlevelspell twice aday, ora
4th level spell once a day. The player may cheese any spell
(4th level or lower) and the type of item (if the GM deems it
e : appropriale) OR the Gamemaster and playermayagree on a

R special magic item (e.g., a canteen that refills once a day, a
rope that ties and unties itself, a backpack which is
weightiess regardless of contents, etc.).

SPECIAL ABILITIES —

ROLL ABILITY

NOTE: tf multiple rolls or choices are taken from this table. it is suggested that the
player have e chioice of having all of the abilities joined in one item or spread
61-65 Infravision: ability to see sources of heat in darkness. Range threughout two or more separaie items. The +’s (bonuses} on item and spell adders
is up to 100’ (alternatively, any one other sense ruay be would be cumulative (up to a total of + 30} if taken in one item.
enhanced in a similar manner). : S

ey

71.75 Proficient with spells: start having learned onc extra spelllist
(this background option may only be obtained oncc). The
type of spell list is still imited by profession and race.

| R

81-85 Very obsetvant: a special + 10 bonus to perception and
tracking.
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Apprenticeship Skili Development

3.6 APPRENTICESHIP SKILL DEVELOPMENT

After background options and a profession have been chosen each
character must devejop skills during his apprenticeship. Based upon
his profession, the character receives a certain number of Skill
development points in each of the skill categories as indicated in
Table CGT-4. This process is also used each time that a character’s
level increases. The various skills and categories are described in
Section 2.32.

The development points in a given category may be used towards
increasing skill ranks (see Section 2.3) in that category. A skill rank
may be increased by one (and one only), by usmg one of these
development points. A skill rank may be increased by two by using a
total of three development points. A skillrank may not be increased
by more than 2 ranks during the apprenticeship.

The exception to these rules are the Movement and Maneuver
skills. A character may allocate to any of the Movement and
Maneuver skills as many of his development points that he has
available in the Movement and Maneuver category (and those he
transfers). Each point increases the skill rank by one, regardless of
how many points are allocated to that skill.

TRANSFERRING DEVELOPMENT POINTS — Development
points that have not been used may be transfered to another
category. If the category that the points are transferred to has an
initial development point totalthat is zero (e.g., Weapon Skills fora
Mage or Spell Lists for Warriors and Scouts), then that category
receives one development point for every four transferred. [f the
category that the points are transferred to has an initial development
point total that is not zero, then that category receives one
development point for every two transferred. Points may be
transfered from several categories. Unused ponts are lost. Points
from any category or combination of categories may be used to
develop the Perception skill (i.e., transferred on a 1 to 1 basis).

SPELL LISFS — Eachdevelopment point used on aspell list gives a
20% chancc of “learning™ (see Section 4.5) a spell list, thus using 5
points gives a 100%0 chance of learning a list. A given character may
only roll once during apprenticeship to learn a spell list. 1facharacter
attemnpts to learn a list and fails, the development points carryover to
learning the list for the next level (see Section 2.63). These points
should be recorded on the Character Record Sheet next to the spell
list name. If enough points are expended to give a 100%e chance of
learningalist, thecharacter may expend more pointstotake a chance
of learning a second list (20% chance per point). A character’s
profession (see Section 2.4) and race (see Section 2.21) determine
which spell lists he may learn.

EXAMPLE: Varak must now develop his skills during his Appren-
ticeship. Remember that some skills have alread y had their ranks in-
creaseq during Adolescence skill development. He checks Table
CGT -4 and finds out hew many development points he gets in each
category:

Weapon Skills -3 Body Development -2
General Skills -4 Languages —1
Subterfuge Skilis -2 Movementand Maneuver —2
Magical Skills -0 Spell Lists -1

Varak decides to concentrate his weapon development in {-H
Edged weapons and puts all 3 of his Weapon Skill points into I-H
Edged, increasing thatskill rank by 2. Remember (except for Move-
ment and Maneuver skills), en allocation of I point increases a skill
rank by I, but an afiocation of 3 points only increases askill rank by
2. He also puts both of his Movemerit and M eneuver points into
Rigid Leather, increasing his Rigid Leather skill rank by 2.

MOVEMENT AND MANEUYER:

No Armor
Sofl Leather
Rigid Lcather
Chain

WEAI'ON SKILLS (Offensive Bonuses):
I-H Edged RXK¥O0OOoOO uunoo
I-H Concussion  1O00O0C0O0C00OOC 0OOOGO
2-Handed ¥uOoO0ooooo guudo
Thrown oooaaol
Missife %X LI
Poleamns x

Looking at his2 points in Subtrerfuge Skilts, he decides to put one
point into Stalk/Hide and one point into Disarm Traps. He puts one
of his General Skills points into Track and one into Climb, and
decides to transfer the other 2 General Skills points to Bod y Develop-
ment, resulting in a total of 3 points for Body Development (since
develpo pment points normally transfer at a rate of 2 to 1).

GENERAL SKILLS:
Climb XOOO0OOoOoooo goodoo
Ride XOODOODe0O0O0 0OOooaoo
Swim ROOODOOOooO oooao
Track PHOooooooooo o0ooo
SUBTERFUGE:. SKILLS:
Ambush Oo0o00ocooat ooooo
Stalk/Hide MOODCOOOoOoso 00000
Pick Lock O0000O00ooco ooooa
Disarm Trap ¥OOOOOoOooOo o0o0o0oo

He uses the 3 points that he has in Body Development to increase
that skill’s rank by 2. Since points from any category can be used for
Perception fon a ] to 1 basis), he uses his Language point to increase
his Perception skill renk by one.

MAGICAL SKILLS:
Read Runes & COoOoo Ooooao
Use Items ] Oogoo oogoo
Drrected Spclls ococoooocOo ogoao

MISC. SKILLS AND BONUSES:
¥OOODO0OUOOO 00000
RYXMXOODOOD OCO0T

Perception
Body Devel.

Finally, he uses his point in Spell Lists to try and learn the “Nature’s
Guises”list. This gives him a 20% chance of learning the list (rolling
less than or equal to 20). He rolls an 84 and does not learn the list,
However, he records the list and the fact that he has a 20 % chance fo
build on when he reaches the next level.

SPELLLISTS chance
1) _MOVING WAYS (X )
2)_ NATURE'S  GUISES {20]

3) [ 1
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CGT-4 — DEVELOPMENT POINT TABLE
PROFESSION

CATEGORY WARRIOR MAGE ANIMIST SCOUT RANGER BARD
Movement and Maneuver ™ 3 0 1 1 2 0
Weapon Skil;s-/J D) 0 1 3 3 2
General Skill 2 2 2 3 4 2
Subterfuge Skills 2 0 1 S 2 2

fagical Skills 0 S 2 0 0 3
Body Pevelopment R| 1 1 2 2 1
fanguages 0 2 2 1 1 3

ell Lists * 0 5 5 0 1 2
* — Special see above.
CATEGORIES:
MOVEMENT
AND MANEUVER: WEAPON SKILLS: SUBTERFUGE SKILLS: GENERAL SKILLS: MACGICAL SKILLS
No Armor 1-Handed Edged Ambush Climb Reading Runes
Sofi Leather 1-Handed Concussion Stalk/Hide Ride Use ltems
Rigid Leather 2-Handed Pick Locks Swim Directed Spells
Chain Thrown Disarm Traps Track
Plate Missile
g Pole-arms

SPELL LISTS: Each spell list is learned separately.
LANGUAGES: Skill in each language is developed separately.
BODY DEVELOYMENT: Determines a character’s hits.
PERCEPTION — This skill may be developed with points frem any category or combination ol categories,

3.7 READYING THE PLAYER CHARACTER

Once the player has completed the steps outlined in Sections
3.1-3.6, he needs to obtain equipment and supplies for his character.
He also needs to total each of his bonuses (i.e., Offensive Bonuses,
Defensive Bonus, Moving Maneuver bonuses, etc.).

3.71 OUTFITTING

Each character begins the game with two normal weapons of his
choice (inaddition toany special items). He must haveaskillrank of
1 or morein each weapon skillthat appliesto the weapons. He begins
with oneset of armor (MM bonus must be -10 or higher). In addition,
he begins with clothes (including cloak and boots), scabbards for his
weapons, a weapons belt, and normal personal effects.

Each character starts with two gold pieces with which to buy
equipment and to survive on until he can get more. In addition he
may start withmoremoney from his background options (see Section
2.51). The character may purchase (and start the game) any
equipment and supplies that he wishes from Tables ST-4 and ST-S
with this cash. If the character has enough money, these purchases
mayinclude herbs (see Table ST-5) and items with magic bonuses (see
Table ST-4, Table ST-7, and Section 4.56). The Gamemaster may
wish to make other equipment available. The players can keep track
of their supplies and equipment on the back of their Character
Record Sheets.

EXAMPLE: Varak must now determine what equipment and sup-
plies he wiil carry. As starting equipment, he may automaticaily
choose fo have:

weight 1n 1b.

His + 15 sword (only we)ghs 3 1b) 3
Rigid Leather Armor wear
A Handaxe S
A Composite Bow 3
Weapons belt wear
Clothes (includes boots & cloak), personal effects wear
i1

Varak has 2 gold pieces to spend on other equipment (from the
Equipment and Price T able ST-4). He decides 10 buy:

gp sp bp cp tp* weight in lb.
0 0 0 0 O Starting equipment 11

0 2 5 0 0 Leather helm wear

0 5 5 0 0 Shield 15

0 3 0 0 0 Dagger 1

0 1 0 0 0 2Quiversof20 Arrowseach 6

0 0 2 0 0 Backpack 2

0 0 2 @& @& Bedrol S

0 0 1 0 O Tarp 4

0O € 1 0 @ Flintand steel %)

0 2 4 0 0 100 superior rope 6

0 0 0 I S Storches 5

0 0O ¢ | e Waterskin (full) 1

0 0 I O O Trailrations (I week) 14 .
1 5§ 1 2 5 70 % 1b.

* gp = goldpiece; sp = silver piece; etc. . . ..

Varak decides against arm greaves (-5 to OBJ and leg greaves (-5 to
M ovement and M aneuvers J, due to the cost and penalties. T hese pur-
chases feave him with 4 silver pieces, 8 bronze pieces, 7 cop per pieces,
and 5 tin pieces.
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3.72 CALCULATING THE ENCUMBRANCE PENALTY

After the character has been outfitted, the player should total the
weights of all of the character’s equipment and supplies (other than
clothes and armor), rounding down to the nearest pound. If the total
isover 15 pounds, a penalty may result, Table BT-5 gives the penalty
for carrying excess weight; this penalty is applied to ALL movement
and moving maneuvers. If running or attempting to run (see Section
6.41), the encumbrance penalty is applied before the doubling effect
for doubled movement. This penalty should be placed in the “EN-
CUMBRANCE PENALTY?” space on the Character Record Sheet.

3.73 TOTALING THE BONUSES

At this point the player must determine and total his bonuses for
skills and other capabiiities.
Skill Rank Bonuses: The number of skill ranks is totaled for each skill
and the bonus is determined from Table BT-4 and recorded on the
Character Record Sheet on the appropriate skill’'s bonus line.

Stat Bonuses: For each stat, the stat bonus is obtained from Table

EXAMPLE: Intheexample in the previous section, Varak equipped
himself and figured out how much weight he was carrying, 70 /4 lb.
He checks Table BT-5, and finds his penalty is -25. Since he Is ex-
tremel y strong, he has a strength bonusof +235, resulting in an En-
cumbrance Penalty of 0. For a normal person (with no strength
bonus}, the Encumbrance Penalty would be -25. People have teased
Varak that he would make a good pack animal (the teasing does not
usually last long and is not repeated).

Varak would start incurring a penalty if he picked up 10 more
pounds of stuff, so he tells the Gamemaster that a lot of the heavy
stu ff (back pack, waterskin, rope, most o fthe rations, bedroll, tarp,
and torches) is in his back pack. T hen evenif heentersa fight or hasto
runaway carrying someone, he can drop his pack and his Encum-
brance penalty will not cause him to suffer much (it can never be
greater than 0).

ENCUMBRANCE PENALTY: ST #25 + ~25 = _40

BT-1, and the racial stat bonus modification is obtained from Table . e
BT-3. Both are written in the appropriate space next to the stats on BT-4 — SKILL RANK BONUSES TABLE
the Character Record Sheet, and then the totals are written next to ' SKILL RANK BONUé — :
them. These stat bonuses are also recorded on the bonus line of any e 0 e 2%
skill to which they apply (see Section 2.7). e _5-' ¥
Professional Bonuses: Each profession receives bonuses for certain 2 10
skills and skill categories (see Section 2.4). These bonuses are record- 3 15
ed on the appropriate bonus lines on the Character Record Sheet. 4 2!3 S
Item Bonuses: Certain magic items provide bonuses to certain skills. - : : ::g ;
These bonuses should be recorded on the Character Record Sheet. 7 '35
Special Bonuses: These bonusescancome from background options, 8 40
spells, armor penalties, etc. Some of these bonuses are already on the i SISt
Character Record Sheet. Total these bonuses for each skill and place 10 50
them in the appropriatespaceson the playerCharacter Record Sheet. H 52
Finally for each skill, all of the bonuses are summed to obtain the 1‘;’ 54
total bonus which is used in play. :4 f:
NOTE: No “Movement and Maneuver” bonus for a given 15 60
character can exceed the sum of his Agility stat bonus + 10. :g :i
18 66
19 68
=20 70
+ 1 for each rank over 20 (e.g., 72 bonus for skill rank 22).
¥ -~ BT-5 — ENCUMBRANCE PENALTY TABLE
(result is the encumbrance penalt v}
CHARACTER'S WEIGHT CARRIED LNLBS. (ether than armor and clothes)
WEICHT 16-25 26-35 36-45 46-60 61-80 8110 101-1290 121-1490 141-160
d1L60 .'f'.i.m. Bt e ~NA NA NA - 5T N NA N NAA
2200 J b EEREE ) 80 i NA LONAT NA NA RN ARG
15 25 40 60 NA NA NA NA NA
15 20 30 40 60 NA NA NA NA
o SRR L S - 35 40 . . 60 NA NA L NA
e 15 20 30 y R 40 60 NA NA
5 10 15 25 30 35 45 60 NA
5 10 15 20 25 30 35 50 60
5 10 15 20 y > i 30 35 43 55
S Geat 1055230 15 Ty i oiaiae 30 50 50
0 10 10 15 20 25 30 35 45
261 —280 0 5 10 15 15 20 25 20 40
=300 0 BEEE A 10 135 s ag 25 30 AT
-350 L i 25 25 35
351—400 5 10 15 20 25 30
WEA&WMyM& is added 1o thEmaximam penalty above: for cach |0 Ib. aver 160 16,
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EXAMPLY:: Varak now fills in all of his bonuses and totals them.
Hisitemand special bonuses area + 15 broadsword, -5 to Perception
when wearing a helmet, and + 10 to Tracking and Perception.

His professional bonusesare +2 for Weapon Skills, Perception,
and Stalking/Hiding. He aiso gets + 3 on all General Skills.

The Stat bonuses come straight from his Character Record Sheet,

SKILL RANKS

SKILLS 5% Rank 2%0 Rank

MOVEMENT AND MANEUVER:
No Armer L Maximum------ +J
Soft Leather LI e Number---- =25
Rigid Leather bz - | O f-mmamm +
Chain XROOOO0 e Ran Ks--- +40
Plate (O o ] =25

WEAPON SKILLS (Offensive Bonuses):

1-11 Edged MXR¥¥OOO0O00 ooooo +20
I.H Concussion OO0O0000000O0 OOO0OO0 =as
2.Handed XOOOOnooooa ooooo 45
Thrown 0ooO0o0ooooo oooog —a5
Missile ¥OODOoOoooc oooog 45
Pole-arms ®MOOOOODoooo oooog +5
GENERAL SKILLS:
Climb ROOCOOO0OGOO 0ogoaog +5
Ride X0OD000000 Ooodod +5
Swim ¥MOOOOOonoono oogoog +5
Track xXOCOO0OOOoOo ooaoa +5
SUBTERFUGE SKIL.LS:
Ambush 000o0ooooo godoo —as
Stalk/Hide XO0OO0O0o0ooag gdgaad 45
Pick Lock ODO0ooonocon oooog —a5
Disarm Trap ¥ 00000000 ooooo 485
MAGICAL SKILLS:
Read Runes ¥000000000 ooooo +5
Use ltems ®ROOOOOOOO0OO0 o0ogoaod 45
Directed Spells OO0oc0ocoOo0og0 ogoao a5

MISC. SKILLS AND BONUSES:

Perception ROOCOO0Goc 00ooo +5
Body Devel. RRXEXOCOOOO 00000 +24
Base Spells XX
Armor— RL Leadership and Intlucnce XX
Shield —  (+28) Defensive Bonus XX
Helm— LEATHER Essence RR XX
Acrm Greaves— ~o Channeling RR XX
Leg Greaves— no Poison RR XX
Disecase RR XX

SECONDARY SKILLS:

_cawwe O XREXMO0O0ODO CO0000 425
0ooooooooo ooooo "

Rank

and theSkill rank bonuses areobtained from Table BT -4 (-25 forskill
rank 0, and 5 times the skill rank otherwise).

Foreach skill rank in Bod y Development, Varak may roll D1 — 10.
Herolls: 5, 8, 4, 3, and4, for atotalo f24. T hisplus hisstat bonus of
+ 20 and the standard +35, give Varak 49 hits. Thus he can take 49
hits in damage before he passes out.

SKILL BONUSES

Stat Pref Item Spec Spec Total
AG.+10 XX _ - +0 +1S MM
AG_+ [0 XX SR S -1$ -390 MM
AG+10 Xx o o 30 -5 MM
ST 25 XX e - 45 =10 MM
ST _+25 XX -60 ~&0 MM
ST 425 42 +145 e +&208B
ST_+25 12 _ - _ +2 OB
ST 425 A2 R _ - 43208
AG£40. 42 SR - — ~13 OB
AG_+40 42 _ _ . +47 OB
ST +25 i - - - _+32,. OB
AG_t+io 43 . - +ig MM
IT_ £S5 _+3 S S N _£13 MM
AG_+10 43 _ _ _ +18 MM
1G_+0 +3 ey S — +8 SM
XXXX XX XX ~2s Sp
PR_+5 4L - _ . +4i2 Sp
IG_+o — - - - =25 SM
IT+5 . - +10 SM
1G_+0 . izt = +5 SM
IT_+s _ . o 440 SM
AG_+lo _ o _ -15 OB
IT_+5 +2_ - -5 +140 _~+17SM
CO +28 - I - +5 +49 Sp
XXXX +0 OB
PR_+5 XX - _ _ +5 SM
AG_+10 XX _ _ . +10 DB
1G +0_ XX N P S 40 RR
IT2S XX - - _ +5_ RR
CO_t20 XX _ _ +5 +25 RR
CO_t20 Xx - oo sy +5 425 RR
IG+0 XX +15 sp

3.8 BRINGING A PLAYER CHARACTER TO LIFE

The player should develop a scheme and outline of his player
character’s basic character traits (see Section 2.8). These may be the
player’s own traits, in which the player character is basically the
player himself placed in the game world and situation. Alternatively
the player may choose a perscona entirely different from his own, or
some medium between the two extremes.

EXAMPLE: Varak is a noble person, devoted to fighting evil in the
formofthe minions of Sauron. Unfortunately, he tends to carry this
toanextreme, to him mereassociation with a known agent o fSauron
should be punished by quick execution. Likewise, he feels that many
neutral people who steal or per form “evil® acts must be destroyed.
His motivation is to become as powerful as possible, so as to most ef-
Sectively thwart the plans of the Dark Lord. He also wants to find his
Sfather (living or dead), if it does not interfere with his personal war
against evil.
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4.0 THE WORLD SYSTEM — THE GAMEMASTER’S TASK

[n order to run a fantasy role playing game a Gamemaster must
develop and outline all of the basic components of a “World System”.
These components are similar to the components of a novel or play:

1) A setting must be developed for action to take place in.
2) Thecharacters who inhabit the setting must be sketched out.
3) A general plot or scenario must be outlined.

4) Decisions must be made concerning how to handle certain
elements of role playing (e.g., adventures, magic, religion,
healing, poisons, etc.).

Developing the components mentioned above requires a lot of
work and effort on the part of the Gamemaster. There exists a
number of commercial products which provide part or all of each of
these components. Adventure or campaign modules provide
settings, characters, and scenarios, while rules systems such as
MERP provide the quidelines for handling the various elements of
role playing. A Gamemaster should keep in mind that all such play
aids are merely quidelines for his own creativity and imagination.
These modules and rules are meant to be modified and adapted to fit
the Gamemaster’s concept of what he wants his “world system” to be
like.

For a Middle-earth world system, the Gamemastershould first and
foremost read and absorb J.R.R. Tolkien’s works, primarily 7The
Hobbit and The Lord of the Rings. These novels provide a rich,
descriptive outline of an exciting setting — all of Arda, and Middle-
earth in particular. They introduce an enormous variety of types of
characters and creatures — Elves, Hobbits, Dinedain, Wizards,
Ents, Nazgill, Orcs, Trolls, Dragons, Balrogs, etc. And of course the
novels are intertwined with a plot of truly epic proportions (the
struggle of the Free Peoples against the Dark Lord, Sauron of
Mordor, and his minions).

Iron Crown Enterprises’ (I.C.E.) Campaign and Adventure
Guidebook for Middle-earth provides a wealth of general informa-
tion on Middle-earth. It describes the principle inhabitants,
languages, cultures, topography, climate, trade routes, population
centers, and a variety of other factors concerning Middle-earth. It
also provides a 24”x36” full color poster map of the entire continent
of Middle-earth, including the wild lands north, south, and east of
the Western Middle-earth detailed by J.R.R. Tolkien.

Iron Crown Enterprises’ Middle-earth Campaign Modules provide
even more detail concerning specific regions of Middle-carth. These
modules provide a view of Tolkien’s Middle-earth and are concerned
with the necessary elements of setting, culture, characters, and plot
which specifically apply to fantasy role playing. They include de-
tailed maps of the region covered by the module, descriptions of the
cultures and specific major adventurelocations in the area, and other
material which makes a Gamemaster’s job easier and more produc-
tive.

I.C.E.’s Middle-earth Adventure Modules are descriptions of
specific locations for ready-to-run adventures that provide all of the
material needed for a number of sessions of a fantasy role playing
game, The Middle-earth Role Playing system includes a very simple
sample adventure module, THE LAST BRIDGE, which is designed
to be played by a beginning Gamemaster and group. THE LAST
BRIDGE includesthe inn at the “Last Bridge” on theroad from Bree
to Rivendell, the Trollshaws region, a Troll lair, and a ruined castle.
After beginning a group in this area a Gamemaster can outline and
design an area of his own in Middle-earth, or he can use one of
1.C.E.’s Modules set in an adjacent region or another section of

Middle-earth: Bree and the Barrow-Downs, Angmar, Northern
Mirkwood, Isengard, etc.

Whichever approach a Gamemaster employs, MERP provides
guidelines and suggestions for designing and organizing the key ele-
ments of his fantasy role playing game. The following sections dis-
cuss the varous elements of a fantasy role playing game and present
some of the problems and situations that may arise during play.

4.1 THE SETTING

The setting for a game can vary according to the amount of time,
effort, ormoney a Gamemaster is willing tospend. Fortunately fora
Gamemaster running a game in Middle-earth, an enormous amount
of the work has already been done — by J.R.R. Tolkien. Further
detailed material is also available in the form of I.C.E.’s modules.
Playing aids such as maps, layouts of building and towns,
descriptions of various hazards, and provisions for treasure are all
necessary ingredients for a setting that is realistic and playable.

For the purpose of bringing beginning Gamemasters gradually
into fantasy role playing, MERP will simplify the process of
constructingand designing a setting for a game. Thethree basictypes
of settingsdefined in MER Pare: civilized areas, the countryside, and
adventure sites. Each type of setting satisfies a different need in a
fantasy role playing game, while the three taken together provide a
framework that will handle most situations that arise in a game.

.\\
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4.11 CIVILIZED AREAS

Civilized areas in a fantasy role playing game provide a place for
player characters (and other characters) to buy and sell things, to get
food and lodging, to get information on potential adventures, to heal
and recuperate, etc. In other words a civilized area is a place that
serves as a base of operations for a group of adventurers. These areas
also have potential for adventures such as attacks by thieves or
muggers, con jobs, tavern brawls, attempted poisonings, etc.
Suggestions for various activities of this type and guidelines on how
to run them are presented in Section 5.1.

A civilized area can beas simple as an isolated inn or castle (the
sample civilized area provided with MERP is the inn at the Last
Bridge), or as complex as a huge city with intricate internal politics
and adventures. In general, a civilized area setting (see PartI11 fora
complete example) can be described by providing:

1) Maps and layouts.

2) A description of inhabitants and visitors.

3) A pricelist of available services, supplies and equipment.
4) Some sort of outline of available information and clues.
5) An outline of available healing and recuperation facilities.
6) An outline of possible hazards and adventures.

7) A basic description of the area’s current events and mood.

4.12 COUNTRYSIDE

The countryside in a fantasy role playing game includes all of the
areas of the world which are not adventure sites (see Section 4.13) or
civilized areas (see Section 4.11). The countryside is the setting in
which characters can travel, camp, explore, scout, hide, and evade
pursuing forces. Characters can also encounter creatures and other
characters in the countryside, resulting inambushes, fights, meeting,
sightings, etc. These activities and how toresolve them aredetailedin
section 5.2. Basically, the countryside is the general setting in which
the civilized areas and adventure sites arc placed.

The countryside that a Gamemaster uses can be represented by a
simple pencil sketch of asmallareawith the primary terrar n features,
thelocations of the civilized areas, and the locations of theadventure
sites all marked. Alternatively, the countryside can include all of
Middle-earth in a very general form (from the maps in J.R.R.
Tolkien’s works and I.C.E.’s Middle-earth continent map), along
with very detailed maps and descriptions of the specific region in
which the game is taking place. The map and sample terrain layout
provided in MFERP are good examples of a detailed countryside. In
general, an adequate countryside (see Part 111 for a complete exam-
plc) can be described by providing:

1) Asketch map of the overall world.

2) Detailed maps of the specificareain which the adventures occur.

3) Thelocation of civilized areas and adventuresites.

4) Sketches of typicalterrain that might be encountered.

5) A description of normal creatures and inhabitants.

6) A description of characters and creatures who might pass
through.

7) A list of possible encounters and hazards (including weather).

4.13 ADVENTURE SITES

Adventuresites are specific places which provide opportunities for

characters to sneak around, explore, fight, loot, and all of the other
things that contribute to the central objective of fantasy role playing
— adventure. Section 4.4 describes some suggested types of adven-
tures. Adventure sites usually have several common attributes: they
have a physical layout (a castle, a ruin, a cave complex, a temple,
etc.), they have some sort of danger (guards, hostile inhabitants,
traps, etc.), and they have some sort of objective or goal (treasure,
rescuing captives, wiping out evil creatures, etc.). These featuresare
described in the following sections. Activities in adventure sites are
resolved as actions in a tactical environment (see Section 6.0).

The range of the complexity of an adventure site varies from a
simplecave (for an example see the TrollcaveinPartIIl), toaruined
castle (for an example see the castlein Part III), to the complexity of
ruined cities and hollowed out mountains. In general, an adventure
site (see Part III for two complete examples) can be described by pro-
viding:

1) Why the place was designed and built originally.

2) What (if anything) has happened to make the place an adventure
site.

3) What the place currently is used for.

4) Who or what lives there, or visits frequently.

5) The layout and its immediate surrounding area.

6) The hazards (traps, guards and inhabitants).

7) Any treasure or goals.

Physi'cal Layouts — To run characters in an adventure site the
Gamemaster must have at least a sketch of the site’s physical layout.
This can be a simple sketch of the rooms, door, walls, corridors,
towers, etc. and theirrelationship to one another. The layouts in Part
111 provide an example of how toapproachdesigningadventure sites.

Hazards — Inorder foranadventure site to provide exciting action,
there must be hazards. This may take the form of guards, traps, and
hostile inhabitants like Men, Orcs, Trolls, and other creatures (see
Section 4.2). The hazards may include natural obstacles like sheer
walls, chasms, collapsing walls, etc. Their location should be marked
on the adventure site’s physical layouts. The adventure sites in Part
111 provide examples of some of these hazards.

Goalsand Objectives — Charactershave to have some reason to visit
anadventuresite, This can takethe form ofa mission, such asrescu-
ing a prisoner, scouting out the adventure site, assassinating some-
one, stealing something, and a variety of things limited only by the
imagination. Many times it may just be a desire to fight, loot, and
pillage — the key word being L@®OT.

Treasure — TableST-6 provides a list of someofthetypes oftreasure
that might be found in an adventure site: money, gems, weapons,
armor, magic items, spells on scrolls, spellsin potions, and clues to
othcr objectives (maps, books, inscriptions, etc.). Treasure should
not be restricted to this table; magic items and spells are only limited
by the imagination. Very powerful items are called artifacts and
usually have a detailed history, purpose and alignment (i.e., good or
evil). Magic items are discussed in more detail in Section 4.56. A
Gamemaster must be careful when he sets up the treasure at an
adventure site. Too much money or too powerful items can un-
balance a game, while players can lose interest in a game with too lit-
tle money or items.
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4.2 THE NON-PLAYER CHARACTERS (NPC’s)

A fantasy role playing game not only needs sett'ings (see Section
4.1), it also needs characters and creatures to inhabit those settings.
The player characters provide theadventurers for a game, butit is up
to the Gamemaster (or his choice of playing aids) to provide the rest
of his world’s population, the non-player characters and creatures.
Of course, the Gamemaster does not need to develop the entire
population of Middle-earth; he need only sketch out the nonplayer
characters that arerequired for interaction with the playercharacter.
For a simple game, the non-player characters usually required
include: allies and opponents for the player characters, neutral
characters for the player characters to interact with (e.g., to buy and
sell to, get information from, pay taxes to, etc.), and any other
characters and creatures who can add depth and flavor to a fantasy
role playing game.

Playing aids such as [.C.E.’s modules usually provide complete
descriptions of a variety of non-player characters, along with
guidelines for how to use them. The example adventure in Part |11
gives the non-player characters required by that adventure. These
characters should provide a good sample of the various types of non-
player charactersandcreaturesthat areuseful in fantasyrole playing.
The Master Character Table (ST-3) provides average bonuses for
characters, based on profession andlevel. The rest of Section 4.2 will
outline some of the most important classes of non-player characters
and creatures,

When deciding what non-player characters do in a given situation
or how they react, a Gamemaster may wish to make an open-ended
“reactionroll”. As a very general guideline, if the reactionrollis high
the non-player character should react favorably with regard to the
player characters in the given situation. If the roll is low the reaction
should be unfavorable, and if it is mid-range the reaction is neutral,
The intensity of the reaction should be based upon how high or low
the reaction roll is.

EXAMPLE: In the sample adventure presented in Part | (p6), three
Orecs exit their camp at dusk by walking up a flight of stairs to the
ground floor of a ruined tower. The first hint they get of danger is
when their leader is shot through the neck anddropped. The two re-
maining Orcs look around and see a female human kneeling over a
chest with her back to them, a Dwarfwith astill “smoking” (and thus
unloaded) crossbow, and an Elf levitating about 14’ over the Dwarf.

Their options in order of aggressiveness are to: attack the Dwarf,
attack the kneeling human, draw a short bow, rake cover and fight
defensively, slowly retreat looking for possible o penings teartack, or
flee. The Gamemaster takes into account the death of their leader
(Orc leaders usually lead through intimidation), and makes a reac-
tion roll for each Orc (high being aggressive). The first Orc rolis 06
and flees for his life (or to “get help”}, the second rolls a 91 and
“bravely”decides toattack the nearest and of course “weakest’’ op po-
nent, the kneeling female human with her back 10 him.

If he had rofted much above the 91, he would have charged the
sneaky (but tough) Dwar f who shot his leader. If he had rolled a
medium roll, he would have drawn a missile weapon or taken some
defensive type action. Of course, on a low roll he would have joined
his buddy and run away,

4.21 THE GENERAL POPULACE

The first stepin outlining the non-player characters istodetermine
the races and cultures which inhabit the world at large. For Middle-
earth, such a general populace is detailed in Tolkien’s works and in
I.C.E.’s campaign and adventure modules. MERP provides very
general descriptions of these races and cultures in Section 2.2t and
Appendix I (Section 8.0).

Next the Gamemaster must decide which races and cultures inhabit
the specific region of Middle-earth in which hisgameis to takeplace.
Theexample adventure in MERP (Part |11) is set in the area between
Bree and Rivendell. Thus, in terms of MERP, races in the surroun-
ding area include Hobbits, Dwarves, Elves, Orcs, Trolls, and Men;
the local cultures of Men include Dunedain, Woodmen, Rural-men,
and Dunlendings.

Defining the general populace allows the Gamemaster to visualize
the way of life of the region along with the motivations and obvious
features and mannerisms of the non-player characters. It also helps
him to develop a plot for his game (see Section 4.3) and provides an
aid for developing richer player character backgrounds (see Section
2.52).

4.22 HOSTILE POPULATIONS

The members of races or cultures which are hostile to the player
characters must be defined in moredetailthan the general populace.
This must be done becausethe player characters are most likely to en-
counter them during an adventure. That is, player characters are
most likely to choose to visit an adventure site (see Section 4.13) in-
habited by members of a hostile population.

If the player characters are members of the Free Peoples (good
guys or neutral) of Middle-earth, the hostile population will in
general consist of Orcs, Trolls, evil creatures, and evil or neutral
Men. For beginning games, wesuggest that the player characters not
be evil, since evil groups of characters are much harder for a
Gamemaster to run.

4.23 INHABITANTS OF ADVENTURE SITES

Normally the inhabitants of an adventure site are members of the
hostile population. However thisisnot always trueas the inhabitants
may be friendly or neutral towards the player characters. in such a
case the site is an adventure site because the player characters want
someone or something that is at that spot. Such a situation is in-
teresting, but it may be too complex a situation for an inexperienced
Gamemaster to handle. We suggest that for beginning fantasy role
players the inhabitants of adventure sites be hostile.

Keep in mind that intelli'gent inhabitants of an adventure site will
require certain featuresin an adventuresite: areason for being there,
afood supply, a water supply, toilet facilities (sometimes), entertain-
ment (e.g., for Orcs this could be torturing prisoners or each other),
and a variety of other th'ings.

Thinking Races — The most dangerous (and thus exciting for adven-
tures) foe is an intelligent or somewhat intelligent character. So in
Middle-earth many of the adventure sites will be occupied by Orcs,
Trolls, evil Men, evil Elves, etc. There are also many intelligent
creatures in Middle-earth not generally thought of as characters or
people (e.g., Dragons, Ents, etc.).
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Flora and Fauna — Many adventure sites will be inhabited by
animals (defined as not particularly intelligent creatures) and plants.
Animals may be non-hostile, non-hostile unless bothered, non-
hostile unless attacked, hostile, agressively hostile, etc. They may
also be under the control of intelligent inhabitants of the adventure
site. Table ST-2 summarizes the capabilities of many of the animals
of Middle-earth. Plants are sometimes dangerous, but more often
they are sources of food, healing, or poison. They are sometimes the
goal that adventurers are after (e.g., they are looking for certain
herbs to heal one of their characters).

Monsters and Other Creatures — In addition to characters and
animals, Middle-earthadventuresitesmayhavea variety of monsters
andintelligent creatures. Tolkien’s writings are full of creatures such
as Dragons, Giant Spiders, Balrogs, Wargs, Kraken, Ents and many
other enchanted or unusual creatures. These types of creatures are
described in Section 4.24 and Appendix 2 (Section 9.0).

4.24 DESCRIPTIONS OF MIDDLE-EARTH CREATURES

The special monsters and animals of Tolkien’s world are very im-
portant to any campaign. The creatures vary from minor nuisances
like Dumbledors to major irritants such as Balrogs. Some of these
monsters are intelligent and/or social animals and need special care
when being encountered. Some of these special monsters have been
given detailed raciaj descriptions in Section 2.21 and Appendix I
(Section 8.0); only the combat characteristics are covered in Table
ST-2. A large number of the monsters in Tolkien’s world are very
powerful. Monsters such as Balrogs and Dragons should not be faced
by low level characters or inexperienced players.

Thisis a list of special Middle-earth creatures that may be used by
Gamemasters within the MERP rules. Other creatures may be ine
vented or used, but the Gamemaster must decide their trarts and
capabilities. Appendix 2 (Section 9.8) provides detailed descriptions
of each of these creatures.

Balrogs Mearas
Crebain Mewlips
Dragon Mimakil
Dumbeldors Nazgiil
Great Eagles Olog-hai
Ents Orcs
Faistitycelyn Great Spiders
Fell Beasts Trolls

Flies of Mordor Vampires
Giants Wargs
Hummerhorns Werewolves
Huorns Wights
Krakens

4.25 ASSOCIATES OF THE PLAYER CHARACTERS

Often a Gamemaster and players will want to have non-player
characters that associate or adventure with the group of player
characters. Thisis often necessary when there are not enough player
characters to make a group large enough to handle a particular
adventure. Inaddition, it is often helpful to have allies or a powerful
friend to help balance overly powerfu} foes. In Tolkien’s novel, The
Hobbit, Gandalf fulfilled this role for the group of Dwarves and
Bilbo during their adventures. The “plot” (see Section 4.3) of the
Gamemaster’s world will heavily influence how such non-player
characters are introduced and used.

Hiring Non-player Characters — Player characters may wish to hire
non-player characters to adventure with them. A Gamemaster must
decide what kind and how many characters are available at a given
time and civilized area (see Section 8.1 foranexample). The number
of available characters should belimited in the smaller civilized areas.
In Middle-earth Warriors and Scouts should be the most available,
with Bards and Rangers being less common, Animists beingrare, and
Mages being even rarer.

To hire a non-player character, the Gamemaster should require a
roll on the Infiuenceand interaction Column of theStatic Maneuver
Table (MT-2). For agivencivilized areathe Gamemaster should rate
the difficulty of hiring non-player characters who are looking to go
adventuring. The following ratings for difficulty arebasedupon the
offer made by the character attempting to hire. They might be ap-
plicable for the sample adventure in Section 8.0 (it should varybased
upon how many playersthere are). A “share” is the totalmoney value
of non-magic treasure (gp, sp, bp, cp, tp, and gems; see Section 4.8)
obtained during the adventure divided by the number of non-hired
members.

Difficulty Offer Made
Routine — 1 gp (or more) per day plus a full share.
Easy — 5-9 sp per day plus half of a share.
Light — 5-9 sp per day plus a quarter of a share.
Medium — | gp (or more) per day.
Hard — 5-9 sp per day.
Very Hard — 1-4 sp per day.
Extremely Hard— A half of a share.
Sheer Folly — A quarter of a share.
Absurd — “Come adventure with us”

After being hired, the Gamemaster still controls the hired
character, but the hirer should decide his actions in non-crucial or
non-dangerous situations. Unless the hirer makes a successful in-
fluence or interaction roll, the Gamemaster should make a “reaction”
roll for the hired character in dangerous or distasteful situations to
determine his actions. Arelativelylow roll would indicate an unwill-
ingness to enter or deal with the sitvation, while a relatively high roll
would indicate willingness.

Allies — Certain non-player characters may be allies of the player
characters and aid them if they happen to be on the same mission or in
the same area. A good example of this is the meeting between Frodo
and Sam with Faramir and the Rangers of Ithilien in the forests of
North Ithilien. Frodo and Faramir were “allies”, and Faramir gave
Frodo advice, aid, and a place to rest. The Gamemaster may wish to
structure his game so that the player characters have allies to turn to
for healing, information and help.

Guardians — While hired characters and allies are more passive ex-
amples of the type of help a Gamemaster may give to player
characters, “guardians” are more active forms of aid. Guardians are
non-player characters who either show up when needed or when sum-
moned by the player characters. For example, Tom Bombadil wasa
guardian for Frodo and his friends foralittlewhile after theyleft the
Old Forest. When they were about to be destroyed by Wights, Frodo
summoned Tom Bombadil by reciting a verse. We suggest that guar-
dians be limited by distance, the number of times that they may be
called, or the severity of the danger faced by the player characters.
Guardians can vary in their power and effectiveness,
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4.3 THE PLOT

The plot for a fantasy role playing game consists of the general
politics of the world, the activities and objectives of the non-player
characters, the goals and incentives for the player characters, and the
interattions between all of these elements. A plot can be assimple asa
ruined tower inhabited with bandits and their treasure (the player
characters want the loot). On the other hand, a plot can be as
complex as the plot in The Lord of the Rings. We suggest a simple
plot for beginners. Part Il provides such a plot with a castle holding
the possibility for treasure and adventure,

4.31 GENERAL POLITICS

Sketching outthe general politics foragame helps the Gamemaster
make decisions concermi'ng the actions of non-player characters. It
also helps him make the player characters’ backgrounds come tolife.
[t provides a framework for the general course of events in the
regions that the player characterstravel through. Forexample, a war
or armed raid may be taking place in an area where the player
characters are adventur’ing.

The World Politics — ThepoliticsofMiddle-earthduringtheSecond
andThird A ges are fairly simple: Sauronand hisforcesaretryingto
take over the known world through direct contlict (war) or through
subversion and corruption of the Free Peoples. The Free Peoples are
trying (in a disunified fashion) to resist Sauron’s expansion and
hopefully to defeat him. In between we have neutral forces being
influenced by the two extremes. Through all this many separate
kingdoms and cultures have their own internal politics and
objectives. The specific political situation (How powerful is Sauron?
What is hedoing? What are the Free Peoples doing? etc.) should be
based upon the time in which the game is being run. Gamemasters
may gather needed material along these lines from Tolkiens’s works
and I.C.E.’s Campaign and Adventure Guidebook ro Middle-earth.

The Fourth Age (i.e., after the destruction of The Ring and
Sauron) allows for a greater flexibility in determining the politics of
Middle-earth. The Gamemaster may develop any sort of political
situation that he wishes, restricted only by the history of the earlier
ages. Dun'ng this period, we suggest the main political organizations
be empires, kingdoms, guilds, religious groups, andthelike. Much of
the conflict in Middle-earth can result because of conflicts between
such groups. Truly evil (as opposed to self-interested) organizations
could be included in the form of the remnants of Sauron’s forces,
pirates, bandits, etc.

Regional Politics — The politics of the specific region being adven-
tured in should be more detailed than the world politics. Questions
that should be answered include: Are Sauron’s forces active in the
area? Is Sauron corrupting the local rulers? Are the local rulers
already evil? Are the local rulers in conflict? Where are the head-
quarters of the opposing sides? How do both sides treat characters
not involved in the conflict? In short, any activities of the locals that
might affect the player characters should be outlined.

4.32 NPC OBJECTIVES AND PLANS

The objectives and plans of any significant non-player characters
should be noted. The objective of a farmer would be to bring in his
crops; shopkeepers and traders want to sell high and buy low; local
officials want to collect taxes and keep things peaceful; etc. More
unusual characters may have personal objectives that conflict or
coincide with the player characters. Such objectives should be
carefully thought out.

433 PC GOALS AND INCENTIVES

The player characters should set their own goals (sometimes with
help from their Gamemaster through background details). However,
to maintain an exciting game, the Gamemaster should supply incen-
tives. A good adventure should have the danger and rewards balanc-
ed. Obtaining treasure, experience points, crucial information, and
the like should involve risk, difficulty, and good play. This is
something that requires experience and a good Gamemaster, so it
may take several adventures to master.

4.4 TYPICAL ADVENTURES

This section outlines some typical adventures that the Gamemaster
might use in his game. These suggestions are general and need to be
adapted to a specific region and circumstance.

4.41 SCENARIOS

These scenarios are adventures that can be keyed to a specific
region or adventure site. The Gamemaster may wish to make in-
formation concerning several of these available to the player char-
acters and hope that they pick one. Alternatively, he may wish to
require that a scenario be choosen because it is the only one that the
Gamemaster has available.

Missions — Missions are often adventures in which a non-player
character sends the playercharacter to anadventure site or region to
accomplish a certain goal. The non-player character may or may not
accompany the group, and he may or may not give them all of the in-
formaty'on that he has on the mission. Often the non-playercharacter
hasulteriormotives and is willing to pay for the services of the player
characters.

Sometimes the player characters have missions of their own
choosing. Examples of this might be: rescuing a captured group
member, rescuing a friend or relative, searching for herbs to heal an
injured group member, or searching for a specific magic item.
Basically any goal of the player characters can be used to initiate a
mission.

Scouting — Scouting missions do not necessarily take place in
adventure sites; they may consist of general investigation of the
countryside. In a scouting mission the main goal is information,
either for a non-player character or for the player characters them-
selves. Such information could later lead to a specific mission.
Scouting missions often lead to combat in the form of encounters
with hostile guards or patrols.

Raiding — Raidingisan adventuredesigned toattack, fightandloot.
It doesn’t have to be keyed to a specific adventure site. Player
characters are out for any appropriate fight with a suitable reward
(treasure and experience points).

Looting Attack — A looting attack is basically the same as raiding,
except that the player characters are attacking a specific adventure
site.

Tournaments — Tournaments are staged competitions in fighting,
archery, riding, and other combat skills. These are usually held in
civilized areas during fairs and holidays. Cash prizes are usually of -
fered, and on rare occasions magic items are awarded. Usually the
combatantsarenot tryingto injure or kill oneanother, but accidents
do happen. During tournaments, unless a participant is trying to kill
someone, all criticals inflicted are reduced to “A’s” regardless of the
result from the attack table.

Duels — Duels are also very interesting. Player characters or non-
player characters often feel that they have a basic disagreement that
can not be settled by talking. If neither party feels inclined to run
away and leave town, a duel might result. This can range from aduel
in which the winner isthe first to draw blood using only “A* criticals
(see above), to a duel to the death.
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4.42 GENERAL ENCOUNTERS

In addition to scenarios, adventures may often occur when the
player characters encounter something throughchance. Encounters
can occurincivilized areasor the countryside, and sometimes but not
always lead to combat. Encounters include ambushes, fights,
meetings, sightings, barroom brawls, etc. Encounters can occur
anywhere: in the countryside or in civilized areas. Sections 5.15 and
5.24 give a suggested technique for determining when and what kind
of encounters occur.

4.5 MAGIC AND SPELLS

Middle-earth had unigue ties to the Undying Lands which created
a potential for the appearance and use of significant power (magic).
Such power manifested itself on a massive scale in the First Age, and
to a lesser, but significant degrec in the Second Age. By the time of
the late Third Age it was quite subtle — except in the cases of
Dragons, the Balrog, Saruman, and (of course) Sauron, This low-
keyapproachto the utilization of great power was afactorrelatingto
the nature of those possessing the gift. The Valar lard down their
direct guardianship of Middle-earth in stages, at the end of the First
Age and with the downfall of Nimenor. They still kept watch and
intervened in the Third Age by sending the Istari (Wizards), beings
who themselves had great power. The Istari, like their masters, did
notuse force unlessit wasabsolutely necessaryto combat Darkness,
andthenonlytothedegree needed. As aresult of this approach, they
appeared far weaker than they really were.

The other masters of magic in Middle-earth employed their
abilitiesin relative secret. Men and Hobbits were not great friends of
spellsandoften were unaware of their usage outside of fairy tales and
legends. Thiscreated an atmosphere where magical occurrences were
rarely seen and often became merged or confused with natural
events.

One of the primary reasons for this subtle and secret use of magic
and spells is the presence of Sauron in Mordor. Sauron is not one to
restrar'n himself when he deems it necessary to act with great author-
ity. He does act cautiously and quietly, especially when nursing him-
self after a great defeat, but he is capable of unbridled explosions.
Those who live under his eye are particularly careful not to cause at-
tention to be brought upon themselves, and this feeling may con-
tributeto therestraint foundin those who possess theability to wield
spells. Some are weary or concerned about upsetting the balance of
things, to be sure, but others are doubtlessiy afraid. Still others died
at the hands of Sauron or others of power, for the bold and those
with power often dare to combat those most dangerous.

When constructing the setting for a fantasy role playing game
based upon Middle-earth, a Gamemaster must take great care to
show restraint regarding the use of magic. Magic-users are relatively
rare, although most folk had some “magic” in them, and open
displays of power are still rarer. Elves certainly employ magic in daily
life, and Dwarves use spells for a variety of reasons, even for produc-
ing wondrous toys; nonetheless, such enchanting skills are not
necessarily the norm. Among Hobbits magic is considered the stuff
of legends. Many Men most often feel the same way; indeed some
have never heard of its use. The racial descriptions in Section 2.21
give more details for the individual races.

This section deals with magic and the use of spells in the Middle-
earth Role Playing system. Spell usage fallsinto two separate realms,
Essence and Channeling, each of which concerns a different source
of power required to cast the spell. This spell system is limited to 1st
through 10th level spells andtworealms of magic, in orderto provide
a more usable framework for low level adventures. For higher level
spelis and a more detailed framework, 1.C.E’s Spell Law providesan
expanded spell system with three realms of magic, over 2500 spells,
and over 150 spell lists.

4.51 ESSENCE

The Essence realm utilizes the power that exists in everyone and
everythingof andin Arda, andinparticular Middle-earth. Essencein
Middle-earth has its source in The Song (The Ainulindalé) which
created Arda and the order of things. A character who casts spells of
the Essence taps this power, molds it, and diverts it into his spelis.
Most of the truly powerful Essence spells deal with forces elemental
in nature: fire, earth, water, wind, light, cold, etc. The more inert
materiai that is on the person of someone casting Essence speils, the
more difficult it becomes to manipulate the Essence. Thus, when
casting or using an Essence spell NO armor, greaves or helmet may be
worn.

4.52 CHANNELING

The Valar are the offspring of Eru (God) who came to Arda to
fulfill The Song. The Channeling realm utilizes the power of the
Valar as channeled through characters casting spells. Since the Valar
are not part of The Song (they helped to develop part of The Song,
and Morgoth corrupted part of it), Channeling is independent of the
Essence. A character casting Channeling spells draws directly from
the power of one or more of the Valar, even though this does not
“usually” require the conscious cooperation of the Valar involved.
Thus spells of this realm do not necessarily reflect the nature of the
Valar as long as the spells are relatively subtie and low level (e.g.,
healing, detection, etc.). More powerful and higher level spells not
included in MER# might require active consent of the Valar (the
Valar inciude Morgoth, so evil spells may be cast if the power comes
from him). Metal interferes with drawing power from the Valar, so
no metal armor, metal helmets, or metal greaves may be worn when
casting a Channeling spell.
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4.53 SPELL LISTS

A spell list is an ordering of spells based upon the correlation of
spell level, intricacy ofthe spell, and potency of the spell. All spells in
a list have some common characteristics and attributes, although
each may have vastly different effects and applications. A character
does not garn the abitity to cast individual spells; instead he “learns”
(see Section 4.54) an entire spell list of related spells and is limited
only by his level and the level of the spells.

The spell lists are in Section 7.1. Each spell list falls into one of six
groups: Essence Open Lists, Mage Lists, Bard Lists, Channeling
Open Lists, Animist Lists, and Ranger Lists. These classifications
determine which spell lists are learnable by which professions (see
Section 2.4). Each spell on a spell list is preceded by a number called
its level. Each spell has an area of effect, a duration (how long do the
spell effects last), a range (how far the spell can be cast), and what
class it falls into. Each of these factors is described in Section 7.1.

4.54 LEARNING SPELL LISTS

A character may “learn” spell lists during his adolescence skill
development (see Section 3.3), during his apprenticeship skill
development (see Section 3.6), and when he advances a level (see Sec-
tion 2.63). Depending upon his profession (see Secton 2.4) and race
(see Section 2.21), a character may “learn™ only certain spell lists.

Normally, once a character learns a spell list he may cast any speli
on thatlist that is his level or lower. Certain professions may only cast
spells up 10 a certain level (see Section 2.4).

4.55 CASTING SPELLS

A character may cast a spell from a list that he knows if the spell
level is less than or equal to his own level AND he has enough power
points. Certain professions are limited as to the highest level spell that
they may cast (see Section 2.4). Whenever a spell is cast an attack roll
must be made and resolved on the appropriate attack table (see Sec-
tion 6.6). Even when casting a non-attack spell a roll must be made
and resolved on the Base Attack Table (AT-9) 1o deterinine if the
spell fails.

Power Points — Each character has a certain number of power
points available to use for casting spells. In order to cast a spell, a
number of power points equal to the spell’s level must be used.

Each character has a number of power points based upon his level
and one of his stats (Intelligence for Essence spells and Intuition for
Channeling spells). The number of power points that a character has
is obtained by checking Table BT-1 for the appropriate stat and
multiplying the given power points by the character’s level. Once
these points are used casting spells, they may be regained by resting
for 8 hours.

Time Required 10 Cast Spells — It takes one round of action tocast a
spell (see Section 6.3). However, up to 4 rounds can be spent prepar-
ing a spell. The more rounds spent preparing a spell, the more effec-
tive the spell. The attack roll for the spell is modified according to the
number of rounds spent preparing the spell. Instantaneous spells
(marked with an “*”) are unaffected by these preparation modifica-
tions, and thus do not incur a penalty if cast without preparation.

+20 — if caster spends 4 rounds preparing the spell.

+10 if caster spends 3 rounds preparing the spell.
+0 — if caster spends 2 rounds preparing the spell.
-15 if caster spends 1 round preparing the spell.
-30 if caster spends 0 rounds preparing the spell.

4.56 MAGIC ITEMS
Certain items are magical in nature; they either have magi'cal pro-
perties or have the capacity to cast spells.

BONUS SPELL ITEMS — There are two types of magic items,
called bonus spell items, which enable a character to cast morespells
than he would be able to normally: spell adders and spell multipliers.
Spell bonus items are usually in the form of a staff (5’ long), a rod
(2.5’ long), or some other hand-held object of a similar size. Only one
bonus spellitem is usable by a given character between 8 hour periods
of rest. Bonus spell items should be held or wom.

A +1 spell adderallows a character to cast one extraspell between
8 hour periods of rest in addition 1o those which he can normally cast
by using his power points; a + 2 spell adder allows 2 additional spells;
a + 3 spell adder atlows 3 additional spells; etc.

A x2 spell multiplier doubles the number of power ponits available
to a character beiween 8 hour periods or rest; a x3 spell multiplier
triples his power points; etc.

MAGIC ITEMS WITH BONUSES — Magic items with bonuses
(e.g.,a +10 mace, a + 5lock pick, aset of + 15 chain, etc.) add their
bonus to the total skill bonus of any skill that normally utilizes an
item of that type. For example, the use of a + 10 mace would increase
a character’s Offensive Bonus by 10, a + 5 Jock pick would increase
his Pick Lock skill bonus by 5, and aset of + 15 chai'n would increase
his Defensive Bonus by 15. The use of such items does not usually re-
quire a Using Items static maneuver roll (see Section 2.32). Their
bonuses apply to any appropriate rolls by any character using them.

EXAMPLE: A few sample magic items and their costs follow:

Staff of Firebolts — 500 gp + 5 cp
100 gp — since it is a “Staff” charge item
Scp — normal Quarterstaff price
400 gp — since Firebolt is a 6th level spell
Rod of Waterbolts — 180 gp + 3 cp
30gp — sinceitisa "Rod"” charge item
3cp — anestimate of a rod price
150 gp — since Waterbolt is a 4th level speli
Wand of Shock Bolts — 40gp + 1 cp
10gp — since it is a “Wand” charge item
1 cp — anestimate of a wand price
30 gp — since Shock Bolt is a 2nd level spell
Wand of Calm I — 70 gp + 1¢cp
Calm II is a 2nd leve! spell just like Shock Bolt, but it is a
Channeling spell so the price doubles.
Dagger with Daily ll(twice per day) Levitate Spell — 245gp + 3sp
20gp — since it is a “Daily” item
3sp — since it is a dagger
225 gp — 150gp since Levitate is a 4th level spell, 75 gpsince it is
twice per day instead of once.
Ring with Daily II Levitate Spell — 490 gp + ring price. Price of
Dagger above is doubled since a ring is smaliler.
Potion of Haste I — 100 gp
10 gp — for a vial of Potion
90 gp — since Haste [ is a 6th level spell

+ IS magsc Handaxe — 1250sp = 125 gp
Ssp — cost of a normal +0 handaxe
%250 -- multiptying factor due to + 15 bonus
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MAGIC ITEMS CONTAINING SPELLS — Certain magic items
contain spells which a character may cast. Such spells do not require
power points, and the caster doesn’t have to have learned the list
which they come from. Spells from this type of item fall into one of
several categories:

RunePaper: Ascrollwith aspellinscribed onit, thespellmay only be
castoncefromtherune paper before it disappears. A pieceof rune
paper may be reused by placing another rune on it by using a spell
from the Spell Way list (see Section 7.12).

Potion: A vial of special liquid with a spel! “in” it. Thespell takes im-
mediate effect when swallowed (norollnecessary to use); it only has
effect once. A potionmay use the spell to directly effect the character
drinking it OR it may allow him to cast the spell.

Daily Spell Item: A magic item containing a spell that may be cast a
certain number of timeseach day.

Charge Spell Item: A magicitem containing a spellthatmayonlybe
cast a limited number of times (called its number of charges). Then
the item is exhausted (lost its charges) and the spell may no longer be
cast. The size of the item determines the maximum number of
charges and the maximum level of the spell:

Normallyin order for a character tousean item or rune, he must
successfully make a static maneuver roll on the Reading Runes and
Using ltems column of Table MT-2. Special items obtained from a
background option (see Section 2.51) do not requiresucharollfrom
the character that they are keyed to. A Gamemaster may wish to in-
clude other special items that do not require a Reading Runesrollora
UsingItemsroll, or which cast a spell with no preparation modifica-
tions (instantaneous).

BUYING AND SELLING MAGIC ITEMS — To buy a magic item
first check the Equipment and Price Table ST-4to determine the base
price of the item. The base prices for items containing spells (not in-
cluding the cost of the spell itself) are included in Table ST-7.

If amagicitemhasa bonus (see above) oris especially lightweight,
its base price is multiplied by a factor given in Table ST-7. If amagic
item contains a spell there is an additional cost added to the base
price. Table ST-7 gives these multipliers and additional costs.

These prices are for buying magic items. Normally, only 50%¢ of
these prices may be obta‘ined when selling a magic item. A static
maneuver roll is necessary to get more than this (see Section 4.84).
Magic items are usually only bought and sold in large cities or in
special civilized areas.

ST-7 — MAGIC ITEM PRICING TABLE

A bonug'item

Minimum Maximum Maximum
Length # Charges Spell Level
Wand - I 10 2nd
Rod— 2.8 30 5th
Staff — 5 100 10th
BASE PRICES:

A piece of Rune Paper (holds one spell) — 1 gp
A vial of Potion {hoids one spell) = 10gp
LA Dm}y ftem = 20 gp + the normal cost of the hem

A Charge Item:
Wand — 19 gp + the normal costof the item
Rod — 30gp + the normal cost of the item
Staff — 100 gp + thcnorma]cost of the item
#1spelladder — 50 gp 2 :

42 spell adder — 100 gp

+ 3 spell adder — 200 gp

" +4 spell adder — 400 gp
x2 spell multiplier — 200 gp
x3 spell multiplier — 400 gp

= the normal cost of the item

MULTIPLICATIVE FACTOR DUE TO ITEM BONUS

0% -~ +35 bontis

50x — +10 bonus
250K = +15 bonus
1000x — +20 bonus
SGOOx SUE IS bClI'IUb S

MULTIPLICATIVE FACTOR DUE TO ITEM WEI(;HT

Ix = 100% of weight given.
10x — 80% —99% of weight given.
S0% -~ 60% ~79% of weight given,
100x  — 40% —359% of weight given.

COST

(Base Cost + Addltmnal Cost) X Mulnphcatwe il
- Factors ~ :

ADDITIONAL COST (in gold pieces) DUE TO IMPLANTED SPELLS:

TYPE @)
ITEM

OR BONLUS 1 2 3 4

Rune Paper A ES e 30
" Potion 5 15 30 45
“Daily Hem ** LRG| Mt | 150

Wand Rt 30 = i
“Rod e e T e

Staff IO(} 150 200 250

e rechargmg a wand, rod or siaff afterit hat; been cxhausled costs-half of Ihc u):.{ of thc Implanled 5peil

= Channeling spells cos{ double. these prices.

Ome per day; add half of cost for EﬂCh add:tmna] ume per da)r Thc cost is daublcd 1t thc item is smallcr than a dagger

LEVEL OF THE SPELL IN THE ITEM*

5 0 7 8 9 10
A A RO R U B e
60 90 120 150 200 225
20000 400 T
200 e : = o e s

300 400 500 600 700 800
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4.6 RELIGION

Middie-earth is a vast continent which is the home of numerous
races and cultures. Most have their own god or gods and have their
own set of associated rules and rituals. Many of these religions in-
volve cruel deities and the worship of Darkness. Other pantheons
reflect some local perception of and belief in some cr all of the
Valar. This is particularly true in northwestern Middle-earth, where
the Elves and enlightened Men know of the true nature of those on
high.

Eru and the Valar

Eru is Arda’s One God, and the Valar are his servants. It is the
Valar who live in Aman. Eru originally assigned them the guardian-
ship of the world and — although they removed themselves from
direct interaction with Middle-earth following the Downfall of
Niimenor in S.A. 3319 — they still attempt to maintain the balance
of things. Through their agents (the Wizards or [stari) they aid the
Free Peoples in the struggle against Sauron. The Valar feel justified
intervening, since they are doing no more than righting a wrong and
combatting power with power. Both the Wizards and Sauron are
lesser Valar, those beings called Maiar.

The Valar include a number of beings who normally exist as
spirits and only take physical form when dealing with lesser
creatures or visiting Middle-earth. Some — like Morgoth, Sauron,
and the Balrogs — have become enslaved in their adopted bodies as
a result of expending too much of their inner power. Although they
could originally alter their appearance at will, their Evil has bound
them to their hideous forms.

The fifteen greater Valar are often called the Powers of Arda or
Ainur. It is they who are most revered by the inhabitants of Middle-
earth. Within their group the eight Aratar (“Exalted”) are preemi-
nent:

Manwé — King of the Valar. Wud Lord. Master of the Airand Weatlier.

Vards — Queen ofthe Valar. Ladyofthe Stass. Spurit of Light. Also called Etbereth or
Elemdri.

Ulmo — Ocean Lord. Master of the Waters.

Aulé — The Smith. Master of the Eaith. Lord of Crafts. Maker of Mountains. Maker
of Dwarves. Also called Mokhal.

Yavamna — Nourishet, Mistress of the Earth. Giver of Fruits. Keepe of Plaals. Also
called Kementdri,

Nimo — Master of Spirits. Keeper of the Dead. Doomsmaster. Lord of the Halis of
Awaiting, A)so called Mandos.

Nienna — Mistress of Grief, Pity, and Suffering, The Weeper. The Conscience.
Ovome — The Huntsman. Tamer of Beasts. Forest Lord. Master of the Wilds. Horn-
blower. Also called Arew, Aldaron, or Tauren.

Morgoth — The “Black Enemy” wasonce the mightiest of the Aratar, aad indeedall the
Valar, but he fell from grace and has been cast into the Void. Named Meikor (“He who
anses in Might™), he became jealous of his lord Eru and coveted power. He was King of
Darkness and the origin of Evil — Fvil incarnate.

The other six greater Valar a e: ¥ina, Mistress of Flowers and Song; Lessa, Dancer
and Mistressof Youth and Celebration; irmo, Dream Master, Lord of Visions, Lorien;
Esté, Healer; and Vairé, Weaver of Fate, wife of Mandos.

Remember that the Valar are worshipped by many peoples under
different names and with unique beliefs. Some folk revere specific
Valar above all others simply because the Vala has power over
locally significant natural influences. For instance, Ufmo might
have more significance to a coastal race, and he might be called by a
totally foreign name.

Religious Worship

Religious practices vary with locale, but those found in north-
western Middle-earth are generally informal. Personal meditation
and infrequent communal celebrations dominate the ritual life of
the region. Elsewhere in Middle-earth strict or formal religious
norms are more widespread.

4.7 INJURY, DEATH, AND HEALING

Duringthe course of a game characters will likely receive damage
in the form of injuryor death (sorry, but that’s life in Middle-earth).
There are two major factors in damage to a character: injuries to the
body of the character and death (the departure of the soul from the
body). Injuries to the body can lead to “death”. Each of these two
types of damage requires separate types of healing.

If all injuries to a body have been completely cured but the soul
has departed (death has occurred), then the character will be in a
coma until his soul is returned. While in the coma a roll on Table
[HT-1is required once a day as described below. In this case the co}-
umn headings referring to rounds are used to refer to the number of
days after death.

If a body is injured enough to cause death (see Section 4.72) and
the soul has departed (or is Lifekept, see Section 4.74), it will begin
to decay normally (a Preservation spell will halt this, see Section
4.74). As soon as all injuries leading to death have been cured, the
decay will slow (see paragraph above). As a body decays the main ef-
fect is the deterioration of stats due to a lack of oxygen flow to the
brain. Each round after death has occurred, a roll must be made on
Table 1HT-1 for each of the character’s stats 10 see if that stat is
reduced. Once any stat reaches zero or below, the character’s soul
will not return to his body through normal means (spells or herbs).

4.71 INJURIES

Injuries can occur as a result of atiacks, fumbles, failure, and
spells. Injury takes the form of hits, hits per round, stunned rounds,
subtractions from activity, and specific injuries to various parts of
the body. These injuries are detailed in Section 6.65.

IHT-} — STAT DETERIORATION TABLE
ROUND AFTER DEATH
ROLL Ist-6th Tth-18th Alter 18th
1-10 0 0 0
11-25 0 0 1
26-50 0 1 2
517§ l 2 3
76—20 l 2 4
91—-00 ! 3 5
NOIFk: Number resuit is the amount rhe stae i sreduced.
IHT-2 — RECOVERY TABLE
SEVERITY
TYPE OF LNJURY LiGUT MEDIUM  SEVERF
* Burn/Tissue 3 days 10 days 25 days
Bone/Muscle/Tendon S days 15 days 35 days
Head/Internal @rgans 2 weeks 2 months varics

IHT-3 — LIFEGIVING EFFECT
AND PRICE TABLE
LEVEL OF % CHANCE OF DAYS REQUIRED SUGGESTED

CASTER FAILURE FOR RECOVERY PRICE
12th 10%0 x Days Dead 100 x Days Dead 150 gp
15th $%0 x Days Dead 50 x Days Dead 250 gp
17th 2% x Days Dead 20 x Days Dead 3s0gp
20th 19 x Bays Dead 5 x Days Dead 500¢gp
25th 1% x Days Dead none 800 gp
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4.72 DEATH
Death (departure of the soul) occurs in one of four ways:

I) Immediate Death — An injury occurs which causes the character
to die immediately.

2) Excessive HIts — If a character receives more hits than the sum of
his Body Development hit total {(see Section 2.32) and his Constitu-
tion stat, the soul will depart after 6 rounds. If someone heals
enough of these hits (before the 6 rounds are up) to drop the total
under the sum mentioned above, then death will not occur due to ex-
cessive hits.

3) Death After a Number of Rounds — If an injury occurs which
determines that the character will die after a number of rounds due
to the injury, then the soul will depart after that many rounds have
passed. If the injury leading to death is healed before the rounds
have passed, the character will not die due to this injury.

4) Special — Certain special spells or occurrences may lead directly
to death.
4.73 NATURAL HEALING AND FIRST AID

In a fantasy role playing game healingis very important. It deter-
mines how often characters die and how much time and money are
required for recovery from injury. Injuries heal naturally and may
be temporarily patched as follows:

Hits — One every hour if resting, one every 3 hours if not resting,

Hits per round — A bandage and compress will stop 1, 2 or 3 hits per
round (or reduce a hits per round “wound” by 3), so long as the
character does not do more than walk during the next 8 hours (the
hits per round start again if he does more than walk). A tourniquet
will stop 4 to 10 hits per round from a limb wound, but until the
wound is healed the tourniquet must be loosened once every 24
rounds and 3 hits per round must be taken for 5 rounds (or the limb
will be lost).

Subtractions to Activity — These are eliminated and activity is
restored to normal when the Injury causing them is healed.

An estimate of the average natural recover time for specific in-
juries can be obtained from Table I[HT-2. These times are based
upon a period of rest and recuperation, and proper treatment (e.g.,
setting of broken bones, bandaging of wounds, proper nutrition,
etc.). The Gamemaster should base the severity upon the description
of the damage.

4.74 HEALING WITH SPELLS

Animists have certain spell lists that allow them to heal injuries,
preserve the body, and prevent the soul from leaving the body. The
spells that heal injuries are specifically defined in the spell list
descriptions (Section 7.t).

The Preservation spell on the Direct Channel list (see Section
7.15) halts decay of the body so that the deterioration of stats
described above in Section 4.7 will not occur, or will stop if it has
started. The Lifekeeping spell on the same list will prevent the soul
from leaving a body that would otherwise die without the injuries
being healed as described above in Section 4.7. Once a soul has left a
body, Lifekeeping will NOT bring it back; Lifegiving would be re-
quired. Lifegiving is at least a 12th level spell, and will vary depen-
ding upon the level of the character casting it as given in Table
IHT-3. This assumes that an Animist of that level is available. Each
Lifegiving spell (based upon level) may only be attempted once fora
“dead” character, but the next time that character “dies” each spell
may be used again,

If characters wish to pay for healing spells, the Gamemaster
should determine if the required level of Animist is available (this is
part of the development of a civilized area, see Section 5.14). The
suggested price is at least the level of the spell tumes the level of the
spellcaster (in gp). Thus price is often treated as a “donation”. Cer-
tain Animists may heal all comers, their own people for free, or
those who “donate” all that they can {see Section 5.14).

4.75 HEALING WITH HERBS

Healing herbs are another alternative form of healing. Table ST-5
gives a list of sample herbs, their prices in town, their natural forms,
how to prepare them, and where they are found in the wild. Section
5.32 gives suggestions for how to handle searching for herbs in the
wild. The Lifegiving herbs are treated as 20th level Lifegiving spells
(see Section 4.74 and Table IHT-3) for the purposes of failure,
recovery, and limitations on casting.

4.8 POISONS, DISEASES, WEATHER, BUYING,
SELLING AND MONEY

There are many different elements of fantasy role playing that
add detail, flavor, and realism. Many of these elements have already
been discussed in Section 4, but all of the elements of a real world
can not be covered. A few of the more important remaining topics
will be discussed in this section.

POISONS — Poisons are an interesting play aid because they add
danger and excitement to even the most simplistic attack or trap.
Table ST-5 gives a selection of useful poisons along with prices, ef-
fect, source and form.

DISEASES — Diseases are also interesting and add realism to a
game. Diseases can range from a common cold to a plague created
by the Dark Lord to decimate the populations of certain regions.
Table ST-5 gives a summary of the source and effect of certain
diseases.

BUYING — Many areas of Middle-earth will operate on a barter
system; that is, trading and exchanging goods of approximately
equal value. Cash values can be a comparative standard for those us-
ing barter. Table ST-4 can be used for approximating the relative
barter values of various goods. However, it is often easier to handle
buying and selling on a cash basis.

SELLING - The prices given in Table ST4 are those given if
characters are buying goods. Prices for magic items can be deter-
mined as described in Section 4.56. If characters try tosellgoods in a
civilized area they can automatically get 50% of the nortnal price;
that is, if a buyer can be found (e.g., a buyer for a staff that casts
fireballs might be hard to find at a country inn).

A character can attempt to get more than 50%0 by making a static
maneuver (see Section 6.52) on the Influence and Interaction section
of the Static Maneuver Table MT-2. Of course, he runs the risk of
not being able to sell the goods. The Gamemaster should base the
difficulty of the Influence roll on the price that the character is try-
ing to get, the person he is trying to sell to (e.g., what is his ex-
perience in trading and how much does he want the goods), and his
trading techniques (e.g., if he tries for 80%, gets a partial success
result, and then lowers his asking price to 70%0, the difficulty should
drop for a 2nd roll}.
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MONEY — We suggest that money be in the form of coins, each
weighing % of an ounce (64 to the pound). Thecoins have different
values based upon the metal (mithril, gold, silver, bronze, copper,
or tin) that they consist of:

1 mithril piece (mp) = 100 gold pieces (gp)
I gold piece (gp) = 10 silver pieces (sp)

1 s'tiver piece (sp) = 10 bronze pieces (bp)

1 bronze piece (bp) = 10 copper pieces (cp)
1 copper piece (cp) = 10 tin pieces (tp)

Mithril coins are very rare and may not be taken for full value
everywhere. In Middle-earth, Mithril coins aremorecommon in ear-
ly to mid-Thi'rd age, their value at the time droppingto 50 gp oreven
10 gp.

NOTE: Except for Mithril coins the value of each type of
coin is 10 times the value of the next lower coin. Thus the
value of an amount of money (of less than 10 gp) can be
written as a 5 digit number, with the Ist digit representing
gold pieces, the 2nd silver, the 3rd bronze, the 4th copper
and thelasttin {e.g., 63251 is6gp, 3sp, 2bp, Scp, and 1 tp).
Then costs and prices can be added and subtracted as base
10 numbers (see the example in Section 3.71).

WEATHER -~ Determining the daiiy weather is important when
adventuring. Table ST-8 provides a method for determining the
temperature and precipitation of a given day. The Gamemaster
shouid:
1) Determine the month.
2)Determine the general climate of thearea (e.g., warm and
humid, cool and dry, hot and dry, etc.).
3)Determine the temperature.
4)Determine if there is precipitation, how much and what
kind.

The numbered months correspond roughly to the months as they
are in North America (i.e., 1 is Jan., 2 is Feb., etc.). The Elven
names for the months are also provided. The pattern will be the
same for different hemispheres and temperature zones, but the local
seasonal cycle may vary by as much as 6 months.

\/

ST-8 WEATHER TABLE STANDARD TEMPERATURES
The first figure represents the mean in inches: the second or parenthetical The following table gives tempeiature raunges for a variety of locates. 1he
is the probability number. Roll the dice each day, and a roll equal to or less Gamemaster should (a) note the size of the range, (b) roll the dice, and
than the probability number means that there will be precipitation that day; (c) apply the result with high rolls corresponding to high temperatures.
the lower the number, the heavier the precipitation during a given time.
Computation of the type of precipitation is keyed to the area's Hot Warm Temperate  Cool Cold
temperature {or the given day: snow — below 32°; steet — ai 32°; rain —
above32°. Whenitsnows there is a | %a chance of hail, and a 4% chance of ! i 4565 el 0-35 (-40)-0
an ice storm. * = 50% chance of dewor fog, but no further precipitation 2 33-70 40-60 0-45 Rl R
' & R 3 55-75 45-60 10-55 (-10)-40  (-45)-10
Ruiny — hot or warm; oneor two dry months; wet the rest of the year; fre- 4 65-85 50-70 25-65 15-55 (-25)-25
queat heavy rains. =| 3 75-95 60-90 50-75 20-60 0-a0
Humid and temperate — precipitation in all seasons; light to moderate =| 6 80-105 70-95 60-90 40-80 20-50
precipitation spread over many days. although heavy downpours occur on g 7 90-115 85-105 65-95 45-85 35-60
occasion; heavy fogs in highlands or atong coasts. 2| 8 90-115 80-105 70-100 40-80 35-65
Wet and Dry — distinct and extreme wet and dry seasons; very heavy 9 75-108 65-95 55-85 30-60 20-50
precipitation during wet scason,; little or no precipitation during dry period. 10 72'90 60'§5 45-70 20-55 0440
Dry — areas with cold or hot climates; modest precipitation concentrated }é 20:: 23‘;3 ;gg; (])0::)5 (-ig)_??
during warm-moderate tempcrature periods; dry the rest of the year. E - ; . 30
Arid — extremely cold or hot areas; light 10 negligible precipitation; rapid
evaporation or ground absorption.
STANDARD PRECIPITATION:
Months Rainy Humid Temperate Wel and Dry Dry Arid
—Yestare  (intercalary day: Yule)
| Narwain (Winfer) 10.5” (90) 2" (20) 2" {20) 17 (10) .25”(02) — (01*)
2 Ninui fWimer) 9" (85) 2.5" (25) 1.57(15) .25 (02) 25" (02) —(01*)
3 (waeron (Winier) 10.5" (90) 3.5 (20) 2" (02) .257 (02) 25" - (01*)
4 Gwirith (Spring) 10.5" (99) 4" (75) 1.57 (15) 75" (08) .25 (03) — (61%)
5 Luthroa (Spring; 8" (80) 4.5” (80) 2" (20) 2.5" (20) 25" (03) 25" (02)
6 Norui (Spring) 4" (40) 5.5" (85) 2" (20) 27 (20) .75"(07) 25" (03)
—Loénde _(intercalary day: Midyears)
7 Cerveth {Summer) 2.5 (25) 4.5" (80Q) 3" (30) 3" (30) 1.5" (15) — (01*)
8  Urui (Summer) 1.57(5) 4" (75) 3" (30) 4.5" (45) 1.5"(i5) — (01*)
9 Inanneth (Summer) 27 (20) 6.5" (95) 2.5 {25) 5" (50) L5"(15) —(01*)
10 ™Narbeleth (Fait) 57 (50) 6.5 {90) 3.5"(35) 11" (95) 1" (10} —(01*)
Il Hithui (Fally 6" (68) 37 (45) 2.5"(25) 12" (99) 257 (03) —(01%
12 Girithron (Fait) 8" (80) 2.5"(29%) 2.57(295) 00 257 (02) — (01*)
—Mettaré  (intercalary day: Yearsend)
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5.0 ACTION IN THE STRATEGIC ENVIRONMENT

The strategic environment consists of the civilized areas and the
countryside (see Section 4.1). Compared to tactical actron (see Sec-
tion 6.0), which usually takes place in adventure sites, action that
takes place in a strategic environment is usually less dangerous and
requires less time to resolve and describe. Such action can often be
resolved in very little real time (as opposed to time within the
framework of the game).

5.1 ACTIVITY IN CIVILIZED AREAS

Activity in civilized areas can be as simple as returning after each
adventure, healing, re-equipping, and heading back out to adven-
ture again. However, it is often very interesting to make a visit to a
civilized area more involved than that. A civilized place can be a
source of information, intrigue, recreation, and dangerous en-
counters.

5.11 BUYING AND SELLING
Each character can usually handle his own buying and selling of

normal goods (supplies and items) on his own. This process and a -

monetary system is described in Sections 4.56 and 4.8, and prices are
available in Tables ST-4, ST-5, and ST-7. However, certain unusual
parts of the process may involve trading and dickering, and the
Gamemaster should become involved as the person that the
character is trying to trade with. The Gamemaster must also deter-
mine if sellers or buyers exist for unusual or special items or herbs.
Normally this is part of the description of the civilized area.

5.12 FOOD AND LODGING

Each civilized area should have facilities for food and lodging,
even if it is only swill or table scraps and a barn. Table ST-4 gives
some suggested prices for food and lodging at a normal inn in a
town. The Gamemaster may make a roll for each inn (or lodging
desired) visited to determine the amount of activity for that day.
Very high means that there is no room for the characters; very low
means that they might be able to get cheaper rates.

5.13 GATHERING INFORMATION

Often a civilized area is the place to pick up information about
adventure sites, missions, and other scenarios described in Section
4.41. Information on missions that non-player characters want per-
formed should be made available at inns and public places, either
through word of mouth or direct contact with the person who wants
the mission performed. Notices of tournaments, duels, and other
public actr'vities should also be available, as well as other material
like wanted posters.

Rumors and clues about local occurrences, creatures, and adven-
ture sites should be available from local people in bars and inns.
Oftenit willhelpto get the locals drunk orinagood moodto get lots
of information. Such information should be in the form of rumors,
legends, tall tales, and outright lies.

Reliable information like maps and descriptions (from characters
who really know what is going on) should be available for a price.
This type of information can be bartered for like any other com-
modity (see Section 4.8).

The Gamemaster may wish to allow characters to make
“background legend rolls” on a given topic, in order to remember
tales, legends or other information from their background or past
history. Bards are professionally adept at this and should be given
an extra bontus of + 5 per level, because it is assumed that they con-
tinually increase and update their knowledge base. The Gamemaster
may use the Perception column or the General column of the Static
Maneuver Table (MT-2) to help resolve legend rolls.

5.14 HEALING AND RECUPERATION

Healing and recovery from injuries is discussed in Section 4.7.
The Gamemaster should sketch out the healing facilities (first aid,
herbs and animists) in each civilized area, even if it is only a farmer’s
wife with some old rags and a hot poker. Food and lodging and
possibly a nurse should be required whenever a character is
recuperating from serious injuries.

5.15 ENCOUNTERS

Sometimes action in a strategic environment turns into action in
the tactical environment (i.e., fighting, stealing, running, etc.). A
Gamemaster should make an open-ended “activity roll” eachdayin
acivilized area to determine the likelihood of an “encounter”. If this
roll is very high, then some encounter may occur. How high the roli
has to be to initiate an encounter should be based upon the type of
civilized area and the situation of the player characters.

Some typical encounters in a civilized area include: a brawlin the
tavern or inn that the player characters are visiting, an attempt to
mug (on the street or in their quarters) player characters and steal
their possessions, an attempt to sell the player characters fake goods
(or information), an attack by outside forces on the civilized area,
etc. The possibilities are endless, and often lead to an adventure
which can fill out an entire game session.

5.2 ACTIVITY IN THE COUNTRYSIDE

While in the countryside, groups usually are attempting to get
from one place to another (see Section 5.3, for activity in the
countryside while seaching for something). The Gamemaster must
deal with activities such as movement, making camp, evading pur-
suers, and encounters.

Activity in the countryside is normally handled in intervals of 4
hours when the player charactersaremoving or active, and 12 hours
if they are resting, sleeping or hiding. Distanceis generally measured
in miles.

521 MOVEMENT

Normal movement in a strategic situation is resolved in intervals
of 4 hours. This type of movement is different than tactical move-
ment (see Section 6.4). Table ST-9 gives some normal 4 hour move-
ment rates based upon the given terrain. The terrain is assumed to
have some sort of open areas or paths. If the groupis hackingits way
through a jungle or dense growih, the movement rates should be
halved. The Gamemaster should modify this based upon special cir-
cumstances, such as encumbrance, wounded characters, traveling
more than 8 hours in a row (4 hours if jogging and walking), not
having enough food, weather conditions, etc.

1f traveling at night, the movement rate is normal for groups with
all members capable of seeing at night. For groups with no
characters capable of seeing at night, movement is lowered to 10%o
of normal. For groups consisting of at least half of its characters
capable of seeing at night, the movement rate is 75% of the normal
rate; it is 50% if fewer than half are capable of night vision.
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5.22 CAMP SITES FOR RESTING AND SLEEPING

While traveling it is assumed that the group rests for about 15
minutes every 2 hours (10 minutes per hourin mountainous terrain);
this is figured into the strategic movement rates given in Table ST-9.
A group can travel 8 to 12 hours a day, and it is assumed they make
camp for the rest of any 24 hour period. We will call such a rest
period night but groups (especially Elves and Dwarves) can travel at
night and sleep during the day. If the group has only traveled for 8
hours it is assumed that they have found a good, defensible camp
site. Otherwise, the Gamemaster should make an open-ended roll to
help him decide the¢ quality of the camp site found. A low roll in-
dicates a poor camp site and possible dangerous surroundings. A
high roll indicates a good camp site.

Normally, the player characters will set a watch in shifts (usually
3,4 or Sshifts), but the Gamemaster should not suggest it or remind
them. If an encounter occurs (see Section 5.24), the Gamemaster
should divide the night into a number of parts (usually based upon
the player characters’ shifts) and roll to randomly determine when
the encounter occurs. Only the characters on watch (if any) will be
awake and alert when the encounter begins. Other characters must
be awakened by various actions or noises occurring during the en-
counter, or by the specific actions of already awake player
characters.

5.23 EVASION AND HIDING

Sometimes a group will find itsetfin the position of being pursued
through the countryside by hostile forces. This may takethe form of
being chased by another group (direct pursuit), or it might take the
form of a general hue and cry (i.e., the whole countryside has been
alerted and is looking for the group).

A general hue and cry is handled by rolling for encounters (see
Section 5.24) once an hour instead of once every 4 hours. As for
direct pursuit, most of the time the pursued group will want to avoid
capture or conflict (evasion and hiding). Other times they will want
to ambush the pursuing group (handle as a normal combat). Direct
pursuit is handled once every hour as follows:

1) Determine the distance separating the pursued group and
the pursuing group.

2) The pursuing group must make a tracking maneuver,
modified by adding one pursuing character’s Tracking
bonus and subtracting one pursued character’s tracking
roll. If the pursued group is unaware of the pursuit and
does not try to cover their tracks, only the Tracking
bonus of one pursuing character and +40 are added to
the roll.

3) If the tracking maneuver is a “success” or an “absolute
success” (from Table MT-2), the distance separating the
two groups is modified by the difference in their move-
ment rates. Each “near success” before a “success” in-
creases the distance separating the groups by 208’ (most
of the time this can be ignored).

4) If the tracking maneuver is a “partial success”, the
distance separating the groups is increased by the move-

ment rate of the pursued group.

~

5) The other tracking maneuverresults are self-explanatory
failures.

If the pursuers sight the pursued group, action should be resolved
as a tactical situation (see Section 6.0). In rain (or snow) if the
distance separating the two groups exceeds the distance that the pur-
suerscan cover in one hour, the pursuit is ended (less for very heavy
rain, more for light rain).

5.24 ENCOUNTERS

Basically, at certain times the Gamemaster makes an open-ended
activity roll to see how much action there is in the area containing
the player characters. Then one of the players makes an open-ended
avoidance roll to determine how well the group avoids any activity.
The difference between these two rollsis cross-indexed with the den-
sity of habitation on the Encounter Table ST-10,

This process is called an encounter roll and is normally performed
once every 4 hours when a group is moving and once during each
period of sleep (night) when the group camps. Table ST-I0 also in-
cludes modifications for the activity roll and modifications for the
avoidance roll.

5.3 SCOUTING THE COUNTRYSIDE

Often a group is not just moving through the countryside; they
are actively searching for someplace or something. The object of the
search may be herbs, an adventure site, food, water, etc. Searches
are more likely to result in encounters (see Encounter Table ST-10).

5.31 LOOKING FOR ADVENTURE SITES

Searching for adventure sites can fall into one of two different
categories: looking for a specific site or looking for any random site
in the areabeing searched. A search for a specification site is usually
the result of information obtained in the form of maps, rumors or
other clues (see Section §.13). Searches for random sites maybe in-
itiated because of rumors or just a general desire for loot and adven-
ture. Random sites could consist of animal or monster lairs, old
tombs, abandoned towers and temples, or deserted ruins of any
type.
5.32 SEARCHING FOR HERBS

Often characters go searching for herbs in order to heal a group
member, for healing during future adventures, or just to sell to
make money. ‘Table ST-5 indicates the climate and type of terrain in
which specificherbs are found. Each hour a group searchesinsuch a
locale, the group may make one static maneuver on the “Perception
and Tracking” column of Table MT-2 (normal perception modifica-
tions do not apply) to find herbs. The following procedure is used:

) Thedifficulty of finding the herb is obtained from Table
ST-S, giving amodification for the perception maneuver.

2) The group’s roll also receives any of following applicable
maneuver modifications: -50, if searching an area
previously searched within 6 months; +20, for each
Animist and Ranger in the group; and +2, for each
searcher in the group. Bonuses for group members’
“Foraging” secondary skills may be added, but they are
first divided by the number in the group.

3) “Absolute Success” indicates the searchers have found
i— 95 doses, “Success™ indicates one dose was found;
“Near Success” allows another roll made for this hour
and modified by +20; “Partial Success” or “Failure”
results in no herbs found; and “Absolute Failure” or
“Blunder” means no more doses will be found during the
rest of the day.

A group may decide to split into smaller groups (or individuals),
allowing a roll for each small group. However the small groups must
cover entirely separate areas for 4 hour periods, usually out of ear-
shot, and are thus subject to separate encounter rolls.
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This tableis intended to cover the usual pattern of encounters between
player characters and local inhabitants or wild beasts. The zones represent
the relative density of social beings or inhabitants. These are cross-indexed
with ranges which cover the differential between the iwe encounter dice
rolls.

The letter codes before the slashes represent interaction with social be-
ings, usually local inhabitants; letters that follow the slashescover interac-
tion with wild beasts. If there is a letter in both categories, the Gamemaster
should roll again: a low result means that there is an encounter with wild
beasts: a high result means interaction with social beings.

101-120 h/h

121-140  a/h h/h _ h/h e/h Py sf_a_i
181200 (/a a/a a/a a/a alt
201 + t/t v/t t/t 1/t 1/t

The encounter codes are meant 1o be general and relative. A simple en-
counter with agroup froman outrageously bruzal or suspiciousculture may
be more dangerous than a hostile force of passive people. The GM1should
take note of the local folk and beasts to determine which type will be in-
volved, and whattheirrelative strength will be. Asimplerule of thumb: the
higher the differential, the more dangerous the encounter. The GV may
wish to increase the number or capabilities of thegiven inhabitants or beasts
accordingly.

Activity of inhabitants:
+25 — Hostile
+ 50 — Patroiled area
+100 — if hue and cry (see Section 5.23)
+30 — Night-adapted inhabitants (e.g., ®@rcs) at night
-30 — Night-adapted inhabitants during day

-100 — 51+

General “
+30 — if acuvely searchmg for something

.-Ao'ogggmmandnrm’led w u

Rangers Elves and Hobbits count '/z
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Tacticat Action

6.0 ACTION IN THE TACTICAL ENVIRONMENT

In a tactical situation, action is resolved in terms of feet and
seconds. During the MERP tactical sequence, each character may
take only one action once cvery 10 scconds; he may move, attack,
prepare a spell, cast a spell, make a moving maneuver, make a static
maneuver, or perform some other action. This 10 second period is
called a “round”. A round usually takes considerably longer than 10
scconds of real time to resolve,

Certain factors may affect the action that a character may take.
Most of these are obvious and can be resolved by using common
sense (e.g., a character with a broken arm can’t use a two-handed
weaponor a bow; anunconscious character can perform no action,
except perhaps breathing; etc.). The Gamemaster is of course the
final authority on these matters.

Certainspcllsallow morc thanoneactionin a round (e.g., Haste I
allows 2 actions to be performed in one round). The use of spells to
move (e.g., Levitation, Flying, Windwalk'ing, etc.) count as the sole
action for a round unless they are merely used to hold position (i.e.,
hover).

Certain critical results from attacks limit actions, while other
criticals restrict activity (e.g., -20 to activity). Unless stated other-
wise in the critical description, these subtractions from activity
apply to all bonuses cxcept thc Defensive Bonus and Resistance Roll
bonuses.

The Gamemaster and the players should divide up the work in-
volved in controlling a tactical combat situation. The Gamemaster
has to handle the physical layout and all of the non-player
characters, but the players can help with other factors. One player
should keep track of the damage taken and status of each character
(a shect is provided in MERP for this and may be photo-copied for
non-commercial purposes). Another player should keep track of the
round and action sequencing (see Section 6.2). Another player can
record activity by player characters which can later lead to ex-
perience points. Other players can handle the tables and read off
results during play. By dividing up these tasks the game flows very
smoothly, everyone gets involved, and no one is swamped with
work.

The MERP system for tactical action and combat is simplified
and abstracted to increasc its playability. If beginning fantasy role
players have mastercd MERP and desire more detailed and realistic
combat, I.C.E.’s Arms Law & Claw Law provides an expanded
combat system, with individual attack tables for the various
weapons, 20 classifications of armor, more detailed critical strike
tables, and rules that allow more flexibility.

6.1 REPRESENTING THE PHYSICAL SITUATION

The Gamemaster must decide how to keep track of movement,
the relative positions of all of the characters, ranges for firing
missiles and casting spells, and the layout of the area in which they
are adventuring. This usually requires a playing surface that
represents the physical situation and playi'ng pieces representing the
characters and other combatants. Many possibilities exist for such
play aids, and the Gamemaster may elect to use whichever seems
most appropriate for his game and for a particular situation. Below
we present a [ew of the most helpful display tcchniqucs and hints,

The Gamemaster can sketch the layout on a sheet of paper (or on
a black board) and mark the position of each character on it. For
small sheets of paper we suggest a scale of 1” = 50’. Foralarger sur-
face, 1” = 20’ or I” = 10’would be more appropriate. Youcan keep
track of distance with a ruler. The problem with this technique is
lack of detail and the hassles of erasing each time a character moves.

To solve part of this problem wc suggest that a play1ng picce be us-
ed to represent the position of each character. These can be as
elaborate as the playersand Gamemaster wish, Suggestions include:
commercially available miniatures (small statues of various types of
fantasy inhabitants and creatures), chess pieces, coins, or ¥2” square
to 1” square pieces of cardboard marked with the charactersnames.
The cardboard pieccs are particularly easy to make and use; they can
be colored or decorated to aid the flavor of play.

We have included in MERP two shects of 8 ¥2” x 11” paper (hex
paper) with different sized grids consisting of hexagons placed on
them. These sheets make keeping track of distances easier; just
countthe number of hexagons between two points. If playing pieces
are used each playing piece can occupy a separate hexagon to in-
dicate its location.

Most large photo-copying centers have a transparency machine
which is capable of copying any black and white figure onto a clear
plastic sheet. We suggest that you take a piece of the hexagon paper
included in MERP and have a transparency made. This can be laid
over any sort of layout, superimposing a grid on it.

6.2 THE SEQUENCE OF ACTIONS
Actions are normally performed in the following order during a
round (unless a character cancels hisaction or puts it intoan “oppor-
tunity statc”):
1) Prepare or cast a spell.
2) Missile and thrown weapon attacks, missile parrying,
and loading/reloading.
3) Moving maneuvers.
4) Melee attacks and melee parrying.
5) Movement.
6) Static maneuvers.
— Orientation rolls are used when required by circumstance.
— Conflicting actions may modifiy this sequence (see Section 6.7).

Atthc beginning of each round, each player should state or write
down (the Gamemaster must decide) what action he wishes to per-
form for that round. At the same time, the Gamemaster should
decide what actions the non-player characters will take. The actions
are then resolved in the order specified by the sequence above. The
following sections describc how to resolve the various actions. The
sample adventure presented in Section 1.2 is a good example of ac-
tions taken on a round by round basis.
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OPPORTUNITY ACTION — When it comes time during a round
to resolve an action, each character has the option of puttinghisac-
tioninto an “opportunity” state — in effect, delaying his actionuntil
he wishes to resolve it. He may not perform any other action until
his opportunity action is canceled (at the end of around) orresolved
(at anytime he decides). He may initiate his action any time later in
the current round, or any time during a following round. Oppor-
tunity actions represent activities like: waiting fora target, setting an
ambush, waiting to push a boulder down on someone, etc. In the
sample adventure presented in Section 1.2, Naug is on opportunity
when he waits for a shot with his Crossbow without performing any
other action.

CANCELING ACTION — During a round an action may be
canceled before it would otherwise be resolved. A character who has
canceled his action may perform one of the following alternative ac-
tions: melee with half his normal Offensive Bonus OR move half his
normal (not running) movement OR make a maneuver modified by
-30. The alternative action chosen must be performed when the
other actions of that type are normally resolved.

2\
im y

ST-11 — ACTION TABLE

ADDITIONAL INFORMATION

ACTION AND OPTIONS

May take 10’ movement later.
May take 20° movement later.

Prepare a Spell
Cast a Spell

Missile Attack
Loading/Reloading
Missile Parry

May take 10" movement later.

May take 10 movement later.

Half of OB is subtracted from one missile at-
tack. May later take half movement OR later
make a meleeattack with hall his OB.

The manuever may not cover a distance of over
half that of the character’s normal movement.

Moving Maneyver

May take 10" movement. May shill equipment,
in which case Offensive Bonus is lowered by 30
for each item shifted {drawn, sheathed or
unslung). Part of the OB may be used to parry
one opponent’s attack (a melee parry).

Melee Atiack

Movement is decrcased by 10 for each item
shifted.

Movement

Siatic Maneuvers No additional action allowed.

CANCEL ACTION — Any action may be canceled befere it Is resolved. The
<haracter may then periorm one of the follewing actions during the appropriate part
of the round:

[) Melee with half normal Offensive Bonus.

2) Move half of his nermal mavement.

3) Make a maneuver modified by -36.

OPPORTUNITY ACTION — Any action may be delayed by making the actien an
opportunity action. @nce an action is delayed, no ether action may take place until
the opportunity action is resclved er canceled. Hewcver the opportumty action may|
be inilialed al any linw during the current round or a following round.

NOTE: II'a Gamemasier is using tacing for the characters (sec Section 6.83), achange
of facng may accempany movement, even if the mevement is made in additien te

another action.

EXAMPLY: The following actions were taken on around by round
basis by the participants in the sample adventure presented in Part
1(p6). Theactions begin with the player characters 10’ from the
tower and ready to move up and with the Orcs waking up in the
basement ef the tower and preparing to break camp and leave,

PLAYER- N@N.PLAYER
CHARACTERS CHARACTERS
ROUND Agovar  Chinta Dreggo Naug Orck#l  Orc#2  Orc#3
1 Move Meve Move Move — — —prepareteleave— — —
2 Prepase  Move Move Opport. — —fnish getting ready — —
Spelt Atcack
3 Cast Stalic Stau'c Oppert. Meove Move Move
Spell Maneuver  Manewver  Atwack
(success) (fails} (success)
4 Move Stacic Stat'c Opport. Move Move Move
Mageuver  Maneuver  Attack (dies)
(success) (suceesy) (Fires)
5 Prepare  Moving ®pport. Mave XXAXX Move Move
Stell Maneuver  Aftack (flees)
{succesy) (fumbics)
6 Cast Moving @ut Frem  Attack XK Runs Attack
Spel Maneuver  Fumble @rc (gore) Ciunta
(Orc) (fails) (hits) (asleep)
7 Floats Takes Recovers Cleaons XXXXX Gat Caprured.
down. Critical. weapon. Axe, Away.

Round 6 is & good example of action sequencing:

1) Agonar’s spell is cast first and Orc #3 is put to sleep.

2) There is no missile fire.

3) Chinta Kari maneuvers (and fails) to get under the chest before
Orc #3 can attack her.

4) Naugattacks Orc #3 who is falling asleep and isdown, breaking
the Orc’s leg. Both Orc #3 and the chest fail on Chinta Kari who
takes an “A” Unbalance critical.

5)  Orc #2 is out the door and begins to run away.

6) Thereare no static actions, except perhaps Drogge contemplat-
ing his fumble.

6.3 PREPARING AND CASTING SPELLS

The number of rounds that a character (the caster) spends prepar-
ing a spell affects the effectiveness of a spell by modifying the attack
roll when the spell is cast. The modifications are:

-30 for no preparation rounds

-15 for one preparation round

+0 for two preparation rounds
+10 for three preparation rounds
+20 for four preparation rounds

All preparation rounds for a given spell must immediately follow
one another and immediately precede the casting round (unless
casting the spcll is put into an opportunity state; see Section 6.2).
During a preparation round, a character may also move up to 10 feet
when movement is resolved. In the sample adventure in Section 1.2,
Agonar prepared his speil during the round that the Orc moved
towards Chinta Kari.

It requires one round’s action to actually cast a spell and have it
take effect. The target must be in sight or detected in some manner.
To cast a spell an “attack” roll must be made (such as Agonar’s
[evitate spell in Section 1.2’s sample adventure). All spells must
makean “attack”rolleven if the spell doesn’t actuallyattack a target
(there is a chance of failure for every spell). Bolt spell attacks are
resolved on Table AT-7, Ball spell attacks are resolved on Table
AT-8, and ali other spells are resolved on Table AT-9. During a
casting round, a character may also move up to 20 feet when move-
ment is resolved. In the sample adventure in Section 1.2, Agonar
cast his Sleep spell the round that the Orc attempted to attack Chinta
Kari,
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Movement and Maneuvers

6.4 MOVEMENT

Movement is simultaneous forall characters. If there are conflicts
(opponents have both specified movement), players should write
down where they intend to move. The Gamemaster should use com-
mon sense to interpret the intent of each character, and characters
should be able to modify their actual movement during play in order
to react to circumstances. Fach character may move up to 50’ plus
his movement and maneuver bonus without a maneuver roll, or up
to double that (running) if he successfully makes a maneuver roll
(see next section).

A character may shift items and equipment on his person (e.g.,
draw a weapon, sling a shield, take out some herbs, etc.), but the
distance that he may move is decreased by 10 feet for each item
shifted (for that round). Terrarn may also slow a character: going up
a hill, through a thicket, across a stream, across sand, etc. It is sug-
gested that a Gamesmaster cut movement by half for such terrain.

6.41 RUNNING — DOUBLE MOVEMENT

If a character wishesto move double his normal movement (run),
the Gamemaster should assign a difficulty based upon the
character’s encumbrance and the terrain. Then the character makes
a maneuver roll modified by his Movement and Maneuver bonus
and applies the result to the Moving Maneuver Table MT-1. If the
result is an “F”, then a second roll must be made on the Maneuver
Failure Table FT 4. Otherwise thc result is a number. If the number
is 100, the character may move up to double his normal movement
rate. For every increment of 10 that the number is under 100 the
doubled movement rate is decreased by 10’. For every increment of
10 that the number is over 100 the doubled movement rate is in-
creased by 10°.

The number of rounds that a character is capable of running is
equal to his Constitution bonus plus 5. For each round that he rests
he will be able to regain 2 rounds of running capability. For ex-
ample, a character with a Constitution bonus of + 10 could run 15
rounds before having to rest; or he could run for 10 rounds reducing
hisrunningcapability to 5, rest for 2 rounds and get 4 rounds of run-
ming capability back for a total of 9, and then run for 9 more rounds
before being forced to rest.

EXAMPLE: Looking at the sample adventure in Part 1 (p6), the
Sleeing Orc (#2) leaves the main door and begins to run. His normal
movement rateis 55’ per round (50’ plus his M ovemert and M aneuver
bonus in Rigid Leather of 4 5), so his running rate would be 110’ per
round. T he Gamemaster deems his running a fight maneuver, rofls a
38, and adds the Orc’s Movement and M aneuver bonus to get a total
of 43. Referring to the Moving Maneuver Table (MT-1) under a
“light” maneuver, weget a result of 90. Thus the Orc moves 10°(100
minus result from Table MT-1) less than his normal running rate,
100°.

6.42 MOUNTED MOVEMENT AND ACTIONS

A mounted charactcr may move up to the movement rate of his
mount (usually a horse). Such movement rates are given in Table
ST-4. The character and mount may move up to twice that (gallop-
ing) if the character makes a Riding maneuver roll.

If amounted character makes a Riding maneuver roll (in addition
10 any maneuver roll for galloping), he may move (or sit on the
mount and not move), while taking another action in the same
round. This action is called a mounted action and may be any activ-
ity that may be performed from horseback (e.g., atiacking, tiring a
bow, picking up a passenger, etc.). The roll normally required to
performanysuch mounted action is modified by adding the result of
the maneuver roll and subtracting 100 (in addition to normal modi-
fications).

If the character wishes to gallop and take a mounted action, both
maneuver rolls would be required. Certain horses (see Table ST-4)
may modify the maneuver roll for galloping or the maneuver roll for
a mounted action.

EXAMPLE: Suppose there is a horseman named Tulgas waiting
outside for the fleeing Orc in the sample adventure in Part 1 (p6)
Tulgas and his mount could move #s the Orc begins to run, the
horseonly hasto move20’to get next to the Orc so no maneuver roli
is required to galiop. However, Tulgas must make a maneuver roll
for mounted action (in this case a melee attack ). T he Gamemaster
rates this maneuver a “medium” maneuver, Tulgas rolis a 66, his
Riding Bonus is 30, and his total of 96 results in an “807 result from
the Moving Maneuver Table (M1-1). Tulgas’ Of fensive Bonus with
his Mounted Lance is 50, so he adds 30 (OB of 50 + his riding
maneuver result - 100) to his attack on the Orc.

65 MANEUVERS

Maneuvers are actions (other than attacks and spell casting)
which under normal circumstances have a chance of failing and
usually entail an element of risk. Thus normal movement and ac-
tivities (e.g., walking, climbing stairs, drawing a weapon, etc.) are
not maneuvers, while unusual activities (swimming, climbing a
rope, running up or down stairs, opening a locked chest, etc.) and
activities performed under stress (running, dodging, stalking,
hiding, etc.) aremaneuversand require rolls. The Gamemaster is the
final judge as to what is a maneuver and requires a roll, and what is
normal activity and doesn’t require a roll. In MERP, maneuvers are
classified as Moving Maneuvers or as Static Maneuvers. Each class
of maneuvcrs is resolved differently.
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6.51 MOVING MANEUVERS

Moving Maneuvers include climbing, swimming, riding, stalking,
and any complex or unusual movement (acrobatics, dodging,
tumbling, diving, etc.). If a character decides to make a Moving
Maneuver as his action for a turn, the Gamemaster should assign it a
difficulty: routine, easy, light, medium, hard, very hard, extremely
hard, sheer folly, or absurd. The maneuver must still be within the
physical capabilities of the character, and is limited to covering a
distance no more than half of the character’s normal (not running)
movement. The Gamemaster may also assign an additional
modification to the maneuver roll (e.g., an unassisted running leap
across a 40’ chasm for a human might be given a difficulty of “ab-
surd -10” since the world record is only around 28’). Assigning dif-
ficulty requires a familiarity with the Moving Maneuver Table MT-1
and a subjective decision by the Gamemaster (practice and ex-
perience will help).

After the difficulty is assigned, the character may then dccide not
to attempt the maneuver (i.e., he reconsiders and decides not to do
it). In this case, he cancels his action and may perform some other
linvted action as described in Section 6.2.

If the character decides to proceed with the maneuver, he makes
an open-ended roll and adds his appropriate bonus along with any
other applicable modifications. The resulting total is cross-indexed
with the difficulty on the Moving Maneuver Table MT-I to obtain
the maneuver result. An “F” result requires a second roll on the
Maneuver Failure Table FT-4. A number result indicates the per-
centage of the attempted maneuver that was accomplished. To sum-
marize:

1)The Gamemaster assigns a difficulty to the maneuver.

2) The character decides whether or not to perform the
maneuver.

3) If he decides to perform the maneuver, an open-ended
roll is made.

4)All applicable modifications are made to the roll.

$)The total is applied to the Moving Maneuver Table
MT-L.

EXAMPLE: In the sample adventure presented in Part1 (p6),
Chinta Kari decides te try and turn over a large chest and get under
it before an Orc which is trying to kill her can swing. Considering
the situation (Chinta K ari has her back to the Orc), the Gamemaster
rates the maneuver as “Extremely Hard”, but Chinta Karidecides to
tryanyway. Sheroltsan03 (1-180) and must roll again and subtract
the second roll from the first (it is an open-ended roll ); her second
roftisa 62, resultinginatotal of-59. Her Moyement and M aneuver
bonus is + 20, giving a totat maneuver roll of-39: net tee swift.
T his gives a result o f “Faiture” from the Moving Maneuver Table
(MT-1). Chinta Kari's Faiture roll is a 74 and is modi fied by +10
dueto thedifficulty o fthe maneuver (Extremely Hard), which gives
an “84”. Checking the Moving Maneuver Failure Table (FT4), we
see that Chinta Kari has fallen down, taken 3 hits and isat -20 (0 ac-
tivity for 3 rounds.

If she had rotled a 78 on her maneuver rol{she would have a total
maneuver rott of98 (78 + 20), for a resultof “50”. Thusshe would
have been 50 per cent o f the way through her maneuver when the
Orc could attack (he could make a maneuver roll to swing eartier,
see Section 6, 7). The Gamemastercould rufe that the chest acts like
a shield and would give Chinta Karia +25 bonus te her Defensive
Bonus. In theoriginatsampleadventure, theOrc was putto sleep by
Agonar and beat upon by Naug, causing the Orc and the chest (e
fait on Chinta Kari, giving her an “A” critical.

6.52 STATIC MANEUVERS

Static Maneuvers include tracking, hiding, picking locks, Hisarm-
ing traps, reading runes, using items, perception, influencing other
characters, and any other complex or unusual activity not involving
significant movement. If a character chooses a Static Maneuver as
his action for a round, the Gamemaster must assign a difficulty and
then the character must decide whether or not to actually perform
the maneuver (see Section 6.2 for the effects of canceling an action).
The Gamemaster may require more than one round for maneuvers
which he decides are very difficult or complex. He may also allow a
character to decrease the difficulty of appropriate maneuvers by us-
ing muitiple rounds.

If the character decides to proceed with the maneuver, he makes
an open-ended roll and adds his appropriate bonus along with any
other applicable modifications. The resulting total is cross-indexed
with the appropriate column on the Static Maneuver Table MT-2 to
obtarn the maneuver result. To summarize:

1) The Gamemaster assigns a difficulty to the maneuver.

2) The character decides whether or not to perform the
maneuver.

3) If he decides to pcrform the maneuver, an open-ended
roll is made.

4) All applicable modifications are made to the roll,

5) Thetotal is applied to the Static Maneuver Table MT-2.
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6.6 ATTACKS

This section describes attacks and the process used to resolve
them. A very detailed example combat is included toillustrate many
of the rules outlined in this section.

Attacks occur when a character (the attacker) attempts to affect
or harm an opponent (the defender or target). The attacks fall into
three categories: spell attacks, missile (includes thrown weapons) at-
tacks, and melee (weapon and animal) attacks. Each type of attack
is normally resolved during a different part of the round. If a
character’s action for around is an attack (spell, missile, or mclcc),
he may move up to 18’ during the proper part oftheround (i.e., dur-
ing movement). Simple actions such as dropping whatever is in his
hands may be performed with the permission of the Gamemaster,
who may assign a penalty (to the character’s OB) if necessary.

If a character’s action is melee, he has the option of moving the 10’
just beforemelee attacksare resolved (i.e., themovementis a charge
and thus part of the attack). The attacker may also shift an item
(e.g.,drawaweapon, unslingashield, take herbs from a belt pouch,
etc,), but then his Offensive Bonus is modified by -30.

An attack is resolved by the attacker making an open-ended at-
tack roll, adding any applicable modifications, and applying the
total to the appropriate attack table. The result will usually requirea
second ro!! onthe Fumble and Failure Table, a critical table, or the
Resistance Roll Table. Applicable modifications are given on the at-
tack tables, and special attack properties are given in the Statistics
tables: the Weapon Statistics Table CST-}, the Animal Statistics
Table CST-2, and the Spell Statistics Table CST-3. To summarize:

1) Attacker makes an open-ended attack roll.

2) [fan UM (unmodified) result is obtained proceed to 4.
3) All applicable modifications are made to the roll.

4) The total is applied to the appropriate attack table.

§) The result may require a roll on a second table.
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6.61 SEQUENCING ATTACKS OF THE SAME TYPE

All spell attacks are resolved simultaneously. All missile and
thrown attacks are resolved simultaneously. Melee attacks are
resolved oneat a time; the character with the highest Movement and
Maneuver Bonus resolves his attack first, then the character with the
second highest proceeds, etc. If the Movement and Maneuver
bonuses of several meleeing characters are equal, those attacks are
resolved simultaneously.

If a character’s attack is an opportunity action (delayed from a
previous round, ot from earlier in the current round), it is always
resolved before other attacks of the the same type.

6.62 TARGET CHOICE AND PARRYING

Just before melee attacks are resolved all combatants must decide
which opponents they will attack and how much of their Offensive
Bonuses they wish to parry with. A character may only attack a foe
who is adjacent to him (within 10°). This is an acceptable form of
timited movement. If more than one foe is available, the character
must choose one to attack. He may attack one foe and use his shield
bonus against another (see Section 2.75), if it is physically possible.

Melee Parrying — A character may “parry” the melee attack of the
target he is attacking in melee. He may reduce his Offensive Bonus
by any amount (but not to less than 0), and his target’smelee attack
roll is then modified downward by that amount. In effect, the
character may use all or part of his Offensive Bonus to subtract from
the melee attack roll of one of his adjacent foes. The character still
makes a melee attack roll against the foe that he is parrying, adding
whatever part of his Offensive Bonus that was not used to parry (it
can be 0).

A stunned character or a character using a 2-Handed weapon may
not parry more than half his Offensive Bonus.

When the characters indicate their actions for a round (see Sec-
tion 6.2), the Gamemaster may wish to require the characters to in-
dicate or write down their target and the amount they wish to parry
with.

Missite Parrying — If acharacterhas ashield and he is facing an op-
ponent making a missile attack against him, he may “parry” the
missile attack with up to half of his Offensive bonus (this is handled
like melee parrying). This may be combined with half of his normal
(not running) movement or a melee attack modified by half of his
Offensive Bonus.

6.63 UNMODIFIED ROLLS

Certain results on the atiack tables are marked with an “UM”.
When the attack roll before modification falls within one of these
ranges, no modifications are made to the attack roll. These results
can only be achieved if the unmodifiedroll falls within these ranges.
Modified rolls falling into these ranges are treated as the next lower
(or higher) result.

6.64 MAXIMUM ANO MINIMUM RESULT LIMITATIONS

The attack tables have maximum and minimum results. If a
modified atiack roll exceeds a maximum result, the roll is treated as
the highest non-UM result allowed. If a modified attack roll is less
than the minimum result, the roll is treated as the lowest non-UM
result.

On most of the attack tables the maximum result is 150 or one less
than an unmodified result, while the minimum result is usually one
more than the unmodified fumble/failure result. On the Bolt Attack
Table AT-7 the maximum result is determined by the spell type; on
the animal attack tables (Table AT-S and Table AT-6) the maximum
result is determined by the animal’s size (small, medium, large or
huge).

6.65 ATTACK RESULTS

An attack may have several results depending upon theatiack roll
(modified or unmodified). These results include hits, fumbles,
failures, criticals, and Resistance Roll modifications.

FUMBLES AND FAILURES - If an attack roll results in an “F”
result, the attack has failed and a faiture roll must be made on the
Fumble and Failure Tables FT-1, FT-2, FT-3, or FT-4. A
Fumble/Failure rollis modified only by thetype of weapon or spell
used to make the attack. If the attack is made with a weapon, a Fum-
ble occurs if the original unmodified roll is within the fumble range
of the weapon being used (see Table CST-] for the various ranges).
Animal attacks which fail merely result in no damage being given.

@TTS — The number results on all of the attack tables except the
Base Attack Table AT-9 equal the number of hits delivered to the
target.

CRITICALS — The letter results (A, B, C, D, and E) indicate that
the target has been given one or more critical strikes (critical or crit).
The type and number of criticals depends upon the type of the
weapon or spell used. This information is given in the statistic tables
(Tables CST-1, CST-2, and CST-3). To determine the result of the
critical a second roll is made, modified by a bonus based upon the
severity or the critical (i.e., what letter), and then applied to the ap-
propriate critical column. Finally, the results of the critical are ap-
plied to the target.

If the target takes a critical result that lasts for acertain number of
rounds and he has not yet performed his action for the current
round, the current round counts as one of the rounds affected by the
result.

The criticals give very specific damage to targets that receive
them. All of the damage specified by criticals should be self-
explanatory except for the following very common results:

+ # hits, — This many hits (#) are taken in addition to the
normal hit result derived from the attack table used (e.g.,
“+ 5 hits.”).

# hits per round. — Each round after the crit is taken, the
target takes this many (#) additional hits due to pain and
bleeding (e.g., “3 hits/round.”).

Stunned # rounds. — The target is stunned for this many (#)
rounds, during which he may not attack and may only parry
with 509 of his Offensive bonus. Anyother action requires
a maneuver roll modified by -50(e.g., “Stunned 5 rounds.").

- # to activity, — All of the target’s bonuses (except DB and
RR’s) are lowered by the # (e.g., “-10 to activity.”),
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RESISTANCF.R@LLS — Non-farlure results from the Base Spell
Attack Table AT-9 are numbers which are used as modifications to
the target’s Resistance Roll. A result of this type requires the target
make a Resistance Roll to avoid (or decrease) the effects of the spell.

Once this modification has been obtained from the attack roll, the
target must make a roll and add the attack roll modification, the
target’s RR modification and any other appropriate modifications
(see Table RRT). Then the attacker’s level and the target’s level are
cross-indexed to obtain a number from the Resistance Table RRT.
if the target’s modified RR is greater than or equal to this number,
he has successfully resisted the spell, otherwise the target has failed
to resist. The results of failing to resist vary from speil to spell, but
are uniformly bad.

EXAMPLE: Supposethatinthe sample adventure presented inPart
I (p6) :Orc#2decided to unsling hisshield and attack Naugwith his
short sword, Orc #3 decided to drop his short sword and draw his
2-Handedsword, and Naug decided to draw his handaxeand unsling
hisshield. They wouldall end up next to each other, Orc #2 on Naug's
left and Orc #3 on Naug’s right, Agonar decides to prepare his spell
fora 2nd roundsince ChintaKariisin no immediate danger(asan Elf
he thinks of Naug as “only a Dwar f”), while Chinta Kari hearing the
shouts still ducks under the chest. Droggo starts to sneak up behind
the Orcs.

T he pertinent bornus for the combatants are:

Maneuver
OB ARMOR DB Shield Bonus  WEAPON Hits
Naug 65 chain 10 Yes +0 Handaxe 46
@wc#2 56 r.leather 10 Yes +5 Short Swerd 22
®rc#3 40 r.lcather 5 No +0 2-Handed Sword 28
Proggo 35 nene 30 No +40 Shorl Sword 27
Agonar 8§ none 20 No +25 Spells 3
Chinta 30  rleather 1@ Yes +20 Mace 25

— All combatants are right-handed.

Due to the relative Maneuver bonuses, Orc #2 will attack first and
Orc#3 and Naug will attack simultaneously (the rest are performing
other actions this round). Naug has fo use hisshield against Orc #2,
he decides {o use 20 of his OB to parry Orc #3 (subtract 20 from Orc
#3’s attack), and he decides to use his remaining 45 OB to attack Orc
#3. The Orcs decide to allack with all of their OB’s and not to parry
(Orcs are like that ).

Orc#2rolisan 86, his OB of 40(50-10 for a short sword against
chain) is added, Naug's DB of 10 and his shield bonus of25 are sub-
tracted, and the total of 91is obtained. Crossindexing this with chain
on Table AT -1, we see that Naug has taken 8 hits but no critical.

Orc#3 and Naug attack simultaneously (if Naug had been stunned
by Orc #2’s attack, he would not have been able to attack, but he
could have parried with hal f of his OB, 33). Orc #3 rolls a 98, since
this is between 96 and 100, he roilsagain (gets a 14) and adds itto his

Sirstroll. This gives atotal of 112, He adds his OB o f40, hesubtracts

Naug’s DB of 10 and his parry of 20, and the total of 122 is obtained.
Checking Table AT-3, we see that Naug has taken 24 hits and a “C”
critical (the Ores have rolled well).

Naug rolls a 93, adds the portion of his OB that is used to attack
(+45), subtracts Orc #3's DB of 5, and obtains a total of 133. From
Table AT-1, we see that Orc #3 takes 18 hits and a” D” critical.

Checking the Weapon Statistics Table (ST-1), we see that a
2-Handed sword gives a Slash primary criticalanda Crush secondary
critical. So Naug has taken a “C” Slash critical, an “A” Crush and a
total of 32 hits, Orc #3 has taken 18 hits and a “D” slash critical.

Naug’s “C” Slash critical is a 32 (the actual roll): he takes 5 more
hits and since he is wearing leg greaves he takes no further damage
Sfrom this slash critical. His “A” crush critical is a 58 (roll) minus 20
(forbeingan “A”critical ) fora38: he takes 5 more hitsandisstunned
1 round. Naug was “lucky”; he has “only” taken 42 hits (out of 46
before he passes out) and is stunned one round. Orc#3 criticalisa 28
(roll) plus 10 for being a “D”critical fora 38, the Orc takes 3 more hits
foratotal of 21(2 more and hepasses out), he takes I hit per round,
and he must subtract -5 from all of his bonuses.

Things don’t look good for Naug: both of his opponents are
unstunned, he is stunned, and if he takes 5 more hits he will lose con-
sciousness.

T he next round starts with the above situation, and with Droggo
behind Orc#2, Agonar ready to cast his sleep spell (having prepared
for 2 rounds to avoid the penalty), and Chinta Kari still under the
chest (she is starting to peek out), Agonar will attack first because he
is casting a spell. Droggo will strike next because of his maneuver
bonus of +40. Naug can not attack (he is stunned, and may only
parry with half of his OB) and the Orcs will attack simultaneously
because Orc #3’s maneuver bonus has been reduced to Oby the results
of the critical.

Agonar rolls a 01, this is an unmodified rotl and the spell
automatically fails as indicated on Table AT-9. Agonar rolis a 98 (a
roll of 88 + 10 for using a Class F spell) on the Spell Failure Table
(FT-3), causing the spell to affect Agonar. Agonar makes a
Resistance Roll (from Table RRT hesees that he needs 50 orabove to
resist); rolling a 37, he fails to resist and falls asleep. N ot good for the
home team, its all up to Droggo the Hobbit.

Droggo decides to Ambush Orc #2 (see Section 2.3), rolls a
maneuver roll of 87 to do it, and succeeds (Droggo has an Ambush
SkillRankof2). Herolls hisattackrollof 65, adds hisOB o35, adds
+ 10 because ke is using a short sword against leather armor, adds a
bonusof 15 fora flank attack and20 forarear attack and 20 for a sur-
prise attack, subtracts 10 for the Orc’s DB (but not the shield), and
obtains a total of 155. This is reduced to 150, the maximum possible
result on Table AT-1. The Orc takes 22 hits and an “E” Slash critical.
Droggorollsa 78(a roll 0f58 + 20 for being an “E” critical ), however
his Ambush skillrank of2 may beadded tothis (o givean 80. Droggo
chooses to do this and Orc #2’s carotid artery is severed, his neck is
broken, and he dies in one round.

Of course, Orc #2may not attack (or do much of anything except
gurgle). Orc #3 winds up to take hisswing with his 2-Handed sword,
and rolls a 04. Un fortunatel y for the Orc, this isa fumble (2-Handed
swords fumble on a 01-05, unmodified). Thefumble roll is a 28, he
gives himself 2 hits for a total o f23 hits. The Orc passes out and
drops. Naug can’t believe what happened. Chinta Kari starts to get
out from under the chest, while Droggo wipes of f hisshort sword and
Agonarsnoresas he floats to the ground. Thegroup hasreally cut it a
little close (to death) this time.
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Conflicting Actions

6.66 RANGE AND RELOADING

Characters may use certain weapons for missile attacks against
targets which are not adjacent. The Weapon Statistics Table CST-1
indicates which weapons are allowed to attack at a given distance by
giving them a base range. For each weapon with a base range, the
table gives short, medium, long and maximum ranges; each range
gives a modification to the attack roll. The ranges are based upon
multiples of the base range.

All of the bows and the sling require loading and reloading. The
number of rounds required for loading each weapon (and reloading
without penalty) is given on the Weapon Statistics Table CST-I.
Some of the weapons can be reloaded in fewer rounds (even 0
rounds), resulting in a modification (given in the table) to the next
missile attack roll made by that weapon. Unless the load/reload
tume is 0, loading or reloading counts as the action for a round, but
the character may st1ll move up to 10°.

EXAMPLE: A composite bow has a base range of 75, sowhen it is
fired at a target between 0’and 75’awayy there is no modi fication to
the OB (this isshort range). 8 hen a composite bow is fired at a target
between 76’and 150’away, the modificationto theOB is-25 (medium
range). Between 151’and 225’ the modification to the OB is -50 (long
range), and between 226’ and 300’ the modification is -7 5’( maximum
range). Shots at a target more than 300’ away are not allowed.

A composite bow normally takes I round to load or reload without
penalty, and thus could be fired once every other round without
penalty. However it may be reloaded in 0 rounds (*reload(0) at-25 to
OB”) and fired the round immediately following a round in which it
was fired, ifthe OB forthat round isreduced by25. Thus firing every
round results in a -25 penalty to the firer's OB.

A character named Sheynk fires his composite bow at an Orc and
misses. The next round he has two options for reloading: he can fire
again with a -25 to his OB (normalily 55), resulting in a missile attack
on the Orc witha +300B OR hecan spend the round reloading. He
decides to spend the round reloading, and then in the third round he
may fire with his fuli 55 OB.

6.7 CONFLICTING ACTIONS

Sometimes the actions of two or more characters may conflict,
and the Gamemaster must resolve the problem. In general, both
should make conflict roils modified by their respective Movement
and Maneuver bonus. The Gamemaster gives each roll a difficulty
and obtains results from the Moving Maneuver Table (MT-1). Then
the character with the higher of the two results succeeds, and the dif -
ference between the two results gives the Gamemaster some idea of
how successful he was, The same result by both characters means a
draw of some kind, and the Gamesmaster must decide what hap-
pens. These conflict rolis are just used as a measure of the effec-
tiveness and quickness of a character’s action and do not affect the
action being attempted,

One of the most common conflicts occurs when one character at-
tempts to avoid melee with another. If a foe is adjacent to a
character and attempts to maneuver away before melee occurs, the
character who has chosen melee as his action may decide to attack
that character before he maneuvers away. Both characters make
conflict rolls. If the character who has chosen melee has the higher
result, the attack is resolved normally and then the maneuver is
resoived if the maneuvering character is still functioni'ng. If the
maneuvering character’s result is higher, he may perform his
maneuver before the other character can attack. If there is a draw
(equal results), it is suggested that the attacking character be allowed
to melee with half of his Offensive Bonus (all of it if the other
character cancels his maneuver action) OR he may wait and melee
with all of his Offensive Bonus.

if a character attempts to move within 10’ of a character perform-
ing an opportunity melee action (see Section 6.2), the meleeing
character may intercept, stop the movement and attack.

EXAMPLE: /In thesampleadventurein Past 1 (p6) one Orc decides
to flee out the main door of the tower past Droggo who was hiding
with his weapon ready (opportunitymeleestate). In thiscase Droggo
could automatically attack. Suppose however that the Orc is stan-
dingnexttoa window faced by Naug with a blood-stained battle-axe,
who has obviously choosen melee attack as his action. The Orc has
chosen to make a moving maneuver to leap out the window before
Naug can attack. Naug tells the Gamemaster that he wants to attack
before the Orc can get away. ¥ he Gamemaster rates Naug’s con flict
roll as “light” and the Orc’s as a “medium”. Both Naug and the Orc
have + 0 Movement and Maneuver bonuses.

The Orc rolls an 87, obtaining a result of “70” from the Moving
Maneuver Table (MT-1). If Naug rolls a 56 orabove, he will attack
the Orc, and if the Orcisstillable(good luck Orc) he will attem pt his
maneuver when movement is resolved. If Naug rolls a 40 or less the
Orc wilf get 1o attempt his maneuver immediately, and if he makes it
through the window Naug will be unable to attack (he maycancel his
attack and take '+ his normal movement). If Naug rolls between 41
and 55, there is a draw. The Gamemaster decides that Naug may at-
tack with Y2 his OB before the Orc makes his maneuver. Of course
Naug mayelect to wait and see if the Orc makes it through the win-
dow (if the Orc blows it, Naug can waste him).
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6.8 MISCELLANEOUS FACTORS

There are a variety of things that come up dur’ng tactical situa-
tions that cannot becovered in a set of rules. The Gamemaster must
use common sense and a die roll (low is bad, high is good) to make a
decision in such cases. Several techniques described below aid these
decisions.

8.81 ORIENTATION ROLLS

If a character takes a confusing action {e.g., teleports, dives, falls,
is knocked down, etc.), the Gamemaster may require an orientation
roll (modified by the Perception Bonus of the character) to deter-
mine the awareness and readiness of the character. The orientation
roll can be made on the Moving Maneuver Table MT-1 with the
result indicating how much action is allowed the next (or current)
round, or by how much bonuses are reduced.

EXAMPLE: The Orc ir the previous example successfully leaps
through the window. The Gamemaster rates the orientation roll as
“easy”, and then makes an orientation roll of 52, modified by the
Orc's Perception bonus of + 5 for atotal of 57. From Table MT-I a
result of “90”is obtained. So any bonuses next round are reduced by
100- 90 = {0, and any movement is 90% of normal. O f course, this
same process is also used for player characters.

Y-
(=
XU

6.82 BASIC PERCEPTION ROLLS

If something happens during a combat that might be noticed by
the characters (e.g., the arrival of new combatants, a character
sneaking up to ambush someone, etc.), the Gamemaster may re-
quire a Perception roli from all characters who might notice it.
These rolls areresolved on the Static Maneuver Table MT-2. Alter-
natively, the Gamemaster may use the rolls to aid in making a sub-
jective decision.

EXAMPLE: Inthesampleadventurein Part [ (p6) three Orcsclimb
the stairs onto the ground flooro fthe tower. Droggo is hiding next to
the main door. The Gamemaster might allow Perception roils for the
Orcs to notice him. Droggo has made a successful Hiding static
maneuver, so the Gamemaster rates the Orcs’ Perception rolls as “Ex-
tremely Hard”, giving a modification of -30. The Orcs’ rolls are 23,
57, and 133 (the last rof{ was a 98 with a second rollo f 35 added since
the first was between 96 and 100); modified by the -3¢ and their
perception bonuses of +5, the total rollsare -02, 32, and /08. The
Jirst Orc notices nothing (perhaps because Naug’s crossbow bolt is
about to kill him) and the second Orc notices nothing. The third Orc
realizes that Naug, Agonar and Chinta Kari are in the tower and con-
siders the possiblity of other opponents in hiding, but he does rot see
Droggo. If his roll had totalled !!! or higher, he would have seen
Droggo.

6.83 FACING

The Gamemaster may wish to use some sort of mechanism (see
Section 6.1) for keeping track of which way each character is facing,
since it really helps determine what each character is aware of and
what he is capable of doing.

6.84 COMMUNICATION BETWEEN CHARACTERS

When characters talk or planin the midst of combat, it is assumed
that they are talking out loud and may be heard by their foes. Of
course if they are close together they may speak softly or whisper. If
along complicated discussion arises or a complex suggestion is made
by one character to another, that should constitute their action for
that round.

If a group of characters holds a discussion on what to do or where
to go, the amount of real time spent taiking by the players should be
treated by the Gamemaster as the time spent talking in the game by
the characters. For example, if 1he group of players take 5 minutes
to decide on how to enter a particular door, it will take 30 rounds of
game time (30 rounds at 10 seconds a round equals 5 minutes).
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7.0 SPELL LISTS, TABLES, AND RECORD SHEETS

The Middle-earth Role Playing system contains a-humber of lists,
tables and sheets which are used to play the game and to aid the
Gamemaster and players. The spelllists contain thedescriptionsand
parameters of spells that certarn characters may cast. The tables
range from the tactical combat resolution tables to the strategic
tables for weather, treasure and prices. The record sheets provide
mechanisms for keeping track of information required for playing
the game.

7.1 SPELL LISTS

Each spell list is organized with the spell list citle at the top,
followed by a summary of the spells on that Jist, and concluding with
the detailed descriptions and explanations of each spell. The
descriptions of the individual spells are ordered according to the
levels of the spells (levels 1 through t0). Each spell’s area of effect,
duration, andrange are listed in the summaries. A key tosome of the
abbreviations and notation used in the speil summaries and
descriptions is provided below.

ABBREVYIATIONS:

rd — round (10 seconds)

min — minute (60 seconds or 6 rounds)

hr — hour (60 minutes or 360 rounds)

day — 24 hours (1440 minutes or 8640 rounds)

" — inches

' - feet

mi — miles

cu’ — cubic feet

# x # x # — the physical dimensions of an area or object

R - radius

/I¥l — per level of caster

— - Effectlasts only an instant

* — Thespellisaninstantaneousspelland any rollsrequired to cast it
(i.e.,attack rolls)are not modified because of the number of prepara-
tion rounds taken.

¢ - Eitherthe spell requires concentration (see below) to cast or to
control, or the spell will last aslong as the caster concentrates.

C — The spell lasts as long as the caster concentrates (see below).
P — The duration of the spell’s effects is “permanent” in the sense
that the physical or mental condition created by the spell is real. The
“permanent” condition created may be disturbed by another spell or
natural physical forces. For example, Freeze Water will create a “per-
manent” condition of water being frozen, but the ice so created will
melt normally. Similarly, anything “permanently” created or altered
by a spell will deteriorate and disperse according to normal physical
laws and properties.

# % chance — This is the percentage chance of an event occurring.
Roll I —100and if the roll is lessthan or equal to the #given, the event
occurs; otherwise, it does not.

“time”™ / # pt of failure of RR — If a target fails a Resistance Roll
(RR), the duration of the effect of the spell is increase by the *time”
once for each complete increment of # points (pts) that the target
failed to resist by. Suppose for example, a spell (Blinding) indicates
“10 min / 10 pt of failure of RR”, If thetarget needed to roll a 50 to
resist and rolled a 24, he would have failed to resist by 26 points or
two complete increments of 10 points. Thus the target is blinded for
20 minutes.

SPELL PARAMETERS:

Area of Effect: This is the scope of the spell’s effects. Depending
upon the spell, this can be the size and shape of the area affected, the
type of target, the number of targets, the mass affected, etc. For
some spells the area of effect varies with the caster’s level (e.g.,
10’R/Ivl means a radius equal to ten feet per level of the caster). The
area or number given is an upper limit and can be reduced if the caster
wishes.

Duration: The duration of a spell determines how long the effects of
the spell last. The duration can be only foran instant (—), for a fixed
amount of time (e.g., | min), for an amount of time dependent upon
the caster’s level (e.g., 1 min/Ivl), for as long as the caster concen-
trates (C), or indefinite (P or varies). The duration given is an upper
limit, and the caster may cancel one of his spells (before its duration
has passed) by concentrating for one round. Canceling a spell will not
always negate its effects (e.g., canceling a Wall of Fire does not do
away with any burns which it may have caused).

Range: The range of a spell is the distance that may separate the
caster from the target of his spell or the direct effects of his spell.
Typical ranges are: only on the caster himself (self), touching the
target (touch), a fixed distance (e.g., 100’), or a distance dependent
upon the caster’slevel(e.g., 10°/1vl). The range given is an upper limit
and spells may be cast at a target (or take effect) at lesser ranges. 1t a
spell has an area effect, the center (or the approximate center) of the
area of effect must be within range, but part of the area effected may
be outside the range.

SPELL CLASSES:

(E) — Elemental spell: These spells use the force of the spell to
manipulate physical elements (heat, cold, wind, light, water, earth,
sound, smell, taste, touch). These elements (and not the spell) are
used toeither directlyattack atarget or toaffect thesenses of a target.
Since theelements are real, no Resistance Rotisare normally allowed.
Elemental attack spells and illusion spells fall into this class.

(F) — Force spell: These spells involve the direct manipulation of
matter, energy, the elements, or living being through the use of a
spell’sforce. If thespellhasa target capable of resisting, itmust make
a Resistance Roll to see ifit is affected by the spell. Most base attack
spells fall into this class.

{P) — Passive spell: These spells usually only indirectly or passively
affect a target. Thus if a Resistance Roll (Gamemaster’s decision) is
allowed, its purpose is only 10 determine if the target is aware of the
spell. Many detection spells and protection spells fall into this class.

(U) — Utility spell: These spells only affect the caster, a willing
target, or atarget incapable of resistance. Thus, Resistance Rolls are
usually not neccessary. A willing target who is capable of resisting
may still be required to make a Resistance Rotli, but it is modified by
-50. Most healing spells fall into this class.

(@) — Informational spell: Thesespellsinvolve gathering information
through means that do not require any Resistance Rolls.

NOTE: A target is capable of resisting a spell if it isa living
creature OR if it is magical or enchanted OR if it has special
properties which might resist the spell (Gamemasier’s deci-
sion).
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DEFINITIONS OF SPELL TERMS: )
Animal — A living creature of feeling and voluntary motion, but
not particularly intelligent,

Being — Anyintelligent creature, including allhumanoid types, en-
chanted creatures, etc.

Concentration — If a caster “concentrates”, he may not perform
any action other than moving up to 10’ each round. Ifheis attacked
and given hits, he must make an orientation roll to maintain con-
centration. Concentration is automatically broken if the character
is stunned orrendered unconscious. Certain spells (with a duration
other than “C”) allow the caster to break concentration and then
return to concentration later (e.g., most detect spells).

[norganic — Not of or deriving from living organisms (e.g., iron,
copper, silver, water, glass, etc.).

Organ — A differentiated part of an organism, adapted for a
specific function (c.g., a liver is an organ, a heart is an organ, the
musclesin a leg are not an organ).

Organic — Of or deriving from living organisms (e.g., leather,
bone, cotton, wool, etc.).

7.11 OPEN ESSENCESPELLLISTS

PHYSICAL ENHANCEMENT
AREA OF EFFECT DURATION RANGE
1--RESIST HEAT 1 target 1 min/lvl 10’
2—-RESISTCOLMD 1 target 1 minNvl 10’
3—-.SLYEARS 1 target 10 min/ivl 10
.4—-BALANCE * 1 target varies 10’
5—-NIGHT VISION 1 target 10 min/Ivl 10’
6—-SIDEVISION 1 target 10 min/ivl 10°
7 —-SOUNDING 1 target 10 minIvl 10°
8 —WATERVISION | target 10 min/Ivl 10’
9—-WATERLUNGS 1 target 10 min/Ivl 10
10— GASL.UNGS 1 target 10min/1vl 10

1| —RESISTHEAT (U) Target is totally protected fromall natural heat to 200
degrees F, and adds + 10 to RR’s v's. heat spells and -19to elemental heat and
fire spell attacks.

2 - RESIST COLD (U) As Resist Heat, except protects against natural cold
1o -30 degrees F and modifies spells involving cold by 10.

3—SLY EARS (U) Target’s hearing is augmented to doubie normal cffec-
tiveness.

4—BALANCE (U*) Adds + 50 to any rolls for one slow maneuver (e.g.,
walking a 3” beam).

S§— NIGHT VISION (U) Target can see 100’ in normal darkness (e.g., night
or dark rooms) as if it were daylight. Magical darkness will reduce thu's spell’s
effects.

6—SIDEVISION (U) Target has a 300 degree field of vision, all around ex-
cept for directly behind him.

7-S@®UNDING (U) Target’s voice hasitsloudness tripled. This has no effect
on spell casting capabilities.

8 — WATER VISION (U) As Nightvision, except target can see 100’ in water,
even murky water.

9 - WATERLUNGS (U) Target can brcathe water as if it were normal air,
but he will be unable to function in air (he will pass out but not die).
10—-GASLUNGS (U) As Watcrlungs, except target can breathe any gas asif
it were normal air.

ESSENCE HAND
AREA OFEFFECT DURATION RANGE

1—-VIBRATIONS upto5lb 1 min/1vl 100’
2—-SHIE1LD * self 1 min vl self
3__STAYING uptoSl 1 min/Ivl 100’
4—-TELEKINESISc upto 5lb 1 min/Tvl 100’
S—-DEFLECTIONS * | missile - 100
6—-VIBRATIONS upto201b 1 min/1v] 100°
7—--BLABETURN * 1 melee attack - 100
8—-STAYING up to201lb 1 min/vl 100
9—-TELEKINESIS c upto20ib 1 min/1vi 100’
10—AIMING * ¢ 1 missile 1 md T

1- VIBRATIONS (F) Causcs an object (up to S Ib. mass) to vibrate rapidly;
if fragile it may break (roll a RR). If it is an object that is being held, the
holder must make a RR or fumble it {each round).

2—SHIELD (F*) Creates an invisible force shield in front of the caster; it
subtracts 25 from melece and missile aitacks and functions as a normal shield
(e.g., it is operatcd as if held by the caster) if thecaster is net already using
one.

3—STAYING (F) Exerts 5 1b. of pressure on a person oc object. Object can-
not be moved by staying alone, and pressure can only be in one direction.
4—TELEKINESIS (F)®neobjectcanbemoved (upto S1b. inmass), 1’/sec-
ond with no acceleration. Living beings oritemsin contact with a living being
get anormal RR based on the living being. If the caster stops concentration
before the duration is up, the object remains stationaryas if it had “Staying”
thrown oniit.

S—DEFLECTIONS (F*) Caster can deflecct any one missile that passes
within 100’ of him; this causes { 8@ to be subtracted from the missile’s attack
(missile must pass through caster’s field of vision).

6— VIBRATIONS (F) As above, except mass limit is 2@ 1bs.

7- BLADETURN (€*) As Dellections I, except its effect is against 1 melee
attack.

8 —STAYING (F) As above, except mass limit is 20 Ibs.
9_TELEKINESIS (F) As above, except mass limit is 20 Ibs.

18- AIMING (F*) By concentrating on the mind of a missile firer and the
flight of themissile, the caster causes + S0tobeaddedtotheattack roll of the
missile. The caster must concentrate, touch the firer and see the missile for
the emire round that the missile is fired.
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UNBARRING WAYS
AREA OF ESTECT DURATION RANGE
i —-LOCK [ lock - 100
2--MAGIC LOCK 1 door 1 min/Ivl touch
3--LOCKLORE 1 lock - touch
4—--OPENING 1 1 1ock - touch
5—-TRAPLORE 1trap - touch
6—-DISARM [ 1trap — touch
7—-JAMMING 1 door P 50
8—-WEAKENING 1 door P 50°
9—-OPENING 1l 1 lock - touch
10—UNDOOR 1 door P 10
1 — LOCK (F) Caster can cause any lock he can see within 100’ to be locked
(the lock is just normally locked and can be unlocked normaliy).
2—-MAGIC LOCK (F) A door (or container) can be magically “locked”; the
door can be broken normally or the spell can be dispelled but otherwise the
door cannot be opened.
3— LOCKLORE ()) Gives the caster a + 20 modification on picking thelock
analyzed, and + 10 toanyone to whom he describes the lock.
4— OPENING 1(F) When caston alockthereis a 20%s chance a normal lock
will open, and a 45%o chance that a ‘Magic Lock’ will open (failure means
there is a 10% chance of setting off attached traps). Rolls are open-ended,
and the quality of the lock may modif'y the roll.
S— TRAPLORE (1) As Locklore, except that itapplies to disarming traps.
6 —DISARM I {F) As Opening 1, excepl itschancesapply todisarming traps.
7—-JAMMING (F)Causesadoortoexpand and jamintoits frame (roil 1-100
for severity, ranging from stightly stuck to unopenable.)
8 - WE.AKENING (F) Reduces the inherent strength of a door by 58%.
9— OPENING 1l (F) As Opening 1, except chances are40%o f or normal locks
and 90% for a “Magic [.ock™.
ILLUSIONS o - 10— UNDOOR (F) Will vaporize a non-magic door up to 6” thick, 10’ high
AREAOF EFFFECT  DURATION  RANGE and 10’ wide (if thedooristhicker than 6”it will vaporize 6"). Doors made of
L—-SOUNDMIRAGE 1R 10 min/Ivl 100 special material will geta RR.
2—-UNSEEN 1 target max 24 hr 10
3—-LIGHT MiRAGE 10R 10 min/Ivl 100
4—-INVISIBILITY 1 earget max 24 hr 1
$—-TASTE/SMELL MIRAGE IPR [{tX )17 170124 160
6—-ILLUSION 1l varies varies varies
7--PHANTASM [ c 10r 1 min/Ivl 100° SPELL WAYS o ) -
8—-INVISIBILITY 10R max 24 hr " AREA OF EFFECT  DURATION  RANGE
9—-ILLUSION ili varies varies varies [ —-SPELL STORE 1 spell varies self
10-PHANTASM 1l ¢ vari'es varies varics 2—CANCEL ESSENCE *c self [ self
—- T T
I—SOU.\'D'MIRAGE (E) This illusion’creates any set of simple immobi_le 3_ lék:gél_ CHANNEL. *c :j?w E.mes ;SI‘;Ch
sounds conung from an area of up to 10’R. It can dampen normal sounds in s_.RUNEII 1 sheet vaties touch
the area to the loudness of a normal conversation. §—-DISPEL ESSENCE * 10'R C self
2~ UNSEEN (E) A single object (or being) is made invisible (1 garment, | 7—-RUNE I11 1 sheet varies touch
naked body, etc.)until 24 hrs. passOR the object isstruck by a violent blow g‘--g{?{z’gl‘«/c"f‘NNEUNG * :0’: c setf
: o , falli ) o G _ —-- shees varnes touch
{being hil by a weapon, falling, etc.) OR the object (or being) makes an at 10— SIGN OF STUNNING e Noghin P

tack.

3 - LIGHT MIRAGE (E) Thisillusion creates any simple immobileimage or
scenein an area of up to {0'R. 1t can dampen normal light in the area to the
brightness of candlelight.

4—INVISIBILITY (E) As Unseen, except everything within 1’ of the target
is invisible as long as it starts and remains within the ['R.

5—- TASTE/SMELL MIRAGE (E) Creates any set of simple immobile tastes
or smells in an area of up to 10’R. 1t can dampen normal tastes and smells in
the area.

6 ILLUSION 11 (E) This illusion creates a simple immobile image or scene
uptoan areaof 10°R. One of the following oplions may also be chosen: a) an
extra sense can be added 10 the illusion (the corresponding “Mirage™ spell
must be known) OR b) the duration can be doubled OR c) the range can be
doubled OR d) the radius of effect can be doubled.

7—-PHANTASM 1 (E) This illusion creates the image of one object or being,
that will move however the caster wants while he concentrates. When the
caster stops concentrating the image remains, but stops moving (the caster
can resume concentration later and resume moving the phantasm). The im-
age can be any size that would fit in a 10'R sphere.

8 — INVISIBILITY (E) As above, except the radius is up to 10’
9—1LLUSION 111 (E} As lllusion 11, except TWO options are allowed.

10— PHANTASM [l (E) As Phantasm 1, exceptoneof the optionsfrom lllu-
sions 11 may also be chosen OR 1woimages can be created and moved (both
images must be within the caster’s fietd of vision).

NOTE: These spells actually create a physical change which affects the
senses. No RR are required or allowed. Detection of the use of these speils
can only be accomplished through the use o f other spelis, the use of a sense
other than the sense(s) affected by the illusion, or a perceptien roll based on
how believable the illusion is.

1-SPELL STORE (U) Caster may cast this spell in addition to, and just
before, the spell he wants to store; then the storcd spell may be cast at any
time, with no penalty. The Storing spell costs the same number of power
points as the spell stored and no other spelimaybecastwhile a spell is stored.
2 —CANCEL ESSENCE (F*) This spell helps protect the casler from Esseace
spell attacks. When the Cancel Essence caster is altacked by a spell of the
Essence realm, the attacker mustmakea RR against the Cancel Essencespell.
If the attacker's RR is successful, the attack spell proceeds normally, Other-
wise, the attack spell has no effect.

3-RUNE 1 (F) This spell inscribes a spell on a specially prepared piece of
paper(called rune paper); the rune can then be used to cast theinscribed spell
once (using the normal procedure for castingspells). The caster must cast the
Runespell and then the spellto beinscribed. Runel can onlyinscribe 1stlevel
spells. The rune paper can be reused.

4—CANCEL CHANNELING (F*) As Cancel Essence, except only Chan-
neling spells are affected.

S—RUXNE [ (F) As Rune 1, except 1st-2nd lvl spells may be inscribed.

6— DISPEL ESSFEACE (F*) As Cancel Essence, except dispelling effect s in
a 10’R about the caster and any already existing spellsin the radius mustsave
(with a +30 modification) or be canceled.

7—RUNE 11 (F) As Rune 1, except 1st-3rd IVl spells may be inscribed.
8—DISPEL CHANNELING (F*) As Dispel Essence, except only Channel-
ing speils are affected.

9 ~RUNE V (F) As Rune 1, except 1st—5th lvl spells may be inscribed.
10—S1IGN OFSTUNNING (F) Inscribes a “Sign” ona non-mobile surface. A
Sign can be triggered by one of the following (decided by caster): after a
chosen period of time, certain movements, certaxn sounds, touch, reading,
etc. Stuns the triggering victim for 10 min/l0 pt of RR failure.
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ESSENCE’S WAYS
AREA OF EFFECE DURATION RANGE

1--DETECTESSENCE ¢ SR t min/Ivi 100’
2—TEXT ANALYSISI ¢ text 1 min/lvl self
3—-DETECT CHEANNEL. ¢ SR 1 min/Ivl 100
4—-DETECT INVISIBLE ¢ 5R 1 min/lvl 100
5—-DETECT TRAPS ¢ SR 1 min/Ivl 100’
6—TEXT ANALYSISIIc text 1 min/Ivl self
7—-DETECT EVIL ¢ SR t min/Ivl 100’
8 --LOCATIONc 1 target 1 min/tvl 100’
9—PERCEIVE P@WER ¢ 5'R 1 min/Ivl 100
10—DELVING 1 jtesn - touch

1 —DETECT ESSENCE (P) Detects anyitemor active spell from the Essence
realm; each round caster can concentrate on any 5’R area within the range.
2—-TEXT ANALYSIS I (I) Caster can read text written in an unknown
language, but only understands basic concepts from it.

3—DETECT CHANNELING (P) As Detect Essence, except realm is Chan-
neling.

4—DETECT INVISIBLE (P) As Detect Essence, except detects invisible
things; all attacks aga'inst an invisible thing so detected are modified by -50.
No attack can normaily be made without some form of detection.
5—DETECT TRAPS (P) As Detect Essence, except it gives a 75% chance of
detecting a trap (certarn traps may receive modifications to this chance).

6 —TEXT ANALYSIS If (I) As Text Analysis I, except gives a complete
technical analysis (vocabulary and syntax) but not an understanding of
idioms (jargon), subtle implications or cultural references.

7—-DETECT EVIL (P) As Detect Essence, excepf detects if a being or item is
evil OR if anitem was created by evil ORifanitem was used by a very evil per-
son for an extended period.

8—LOCATION (P)Givesthedirection and distance of any specific objector
place that the caster is familiar with OR has had described in detail.
9—PERCEIVE POWER (P) As Detect Essence, except it will give an
estimate of the power (level or potency) of the person or item that casted the
spell examined.

10—-DELVING (I) Gives signmi'ficant details about an item’s construction and
purpose (not specific powers).

SPIRIT MASTERY
AREA OFEFFECT DURATION RANGE

1—-SLEEPV varies varies 108
2—-CHARMKIND 1 target 1 hr/iv) 199
3—-SLEEP VIl varies varies 100
4—.CONFUSION 1 target vari'es 100°
5—--SUGGESTI®N 1 target varies 10
6—SLEEPF X varies varies 100’
7—-HOLD KIND¢ 1target C 100
8—MASTER @FKIND 1 target 10 min/ vl 50"
9—-TRUECHARM 1 target 1 hr/Ivl 100’
10-QUEST 1 target varics 10’

1 —SLEEP V (F) Causes target(s) to fall into a natural sleep; the total number
oflevels that can be affected is 5 (e.g. fivelevel 1 targets; onelcvcl4 target and
one level I target; two level 2 targets and one level 1 target; etc.). All targets
must be in caster’s field of vision.

2— CHARM KIND (F) Target (whi'ch must be humanoid) belicves caster isa
good friend.

3—SLEEP VII (F) As Sleep V, except a total of 7 levels can be affected.
4— CONFUSION (F) Targetisincapable of making decisions or initiating ac-
tion for 1 rnd/5 pt of RR failure. The target may continue lo fight current
foes or act in self-defense.

5—~SUCGESTION (F) Target will follow a single suggested act that is not
completely alien to him (e.g., he wili not commrit suicide, blind h'mmself, etc.).
6— SLEEP X (F) As Sleep V, except a total of 10 levels may be affected.
7—HOLD KIND (¥) Humanoid target is held to 25% of normal action for as
long as the caster concentrates.

8— MASTER OF KIND (F) Target must obey caster as in Suggestion for the
duration of the spell, Caster may employ any number of non-alien sugges-
tions.

9—TRUE CHARM (F) As CharmK'ind, except any senticnt creature may be
affected.

19—QUEST (F) Target is given one task; failure results in a penalty deter-
mined by the Gamemaster (task must be within capabilities of target). The
penalty should bea minor handicap; such as adrop in stats OR a phobia (e.g.,
fear of spiders, fear of water, ctc.) or some other mental illness OR a physical
disability (e.g., a limp, rheumatism, scars, etc.).

ESSENCE PERCEPTIONS

AREAOF EFFECT DURATION RANGE
1—-FAMILtAR 1 target P touch
2—-PRESENCE *c 10R 1 rnd/Ivl self
3—LISTEN¢ varies 1 min/1vl 10"
4—-PRESENCE I11*c 30'R 1 rnd/1v] self
5—-LONGEARc varies | min/Ivl 100’
6—WATCH c ) varies 1 min/Ivl 10"
7—-LONGEYEC vaties 1 min/tvt 100"
8—-@BSERVE ¢ varies 1 min/Ivl 100
9 —-PRESENCE Vv SO'R 1 rnd/Iv] self
10—TELFPATHY ¢ 1 target 1 rnd/Iv] 10’

1—-FAMILIAR (P) The caster can attune himself to a small animal (to be
called his familiar). The caster must obtain the animal(can be no more than
i0% of caster’s own mass) and cast the spell on the animal once/day for I
week (concentr-ating for 2 hrs/day). Thecaster can then contro) the familiar
and view the world through its senses by concentrating on it (must be within
50’/1v1). If the animai is killed the caster will be at -25 for all actions for 2
weeks.

2—PRESENCE (P*) When he concentrates, caster is aware of the presence
of all sentient/thinking beings within 10’; i.e., the caster knows where they
are. He also gets a feeling of which areintelligent and which are animals.
3— LISTEN (U) Caster can pick a point upto 10’ away, and aslongashe con-
centrates he will hear as if he were at that point (there can be interveningob-
jectssuch as walls). He maystop concentrating and later continue as long as
the duration of the spelt has not expired.

4—PRESENCE I (P*) As Presence I, except that the radius of awareness is
30'.

S—LONG EAR (U) As Listen except that caster’s point of hearing may be
moved independently up to 108’ away (movesat 10°/rnd), if he is physically
able to go there (i.e., he could not send his point of hearing through walls or
closed doors).

6 — WATCH (U) As Listen, except the caster sees from the fixed point (it can
rotate),

7—-LONG EYE (U) As Long Ear, except the caster sees from the moving
point (it can rotate).

8 — @BSERVE (U) As Listen and Watch, excepl caster can hsten and watch at
the same time and the range is 100,

9—PRESENCEIII (P*) As Presence I, cxcept that the radius of awareness is
50",

10— TELEPATHY (P) Caster canreadthe surface thoughts of one target. If
thetarget makes a RR by more than 25 he realizes what is happening.
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EARTH LAW
AREA OF EFFECT DURATION RANGE

1--ENCHANTED ROPE ¢ one repe C 10°/1v1
2—-LOOSEN EARTH 100 cu’ P &)
3—-CRUSH STONE 2"%2"x2" - W

4 - EARTHWALL 10°x10°x]1.5° 1 min/Iv] 100
5—-CRACKSCALL 1008 cu’ — 1002
6—STONEWALL 10'x10’x1’ 1 min/ivl 100°
7—-STONE/EARTH 100cu’ r 100

8 —-EARTHWALIL TRUE 10°x10°x)” P 100°
9—EARTH/MUD 100 cu’ P 100’
10-EARTH/STONE 100cu’ P 108

1—- ENCHANTED ROPE (F) If caster holds one end of a rope he can cause
the rope tomoveup toits length (within the range) in any direction and to tie
itself in knots (it cannot attack or tieup a moving or active being).
2-LOOSEN EARTH (F) Loosens 108 cu’ of earth to the consistency of
plowed ground.

3— CRUSH STONE (F) Crushes a stone or section of stone (up to 2"x2 x2")
to the consistency of a powder. This includes non-enchanted stone and gems.
1f a maneuver roll is made, this spell can affect sling stones.

4— EARTHWALL (E) Sumtnons a wall of packed earth up to 10°x10’°x(3’ at
base, 1’ at top); must rest onsolid surface. 1t can be dugthrough at the topin
10 man-rounds.

§—CRACKS CALL (F) Any already existing cracks or flaws in a section of
inanimate material (up to 10°x10°x10°} will extend to their limit.

6 —STONEWALL (E) As Earthwall, except wall is up to 10’x10°x1’ of stone
and it has the durability of normal stone.

7-STONE/&ARTH ¢F) Changes 100 cu’ of normal stone to packed earth;
change is gra dual and takes 3 riids.

8— EARTHWALL TRUE(E) As Earthwall, except duration is permanent,
9 —-EARTH/MUD (F) As Stone/Earth, except changes earth to soft mud.
10—~ EARTH/STONE (F) As Stone/Earth, except changes packed earth to
solid stone and lodse earth to gravel.

ICE LAW
ARFA OF EFFECT DURATION RANGE

1—-FREEZE LIQUID ¢ 1 en/vl P 107
2—-COOLSOLIDc 1 cn’/lvl 24hr it
3--WALL OFCOLD 10°x10°x1’ 1 md/lvl 100’
4—-COOL AlRc 1000 cu’/Ivl 1hr 109
S—-CHILL SOLID ¢ 1 cu/Ivl 1hr 9
6—-ICEBOLT 1 target - 100
7—-COLDBALL (20" 20'R - 100
8—-WALLOFICE 10'%10°x1” P 100’
$-_CALL.COL.D 20%20'x20’ 1 tnd/Ivl 10
10-CIRCLEOF COLD 20'Rx20°x1’ 1 rnd/Ivl self

I—-FREEZE LIQUID (F) Any inanimate liquid (I cu’/Ivl) can be cooled to
freezing at a rate of | cn’/rnd of concemration (temp. cannot be lower than
-30 degrees F).

2—COOL SOLID (F) Any solid, inanimate, non-metal material ( cu’/1v])
can be cooled to -20 degrees F at a rate of 1 cu’/mnd of concentration.
3—WALL OF COLD (E) Creates a transparent wall of intense cold (up to
10’x10°'x1"). anyone passing through takes an “A” cold critical (no RR).
4—COOL AIR (E) The temperature of the air in an enclosed area may be
lowered at a rate of 10 degreesF perround of concentration (to a maximum
of -20degrces F). When the concentration ceases the air will warm normally.
S—CHILL SOLID (¥) As Cool Solid, except material can be cooled to -200
degrees F, at a rate of -100 degrees/rnd of concentration.

6—1CE BOLT (E) Abolt of iceis shot from the palm of the caster; resultsare
determined on the Bolt Attack Table.

7-COLDBALL (E) A I’ball of cold is shot from the palm of thecaster, itex-
plodes at a point chosen by thecasterto affect a 20’R area; results are deter-
maned on the Ball Attack Table.

8 —WALL OF iCE (E) Summons a wall of icc up to 10’x10’ (2’ at base, I’ at
top); it must be affixed to a solid surface. 1t can be melted (wall takes 100
hits), chipped through (S0man-rounds) or toppled (ifone end isnot against a
wall).

9 —CALL COLD (E) AsCallFlame on the Fire Law list, except that it creates
a cube of cold (up to 20’x20’x20’) that dclivers cold criticals.

10— CIRCLE OF COLD (E) As Wall of Cold, except the “wall” is up to 20’
highand forms a circle (upto 20’R and 1’ thick) with the caster at thecenter (it
is non-mobile).

LIGHT LAW
AREA OF EFFECT DURATION RANGE

1—-PROJECTED I.IGHT ¢ 50’ beam 10 min/1vl self
2—-SHOCKBOLT 1 target - 100°
3—-LIGHT1 10°R 10 min/Ivl touch
4—-SHADE 100'R 10 min/1vl 100
5—-SUDDEN LIGHT 10R — 100°
6—-DARK 10R 10 min/1vl touch
7—-1IGHT V¢ S0R 10 min/lvl touch
8—-SHOCKBOLT 1 target - 380’
9—-DARK<¢ S0'R 10 min/Ivl touch
10— LIGHTNING BOLT 1 target - 100

I-PROJECTED LIGHT (F) A 50 beam of light (like a flashlight) springs
from the caster’s patm. He can turn it on or off by opening or closing his
hand.

2 _SHOCK BOLT (E) Abolt of intense, charged light is shot from the palm
of the easter; results are determui'ned on the Bolt Attack Table.

3— LIGHT 1 (F) Lights a 10’R area about the point touched.

4—SHADE (F) Allshadowsand darknessin a 100’ radius around the chosen
center point deepen, aiding hiding by +25.

5 —SUDDEN LIGHT (F)Causesa 10’R burst of intenselight, all those inside
the radius are stunned 1 rnd/5 pt of RR failure.

6—DARK (F) As Light, except that a 10'R ef darkness results. It is the
equivalent of a dark, moonless night.

7—-LIGHT V (F) As above, except radius canbe vanied upto 50’ (the size of
the radiuscan be changed by concentrating I round).

8 —SHOCK BOLT (FE) As above, except range is 300,

9_IDARK (F) As above, cxcept radius can be varied up 10 50’ (asin Light V).
10— LIGHTNING BOI.T (E) As Shock Bolt, excepta Lightning Bolt isshot.

FIRE LAW

AREA OF EFFECT DURATI®ONX RANGE
1—-BOIL LIQUID¢ 1 cu’/Ivl P 0
2—-WARMSOLIDc 1 cu'/lvl 24 hir e
3—-WOODFIRES I'R - I
4—-WALL OF FIRE 10°x10'x6” 1 rnd/Ivl 100’
5—-11EATSOLID¢ 1 cu’/Ivl 1hr 10
6—-FIRE BOLT 1 target — 100
7—-CALL FLAME 10'x10°x10" 1 mnd/Ivl '
8—-FIREBALL I0'R — 100
4 -AURA OF FLAME t object 1 md/Ivl touch
10—CIRCLE AFLAML 1R 1 md/Ivl self

1 —BOIL LIQUID (F) Any inanimate liquid (1 cu’/Ivl) can be heated to boil-
ing at a rate of 1 cu’/rnd of concentration.

2 WARM SOLID (F) Any solid inanimate, non-metal materral (1 cu’/iv])
can be warmed to 180 degrees F at a rate of | cu’/rnd of concentration.
3_—WOODFIRES (F) Causes any wood (or any inanimate organic material)
that the caster chooses within I’ of caster’s palm to ignite and start burning.
4 —WALL OF FIRE (E) Creates ann opaque wall of fire (up to 10°x10°x6").
One end must rest on a solid surface. Anyonepassing throughit takes a1 “A”
heat critical (NO RR).

5-HEAT SOLID (F) As Warm Solid, except material can be heated to 500
degrees at a rate of 100 degrees/rnd of concentration.

6—FIRE BOLT (E) A bolt of fire is shot from the palm of the caster; results
are determined on the Bolt Attack Table.

7—-CALL FLAMEL (E)Creates an opaque cube of flame (up to 10’x10°x10’);
ittakes1 complete rnd of concentration for the cube to formaiid become ef-
fective, One side must rest on a solid surface. Anyone in it or passing through
takes an “A” heat critical (NO RR).

8— FIREBALL (E) A I’ ball of fireis shot from the palm of the caster, it ex-
plodes at a point chosen by the caster to affect a 10°R area; results arc deter-
mined on the Ball Attack Table.

9 - AURA OF FLAME (E) The caster may touch one object (that takesup an
area of up to a 5'R) and create an aura of flame around it. The flame will not
affect the caster or the holder of the object (if any), but anyone clse touching
the object will take a “B” heat crit. 1f cast on a weapon and the weapon is used
to deliver a normal critical, the weapon will also deliver a “B” heat crit.
10—CIRCI.E AFLAME (E) As Wall of Fire, except the“wall”is 10’ high and
forms a 10’ R circle (6" thick) with the caster at the center (it is nonmobile).




Spell Lists/Mages

6]

LOFTY BRIDGE

AREA OF EFFECT DPURATION RANGE

1 —-LEAPING * 1 target 1md 100
2—-LANDING* 1 target until lands 100°
3—-LEAVING (100") 1 target — 10
4—-LEVITATION 1 1arget 1 min/1vl 10
5—-FLY (75’/rnd) 1 target 1 min/1vl 0
6—-PORTAL ¥x6'x¥ 1 rad/ivi touch
7—-FLY (150°/md) ! target 1 min/ivl 10
8—-LONG DOOR (100) [ target - 10
9—-LEAVING (3009 1 tasget - 100
10— TELEPORT larget — 10

1 —LEAPING (U*) Allows the1arget1 10 leap 50’ laterally or 20’ verticaliy (or
some combination of lateral and vertical movement) in the round that lhe
spell was cast.

2—LANDING (U*) Allowsthetarget 1oland safely in a fall up to adistance
equal to2@’per level of caster, and 10 take thal distance offthe severityofany
longer fall (e.g., a2nd level caster could reduce theeffects ofa S0’ falltoa 10’
fall).

3—L.EAVING (U) Caster teleports target 10 a point up to 100’ away, but
therecanbe nointervening barriers in adirect line between the target and the
point (for these purposes a barrier is anything he could not physically go
through; closed doors and bars are barriers; a pit is not).
4—LEVITATION (U) Allows targettomove upand down vertically at arate
of up to 18’/rnd; horizontal movement is possible only through normal
means.

5—FLY (U) As Levitation, except target can fly (move hor izonially and ver-
tically) a1 a rate of up 10 75°/rnd (or S MPH).

6—PORTAL (U) Opens a portal 3'x6’x3 inanysolid surface, through wht'ch
anyone or anything can pass. The surface appears unaffected but shimmers
slightly (a perceptionroll would be necessary 10 notice it).

7—FLY (U) As above, except larget flies at 4 rale of up to 150°/rnd.

8 —LONG DOOR (U) As Leaving, except caster can pass through barriersby
specifying exact distances.

9—LEAVING (U} As above, except target can be moved up 10 300’

10— TELEPORT (U) As Long Door, except movement rangeis 10 miles/Ivl.
Thisspell ts very risky. Thecaster has the following chancesfor error (target
arrives off-center): Never seen place but have description and loca-
tion =50%u; visited briefly for 1 hr. =25%0; lived in 24 hr.= 10%; lived in 1
week= 1%; ltved in 1 yr. = .01 %%, Incase of error: first determine direction of
error (randomly), then determine distance of error (make an open-ended roil
for number of feet).

WATER LAW

AREA OFEFFECT DURATION RANGE
1 —-CONDENSATION¢ - P teuch
2—.FOG CALL 10'R/1v1 P 10°/191
3—-WATERWALLc¢ 10°x10°x1* (& 100°
4—-WATER BOLT | target - 100’
5—--UNFOG 10'R P 100’
6—-CALM WATERc¢ 100'r C 100°
7—WATERWALL TRUE 10'x10°x 1" 1 min/Isl 100’
8—-CLEAN WATER 1000 cu'/1vl P 100’
9—-WATERBOLT 1 1argel - 300’
10—CALL RAIN 100°R/1v1 10 min/ vl 100°/1vl

1- CONDENSATION (F) Condenses 1 cu’ of water from the surrounding
air; takes between 1 rnd in the most humid areas and 10 min. in the driest
desert.

2—FOG CALL (F) Creates a dense natural fog within the radius of effect.
The fog obscures vision and subtracts 50 from all missile attacks which musi
pass through it.

3—WATERWALL (E) Creates a 10°x10’x{’ wall of water, aJl movement
through requires a maneuver roll modified by -40. Attacks through it are
modified by -80. 1t musl be affixed 10 a solid or liquid surface.

4— WATER BOLT (E) A bolt of water is shot from the palm of the caster;
results determined on 1he Boit Attack Table.

5—UNFOG (F) Disperses fog in an area up to the radius of effeci.
6—CALM WATER (¥) Water within radius is calmed; waves are cul by 20'in
center and less towards the perimeter.

7—- WATERWALL TRUE (E) As Waterwall, excepi caster need not concen-
trate and the duration is 1 min/Ivl.

8—CLEAN WATER (F) Removes all sediment and dissolved substances
from a volume of waler up to 1060 cu’/lvl.

9— WATER BOLT (E) As above, except range is 300",

10— CALL RAIN (F) If there are clouds in the sky, it rains outdoors for the
duration of the spell.

LIVING CHANGE
AREA OFEFFFCU DURATION RANGE

1—-RUN* 1target 10 min/Ivl 10
2—--SPEED 1* 1 1arget 1 omd 1@
J—-SELF SIZE CHANGING self 1 min/ivi self
4—-SPRINT * 1 target 10 min/v] 10
5—-CHANGE OF KIND 1 target 10 min/1vl 10
6—-HASTE 1 * 1 target 1md 10°
7--SPEED Il1 * varies varies 10
8—-FAST SPRINT * L 1arget 1¢ mia/tvi lig
9—-SIZECHANGING 1 arget 10 min/ v ivd

10-HASTE 11 * varies varies 10

1—-RUN I (F*) Target may run (2x walking pace) without tiring, but once he
stops or performs some other action the spell is canceled.

2—SPEED 1 (F*) Target may act at twice his normal rate (200% of normal
activity), but immediately afterwards must spend a number of rounds equal
to the rounds speeded at half rate.

3—SELF SIZE CHANGING (F) Caster may shrink to %% his normal mass
(height in normal situations); there is no decreasein his stirength, Caster may
alsoenlarge to ' his normal mass, and there is no increasein his stcength (ex-
cepl for movement purposes).

4—SPRINT (F*) As Run [, except target may move at 3x walking pace.
S—CHANGE OF XIND (F) Caster can alter target’s form tothe form of any
desired humanoid race, the 1arget’s mass cannot change by more than 10%e.
6~ HASTE 1 (F*) As Speed I, except no half rate penalty round follows the
haste round.

7—SPEED 111 {F*) As Speed 1, except duration is 3 rounds for 1 targetOR 2
rounds for [1argetand 1 round for 1 other target OR any olhercombination
of 1argets and rounds that total 3 rounds of speed.

8—FAST SPRINT (F*) As Run 1, except target may move at 4x walking
pace.

9—SIZE CHANGING (F) As Self Size Changing, except mass change is
limited 10 10%4 of his mass/lvl and it can be cast onanymateriai thatis living
or was once living.

10—-HASTE 111 (F*) As Speed 111, except no haif rate penaity rounds foliow
the haste rounds.

WIND LAW

AREA OF EEFECT DURATION RANGE
1—--BREEZE CALLc 20cone ) tnd/ivl self
2—-AIRWALL¢ 10°x10°x3’ C 100°
3—-CONDENSATION ¢ \Y v T
4—-STUN CLOUD 5'R 6 md 10
5—-AIRSTOP¢ 10'R C 100°
6—-STUN CLOUD 10T 6md pli
7—--VACUUM SR - 100°
8—-AIRSTOPc 20'R C 100°
9--STUNCLOUD 20'R 6rnd 4
10-DEATHCLOUD 5'R tOrnd 10’

1 —-BREEZE CALL (F) Causes aswirling breezet1oarisefromaround his per-
son which will blow in a set direction. It drives away any suspended or
gaseous matter (dust, clouds. etc.) and subtracts 30 from all missile attacks
passing through it. The breeze affects a 20’ cone (caster at tip, 20’ at base).
2— AIRWALL (F) Creates a transparent 10%x10°x3’ wall of dense churning
air, allmovementthrough itrequiresamaneuverroll with a-25 modification.
Attacks through i1 are modified by -50.

3 —CONDENSATION (F) Condenses 1 cu’ of water from the surrounding
air into the cupped hands of the caster (he may allow the water to overflow in-
to a container held under his hands). The caster must concentrate while1he
water condenses; it 1akes 1 rnd in the most humid climates and 10 rounds in
the most dry climates (in between elsewhere).

4—STUNCLOUD (F)Createsa 5'R cloud of charged gas patticles: delivers a
“C" elecrricity critical on ist and 2nd rounds, a“B”onrounds 3and4, and an
“A” onrounds 5 and 6. 1t drifts with the wind and affecisall within its radius.
RR’s are allowed.

5— AIRSTOP (F) Cuts all generalized a'r movement (i.e., wind) by up to 30
MPH in a I0’R.

6 —STUN CLOUD (F) As above, except radius is 10.

7—VACUUM (F) Creates a $’'R near-vacuum. Allin radius take a “B”impact
critical, as air leaves and rushes back in. RR’s are allowed.

8— AIRSTOP (¥) As above, except radius is 20°.

9—STUN CLOUD (F) As above, except radius is 20".

10—-DEATH CLOUD (F) As Stun Cloud, except radius is 5’R: delivers an
“E” on rounds 1 and 2, a “D” on rounds 3 and 4, a “C” on rounds $§ and 6, a
“B” on rounds 7 an 8, and an “A” on rounds 9 and 10.
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7.13 SPELL LISTS FOR BARDS ONLY

CONTROLLING SONGS
AREA OF EFFECT DURATION  RANGE

1--CALM SONG ¢ 1 target C 50°
2—-HOLDING SONGc I1arget C 50
3—-STUNSONGc 1 targcet C bl g
4— -SILENT SONG fi 1 target C 5o
5—-SLEEP SONG ¢ I target C S0
6—-CHARM SONG ¢ 1 target C 507
7--FEAR'SSONGc 1 targct C 50°
8—-CALM SONG TRUE¢ 1 target varies 50°
9—.STUN SONG TRUEc¢ 1 arget vanes 50°
10—FORGETTING SONG 1 target P 50

I—-CALM SONG (F) Target is calmed and cannot take any aggressive (of-
fensive) action, while the caster plays/sings (requires concentration) and
keeps the target within sight or within the spell’s range.

2~ HOLDING SONG (F) As Calm Song, except target can only take 2570 of
normal action,

3 —-STUN SONG (F) As Calm Song, except target is stunned.

4 —SILENCE SONG (F) As Calm Song, excepttarget may not speak.

S —SLEEP SONG {F) As Calm Song, except target falls into a light sleep.
6—CHARM SONG (F) As Calm Song, excepttarget believes caster is a g0od
friend, and if the caster plays/sings for atleast 3 rounds theeffect of thespell
lasts for 10 minutes after the caster stops.

7-FEAR'SSONG (F) AsCalmSong,excepttarget fears casterand attemnpts
to get away from him.

8 —-CALMSONGTRUE (F) AsCalm Song, except that after thecaster stops
playing/singing the effect will continue for the number of rounds the caster
has already played/sung (e.g., if the caster sings for 3 rounds then after he
stops the target will remain calm for 3 more rounds).

9—STUN SONG TRUE (F) As Calm Song True, except targer is stunned.
10 —FORGETTING SONG(F) Target will forget what transpired in a cer-
tain period of timespecified by thecaster (within1 day/lvl}). The lengthof the
lime period is equal 10 the amount of time the caster plays/sings.

ITEM LORE
AREA OF EFFECT DURATION RANGE

1 —-JEWEL/METAL. ASSESS. 1 object - touch
2—-1TEM ASSESSMENT 1 object - touch
3—-DETECT POWER 1 object - touch
4—-TEM ANALYSIS 1 object - touch
5—-ASSESSMENT TRUE 1 object - touch
6—-SIGNIFICANCE 1 object - teuch
7--DETECTCURSE 1 object - touch
8—-ORIGIN 1 obfect s touck
9—-ITEM ANALYSIS I! 1 object - touch
10— HISTORY 1 object - touch

I-JFEWEL/METAL ASSESSMENT (1) Caster can assess the value of
jewels and metals to within 1090 for any market he desires (allows him to
calculate different values for the different cultures he is familiar with.)
2—-ITEM ASSESSMENT (I) As Jewel & Metal Assessment, except any
crafted item may be assessed (the magic capabilities are not included).

3 -DETECT POWER (1) Detects power (enchantment) in an itemn; also gives
the realm of power and an estimate of how powerful it is.

4—ITEM ANALYSIS I () Caster has a 0% chance for eachability of deter-
mining what enchanted abilities the item has. This includes all bonuses and
spells; roll once for each. Initially, a character may only cast this spell onceon
a given item; however, each time the character goes up a level he may castthis
spell again on the item,

S—ASSESSMENT TRUE (1) As ltem Assessment, except anything can be
assessed, such as livestock, houses, boats, etc. (magical abilities arestill not
assessable).

6 —SIGNIFICANCE (1) Determines if the item examined has any cultural or
historical significance, and gives a rough idea of what significance.

7 -DETECT CURSE (I) Detects if an item has a curse on it, and it gives an
image of the person who cuised the item.

8 —ORIGINS (I) Gives the race and nature of the being who made the item,
and when and whereit svas made (within 100 miles and 100 years).

9 ITEM ANALYSISII(I) As Item Analysis 1, except thereis a 20% chance
for each ability.

19 —HISTORY (I) Gives the caster a random vision of some past event that
the item was present at. The chance of obtaining a specific eventis L% if the
ageoftheitemis over 99years; otherwise, the chanceis (100 - the item’s age in
years)%s.

LORE
AREA OFEFFECT DURATION RANGE

1-STUDY I¢ self C setf
2—LEARN LANGUAGE li ¢ self C setf
3—LANGUAGE LORE 1 text - touch
4— MIND'S LORE ) 1 target {md 50"
§=STUDY li ¢ self C self
f—INTERPRETING EAR ¢ t speaker C self
7—LEARN LANGUAGE lll ¢ self C self
8§—~MIND’S LORE 111 1 target 1 rnd so
9-STUDY ll¢ self C self
10— PASSAGE ORIGIN¢ self C self

1-STUDY I (U) When concentrating with this spell, the caster can retain
anything he reads or learns as if he had a photographic memory with total
recall. Iitdoes not affect his comprehension.

2—-1.£ARN LANGUAGE II (U) When concentrating with thi's spell, the rate
al which the caster can learn a language is doubled. This means that any
development of language skill is doubled in effectiveness (i.c., one develop-
ment pointincreasesa language skill 2ranksand 3 pointsincreasesit 4 ranks).
3—-1.ANGUAGE LORE (D) Caster learns what language a piece of text is
written in. He mayalsolearn the identity of theauthor if the caster has seen
his work before or if the author is noteworthy or distinctive.

4~MIND’S LORE I (P) Caster can scanthetarget’smind, and receive part of
the target’s knowledge {conscious and unconscious) concerning one very
specific topic. There is a 10% chance for each piece of information that the
target has on the topic. The target getsa RR.

S—STUDY II (U) As Study I, except caster canalsoread at 2x normal rate,
6— INTERPRETING EAR (P) Allows caster to understand one speaker
regardless of what language he is speaking, Thecaster may choose a different
speaker each round.

7~LEARN LANGUAGEIII (U) As Learn Language II, exceptlearning rate
is 3x,

8- MIND'S LOREIII(P)As Mind's Lore ], except 30% o f knowledge is ob-
tained.

9-STUDY [fI (U) As Study I, except caster can alsg read at 3x the pormal
rate.

10—-PASSAGE ORIGIN (I) As Language Lore except that the caster can
also tell if the text has been translated; and if so what the original language
was. From the dialect and idioms, he can also tell the approximate date that
the text was originally written and the region in which it was written.

SOUND CONTROL

AREA OFEFFECT DURATION RANGE
1 —-LONG WHISPER * ¢ 1 point C 5S¢ /1vt
2—-SILENCE 1o'R 1 min/ivi self
3—-SONGSOUNDING 1] * 1 song assong 2x song’s
4-.SONGiI* 2 largetls as song assong
5~.SONICLAWCc 10R C self
6—-GREAT SONG * 10'R as song as song
7—-SILENCE S50'R I min/Ivl seft
8—-SONG SOUNDING II1 * 1 song as song 3xsong’s
9—-SONG it * 3 targeis assong assong
10—-SONIC LAW ¢ 100°R C self

| — LONG WHISPER (F*) Caster’s whisper can be directed toany point that
he picks within 50*/Ivl.

2 —-SILENCE (F) DURATION:1 min/lvl RANGE: S Any sounds
originating withinup to 10’ of the caster’s body cannot be heard outside the
radius.

3—-SONG SOUNDING II (F*) If cast the round before a spetl on the Con-
trolling Songs list, it doubles the range ofthe Song.

4—SONG II (F*) If cast the round before a spell on the Controlling Songs
list, it allows 2 targets to be affected.

§—SONIC LAW (F) DURATION: C RANGE: S Caster may manipulate
sound within 10’ of his body. He can create any sound he wants, and if he
desires, that sound cari be heard outside the radius.

6— GREAT SONG (F*) As Song II, except everyone within a {0’ R of the
caster is a target of the speli from the Controlling Songs fist.

7—-SILENCE (F) A3} above, except radius is 50",

8- SONG SOUNDING III (F*) As above, except range increaseis 3x.
9—SONG Il (F*)As Song [I, except thatitincreasesthenumber oftargets to
3
10~ SONIC LAW (F) As above, except radiusis 100’
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7.14 SPELL LISTS FOR RANGERS ONLY

PATH MASTERY

AREA OF EFFECT DURATION RANGE
1--PATHLORE 10'R - self
2—-TRAP DETECTION ¢ 5R 1 min/Ivl i1
3—-TRACKINGc self C self
4—-PATH TALE self - self
5—PATHFINDINGc 1 mi R C 1 mile
6—-TRACKS LORE — - touch
7—-DETECT AMBUSH S0°R 10 min/Ivl self
8—-PASSING LORE - — touch
3—-PATHFINDINGc SmiR C 5 miles
10—~ANIMAL TONGUES self 1 min/lvl self

NOTE: For the purposes of these spells, a “path” can be a road, highway,

trail, or any worn track caused by the passage of animals or men. It may also

bea corridor, underground passage, or tunnel; unless specifically limu'ted by a

particular spell.

1—~PATHLORE (1) Caster acqures a visual image of the nearest destination

inboth directionsalongany onepath upon which hestands. For thi's purpose,

a destination is any man-made structure {(bridge, house, castle, town, gate,

door, etc.) or physical barmer (the end of the path, a ford, a crossroads, a

chasm, etc.).

2— TRAP DETECTION (P) Caster has a 75%o chance of detecting any out-
, door trap within the 'R concentrated upon. A different 5’R may be chosen

each round.

3— TRACKING (1) Caster gets a + 50 bonus when tracking.

4 —PATH TALE (I) Caster acquires visual image of any user(s) of a given

path within a period of up to | hr/lvl

S— PATHFINDING (1) Caster gets a mental diagram of the locations and

routes of anyand all paths within a I mile radius. This spell can only be used

outdoors.

6— TRACKS LORE (I) Caster acquires a visual image of the being that left a

particular set of tracks. Provides +25 bonus for tracking the being thatleft

the tracks,

7-DETECT AMBUSII (P) Allowscasterto detect any hostile beings within

a SO’R: provides direction, but not the distance to the danger.

8—PASSING LORE (1) Caster acquires a visual and aural (sound) image of

all beings who have passed within a SO’R of the object he touches within a

period of upto 1 hr/lvl.

9—PATHFINDING (1) As above, except the area of effect is a § mile R.

10—ANIMAL TONGUES (U) Caster gans knowledge of any one animal

language (a member of the species must be withan 108°) for the duration of the

spell.

MOVING WAYS
AREA OF EFFECT DURATION RANGE

1—-STONERUNNING self 1 min/1vl self
2—-LIMBWALKING self t min/lvl self
3~-SWIMMING* self 5 min/lvl self
4 —-SANDRUNNING self 1 min/iv] self
5—-WATERWALKING self 1 min/W1 self
6—-LIMBRUNNING self I min,‘Ivl self
7—-TRACELESS PASSING ¢ self C self
8—-TRACK HIDING ¢ - C 5@
3~-WATERRUNNING self 1 min/Ivl self
10-SWIMMING TRUE * self 5 min/1vl self

1—-STONERUNNING (F) Allows caster to run on stone surfaces angled up

to 75 deggrees as if he were on level ground.

2 - LIMBWAILKING (F) Allows caster to walk along nearly horizontal tree

limbs (that can support the weight) asif he were on level ground.

3 ~SWIMMING (F'*) Enables target te swim without tiring or expending

energy-

4 —SANDRUNNING (F) As Stonerunning, except caster can run on sandy

surfaces as if they were firm ground.

5 - WATERWALKING (F) Allows caster to walk on water as if he were on
_ level dry ground: maneuver rolls may be required on rough water.

6—LIMBRUNNING (F) As Limbwalking, except caster can run along

limbs.

7-TRACELESS PASSING (F) As long as the caster concentrates he can

walk witliout leaving tracks or other visible signs of his passing.

8— TRACK HIDING (F) As Traceless Passing except that the caster can also

hide tracks of any 1 other being whose tracks he follows.

9—_WATFERRUNNING (F) As Waterwalking, except caster can run on

watcr,

10—SWIMMING TRUE (F*) As Swimming, except target can swim as fast

as he could run.

NATURE'’S GUISES
AREA OF EFFECT DURATION RANGE

1—-HUES self 1 min/Ivl self
2—-SHADE 10K 10 min/Ivi touch
3—-FREEZE c 1 cw’/rnd C 10
4—SILENT MOVES self { min/Iv] self
5—-SELF CLOAKING ¢ self C self
6—-LIGHT ' 10'R 10 min/Ivl touch
7—-DARKNESS 10'R 10 min/Ivl teuch
8—-SHADOW self 1 he/lvl self
9—-PLANT FACADE self 1 min/Iv1 self
18—BLANK THOUGHTS ¢ self C self

1— HUES (F) Caster and equipment within |’ of his body takes on the
physical coloration of an organic object he chooses and is in contact with.
Gives a + 50 bonus to hiding attempts.

2—-SHADE (F) All shadows and darknessin a 108°R around the point touch-
ed deepen, aiding hiding by +25.

3—FRFFEZE (F) Anyinanimate liquid (1 cu’/1vl) can be cooled to freezing at
a ratc of 1 cu’/rnd of concentration (temp. cannot be lower than -30 degrees
).

4—SILENT MOVES (F) Caster can move silently, so long as he does not
createasound originating more than !’ from hisbody(e.g., slammi'ng a door,
hitting a 4’ long branch, etc.).

S—SELF CLOAKING (F) As longas he does net move (he may make small
movements such as breathingand flexing muscles), the caster blends into sur-
rounding terrain, and adds + 75 to hiding bonus.

6— LIGHT (F) Liglts a 10'R area about the point touched.
7—-DARKNESS (F) As Light except that a 10’R of darkness results. It is the
equivalent of a dark, moouless night.

8— SHADOW (F) Caster and equipment within 1’ of his body appear to be a
shadow, and thus become almost invisible in dark and shadowy areas.
9_PLANT FACADE (F) Castercanappearto be asany 1 type of plant, but
effect is purely visual: caster will notchangessize, and wilt notsmell or feel like
the plant.

10—BLANK THOUGHTS (U) As long as caster concentrates, his mental
patterns will appear to be those of a lecal animal that he chooses. This will
deceive detection spells such as presence,

NATURE’S WAYS
AREA OF EFFECT DURATION RANGE

1 —-WATERFINDING 1 mile R — self
2--FIRE STARTING I'R P touch
3—-HEAT RESISTANCE * ¢ self 1 min/Iv] self
4—-COLDRESISTANCE *¢ self 1 rai/lvl self
5—-FOOD FINDING | mile R - self
6—-STERILIZATION 1 cu’/Ivl — teuch
7—-SHELTER FINDING 1 mile R — self
8—-LESSER TRAPS varies P touch
3—-WEBATHER PREDIC. 1 miie R - self
I0—NATURE'S AWARE. ¢ 160’ R C self

1-WATER FINDING (I) I.ocates allsources of running surface water, ex-
posed groundwatcr, etc. exceeding 1 gallon: caster learns approximately size
and quality of sources.

2—FIRE STARTING (F) Causes any wood (or any inanimate organic
material) that the caster chooses within 1’ of caster’s palm to ignite and start
burning (if it will ignite at a temp. less than or equal to that of wood).
3—HEAT RESISTANCE (U*) Protects caster fromnatural heat up to 200
degrees F and adds +20 to RR vs. heat or -28 vs. elemental fire attacks.
4—COLD RESISTANCE (U*) Protects caster from natural cold to -20
degrees, and adds +20 to RR vs. cold or -28 vs. elemental cold attacks.
5—FOOD FINDING (D) Caster learns location, type and approximate quan-
tity of all edible food sources (either dead animal matter, or any plant).
6—STERILIZATION (P) Sterilizes up to I cu’/Ivl of any inanimate solid or
liquid. That is, it eliminates living creatures smaller than ¥%” inlength, but it
will not affect larger creatures or inanimate poisons or other material.
7—SHELTER FINDING (I) Caster learns location, type, and approximate
size of closest waterproof, covered space exceeding 125 cu” shelter must have
an entry exceeding 2’R bordering on open air.

8 —LESSER TRAPS (F) Caster can construct a minor outdoor trap in |
minute: this trap can deliver a “B” critical hit to any one person {e.g., a
shallow spiked pit, a snare that mangles the victim, etc.).

9—WEATHER PREDICTION (I) Allows 95%0 chance of predicting time,
nature and severity of weather over the next 24 hr. period.

10— NATURE’S AWARENESS (1) Allows caster to monitor animateactiv-
ityinthearea (i.e., movement, combat, and maneuvers). This spell may only
be used if the radius of effect contains plants and/or animals, for it is they
who give the caster the information sought.
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7.15 OPEN CHANNELING SPELL LISTS

DETECTION MASTERY

AREA OF EFFECT DURATION RANGE
| —-DETECT CHANNEL. ¢ 5°R 1 munlvl 50
2—-DETECT ESSENCE ¢ SR 1 minAvl 50
3—-.DETECT EVILc¢ SR 1 min/vi 50
4-.DETECTCURSEc¢ 5R ! min/ivi 50
5=-LOCATIONC 1 target 1 rain/ivi 100"
6—-DETECT TRAPS ¢ SR 1 min/1vl 50
7—-LOCATION c 1 target 1 min/Ivl 300
8—-DETECTINVISIBLE ¢ SR 1 min/Ivl 50
9—-LOCATION ¢ 1 target 1 min/I¢l 500
10—-CURSE TALES 1 curse - 10!

1-DETECT CHANNELING (P) Detects any item or active spell front the
channeling realm; he can concentrate on any 5’R area within the range each
round.

2- DETECT ESSENCE (P) As Detect Channeling, except rcalm is essence.
3—-DETECT EVIL (P) As Detect Chanueling, except detects if a being or
itern is evil OR if anitemn was created by evil OR if anitemwaslong used by a
very evil person.

4~DETECT CURSE (P) As Detect Channeling, except detects curses on
people or things.

5 - LOCATION (P) Gives the direction and distance of any specific object or
place that the caster is familiar with OR hashad described in detail.

6 - DETECT TRAPS (P) As Detect Channeling, exceptit givesa 75% chance
of detecting a trap (certain enchanted traps may receive modifications to this
chance).

7— LOCATIHON (P) As above, except range is 300,

8 - DETECT INVISIRLE (P) As Detect Channeling, except detects invisible
things; all attacks against an invisible thing so detected aremod: fied by -50 (if
the attack were otherwise impossible).

9—LOCATION (P) As above, except range is 500"

10— CURSE TALES (I) Caster can determine natuse and origin of any 1
curse, including tfie identity of the originator of the curse.

SOUND/LIGHT WAYS

AREA OF EFFECT DURATION RANGE
1=-PROJECTED LIGHT 50" beam 10 min/Ivl self
2—.SPEECH I ¢ 1 target C 10
3—.LIGHT IR 10 mun/1v] touch
4—-QUIET IR 1 min/ivl 100’
5—-SUDDENLIGHT 10t =% 100*
6--SPEECH Il ¢ 1 larget C 10
7=-SHOCKBOLT 1 target — 100°
8—.SILENCE 10R 1 min/Ivl 100"
9—-UTTERLIGHT 10R 1 min/1vl touch
10— WAITING LIGHT 10'R varies touch

t —PROJECTED LIGHT (F) A 50’ beamn of light {like a flashlight) springs
from the caster’s palm. He can turn it on or off by opening or closing his
hand.

2_.SPFECH I (P) Target is able to communicate basic ideas in a specific
language of someone within 10’ (hungry, thirsty, bathroom, peace, etc.).
3— LIGHT (F) Lights a 10'R area about the point touched. The light pro-
duced is equivalent to torchlight. 1f the poim is on a moving being or object,
the area will move with it.

4—QUIET (F) Creates a I'R area around the target, into and out of which
sound cannot trave). The area is centered on the target and will move if he
does.

S~ SUDDEN LIGHT (F)Causes a 10'R sphere of intense light, all within it
must make a RR ortheyarestunned for 1 rnd/$ pt failure of RR.

6 —SPEECH II(P) AsSpeech 1, except castercancommunicate in more com-
plex concepts, although there is a good chance of misinterpretations.

7- SHOCK BOLT (E) A bolt of intense, charged light is shot from the palm
of the caster: results are determined on the Bolt Attack Table.

8 —SILENCE (F) As Quiet, except radius is 10".

9— UTTERDGHT I(F) As Light, exceptit is the equivalent of full daylight:
it also cancels all magically created darkness.

10—WAITING LIGHT (F) As Light, except it can delay the action of the
spell until up to 24 hour/lv] passes OR a being passes OR a certain word is
said, etc.

CALM SPIRITS
AREA OF EFFECT DURATION  RANGE

1—-CALMI y 1 target 1 min/Ivl 100
2—CALMI] 2targets 1 min/Ivt 100°
3—-HOLDKIND¢ 1 target C 100’
4—-LONG CALM 1 1argel 1 min/lvl 300°
$—=-STUNNING" t target varies b
6—-CALM 1] 3targets ! min/vi 100’
7—-CALMLV 4 targets 1 min/1v} 100*
8—-GOLDEN SLUMBERS * 1 target vanes 50’
9—-CALM V Stargets 1 min/Ivl 100*
18 ~BLINDING * 1 taiget varies 50

I—-CALM I (F) Target will take no aggressive/offensive action, and will

+ fight only if atlacked.

2—-CALMII(F)AsCalml, except 2 1argets may beaffected. Both must be in
the caster’s field of vision when the speli is cast.

3—HOLD KIND (F) Any ] being may be held to 25% of normal activity for
as long as the caster concentrates.

4—L.ONG CALM (F) As Calm 1, except that the range is 300",
S—STUNNING (F*) Caster points his arm (elbow locked and fist clenched)
at the target and channels raw power from his deity: target is stunned for 1
md/10 pt failure of RR.

6—CALM 11l (F) As Calm 11, except 3 targets may be affected.

T—CALM 1V (F) As Caim 11, except 4 targets may be affected.

8 —GOLDEN SLUMBERS (F*) As Stunning, except target falls into a deep
sleep for 1 rnd/I10 pt failure of RR.

9—CALM V (F) As Calm I, except 5 targets may be affected.

10— BLINDING (F*) As Stunning, except target is blinded for 1¢min/10pt
failure of RR,

SURFACE WAYS
AREA OF EFFECT DURATION RANGE.

1—--HEAL 10 1 target P touch
2—-FROST/BURN RELIEF { 1 burn area P touch
3—-STUNRELIEF | * 1 targel p touch
4—-REGENERATION ] * ¢ 1 target C touch
5—-FROST/BURNRELIEFi]  varies P touch
6—-AWAKENING ttarget P touch
7—-HEALSO 1 target P touch
8—-FROST/BURN REL'F11] varies P touch
9—-STUNRELIEF 1]]* 1 target P touch
I0—-REGENERATION I11* ¢ 1 target C touch

I -HEAL 10 (U) Heals 1 —10 concussion hits.

2—FROST/BURN RELIEF I (U) Will heal one area of mild frostbite or an
area of first degree burns.

3—STUN RELIEFI1(U*) Relieves target of 1 rnd’s worth of stun effect, i.e.,
targetis stunned for one round less that before spell was cast (in addition to
normal decrease).

4— REGENERATION I (U*) Reduces the concussion hit damage that the
targct has taken by | hit for each round that the caster concentrates.
5—FROST/BURN RELIEF 1l (U) As Frost/Burn Relief 1, except 2areas of
mild damage OR 1 area of moderate damage {e.g., 2nd degree burn} can be
healed.

6—AWAKENING (U) Awakens target instantly.

7— HF AL 50 (U) As Heal 10 except that it heals S— 50 concussion hits.
8—FROST/BURN RELIEF 111 (U) As Front/Burn Relief 1, except 3 areas of
mild damage OR | area of severe damage (e.g., 3rddegree burn) OR a com-
bination of |1 mild and | moderate area can be healed.

9 —STUN RELIEF III (U*) As Stin Relief 1, exceptthat target is relieved of
up to 3 rounds of stun effects.

I0—REGENERATION IO (U*) As Regencration 1, excépt that 3 hits per
round are healed. o~

s
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PROTECTIONS
AREA OFEFFECT DURATION RANGE

1—PRAYER 1arget 1 min/Ivl 100’
2—-BLESS 1 target 1 min/lv] 100'
3—-RESISTANCE 1 target 1 min/Ivl 100
4—-RESIST ELEMENTS 1 target 1 min/Ivl 100
5~-PLANT FACABE self 1 min/ivl self
6—-UNDERW. BREATH. seif 1 min/Ivl self
7—-ANIMAL FACADE self 1 min/Ivl self
8§—-SHADOW self 1 /vl self
9—-BEFLECTIONS ORG. * self - self
10—TURNINGS ORGANIC * self - self

1—-PRAYER (U) Target gets a +10bonusto any resistance rolls (RR) and
maneuver rolls,

2— BLESS (U) Target getsa + 10 bonus Lo Wis defensive bonus (DB) and any
maneuver rolls,

3 —RESISTANCE (U) Targetgetsa + 5 bonus 10 his RR and D8.
4—RESIST ELEMENTS (U) Protects caster from natural heat up to 260
degrees F and natural cold down to -20degrees F; gives + 20 to RR vs. heat or
cold spells, and + 20 to DB vs. elemental hcat or cold spells.

5—PLANT YACADE (E) Allows caster to appear as any 1 type of plant
within 10% of his own size. He will not smell or feel like the plant: it is a pure-
ly visual illusion.

6— UNDERWATER BREATHING (U) Casler is able to breathe normally
under waler as well as in air.

7—-ANIMAL FACADE (E) As plant facade, except caster canappear as any
1 type of animal.

8.-SHADOW (F) Caster appears as a shadow: provides near invisibility in
dark areas.

9 —DEFLECTIONS ORGANIC (F*) Deflects | massile fired at the caster:
subtract 108 from the missile’s attack roll: missilemust be at least partially of
organic composition.

10— TURNINGS ORGANIC (F¥*) As Deflections Organic, except that a
melee attack roll has 108 subtracted.

SPELL DEFENSE
AREAOFEFFECT DURATION RANGE

1—-PROTECTION 1 1 target 1 min/1vl 10’
2—-AREA PROTECTION 1 ¢ 10'R 1 min/1v] 10
3—-NEUTRALIZE CURSEX 1 curse 1 min/1vi touch
4—-PROTECTION 11 1 target 1 min/ivl 10
5—-AREA PROTECTION1I ¢ 1R 1 min/vl 10’
6--REMOVECURSE 1 curse P touch
7—-NEUTRALIZE CURSEZ 1 curse 1 hr/1vl 10’
8—-CANCELSPELI. 1 spell P 10
9—-PROTECTION 111 1 target 1 min/Ivl 10
16—AREAPROTECT. llic 1R 1 min/Ivl 107

1-PROTECTION I (P)Subtracts 10 from all elemental attack rolls against
the targel, and adds 10 Lo ail of the target’s RR’s vs. spells.
2—AREAPROTECTIONI(P) As Protection ] except all beings within 10’ R
of target get the benefils when the caster concentrates.

3—NEUTRALIZE CURSE (F) Nullifies the effects of a curse for the dura-
tion of this spell. The curse is net dispelled and takes effect again afterwards.
The curse gets a RR modified by -20 Lo avoid being neutralized.
4—PROTECTION I1 (P) As Protection I, except that the bonuses are 20.
S—AREA PROTECTION II (P} As Area Protection I, except that the
bonuses arc 20.

6—REMOVYE CURSE (F) Cancels a curse if the curse fails a RR: the target
level is the level of the original curse caster and the attack level is the level of
thecaster of this spell. Once this spell is cast on a given curse, it cannot be cast
again by the same spell-user untilhe has gone up another level of experience.
7—-NEUTRALIZE CURSE (F) As above, except curse is nullified for 1
hr/1vl of thexcaster.

8— CANCEL SPELL (F) As RemoveCurse except that any one existing spell
may be canceled.

9_PROTECTION 111 (P) As Protection | except that the bonuscs arc 30.
10—AREA PROTECTION H1 (P) As Area Protection 1 except that the
bonuses arc 30.

NATURE’'SMOVEMENT
ARFA OFEFFECT DURATION RANGE

| —-LIMBWALKING self 1 min/tvt self
2—WATERWALKING self 1 minAvl self
3—-SWIMMING* self 5 min/Ivl self
4--SANDRUNNING self 1 min/Iv] self
5—-MERGING ORGANIC self 1 min/Iv] self
6—-LIMBRUNNING self 1 min/Iv] self
7—-STONERUNNING self 1 min/1v] self
8—-WATERRUNNING self 1 min/Ivl self
9—-WINDWALKING self 1 min/Ivl self
10-SWIMMING TRUE * self 5 min/vl self

1 —-LIMBWALKING (F) Allows caster to walk along nearly horizontal tree
limbs (that can support the weight) as if he were on level ground.

2 —WATERWALKING (F) Al ows caster to walk (up to 50’ per round) on
water as if he were on level dry ground: maneuver rolls may be required on
rough water.

3—SWIMMING (F*) Enables target to swim without tiring or cxpending
energy.

4— SANDRUNNING (F) As Limbwalking, except caster can run on sandy
surfaces.

S—MERGING ORGANIC (F) Allows caster to merge up to 1’ deep into
organic material (at least part of body must be within I’ of the surface of the
material). He is inaclive, but aware of surrounding activity. The caster can-
not move while merged, but may exit at any time.

6 —LIMBRUNNING (F) As Limbwalking, except caster can run along
limbs.

T—STONERUNNING (F) As Limbwalking, except caster can run on stone
surfaces angled up to 75 degrees.

8 —WATERRUNNING (F) As Waterwalking, except caster can run on
water.

9— WINDWALKING (F) Allowscaster towalk on movingair(wind): move-
ment must be at a constant height. Maneuver rolls may be requated in tur-
bulence.

10— SWIMMING TRUE (F*) As Swimming, except target can swim as fast
as he could run.

NATURE’S LORE
AREA OF EFFECT DURATION RANGE

1--TRAP DETECTION ¢_ 5'R 1 min/Ivl 10
2—-NATURE’'SAWARE. ¢ 100'R (& self
3—-STORM PREBICTION 1 mi/lvl R - self
4—-WEATHER PREDIC. 1 mi/IvlR - self
5—-NATURE’SAWARE. ¢ 300R (S self
6—-BREEZE CALL 20’ cone 1 rdAvl self
7—-WAITING AWARENESS 1R 1 hr. vl self
8—-FOGCALL 10TV R P 10°/1v1
9—-NATURE'S AWARE. ¢ S00'R C self
10— WEATHER PREDIC. 1 mi/IvI R - self

1-TRAP DETECTION (P) Caster has a 75%¢ chance of detecting any out-
door trap within the 5’R concentrated upon. A different 5'R may be chosen
each round.

2 _NATURE’SAWARENESS (I) Allows casler to monitor animale activi'ty
in the area (i.e., movement, combat and maneuvers). This spell may only be
used if the radius of effect contains plants and/or animals.

3 —STORM PREDICTION (1) Gives caster a 95% chance of predicling lime
and lype of any rain or storms within 15 min over next 24 hour period.
4—WEATHER PREDICTION (I) As Storm Prediclion, except it predicts
the time frame, nature and severity of the general state of the weather.
S5—NATURE’S AWARENESS (I) As above, except that the radius is 360°.
6— BREEZE CALL(F) Caster causes a swirlingbreezeto arise from around
his person which will blow it a set direction. Ii drives away any suspended or
gaseous matter (dust, clouds, etc.) and subtracts 30 from all missile attacks
passing through it. The breeze affects a 20’ cene (caster at tip, 20’ at base) and
has a wind speed of 10 mph.

7-WAITING AWARENESS (1) As Nature’s Awareness, except that it
allows thecasterto set the spell on “alarm”: any animale activityintheradius
will cause caster to be alerted.

8—FOG CALL (F) Creates a dense natural fog within the radius of effect.
‘T'he fog obscures vision and subtracts 50 from all missile attacks.
9—NATURE’S AWARENESS (1) As above, except that radius is 560°.
10— WEATHER PREDICTION (1) As above, except that the prediction
period is 1 day/lvl.
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7.16 SPELL LISTS FOR ANIMISTS ONLY
PLANT MASTERY

AREA OF EFFECI' DURATI®ON RANGE

1 —-PLANT LORE 1 plant - touch
2—-PLANT T®NGUES self 1 min/IV] self
3—-INSTANT HERB. CURES 1 herb - touch
4—-HERB MASTERY 1 herb P touch
5—-PLANT LOCATION 1 miR - 1 mile
6—-HERB CLEANSING 1 herb P 100
7—-SPEED GROWTH 10R 1 day 10’
8—-HERB PRODUCTION 1 herb P teuch
3—PLANTGROWTH 1 plant P couch
10—PLANT CONTROL 1 plant 1 min/1v] 100°

1—PLA NT 1.0RE (I) Caster learns nature and history of any 1 plant.
2—PLANT TONGUES (U) Caster gains knowledge of any one plant
tanguage {a member of the speciesmust be within 100”)fortheduration of the
spell,

3-INSTANT HERBAL CURES (U) Allows caster to cause any 1 herb to
become capable of being applied taking effect instantly. When the herb is
subsequently used, its benefits/dangers will be immediately felt.

4— HERB MLASTERY (U) Allows caster to double the potency of any 1 herb
(growing or dead): spell may be employed but once per dose of herb. It must
be cast immedr ately before the herbisused. Itcanbecast onahalf ofadoseat
atime in order to get theeffect of a full dose.

5— PLANT LOCATION (P) Caster can locate members of any 1 species of
plant, or he can find out what species are in the area.

6— HERB CLEANSING (U) Allows caster to remove any harmful poisons,
by-products, or side effects from 1 dose of herbs.

7 -SPEED GROWTH (¥) Allowscaster to increase speed of growth of any 1
species of plani within the radius of effect by x108 (e.g., all of thegrassin a
10°R).

8 —HERB PRODUCTION (U) Allows caster to grow an herb by planting the
proper seed: the resulting herb is sterile and takes 1 —10 rds to grow.
9—PLANTGROWTH (F) Allows caster to double thesizcof any 1 plant: re-
quires I day growth. If the plant is not already fully mature, it will achieve
twice its normal size when it does re-ach full maturity.

10— PI.ANT CONTROL. (F) Caster can control the automatic and/or men-
tal processes of any 1 plant. Caster canalso control the plant’smovements, if
the plant is capable of movement.

PIRECT CHANNELING
AREA OF EFFECT DURATION RANGE

I—-PRESERVATION 1 body 1 hr/Ivt 10
2—-INTUITIONS 1 self - self
3—-DREAMI self - self
4—-LIFEKEEPING 1 body 1 hr/W 10
5—-INTUITIONS 111 self - self
6—-DEATH’'S TALE 1 body — 10
7—-PRESERVATION 1 body 1 day/Iv 10
8—-INTUITIONS V self - self
3—-DREAMS 111 self - self
10—LiFEKEEPING 1 body 1 day/Ivl 10

1- PRESERVATION (U) Caster can preserve a body; preventing any fur-
ther deterioration or damage (e.g., bleeding, cell breakdown, decomposi-
tion, etc.). A coma results if thetarget is still alive; the spell will NOT prevent
death (the target’s soul leaving his body).

2—INTUITIONS I (I) Caster gains a vision of what will probably happen in
the next minute if he takes a specified action.

3_DREAM I (I) Caster has a dream relating to a topic he chooses. He must
sleep or meditate for at least 8 hours.

4 - LIFEKEEPING (I) Caster can prevent the soul of a “dead” body from
leaving, thus preventing actual death and enabling the fallen being to regain
health via simple bodily repairs (Preservation is required to preserve the
bedy). Lifekeeping must be cast uponthetarget within 2 minutes (12 rounds)
of “death”, or the soul will le-ave the body. Returning a soul to a body would
be a 12th level (or higher) spell.

S—INTUITIONS 111 (I} As Intuitions 1, except the time span is 3 minutes.
6—DEATH’S TALE (I) Caster gets a vision of the events surrounding the
death of any | dead being through the eyes of the deceased. He also gets a
view of the killer. Corpse must have died within a number of vears equal to
caster’s level,

7—PRESERVATION (U) Asabove, except the duration is 1 day/Ivl.
8—INTUITIONS V¥ (I) As Intuittons I, except the duration is | day/Ivl.
9—DREAMS II1 (I) As Dream I, except the limit is 3 dreams/8 hours. They
may concern different topics.

10—-LIFEKEEPING (U) As above, except that the duration is 1 day/Ivl.

¥
ANIMAL MASTERY
AREAOF EYFECT DURATION RANGE

1—ANIMAL SLEEP 1 animal 1 emin/Ivl 100’
2—-CLOAKING self 1 min/Iv self
3—SUMMONS 1 ¢ - 1 min 100"
4—-ANIMAL TONGUES self 1 min/lvl self
5—ANIMALMASTERY ¢ 1 animal C 108
6—-SUMMONSI1Il¢c - varies 100
7—-ANIMAL LOCATION 1mi.R — 1 mile
8—-BEFRIENPING¢ 50°R C self
3~-ANIMAL EMPATHY ¢ 1 animal C 100"
10—SUMMONS V ¢ - C 100

1—ANIMAL SLEF.P (F) Puts an animal to sleep: will not affect enchanted
creatures or “intelligent” creatures, For these purposes an animal is creature
of limited intelligence, operating primarily through trarning or instinct.

2 —CLOAKING (E) Allows caster to blend into surrounding terran and
become undiscoverable by animals. Gives a +30 bonus to hiding from
others.

3 —-SUMMONS I (F) Caster can summon a firstlevelnon-intelligent creature
who will remain for one minute and then disappear. The caster can control
the creature when he concentrates. The genesal type of creature can be
specified by the caster but exactly what the creature is should be determined
randomly (e.g., the caster could specify four legged hooved, and could get a
zebra, horse, camel, etc.).

4— ANIMAL TONGUES (U) Caster gains knowledge of any one animal
language (a member of the speci'es must be within 180°) for the duration of the
spell. For this purpose, animal languages include any forms sf cemmunica-
tion.

S—ANIMAL MASTERY (F) Allows caster to control the actions of any 1
animal when he concentrates.

6— SUMMONS III (F) As Summons 1, except caster can summon a 3rd level
creature for 1 minute OR a st level for 3 minutes @R three Ist level’s for 1
minute OR etc. In other words, the sum total of the (level) x (minutes) ot all
creatures cannot exceed 3.

7— ANLMALL.OCATION(P) Caster canlocate members ofany 1 species of
animal, or he can find out what species are in the area.

8— BEFRIENDING (F)Al animals within 58’ will act friendlytoward caster;
however, the caster does not control them.

9—ANIMAL EMPATHY (P) Caster can understand and visualize the
thoughts and emotions of at1y 1 animal.

10—SUMMONS V (F) As Summons III, except the sum total cannot exceed
S.

BONE/MUSCLE WAYS
AREA OF EFFECT  DURATION RANGE

1—-SPRAINREPAIR 1 sprain P touch
2—-MINOR FRAC. REPAIR 1 break P touch
3-~-MUSCLE REPAIR 1 muscle P teuch
4—-CARTILAGE REPAIR 1 joint P touch
5—-TENDON REPAIR 1 tendon P touch
6—-MAJOR FRAC. REPAIR 1 break P touch
7—-JOINING * 1limb P touch
8—-TOOTH REPAIR 1teeth P touch
9—-SKULLREPAIR 1 skull P teuch
10—JOINT REPAIR 1 joint P touch

1-SPRAIN REPAIR (U) Repair 1 spraim.

2—-MINOR FRACTURE REPAIR (U) Mend | simple fracture (not com-
pound fractures, shatters, joint damage, or skulldamage); recoverytime 1-10
hr.

3—-MUSCLE REPAIR (U) Repaits | damaged muscle (not organs such as
the heart); recovery time 1-10 hr.

4— CARTILAGE REPAIR (U) Repaits all damaged cartilage around one
joint; recovery time 1-10 hr.

5— TENDON REPAIR(U) Repairsonedamagedtendon; recovery time 1-10
hr.

6—MAJOR FRACTURE REPAIR (U) Mends 1 simple or compound frac-
ture (not shatters, joint damage, or skull damagc); recovery time 1-10 hr.
T—JOINING (U*) When used with the Joining spells on the other healing
lists (Blood Ways and Organ Ways), caster can reattach one severed limb;
recovery time 1-10 days.

8 —TOOTH REPAIR (U) Thisspell can reparr any tooth damage; including
cavities, abscesses, and cracked or chipped teeth. If a tooth is knocked eut or
shattered, this spell will make it whole if most of the tooth can be recovered,
9— SKULL REPAIR (U) Mends any 1 skull fracture (not shattered areas);
recovery time 1 —1@ hr.

10—JOINT REPAIR (U) Repairs 1 damaged joint (not shattered joints};
recovery time 1—10 days.
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BLOOD WAYS PURIFICATIONS
AREA OF EFFECY DURATION  RANGE AREA OF EFFECT DURATION RANGE

1-CLOTIING § 1 1arget P touch i —-PURIFY FO®D/WATER 'R — 10
2—-CUT REPAIR] 1 target P touch 2--DETECT DISEASE ¢ 'R 1 min/ vl 100’
3—-MINOR VESSEL REPAIR { target P touch 3—-DISEASE PURIF. 1 target P [
4—-CLOTIING V 1 target P touch 4—-DETECT POISON ¢ 5°R 1 min/iv 100
5—-CUT REPAIR (I 1 targer P teuch 5—-POISON PURIFICATION 1 target P 10
6—-MAJOR VESSEL REPAIR ! wound P touch 6—-DISEASE RESISTANCE 1 target 1 min/ivl 10
7—-JOINING * 1 limb P touch 7—-POISON RESISTANCE 1 target 1 min‘lvl 10°
8—-BLOOD TRANSFUSION 1 target P touch 8—--NEUTRALIZE DISEASE t0'R P 0
9--MASS CLOTTING 1 target P touch 9—--NEUTRALIZE POISON 10'R P 10’
t0—MASS CUT REPAIR 1 1arget P touch J0—MENTAL CURES 1 target P (0

I —CLOTTING I (U) Target’s blood loss (hits/rnd) is reduced by 1, for ]
hour he may not fight or move faster than a walking pace without reopening
wound, and thus taking the blood loss again,

2—CUT REPAIR I (U) Target’s blood }oss (hits/rnd) is reduced by 1. .

3 -MINOR VESSEL REPAIR {U) Target’s blood loss ¢hits/round)is reduc-
ed by 3. This reflects the repair of minor blood vessels, so it will not affect
damage 10 major arteties or veins (bleeding from one wound totaling $
hits/rnd or more).

4—CLOTTING V (L) As Cletting | except that target’s blood loss (hits/rnd)
is reduced by S.

5—CUT REPAIR III (U) As Cut Repair | except that target’s blood loss is
reduced by 3.

6 —MAJOR VESSEL REPAIR (U) Repairs all damage to any | artery or vein
(bleeding from a single wound totaling 5 hits/rnd is major vessel damage).

7—-JOINING (U*) When used with the Joining spelis on the other healing
lists (Bone/Muscle Ways and Organ Ways), caster can reattach one severed
fimb; recovery time £-10 days.

8— BLOOD TRAANSFUSION (U) The caster <an transfer % pint of blood
from a willing (or unconscious) blaod donor to another character (who has
taken bleeding damage, i.e, hits/rnd). The caster must place one hand on the
donorand his other hand on the wounded character, Each ¥ pint transfered
will remove 50 hits from the character while the donor is at -20 to his activity
for 12 hours. Acharacter may not both be a donor and receivea transfusion
within 12 hours.

9 _MASS CLOTTING (U) As Clotting 1 except the target’s blood loss
(hits/rnd) is reduced by an amount equal to the caster’s level.

10-MASS CUT REPAIR (U) AsCut Repair | except that thetarget’s blood
loss (hits/rnd) is reduced by an amount equal to the caster’s level.

ORGAN WAYS

AREA OF EFFECI DURATION RANGE
1--NASAL REPAIR 1 nose P touch
2—-MINOR NERVE REPAIR l area P touch
3—--MINOR EAR REPAIR 1 ear P touch
4—-MINOR EYE REPAIR L eye P touch
5—-MAJOR NERVE REPAIR 1 area P touch
6—-MAJOR EAR REPAIR 1 ear P touch
7—-JOINING* 1 limb P touch
8—-MAJOREYE REPAIR 1 eye P touch
9-.-MERVE REPAIR TRUE 1 area P touch
10-ORGAN REPAIR I organ P touch
1-NASAL REPAIR (U) Repairs any nose damage short of complete nose
loss.

2—-MINOR NERVE REPAIR (U) Repairs any minor nerve damage in !
area: recovery time | — 10 hrs.

3-MINOR EARREPAIR (U) Repairs any external ear damage, including
ear loss (regeneration takes 1-10 hours).

4—-MINOR EYE REPAIR (U) Repairs any minor eye damage (e.g., corneal
scratch, detached retina, or removal of foreign object).

5—MAJOR NERVE REPAIR (U) As Minor Nerve Repair except that it
repairs any | area of major nerve damage: recovery time 1 — 10 hours.
6—-MAJOR EAR REPAIR (U) As Minor Ear Repair except that it repairs
any internal ear damage (e.g., restore hearing).

7—JOINING (U*) When used with the Joining spells on the other healing
lists (Blood Ways and Bone/Muscle Ways), caster canreattach one severed
limb; recovery time 1-10 days.

8 —-MAJOR EYE REPAIR (U} As Minor Eye Repair except that it repairs
any eye damage short of complete eye loss.

9—-NERVE REPAIRTRUE(U)AsMajor Nerve Repait exceptthatrecovery
is instantaneous.

10— ORGAN REPAIR (U) Repairs damage to 1 organ that has not been
completely destroyed: recovery time 1 — 1@ hours: does not affect brain.

1—-PURIFY FOOD/WATER (P) Eliminates any disease or poison in any
food and water within the radius. Special or magi'cal diseases or poisons may
be given RR’s if they are powerful enough.

2—- DETECT DISEASE (P) Detects any disease or source of disease; each
round caster can conceritrate on anyone SR area within the range,

3 —-DISEASE PURIFICATION (P} Stops spread of disease (including infec-
tion) already in the body of 1 target: thus, no fuzther damage due to the
disease will occur in the target’s body.

4. DETECT POISON (P) As Detect Disease except that only poison is
detected.

5 ~POISONPURIFICATION (P) Neutralizes any 1 poison in the system of
1 target. Damage already sustained is not cured.

6— DISEASE RESISTANCE (1)} Target gets an additional RR against
diseases (i.e., 2 RR’s may be rolled, the one which is more favorable for the
target is used).

7-POISON RESISTANCE (U) As Disease Resistance except that target
gets an additional RR against poisons rather than diseases.

8 —NEUTRALIZE DISEASE (P) Al diseases in a 10'R are neutralized (i.e.,
sterilized and destroyed).

9—NEUTRALIZE POISON (P) All poisons in a 18'R are rendered ineffec-
tive.

10—-MENTAL CURES (P) Target is cured of any | mental disease (i.e.,
neuroses, paranoia, phobias, psychoses, etc.). Complete recovery takes 1.50
days.

CREATIONS
AREA OF EFFECT DURATION RANGE

1 —-SUSTAIN SELF self 1 day self
2—--AIRWALLc¢ 10°x10°x3° © 50
3—-WATER PRODUCTION - P (v}
4—-FOOD PRODUCTION - P 10
5~-WATERWALL ¢ 10%10°x1" C 50
6—~-WOODWALL 10°x20'%2" 1 min/1vl 50
7—--EARTHWALL 10x10'x2 1 min/ivl 50
8—-ICEWALL 10°x10°x1.5” P 50
9 —-NUTRIENT CONJURES - P 10"
10-BARRIER PIT S508-1000 cu’ P 50’

1 -SUSTAIN SELF (U) Caster receives all necessary nutri'tion and water for
[ day.

2— AIRWALL (E) Creates a transparent 10°x10'x3’ wall of dense churning
air, cuts all movement and attacks through it by 50%.

3—-WATER PRODUCTION (P) Casier canproduce sufficient water inany
available receptacle ¢o supply any person for one day.

4-FOOD PRODUCTION (P) Caster can produce sufficient food from the
surrounding area to feed | hearty appetite for 1 day. If the food is not con-
sumed within 24 hours of when it is produced, it will go bad.

5— WATERWALL (E) Creates 10’x’10’°x1’ wall of water, cuts all movement
and attacks through it by 80%.

6—WOODWALL (E) Creates a wall of wood up to 10’x28’x2”, its weight
must rest on a solid surface. It can be burned through (5@ hits for a 2’ R hole)
OR chopped through (28 man-rounds) OR it may be toppled if oune end is not
against a wall (other than the supporting surface).

7-- EARTHWALL (E) As Woodwall, except the wall is up to 10°x10'x(3" at
base, I’ at top) of packed earth: and it can only be dug through (10 man-
rounds at top).

8 ICEWALL(E) AsWoodwali, exceptwallisup to 10°x10°x(2" at base, 1'at
top): it can be melted through (100 hits) @R chipped through (50 man-
rounds) @R toppled if not against a wall.

9— NUTRIENTCONJURES (F) Caster can produce | loaf of waybread that
weighs 2 0z. and will support | being for 1 day: the loaf will lose potency in 1
month,

10— BARRIER PIT (E)®pensapit (500cu’ instone: 1088 cu’inearthor ice),
the entire pil must be within 50’ of caster.



Animul Statisticsand Attack Tubles

7.2 TACTICAL AND COMBAT TABLES

These tables arc organized t0 increase their case of use during
play. Most of the tables required to resolve combat areincluded in

this section.

CST-2 — ANIMALS STATISTICS TABLE

ATTACK TYPE

Pincher/7Beak

Bite

Claw/Talon
Horn/Tusk/Stinger
Grapple/Grasp/Enveiop/Swallow
Ram/Buti/Bash/Slug
Tiny animals
Stomp/Trarmople
Fall/Crush**
Fist/Kick***
Wrestling/Tackles***

ATTACK
(Abbreviatiun} TABLE

(Pi} Tooth and Claw

(Bi) Tooth and Claw

(Cl) Tooth and Claw
(Ho) or (S1) Tooth and Claw

{Gn) Grappling and Unbalancing
(Ra) or (Ba)  Grappling and Unbalancing

(Ti) Tooth and Claw

(Ts) Teeth and Claw
¢Ea) or (Cr) Tooth and Claw

(5 Tooth and Claw

(Wr) Grappling and Unbalancing

PRIMARY
CRIT
SL
PU
SL
PU
GR
uB
SL(D
CR
CR
UB(A)
GR(A)

SECONDARY
CRIT
CR*
SL(C)
PU®B)*
CR(C)*
UKC)
CR(Cy
CR*

CR*

CR — Crush cniucal,
SL — Slash criucal.

PU - Puncture critical.
UB — Unbalance critical.,

GR —~ Grapple critical.

TC — Tooth and Claw Auack Table.

UG — Grappling and Unbalancing Attack Table.

PRIMARY CRIT — Thetype of critical delivered by the weapon; a letter in pareniheses indicatcs the- maximum critical that can be obtained Ol none is given 11 is
“E™}. Higher criticals are treated as the maximum.

SECONDARY CRIT = |fa critical higher than an “A™is obtained (heu a second critical of thistypeis delivered in addilien (o the primary critical. This secon-
dary critical is one slep less severe than is indicated by the auack result (e.g., an “E” resull delivers a “D* secondary critical. a “C” delivers a "B*, etc.). Each
eritical is rolled separately. A teticer in parentheses indicates the maximwn ¢ritical that can be obtained (if none is given it is *D").

* — For these attacks only “large™ and “huge™ attacks get the secondary critical listed above.
** 1§ a character {alls, this attack is rolled with th¢ number of feel fallen added to the roll and the charactet's agility (only) subtracted. The sizc of the attack is

based upon distance falfen: 1'-10" (Smail), 11°-50’ (Mediuim), 51°-100° (Large), over 180" (Huge}.
**~ These atiack types are for hand-to-hand attacks. The attacker's OB is his sirength bonus plus his agility bonus.

IAT-5 — TOOTH AND CLAW ATTACK AT-6 — GRAPPLING AND UNBALANCING ATTACK TABLE
LEATHER LEATHER
ROLL.  PLATE  CHAIN  RIGID  SOFT  NONE ROLL.  PLATE  CHAIN  RIGH)  SOFT  NONE
UM OoL02 - ——— . Attack Failure— — — — — — — — — UM 0102 - —— Altack Failure . — —— — — —— —
03.45 0 0 0 0 0 03-45 0 0 0 0 0
46-50 0 0 0 0 1 46-50 0 0 0 0 0
S1.55§ 0 0 0 0 2 51.55 0 0 0 0 0
5660 | 0 0 1 4 56-60 1 0 0 0 0
61-65 1 1 | 2 ST 61-65 1 [ 0 0 |
66-70 2 2 2 4 6T 66-70 2T 1 0 | 1
7-75 3 3 3 5 8T 71.75 2A 2T 1 3 2
76-80 4 4 5 T 9A 76-80 3A 3T 2 4T 4
81-85 5 5 7T 9T 10A 8185 3A 4A 4T 6T 5
86-90 6 6T 8T 10A 12A 86-90 4A 4A ST ) T
91-95 6T T 9A A 13B 91.95 4A 5A 6T 8A 8T
96-100 7T 8A 10A 2A 14B 96-100 5B 6A 7A 9A 0%
101-105 7A 9A LIA 13B 15B 101-105 5B % 8A 10A LA
— — ——MAX RESULTS—SMALL ATTACKS— — — — — —— —MAX RESULTS—SMALL ATTACKS— — — -
106-110 8A 10A 12B 158 17C 106-110 6C ] A 128 14A
11-15 9A 1ns 13B 16C 19¢ 111-115 C 9C 1B 13B i5A
116-128 10B 1B 14C 17C 20D 116-120 8C 10C - 128 14C 16B
— — —MAX RESULTS—MEDIUM ATTACKS— — — — — ~MAX RESULTS—MEDIUM ATTACKS — — —
121-125 14B 158 18C 20C 26D 121125 10D Itc 14B 16C 18B
126-130 16B I8C 20C 23D 28E 126-130 11D 131D 16C 18C 208
131-133 18C 20C 220 25D 30E 131.135 12D ISD 18C 20D 2¢
— — ——MAX RESULTS—LARGE ATTACKS — — — — — — —~MAX RESULTS—LARGE ATTACKS— — — —
136-140 20C 23D 26D 30E 36E 136-140 I4E 19D 22¢ 260 28C
141.143 220 25D 29E 33E 38E 141145 161 21E 25D 281 30C
146-150 248 27E 32E 36E 40E 146-150 18E 23E 27E 30k 33D
— — — —MAX RESULTS — HUGE ATTACKS — — — — — — — —~MAX RESULTS - HUGE ATTACKS — — — —




Fumbleand Faiture Tables

69

FT-1 — HAND ARMS
FUMBLE TABLE

FT-2 — MISSILE WEAPONS
FUMBLE TABLE

FT-3 — SPELL FAILURE
TABLE

FI4 — MOVING MANEUVYER

FAILURE TABLE

-49—05

Lose your grip. No further activity
this round.

Lose your grip. No further activity
this ound.

Lose concentration due to strain.

Spell lost, but not power pomts.

You hesiwe and fait to act.

06-20

You slip. If your weapon is 1-handed

and non-magic, it breaks.

One’s ten thumbs cannot handle
loading. Lose this round.

Second thoughts. No spell may be

cast or prepared next round.

You have second thoughts, and
decide to wait one round.

21-35

Bad follow-through. You lost your
opportunity, give yourself 2 hits.

Fumble ammunition. Lose this
round. -50 to activity next round.

Indecision due to mild mental lapse.

Spell delayed one round.

You slip. 30% chance of falling. -20
jrom any maneuvers for 2 rounds.

36-50

Drop your weapon, It will take 1
round to draw a new one, or 2
rounds to recover old one.

Break ammunition and lose your
cool. You find yourself ar -30 activiry
for 3 rounds of action.

Serious mental lapse. Spell lost, but
not power points. -30 to activity for 3
rounds.

You stumble. 45% chance of falling.
-30 from any maneuvers for 2
rounds.

51-65

You lose your “wind” and realize that
vou should try to relax. -40 to
activity for 2 rounds.

Drop ammunition. Stunned this
round and next trying to decide
whether to retrieve it.

Moderate but serious, strain. Spell
lost along with power points.
Stunned [ round.

You stub your toe. 60% chance of
falling. + 3 hits. -10 to activity.

66—79

You stumble. The classless display
leaves vou stunned for 2 rounds,
With luck, you might still survive.

You really mishandle your weapon.
Stunned 2 rounds.

Subconscious fear. Spell lost along
with power points. Stunned 2
rounds.

You slip. 75% chance of falling.
Stunned 2 rounds.

80

Incredibly inept move. Roll @ B
crush erit on yourself. If opponent is
using a slashing weapon, your
weapon is broken.

Poor judgment. +5 hits. If not using
a crosshow, you let arrow fly, lose an
ear and take 2 hits per round.

Spell internalized. + 15 hits.
Knocked doun. Stunned [ hour,

You tawist vour ankle. +5 hits. -10 to
activiey.

81-86

Bite and swallow tongue in the
excitement. Stunned 2 rounds.

Bowstring breaks. It will take 2
reunds to draw a new wedpon or &
1ounds to restring bew.

Serious strain. Spell lost, but not
power points. Stunned 3 rounds.

You fall down. +3 hits. -20 1o
activity for 3 rounds.

87-89

Lose your grip on your weapon and

reality, Stunned 3 vounds.

Fumble ammunition when luading.
Youscatter all of yoir ammunition
over a 10 foot radius area.

Internalizaton; overload senses, + 20
hies. Blinded and deaf fer 10

minutes.

You sprain your ankle and tear some
tendons. +7 hits. -20 © activity.
Stunned 1 round.

90

Bad taste and poor execution, You
attempt to maim yourself as your
weapon treaks. Rell a “C” slash orit

on yourself.

Weapon shatters. Yo are stunned
for 4 vounds of uction. (ood luc'x,

pal.

Strain euses mild stroke. +20 hits.
Knocked out for 12 hours.

Fall breaks vour leg. +8 hits. -30 to
activity. Stunned 3 rounds.

91-96

Unbelievable mishandling of your
weapon. Any friendly combatant in
your v-icinity takes ¢ *B” crush

critical.

You iet your ariour fly muech too
soon. Yeu strike 20 feet shert of
target. You are at -30 activity fer 3
rounds.

Severe strain casses misfire. + 5 hits.
Stunned 3 reunds.

Yeu braak your wrist when you fall.
+ 12 hirs. -20te activity. Stunne 2
rounds.

97 -99

Stumble ever an unseen imaginary
deceased turtle. Yeu ave very
confused. Stunned 3 reunds.

You seem to think that yeur bow is a
baton. It slips and in tying to
recwver it,you knock it Sfeetin frent
of Yot

Target’s essence causes spelf co
backtive. Reverse roles of werget and
caster i spedl effects.

Your arm breaks when vou land on
it. + 14 hits. -30 to activity. Stunned
4 rounds.

100

Worst move seen in ages. -0 (o
activity from a pulled groin. Foe i
seunned 2 mounds faughing.

Your ammunition slips as you fure.
The missite go s threugh yeur hand.
Hand useless. +-8 hiss. 2 hits per
round.

Identity crisis. Lose spell casting
capabilities for 2 weeks.

In an attempt to break your fall you
break bethef your arms; they are
wseless. +30 hits. Stunned 6 rounds.

101-106

You sauger and fall in an apparent
attempt to commit suicide. Stunned 3
rounds. If using a pole arm, its shaft

is shatrered.

Siipr and feall dowrt. Your shot goes
astrary. Stunned 5 rounds.

Extreme mental pressure causes
misfire. Knocked dewn. +10 hits.
Stunned 6 reunds.

When you fall vour leg twists under
you and breaks. +13 hits. -50 to
activity. Stunned 3 rounds.

107-109

You treck your weapon through
ineptness. Stunned 4 rounds.

110

Yeu stumble and drive the point of
Your weapon into the greund.
Stunned 5 rewnds. If inounted: you
pole vault 30 feet an  take a *C”

crush crit from the landing.

Fletching on missile scratches eve as
itis released. +5 hits. -20 w0
activity. Stunned 2 reunds.

Internalizes spell. Lose al! spell
casting ability for 3 weeks. +25 hizs.
Unconscieus for 3 hours.

Your knee strikes a hard object and
shatters as you fall. +10hits. -80 w
¥ rounds,

activity. Stunn

Tip of weapon catches on closest
object and breaks off. If applicable,
the ebject takes an “A”punctur ¢nt.

Stvain causes severe stroke. Paralyzed
from the wist dewn.

You fall ard the resuiting concussion
causes a year-fong coma.

111-116

Your mount rears swdden! ).‘_‘Srunned
3 rounds recovering.

Trigger slips while vou are bringing
up vour ureapon. Make an attack
with ne modifications on the clesest
combatant.

Spell strays and travels to a point 20
feet right of targer. Anyone in ling
takes an unmodified attack. Stunned
3 rounds.

You fall and land on your lower
spine. You are paralyzed from the
waist down. +30 hits.

117-119

You do not coordinate your
movemen: withyour meunt's. -90 to
activity for next 3 rounds taying to
stay mounted.

While daydreaming you put your
hand tn front of the bolt while firing.
Lose a finger. +4 hits. 2 hits per
round.

Spell strays and travels to a point 20
feet left of target. Anyone in line
tukes un unmodified attack. Stunned

S rowundds.

You fall and are paralyzed from the
neck down. + 20 hits.

120

You fall off your mount. Roll a “D"
crush crit on vourself.

You slip and pin your foot to the
ground with a bolt. +10 hits. 2 huts
per reund. -30 to activity. Stnned 3
rounds.

Mental Collapse. Spell s cast in
direction opposite to the intended
line. Lose all spell casting ability for
3 months.

Your fall turns into a dive, You
crush vour skull and die.

Modifications:

-20 - L.H Concussion
-10 — 1LH Slashung
+0 - 2-Handed

+10 Pele Arins

+20 — Mounted

Modifications:

-20 — Sling

-10 - Short Bow

+0 — Composite Bow
+i0 LongBow

+20 — Crossbow

Medifications:
220 — Class 71" Spelis
A0 - Class *U" Swells
+0 — Class “P" Spelis
+1® — Class “F" Spells
+20 — Class "E" Spells

Modifications:
-50 — Reutine +5 — Very Had
235 ~ Eaey +10 — Extr.Hacd

20 — Lighs +15 — Sheer Folly
-0 - Medivim  +I0 — Absud
40 — Hard




70 Weupon A ttack Tables
AT-1 — 1.HANDED SLASHING WEAYONS ATTACK TABLE AT-2 — 1-HANDED CONCUSSION WEAPONS ATTACK TABLE
1L.EATHER LEATHER
ROLL PLATE CHAIN RIGID SOFT NONL. ROL.L PLATE CHAIN RIGID SOFT NONE
UM 01-88 ~ — ==~~~ ~Possible Fumble— = =~ = == — UMOIO8 = ——— — =i — —Possible Fumble — — — — ~ — -
09-35 0 0 0 0 0 09-35 0 0 0 0 0
36-40 0 0 0 0 0 36-40 1 0 0 0 0
41-45 0 0 0 0 0 41-45 1 1 0 0 0
46-50 1 0 0 0 0 2 2 0 0 0
51-5% ] 1 0 offfer ) 3 3 0 0 6
56-60 2 1 i 0 0 Gl LA 0 0 0
-616% B 2 0 0 0 S o 0 0 0
66-70 3 3 b T S 0 5. 6 2 3 0
71-75 3 4 3 5 0 5 7 3 5 0
76-80 4 5 S 7A 7 6 8 4 6 0
81-85 5 6 6 9A 9A 7 9 6 TA 6
86-90 5 7 7A 10B 10A 8 10 1A 8A 8
9195 - 6 8 9A 12B- - —~11B -8 11 BA 9A 9A
© 98100 6 9 108 EEEMR R ~:96-100 549 KA 9B 10B 10B
101105 7 10A B 1aC LS 2104-30S 10 13A 1498 1B 12C
106-110 8 1A 12B IS¢ b o610 - 10A 14B HB 12B 13C
11-115 8A 12B 13C 17C 19D 111-115 1A 1SB 12C 13C 14D
116-120 9A 13B 18C 89 ] 20D 116-120 128 16C 13C acC 150
121-125 9A 13C 16C 15D 21E 121325 13B 17C 15C IsC 179
126-130 10B 4C 17D 20D 23E 126-130 13C 18C 16C 16D 18E
13 A58 8%:3 15C 18D o) B BRELASl o3 3% 131135 - 4C 19D 17D 47D 19E
1367130 - 1IE 16D 20D e 27E 136:148 .~ 5D 20D 18D 18E C21E
141-145 12D 17D 2IE 24E = 28E 141-145 36D 21E 19E 195 22E
$45-150 12E i8K 22E Bt o 30E: 146-150 L6E 22E 20E 20E 23E
AT-3 — 2-HANDED WEAPONS ATTACK TABLE AT-4 — MISSILE WEAPONS ATTACK TABLE
LEATHER LEATHER
ROLL PLATE CHAIN RIGID SOFr NONE ROLL PLATE CHAIN RIGID SOFT NONE
LMY — e o e— — — — Piseble Fumbles — e cim s — UM 008 s v — —— — — — — — Possible Fumble— — — — — =
09-55 0 0 0 0 0 09-55 0 0 0 0 0
56-60 2 0 0 0 0 56-60 0 0 0 0 0
61-65 3 0 0 0 0 61-65 0 0 0 0 0
66-70 4 3 0 6 0 66-70 0 0 0 0 0
7175 5 5 2 8A 0 T1-75 i 0 0 0 0
T6-80 6 7 4A O I0A 00 76:80 2 2 0 4 0
§1-85. = 9 STA IR 104, 8t.-85 - 3 4 3 6 0
“§6-90 - 8 11 9B 15B s AR -86-90 4 6 5 8A 0
91-95 9 12A 12B 17C 16C 91-95 5 7 7A 10A 8A
96-190 11 14A 14C 20C 19D 96-100 6 8A %A 12B 10B
101-105 12A 16B 17C 22C 2D 101-105 7 10A 0B 13B 11C
106-110 13A 18B 19C 24C 25D 106-110 8A 13B 12B 14B 13C
-1 4B 20C 22C 27D ©2BE (11115 9A 14B 13B 16C 1sC
He-128 ISE 22C 24D 299 3E 116120 10A 16B BC 17C 16D
121128 16C 24C 27D It Do F3EE 121-125 1B 17C 17C 19D 18D
136130 13C 26D 29D 33E- - 36E 126-130 11B 19¢€ 199 20D 20D
131-135 19D 28D 32E 36E 39E 131-135 12G 20D 21D 22D 22E
136-140 20D 29E 34E 38E 42E 136-140) 13C 22D 23D 23E 23E
141-145 21E 31E 37E 40E 4SE 141-145 14D 23E 25E 25E 25E
146-150 22E 33E 40E 43E 48E 146-150 ISE 25E 26E 26E 27E
CRITICALS —— Modifications:
T — — — Critical roll is inodified by -50 + Attacker’s @ffensive Bonus - Defender’s Defensive Bonus
A - —— Critical roll is modificd by -20 +15 = — — Flank attack.*
B — — — Critical roll is modified by-10 +20 — — — Rear attack (in addition to tlhe flank bonus).*
C — — — Critical roll is modified by 0 +20 — — — Defender surprised.
D — — — Critical roll is medified by + 10 +20 — — — Defender sturned or down.*
E — — — Critical roll is modified by +20 -10 — — — For each 10’ that the attacker has moved.
The type of critical is determirted by the specific weapon or animal attack -30 — — — [f atracker drawing, changing weapons, or unslinging
being used (see Table CST-1 ard Table CST-2). a shield.
-20 — — — If attacker has taken over half of his hits.
-variable — — — The defender may use part of his OB to parry (see 6.62).
* not applicable to missile or thrown weapons.




Weapon Statistics Table 71

CST-1 — WEAPONS STATISTICS TABLE

9 PRIMARY SECONDARY BASE
WEAPON FUMBLE CRIT CRIT RANGE t  SPECIAL MODIFICATIONS

1-H SLASHING (can be used with a shield)

—10 DB (chamz’plalc), +10 OB (olher}

Club
Mace

Morning Slar -
Ne 10 Y
“ o ; : 10
mmm -Handed mnm Table with & shield OR 2-Handed with +101008)
Javelin PU - 30 -10 OB, can use from 5’ away.
Spear 5 PU SL(A) 20 -5 OB, can use from 5' away.

_2-_H I’OLE ARMS (use 2-Handed Attack Table )

drie | 7 T Hp ]

Battle-Axe 5 CR - + 5 OB {chain/plate), -5 (other)
Fiail 8 PU - + 10 OB, take “C” ¢t if fumbled.
Quarterstaff 3 - - -100B.
e P T R e

i -.mwm(my be used in meleo) . Pt RS e (ST
Bola 7 GR CR(A) 40 -5 OB. 1ake “B" crit if fumbled,
Composite Bow 4 PU - 75¢ Load(1), or Reload(0) at -25 to OB.
Crossbow 5 PU - 90 Load(2), +20 OB at up to 50",

h’ge i 5 T TG e i e s ol 0 T Sl e )

hort Bow 4 P e 60* Load(l), or

Shng 6 CR(D) . - 50 Load(1), can use with a shlcld

* — May not move will: these weapons loaded and ready to fire. They may be carried in hand and fired as if reloading (penalty applies).

F — Fumble range: if unmodified attack roll is less than or equal this number the atiack fails and a roll must be made on the Fumble Table.
CR — Crush critical. PU — Puncture critical. GR — Grapple critical. UG — Grappling and Unbalancing Atiack Table.
SL — Slash critical, UB — Unbalance critical. TC — Tooth and Claw Atiack Table.

t — All non-Missile weapons with a range are treated as “thrown weapons” (for skill purposes} when used as missiles.

PRIMARY CR]T — The typeof critical delivered by thie weapon; aletter in parentheses indicatesthemaximum critical thatcan be obtained (if noneis givenit is
[“E™). Higher criticals are treated as the maximum.
SECONDARY CRIT - If acritical higlier thana “B" is obtained then a second critical of this typeis delivered in addition to the primary critical. This secondary
critical is two steps less severe than is indicated by the anack result (.., an “E” result deltvers a “C”secondaryeritical, a “C” delivers an “A”, etc.). Each eritical
is rolled separately.

BASE RANGE — The baserangein feet for the weapon to be thrown or fired. Short range is between 1’ and the base range, and there is no OB modification.
Medium range is hetween the base range and double the base range, and the OB modifiication is -25. Long range is between double the base range and triple the
base range, and the OB modification is -50. Maximum range is between tripie the base range and four times the base range, and the OB modification is -75.

Missile weapons may not be used if the wielder is engaged in melee. The table below summan‘zes the various ranges. v
__BASE e SHORT RANGE MEDIUM RANGE - LONG RANGE MANIMUM RANGE
i z (-351.008) (-Sﬂtnoi) : % ] :
3‘4’ ; o PR i 5‘.6' i
a6 7.9
610 -1s 16-20"
11-20 21°-30° : ) A g 2
16"-300 W48 i R QRN
21-40' 41'-60° 61'-80"'
3160 61°-90 91’-120
41'-80° 81’-120° g 121%160°
selo0” 1or-150 S ase TihY )
61°-120° 121°-180° 181°-240’
76°-150° 151-225 226°-300

91'-180° 1812700 i T
101:200° T | . SR A (T s
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Physical Criticat Tables

CT-1 — CRUSH
CRITICAL TABLE

CV-2 — SLASH
CRITICAL TABLE

CT-3 - PUNCTURE
CRITICAL TABLE

CT-4 — UNBALANCING
CRITICAL TABLE

-49-05

Waeak grip. No excra damage. +0

Weak strike yields noextra domage.
+0.

Glancing blow. Noextra damage.

Fairly weak. +0 hits. Zip.

06-20

Minor fracture of nbs. +35 huts. -5 10
activity.

Minor calf wound. | hit pev sound.

Glancing blow to side. +3 hits.

Arm serike. + 0 hits. -5 to activity
for 2 rounds,

21-35

Blow to side. +4 hits. -40 to activity
for 1 round.

Blow to upperleg, + 5 hus. If no leg
armor: +2 hits per vound.

Thigh strike, +3 hits. If no leg
armor: 3 hits per round.

Leg strike. +4 luts. If no leg armor:
+ 7 hits and stunned [ round.

36-50

Blow to forearm. +5 hits. Stunned |
round.

Minor chest wound. +3 hits. 1 hit
per round. -5 to activity.

Minor forearm wound, +2 hits.
Stunned | Tound.

Chest strike. Knocked back 3 feet.
+5 hits. -10 %0 activity for 2 Tounds.

51-65

Blow to shield shoulder breaks
shield. If no shield: shoulder broken,

arm useless.

Minor forearm wound. +4 hits. 2
hits per round. Stumned { round.

Strike along side of chest. 1 hit per
round. Stunned ] round.

Blow to shield arm. +5 hits, Shield
tom auay. {fno sheeld: +8 hits and
stunned 2 rounds.

66—-79

Blow breaks bone in leg. + 12 hits
-40 to activity. Stunned 2 rounds

Meduum thigh wound. +6 hits, | hit
per round. -10 to actuaty. Stunned 2
rounds.

| Senie tolower leg. Tendovs tom

+ 3 hits. -25 to actiuin, Samned 1
round

Elbow strike. Forearm numbed. +8
hits. Drap weapon. -10 toactiviey
for 10 rounds.

80

Strike to forehead. + 30 hits. One
eve destreyed. Stunned 24 rounds. If
no helm: a | month coma results.

Neck strike severs cavotid artery.
Neck braken. Dres in I round of
intense agony.

Strike to neck. Ngrves and blood
vessels severed. Dies of a mussive
heart faiure.

Brutal hip strike. Knocked doum.
Tendons tom and joint crushed. Leg
useless. -80 to activity.

81-86

Blew breaks u-eapah- arm. Am
reless. Tendon dameage, +8 hits.
Stunned 2 rounds.

Slash muscle and tendons in weupon
arm. Arm useless. + 18 hits, 1 hit
per Tound.

Strike 0 weapon arm. Bone broken
+ 10 hits. Stunned 3 rounds.

Shot to side. Knocked 5 feer
sideways. D op enything camied in
hands. Stunned 3 rounds.

87-89

Shatter knee. +9 hirs. 60 to
activity. Knocked down and stunned
for 3 rounds.

Destroxs gneeve. + 10 hits, Stunned

for 30 rounds.

Strikethrough lower leg. Sever
muscle. -30 to activity. Stunned 3
ounds.

Side strike. Stumble ungracefully to
an embarrassing prene pesition.
Saunned $ rounds.

Blow to back of neck paralyzes from
the showdders doun. +25 huts. Foe
quete stunned.

Disembouweled, dies mswantly. 25%
chance your weapon is seuc k in
oppenesnt for 2 rounds.

Serike through both lungs. Drops und
passes owet. Dies in 6 rounds.

Inspired back strike. Knocked flving
10 feet and ento face. Severe nerve
damage. Paralyzed from waisc down.

91-96

Unconscious for 4 hours due to blow
te side of head. 1f no helm: skasll
owshed. +20 hits.

Knocked out for 6 hours with a
strike to sideof head. + 15 hits. Ifno
helm: dies tnstancly.

Strike to side of head. Knocked out
for 6 heurs, + 10 hits. Ifnehelm:
dies instantfy.

Hard head strike. Knocked back 10
feet and stunned 6 rounds. 1fno
hetm: unconscisus for 24 hours.

97-99

Blast 1o chest sends ribcage through
lungs. Drvups und dies in 6 rounds.
Vicious.

Sever lower leg. 20 hits per round.
Drops nd lapses into
UNCONICIQUSTICSS.

Strike through neck breaks backbone
and severs spine. Paralyzed from the
revk dewn, pomanently.

Totally awesome strike. Knocked to
knces. If ustng 1 hand weapon; itis
throun backuerds 18 feet. Swnned
15 rds.

100

Blow to jaw. Drives bone into bruin
Diesinstant]y.

Slash side. Down, unconscious and
dies in 3 rounds due x massve
oterner{ @7gan damage.

Strike through eve. Dics instantly. A
real eye full.

Upper chest strike. Knocked 10 feet
siderways. Fall down and braak both

arms. A 2 month coma results.

101-106

Blew breaks hip. +13 hues. .75 w0
actiiy. Knocked doun and seunned
3 rounds.

Major abdeminal wound. +10 hits.
8 hits per round. -10 1o acitvity.
Stunned jor 4 rounds.

Major abdominal wound, + 10 hits.
6 hits per round. - 20 to activity.
Stunned 4 rounds.

Blow breaks leg. + 12 hits. -50 to
activity. Stunned ! round,

107 -109

Neck strike crushes throat. Cannot
breath nd stnned for 12 rounds.
Poor fool then expires.

110

Crushes hip. 433 hits. Stunned for 2
rounds. Active the jollowng 4
rounds, bec ther diesofnene
failure.

Sever weapon arm. 15 hits per
round. Doswn and 1mcenscrous
immedtcaely.

Nailed in lower back. Down and
.enconscious. Dies fram internal

bleeding and shock in 6 ruunds.

Strike to head. Nnoched 10 feet
buckwards. +9 hits. Stunned 6
younds. If ne helm: a 4 week coma
results.

Impaled in heart. Dies mstantly.
Heart destruved. 2 5% chance your
weapon is stuck in foe 3 rounds.

Shot through heart. Reels 10 feet to a
spot suitable for dying. Weapon
stuck in spinnuwg victim for as least 3
rounds.

Savage blow to head. Knocked
doun. Bics im 12 mwnds duc o u

severed vein.

111-116

Shatter elbow in weapon arm, Arm
uscless. Stunned 5 veunds.

Sever hand. 12 hits per round
Knocked doun und stunned for 6
aads.

Strike through leg. Artery severed.
Dewn and unconsciows. 12 hats per
round.

Awesome side shot. Knocked dowun
and sideways 5 feec. Lower leg
breken. Stunned 7 rounds. -40 ta
activity.

117-119

Blow to side crushes chest cavity.

Dreps anddies in 3 rounds.

Sever spine. Collapses immediately.
Paralyzed from the neck doun —

Strike through kidneys. +9hr
Knocked down and dies after &

Blow to shield shoulder. Stunned 9
rounds. -20 00 ctivity. If no shield:

120

permanendy. +20 hits. rounds of very itense agony. Sad unconsasus and upper arm
N . shattered.
Blast to chest area. Destray heare, Strike to head destrovs brain and Shot throwgh both ears. Hearing Frightening strike 30 temple.

Dics immedeatcly. +23 hits. Fine

work.

makes life difficult for the
unfortunate fool. Expires in a heap,
immediately.

imparred, dies mstantdy. Auesgme
shot.

Knocked back 20 feet Dhes
instantix. Net nice.

Modifications:
-50 — “T"crincal
220 — "A" cruical
210 — *B"cnncal
+0 - *C"coitical
+10 - D" erineal
+20 — "E"critical

Modifications:
=50 — *Treritical
-20 — *A’cntical
10 — *B" cntical
+0 — “C"criucal
+10 - “D"ecritical
+20 — "E" critical

Modifications:
-5 — T cnincal
-20 — “A”cnncal
<10 — “BCcritical
+0 — Creritical
+10 — “W critical
+20 — "E" critical

Modifications:
50— T crivcsl
-20 — “*A"crirical
-10 — *B”cnuical
+0 — "C"cutical
+10 — “D" critical
+20 — "E"crirical




Large Creature Critical Tables

CT-5 — GRAPPLING
CRITICAL TABLE

CI-10 — PHYSICAL CRITICALS
FOR LARGE CREATURES TABLE

CI-11 — SPELL CRITICALS
FOR LARGE CREATURES TABLE

-49-05

An oppportumity lest.

+ 10 hits. Your sweapon breaks in
half. You are upset.

Size of creature awes veu. +0 hits.

06 —- 20 Pussing strike. + 2 hits, +8 hits. + 3 hits.
21— 35 Attack fended off. +3 hits. If am +12 hits. +8 hits. R
armor: stunned 1 round.
36-=50 Attack te upper g, Spun about, but + 18 hits. +10 hits.
breaks leose. Stunned 1 round.
5 1— 6 5 Shield arm enzangled. If shield: -50 Staggered by streng blast. +20 hits. 4-12 hits.
0 cetivity until it s dropped. If no -10 te activity. Stunned 2 rounds.
shield: -50 to activity.
Weapon arm grasped. Disarmed and Fine leg strike. + 18 hits. 3 hits per +15 hts.

66—79

wrist sprained. Stunned 2 rounds.
-23 to activity.

round. -20 to activity. Stunned 3
munds.

80

Both legs entangled. Doun and
knocked out. +9 hits.

Well placed strike to neck severs the
jugular vein, + 15 hits. Dies in 6
rounds, but may act at -60 to activity
until then.

Unbalanced by blast. + 13 hits.
Stunned 2 rounds.

81-86

Weapon arm grappled. Ligaments
torn and muscle pulled. Disarmed
and stunned for 3 vounds. -40 to

deliviy.

Hard blow, +235 hits. 3 hits per
round due to light wound. -10 to
activity. Stunned 2 rounds.

Staggered by strong blast. + 20 hits.
Stunned | round.

87-89

Complerely entangled and
smmobilized. Knocked doun, but
stilf consciows. No activity.

Strike severs an artery in leg. May
act at -30 to activity for 4 reunds,
then d rops and dies after & more
rourd s.

Strike to leg. +15 hits, -200 10
activity, Stunned 2 rounds.

90

Victous hold around neck. Knocked
out. Sprained neck: -60 to activity.

Sever a vein in forelimb. + 200 hits.
Stunned for 6 rounds, chen falls
dead.

Blast into mouth. Knocked doun. A
month-fong coma results. + 30 hits.

91-96

Head grappled. Stunned 9 rounds, If
no helm: a coma results due to ¢
fractured skull.

Strike to leg. +15 hits. -20 w0
activity. 2 hits per reund. Stunned 3
ounds.

Spun abeut by blast. Off balance.
+ 18 hits. -10 to activity, Stunned [
reund.

97-99

Botharms entangled and pinned to
ches:. Arms may nat be moved unti!
entanglement removed. - 735 to
activicy.

Serike to head. Skull fracture. + 30
hits. Knocked out. Fine shot.

Side strike. + 25 hits. -20 to activity
due to broken ribs. Stunned 3
unds.

100

Neck grappled. If neck armor: 60 to
activity due to neck spran and
stunned 3 vounds. If not: dies from
broken neck.

Heart strike. Dies immediately.
Weepon stuck and trap ped urder
body. Chance that weapon breaks is
60% - weapon bonus.

Strike to midsection. Bladder
destroxed. Dies in 4 rounds, but is
fully uctive until then.

101 -106

Chest grasped. Ribs broken. Stunned
Sroenads. - 10Eo dctiits.

Shatter shoulder i weapon arm.
+135 hits. Stnned 3 rounds. Arm is
quite useless.

Head strike. Momentarily confused.
+ 20 hits. Stunned 2 rounds.

107-109

Legs entangled and completely
immobilized. Fall and break weapon
arm, Disarmed and knocked out.
+20 hits.

Vicious crossing strike, Blinded and
upset. Stunned 2 rounds, but then
the poor brute can blunder around.

lust buclles leg. Severe thigh
wound. + 25 hits, Dies in 5 rounds
due to nerve damage, but is fully
active until then.

110

Neck grappled. If neck armor:
disarmed and stunned 3 rounds. If
not: dies in 6 rounds.

Strike through cheek. Dies
immediately. Unfortunately, the
weapon 15 stuck wn the bone for 2
rounds.

Vicious blast. Neck crunched and
spine severed. Drops and dies in 3
rounds

111-116

Foot entangled. Stumble, fall, break
weapon en impict, and stunned 2
sounds. If no chesc armer: take a “D”

crush erit.

Strike to chin. Jaw shattered.
Knocked out. +60hits. A | menth
comaresuls.

Strike to eyes. Blinded for 2 rounds.
+ 15 hits. -20 to activiry,

117-119

Boch legs wrapped up. Tumbles to
ground and krocked oue. -850 w
acteity dice to « broken anm and «
broken ankle. + 20 hits.

Strike through che eye, Dies instantly
and falls upon atwacker, who then
takes 20 hits and is pinned fer 6
rrrunds.

Strike to body destroys o variety of
organs. Dies in 3 rounds, but the
ignorant brute is fully actiwe until
then.

120

Windpipe crushed. Dies instantly
diee te massive shock and savage
asphyxiation.

Strike through ear destroys brain.
The unfortunate fummox dies
instantty, and enyear wax is
removed.

Superb strike drives rib through

heurs. Drops ard dies in b agonizing
rounds.

Modifications:
-50 T critical
-20 "“Acritical
-10 — “Bcritical
+0 — *“C"critical
+10 — “D"criical
+20 “E" critical

Modifications:
20 Nermal Weapon
-10 — Magic Weapon
+0 — Michril Weapon
+10 — Holy Weapon
+20 Slaying Weapen

Modifications:
-20 “A"cntical
-10 “B"critical
+0 — "Ccritical
110 — *Drcoitical
+20 — “Ercritical
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74 Speli Statistics and Artack Tables
~AT-7 — BOLT SPELLS ATTACK TABLE AT-8 — BALL SPELLS ATTACK TABLE
LEATHER S LEATHER gl
ROLL PLATE CHAIN RIGID SOFT NONE ROLL ROLL  PLATE CHAIN RIGID SOFT
. F F - 0102 0104umM F F F F 01-04
' F SFL 010 05-08 F F F F 05-08
0 0 11-20 17 e 0 0 0 092
0 0 21-35 13:16 0 0 0 0 TR
0 0 36-40 17-20 1 0 0 0 17-20
(1] 3 4145 21-24 2 | 0 0 4 21-24
1 0 - 46-50 25-28 3 2 L Al S 2528
1 0 51-55 29-32 F 3 2 Ao gA HIRRaEER
2 0 56-60 33-36 SA 4 3 | 1A 31336
3 8A 61-65 37.40 6A SA 4 2 3A 37-40
4A  10A 6670 | aiAd TA 6A SA 3OUU9A AL
SAF 1B 7178 4548 BA 7A 6A & 108 A58l
6B 12B. - 76-80 49-52 9A 8A 1A 5 11B 49-52
7B 13B - BI85 | 5356 10B 9A SA 53-56
3 88 148 86%0 5760 - 11B. . 10B A O TTA 5760
R U MULTSFQRSHDCKBOLTS-- 6164 2B 1B 10B  BA 61.64
91-95 9A 9B 10B 108 15C 91-95 65-68 128 11B 1B 65-68
96-100 10A 10B 11B 12C 16C 96-100 69-72 13B 12B (1B 69.72
101-105 19B 11B 12C 14C 18C 101-105 13-76 13G 28 1iB 73-76
106110 11B 12C 13C 16C 20C  106-110 77-80 14C 13C 12B 7780
—MAXIMUM RESULTS FOR WATER BOLTS— 81-84 14C 13C RC 81-84
11115 12B E et s 18C 2D LIS 85-88 15C HC 13C 85-88
16120  12C . WC 15¢ © WD 24D 1610 | 8992 15C 14C BC 89-92
121128 = 16D 2D 26E 121025 [ 9396 16C 15C 14C 9396 .
s -MAxmumuasunsmu ICE BOIJS—- : _ 100 UM 22B 2IE 20E 100
S US B E e G woomcaTios
141-145 17D 20E 20E  30E  34E  141-14s |C Agilty bonus, if aware thal.the spell i about to "‘m’“"“
146150 1SE 22E 22E 31E 36E  146-150 OR : B
~MAXIMUM RESULTS FOR FIRE AND LIGHTNING B@OLTS— -1010 -80 if target takes cover (maneuver fﬂllwﬂﬁhﬁm’
Wbom
-IOln-wxgmuutateamvu(mmw;ou and(:Mdemmon)
-20iflarselhsshleld :hniisfann; attack,

NOTE: An F indicates spell failure and requires a spell failure roll (see Table FTJ),J

ATTACKER MODIFICATIONS: . . » - -
G ermu,s m Spells offensive Hionus:: MISCELLANEOUS: (GM decision or special item, spell or ability).
S~ Spell's jevel. UM = Unmedificd roll.
+ —— 20if target is at the center point that the ca tcr chooses for spell effect. ]
+20 — — [f caster spent 4 rounds preparing spell.
+10 — — If caster spent Jtounds peeparing speli. ~ RANGE MODIFICATIONS: B
+0  — — [If caterspent 2 rounds Preparing spell. +35 =010 10: — 10710200
15 — — |If caster spent 1 round preparing spell. 0 —11'"to 50 -85 — 201" to 3007
230 — — If caster spent 0 rounds preparing spell. -25 =51 0 100 -75 — 301’ and up
1 SECO RY y
SPELLS T?@%ﬁw c:g'A SPECIAL MODIFICATIONS® CST-3 —- SPELL
Shock Boit EL = +10 @B against chain and plate. STATISTICS TABLE | |
Water Bog S IM - <I°OB against plate and rigid’leather. BB R W
Ice Bolt M coO -5 OB against plate and rigid leather,
Fire Boit HE -
Lightning Boit EL ™M +10 OB against chain and plate.
Cold Ball CcO —
Fire Ball HE -

RIMARY CRIT — The type of crilical delivered by the spell; a ictter in parentbeses indicates the maximum critical that can be obtained(f aone is . -
pvenitis“E”). Higher criticals afe reated as the maximum.
HE — Heat critical. CO — Cold critical. EL — Electricity critical. IM —
SECONDARY Clll'l’ - If acritical higher than a “B* s obtaingd thien.a second critical of this type is delivered in addition to ke primary critical. This
tecond&r-y\critka-} is 1y m:p-hss severe than is indicated by ﬂlﬁ attack ;csul; (¢.g. an “E" result dc«h\:ers g"C"sccmda\rx critical, 2 “C"daiivgrs
an “A”, ewc.). Only. On mi;al rolkis made. A

[mpact critical.




Spett Criticot Tables

75

-49 -05

CV.6 — HEAT CT-7 — COLD CT-8 — ELECTRICITY CT-9 — IMPACT
CRITICAL TABLE CRITICAL TABLE CRITICAL TABLE CRITICAL TABLE
Hot arr. +0hus. Cool breeze. +0 hits. Hair stands up. +0 hits. Nof sven a scratch. +0 hiss.

06-20

Strong heat, little effect. +3 hits.

Cold blast. +3 hits. If no cloak or

armor: stunned 1 round.

Light charge. +3 hits. If metal

armor: stunned | round.

Graging shot. +35 hits.

'21-35

Minor bums. +8 hits. | hit per
round.

Frosty “bumn™. +7 hits. | hit per
round.

Explosion of light. Stunned 1 round.

Staggered by strike toside. +10hits
Stunned ! round

.36-50

Blinded bv hot smoke. + [2 hits,

Stunned | round.

Mild frosthite, +3 hits, 2 hits per
round and -10 to activity.

Medium charge. +6 hits. -5 t0
activity. I fmetal armor. stunned 2
raurlds

Strike to shoulder, Spun about. Reel
backurz_;:"ds Wicet, +12 hits. 1fno
armor? stunned 2 rounds.

51-65

Clothing catches on fire. +12 hits.
Takes 2 rounds to extinguish the fire,
8 hits each round afire.

Cold strike to back. +9 hits. 2 hits
per round. Stunned 2 rounds. All
wood on hack 1s useless and brittle.

Heavy charge. +9 hits. <10 to
activity. Stunned | round. If metal
armor: stunned 3 rounds.

Stwke to leg. Knocked doun. +8
hits. If no leg armor; stunned 2
rounds

66—79

Knocked doun by fiery blast. Any
organic foot and calf covering
destroyed. + 0 huts

Low blast. Stunned | round. Any
foot eovering destroved. Ifno foot
covering: frosthite, -30 to activity,

Strike to shield arm. + 12 huts, -20 10
activity. If metal armor and no
shield: knocked out for | day

Blast to shield arm. + 10 huts. Shield
is smashad and wseless. If no shicld:
arm broken, stunned 3 rounds.

80

Blast to head. Face horribly scarred.
Knocked out. + 15 hirs. § hits per
round. lf ne helm: a I menth coma

results.

I blast to head. A month lang
coma {and head cold) results. Loses
nese as a result of severe frosibite
and sheck.

Strike to side devastates nervous
system. Severe shock resules. Vietim
s a living vegetable for ! month

Strike to head. + 12 hits. Helm ©
shattered. Knocked doun ond owt for
1 day. If no helm: skull fractured,
dies in 3 reunds

81-86

Fire engulfs back. Knocked down.
All organic matertal on buck
destreyed. 2 hits per round. Stunned
1 round.

Strike to leg. Knocked doun.
Stunned for 3 rounds, If no leg
armor: frosthite, lower leg useless
and -40 to activity.

Strike to weapon arm. Muscle and
cartitage m ngled. Arn useless. 2
hits per round. Stunned 6 rounds.

Blow ta upper leg. Muscles torn,
+15 hits. -10 to activity. If no leg
armer: -20 te actiuity and stunned 3
1ounds.

87—-89

Strike to heud. Blinded for 6 rounds.
Any mganic head cevering destroyed.
If no helm: head hair destroyed.

Strike to neck and collar area,
Knocked out. Lose ouler ear. If no
neck armor: neck s frozen and dies
in 9 inactive rounds.

Permeated by electricity. Entire
nervous system rearranged. Drops
and lies in shock for 12 rounds before
dying.

Blast to collar area. + 12 hits.
Stunnad 5 rounds. Cannot speak for
1 weck. 1 no neck armor: voice loss

15 pevmanent.

90

Head becomes a charred stump
Sadly, diss nswantly due to thes
unacceptable condition.

Blast freeze-dries head. Dies in 2
rounds. Skull and brain are brittle
and lifeless.

Head serike. If leather helm: w13
destroved and a 2 week coma results.
!f not: dies instantly as brain is fried.

Serike to neck. Paralyzed from the
shoulders deun. +20 hits, A
melanchely mead descends on vicim.

91-96

Shield arm fried. Any shield is
destroyed along with hand. Stunned
S rounds. If no shield: toses arm and
knocked out.

Thigh iced, Broken bone and
frostbite. 3 hits per round. -30 to
activity. Stunned for 4 rounds,

Chest strike. If metal armor: it
becemes fused and immobile. If not:
knocked out for & hours.

Blow to knee. Knee dislocated.
Cartilage and tendons ripped. + 15
hits. -50 to activity. Stunned 9
Tounds.

97-99

Upper leg bum. Use of leg lost due
to tissue destruction. 3 hits per
round. -60 w activity. Stunned for &
Ril‘,}(}.‘ -

Side strike freezes and shatrers
peluis. Dies in 12 roundsdue to
hock and nerve damage.

Electrifving experience. Brain falls
victim to massive shock and surface
bums. Passes out and dies in 6
rounds.

Strike abdomen. + [8 hits. Stunned
12 rounds. If no abdomen armor:
dies in 6 rounds due o dcsrm}ed
organs.

100

Blast to neck fuses vertebrae and
unites skin wzth clothing. Poralyzed
permonensly. +23hits.

Head strike. Eves ave frozen. A 3
week coma results. Parulyzed from
the neck dewn.

Nervous system acts as a
superenductor. Sad insane death
provides all witnesses with a fine
light show.

Blast to head fractures skull. A 3
week cama results. If no helm: dies
immediately.

101-106

Blas¢ te leg. 2 hits per round. -20 ta
actitty. lf no leg armor: massive
tissue damage, -70 to acuuity.

Blast freezes both hands. Loses use of
both anns for 1 hour. 6 hets per
round. Stunned for 5 raunds,

Strike to face. Loses nose. Stunned 8
rounds. Blinded for 2 weeks M no
helm: knocked down as well,

Blow to jaw. Jaw broken. Cannot
speak or eat solid food until he led.
+15 huts. -10 toacarency. Seunned 7
rounds.

107-109

Head strike. If helm: blinded for 2
weeks. If not: dies in 6 rounds due to
massive shock and brain damage.

Heartand lungs suddenly frozen.
Dres in 6 inactive rounds of shock
and suffocation.

Chest strike destrovs heart and langs.
If metal chest armor: it is fused. und
dies in 6 vounds. If not: dies

mstantly.

Blow to side. Bone is driven into
kidneys, dies in 6 rounds

110

Midsection vaporized. Cut in half
and dies. Clothing, armor, and all
items destroved.

Massive strike shatters chest and
freezes precies bodily fluids. Dies in
3 wunds.

Head is no longer available for usc.
Smoke and ozone surround the

lifeless body.

Disrupt chest. Lungs and heart
explode from impact. Dies mstantly.

Very messy.

111-116

Blust to chese. Any chest armor
destroved. + 12 hits. Stunned 3
renuntels. U no chest armor: knocked
down, 6 hits per round,

Iey blast to upper chest. Knocked
doun and out. If no chest armor: dies
in 10 rounds due to a cold, cold

hedrt.

Abdomen strike, Stunned 7 rounds.
6 hits per round. If no armor over
abdomen; dies of shock and bleeding
in 12 rounds,

Spun b+ blow. Knocked doun.
Breaks b oth arms. ) tn activiey.
Stunned 3 rounds

117-119

Fire engulfs body. All organic
material on body destroved. Dies of
shock and nerve damage in 6 rounds.

+25 hits.

Frozen into o lifeless statue - well
presevved, but quite dead.

Chest strike destroys both lungs. Cut
in half. Charge extends 10 fect
giving an A" entical to anyone in
the way.

Blast shatters skull into thousands of
particles. Dies instantly. Direct hit,
fine punch.

120

All that remains are charred bits of

Frozen solid, then shatters into

Charge disrupts cell structure. Entire

Blast annihilates entive skeleton

teeth and bone. thousands of pieces after being bodv tumed to dust. Redrced 10 a gelatinous pulp. Trva
slammed into the ground. spacubi.
Modifications: Modifications: Modifications: Modifications:

20 — "A”critcal
-10 - "B"crincal
-0 - “Ccritical
+10 — “D"critical
+20 — “E"¢ntical

20— “Accritical
-10 — “Bcritical
+0 — °C"critical
+10 — 1Y crivical
+20 - “E"critical

20— “ATcnidcal
-10 — “B’crirical
-0 - “C'cnacal
+10 — “D"crincal
420 — “E"carical

-20 - "A"cencal
-10 - “B”cnitical
+0 — *CTcricical
10 — “O"cricical
+~20 — “E”crtnical




76 Base Spell and Resistance Roll Tables

I'LATE & NO NOTE: The number results from this table are modifications for a
ROL.L CLIAIN LEATHER ARMOR ROLL Resistance Roll that must be by the target (see Table RRT). An F indicates
PR N o Sy S S & 2 S :.'01.:40'2“ s:.pell. faill.l.re and requires a spell failure roll (see Table FI'-3).
03.04 F F F 03-04
05-08 F F +70 05-08 e e : aE e L :
0912 e FEa pGS e 0912 FOR CHANNELING SPELLS: if target is wearing leather armor, use the
S TG sl 315 «60 4 1316 “no armor” column,; if target is wearing plate or chain, modify the attack
1720 +45 +40 +50 17-20 roll by -10,
21-24 +40 +35 +45 21-24 Foni S s
258 4 et o e L
nn £30 TRz gaer 0 983 e o B
33.36 +25 +20 + 20 33-36 RANGE MODIFICATIONS:
3140 +20 +15 +15 37-40 Sl 4300 = Touching -10 — 5!'to 10?
cordlaago o R 2 A0 B 5 A4 ' +10 — 0"to 10’ -20 — 191" 00 -
A543 +10 $3 s araalia s a5k S0 =S o 230 — 308 and up
A:02 +3 9 ’ 49-32 ATTACKER MODIF I(,Al IONS:
53-56 0 0 -5 §3-56 =
$T60. . R s e # == Auntacker’s Base Spells offens We bonus.
CSihd g W5 - o e Wt iy /\\t.{aukt‘r $ spul] s level, i
65-68 5 : 210 20 T 65.68 438 = = Ifcaster spec Frounds preparing spell,
69.72 10 15 25 69-712 +10 — — Ifcasler spent 3 rounds preparing spel}.
9376 25 o A 1196 A0 — = If cagker spent 2 rounds preparing spell.
2180 230 e o CE3g s L7780 -15 T Ivfcasifzur spent | rou.r‘l.d preparing spell.
A oo [FeasteRspent Grounds préparing spell.
81-84 -35 -30 -40 81-84 ! R
85-88 40 _35 45 85-88 TARGET MODIFICATIONS:
89.92 45 Ly B e e 89925 4010300 1 argeltakes cover (maneuver roll andkGM decision):
e 50 «4s R 93.9¢ +10 — — Ifiarget is siatic (i.e., not moving at all).
UM 97-99 65 -65 -65 97-99 MISCELLANEOQUS: (GM decision or special item, spell 'or ability).
i TR 20 e, a1 G R e SR T R
RRT - RESISTANCE ROLL TABLE:
TARGET ATTACK LEVEL *
LEVEL 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 Lok
T 50 55 60 65 . . I0 1 76 79 B 83 87 89 g1 93 95 1
2 s se s 60 USO8 7k UmALL 3T U VRO B2 B4 86 88 %0
¥ 4 A TR - SR | e Lt dor. /1 WL G Sy < deunc  Broahtoe et - BEGEIE R GRN RONER. SVl - SRR -
4 35 40 45 50 55 58 61 64 67 70 72 74 76 78 30
5 30 35 490 45 50 53 56 59 62 65 67 69 71 73 75 S
6 27 32 37 42 47 50 53 56 39 62 64 66 68 70 72
i F 24 29 34 39 44 .47 50 56 59 61 63 63 67 6e
8 21 26 31 36 41 44 47 50 &858 S6 58 &0 62 64 66
9 18 23 28 RE Y 38 91 Y 47 50; .53 58 8T 59 61 63
10 15 20 25 30 35 38 41 44 47 50 52 34 56 58 60 10
11 13 18 23 28 33 36 39 42 45 43 S5e 52 54 56 S8
12 11 16 21 26 31 34 37 40 43 46 48 50 52 54 56
13 a9 14 19 24 29 32 35 38 41 44 46 48 bl ) 52 54
14 53 12 17 22 27 802 .33 36.. 29 42 44 46 48 G 52
15 05 10 15 e 25 prESRR) S s b 40 2 44 46 a8 S0 13
bkl 1 S 10 15

* Far spells theattack level:is the caster's level:
** Eqr egetelevel over 15, the attack level raises the result by 1ythe: (arget ley ai lowers it by I

To resist the target’s R R must be greater than or equal to the number given above,

MODIFICATIONS TO THE RESISTANCE ROLL:

+ Target’s appropriate RR bonus.
-90to +70 - Modification resulting from the base attack roll.
-50 - Willing target.

MISCELLANEOUS —~ {GM decision o special itern, spetl ovability).
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Static Maneuver Table
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78 Moving Maneuver Tuble

MT-1 — MOVING MANEUVER TABLE: -
OPEN-ENDED Very Extremely Sheer
ROLL Routine Easy Light Medium Hard Hard Hard Folly Absurd
(-151) down F F F F F F F ¥ g
(-150)— (-101) 10 F F F F F F F F
(-100)— = -51 30 10 F F F F F Es E
(-50)— (-26) 50 30 10 F F F F F F
SIS 70 50 30 5 F F F F R
01— 20 80 60 50 10 5 F F F F
21— 40 90 70 60 20 10 5 F F B
41— S5 100 80 70 30 20 10 5 F F
56— 65 100 90 80 40 30 20 1® F A
66— 75 100 100 90 50 40 30 20 5 F
- 85 100 100 100 60 50¢ 40 30 10 b
86— 95 100 100 100 70 60 50 40 20 5
96— 105 110 100 100 80 70 60 50 s i
16— 115 110 110 100 90 80 70 60 30 20
Qlﬁﬁ 128 120 110 110 100 90 80 70 40 30
126~ 135 120 120 110 100 100 90 80 50 40
136— 145 130 120 120 110 100 100 90 60 50
146— 155 130 130 120 110 110 100 100 70 60
156~ 165 140 130 130 120 - Ho 110 100 ; 80 70"_
166— 185 140 140 130 120 120 110 110 90 80
186— 225 150 140 - 140 130 120 120 110 100 : 90 :
226— 275 150 150 140 130 130 120 120 100 100
THE ST 60 150 150 140 130 130 72 % 1L R S on s e

RESULTS:

F — Failure, rell en Moving Maneuver Failure Table FT-4.

# — A number result is 1) the percemtage of the altempted moving mancuver that is accomplished. A result ever 10 indicates that the maneuver was
accomplished AND the character perferming the maneuver has (# - 104) % ef his normal activity left for the reund, or 2) the chance of complete
success, or 3) reduces activity by (108-#).

MODIFICATIONS:; ;

+'app¥opriatc skill'bor_ms: 50 .Sfl.l[lned, £70 dewn, -30 ong limb out.

il dain

N —————e==g

7.3 GENERAL TABLES AND RECORD SHEETS

The general tables serve a variety of purposes during character
generation (Section 3} and character development (Sections 2 and 3).
The rest of the general tables arc used by the Gamemaster to create,
control and resolve situations in the strategic environment. The
record sheets are meant to be used as play aids, and may be photo-
copied for non-commercial purposes. Someof the general tables are
included in this section; others are included in the sections in which
their use is described. The Contents’ section at the beginning of
MERP gives page numbers for the locations of the various tables.

‘ e " The Larch l




ELquipment and Price Table

79

ST-4 — EQUIPMENT AND PRICE TABLE ACCESSORIES -
WEAPONS — GOODS COST  WEIGHT* NOTE
Boots Isp 3ib -
WEAPON ABBREY. COST WEIGHT TYPE Cloak 9bp 21b e
Baitle-Axe (ba) 13sp tlb 2-Handed Coat 15bp 6tb -
Bola {bo) Ssp b Missilg—~ Pants 25¢p 11b -
Broadsword {bs) 10sp 41b §-H Slashing Shirt 3bp b -
Club el tep 51b -} Concussion Surcoat 9bp 1lb =
Compotite Bow cp) 17sp 3lb Missile Arrows (20) 4bp 3b 40% breakage when used.
Crossbow © (cb) 25sp 8lb Missile Backpack 2bp 21b Holds 20 1b, lcu'.
Dagger (da) Isp 11b 1-H Slashing Bedroll (weel) 2bp S.Ib Blanket,
Flail ) 19sp 61lb 2-Handed Caltrops (5) 8bp 21b -
Halbard (hb) 14sp 71b 2-H Pole Arm + Cb bolts (207 Ibp 3bb 15% breakage whenused
l{andaxe (ha) Ssp 51b 1-H Slashing Fire-siarting bow 8tp .51b Takes 5 minutes.
Javelin (ja) Isp 4ib I-H Pole Arm Flint and steet ibp Sl Takes 3 minutes.
Lopg Bow . (b} 10sp b Missile Pack and Packframe 33cp 3 Holds 45 1b, 2 cw’]
Mace {ma) 6sp 5ib 1-H Concussion ‘Lantern 12bp 21b Ligh#s 50° diameter.
Morning Siar {ms) 16sp L {-H Concussion Lock pick kit Isp .51b + 5 bonus.
Mounted Lance {ml) Ssp t01b 2-H Pole Arm ®il flask 3bp ) 6 hr. refill.
Net (gn) 7sp Jb t-H Concussion Pegs/Stakes (19) 9tp 20 Wooden.
Quarterstaff (@s) 5cp 41b 2-Handed Pitons/Stakes (10)  2bp 3 Iron.
Scimitar (sc) 10sp 41 1-H Slashing Pole (10°) 5cp 8lb Wooden.
Short Bow (sb) 6sp 2lb Missile Quiver (holds 20) Ibp S1b Holds bolts/arrows,
Short Sword {ss) 7sp 31b i-H Slashing Rope 4bp 61lb 50 »
Sling &) 9bp 1ib Missile Rope (superior) 12bp b 50
Spear (sp) 23bp sib I-H Pole Arm Sack (50)b) 8cp 2ib Holds 58 Ib, 3 cv’.
Two-hand Sword  (th) 20sp 81h 2.Handed Scabbard 25bp 11lb -
War Hammer (wh) 18sp 5 1-H Concussion Tamp (Ix8’) 1bp 41b —
Whip (wp) 25p 3bb 1-H Slashing Tent 2p 91b Holds two.
B Torch 3tp 11b Lights 20’ diameter.
Waterskin (1 pt) lep 0lb Weight | 1b fuil.
Weapon belt Sbp 1 1b —

* — Weight only counts.if carried and not worn.

PROTECTIVE EQUIPMENT —

EQUIPMENT COST  WLIGHT*
Shield 55bp 151b
Leather Arm Greaves 2sp 21b
Leather Leg Greaves 2sp 21b
Meial Arm Gréaves dsp ilb
Metal Leg Greaves 4sp ilb
Leather Hetm 25bp 2lb
Metal Helm 4sp 31b
Soft Leather Afntor 3sp 121b
Rigid Geather Armar 10sp 14lb
Chein Armor I5sp 201b
Plate. Armor 50sp - 2516
* — Counts against encumbrance if carried and not worn. These weights are based TRANSPORT —
upoa equipment for 4 Aéa@Ryl human {(about §' 6" and 150 1b).
SPEED* - RIDING
TRANSPORT COST (f./rnd) CAPACITY BONUS**
Mule/do key 32sp 120 2501b -10
Matute pony 40sp 140 180 1b +5
- - - Light horse 45sp 200 200 Ib +0
FOOD AND LODGING - Medium horse 60sp 160 300 Ib +0
Heavy horse 80sp 120 400 Ib +0
GOOUS OR SERVICE COST__ NOTE Lesser warhorse 20gp 180 3501b +15
Beer and Ale 2p  Pint Greater warhorse ~ 75gp*** 150 37516 +30
Brandy 10tp Half-pint. Camel 12gn*** 100 2251b ~15
Cider Itp  Pint Elephant S0gp*** 8¢ 1000 Ib -10
Mead Stp  Pint . . . .
Wine &p  Pint P\erry sewvice Zcp/m? varies - -
) Coach service lep/mi varies - -
;;gm meal 61p Wagon (8'long) 6gp 50 15081b -
ormal meal Icp )
Heavy meal 12tp Sma!l boat (109 Tgp var}es 1000 b -
Medium boat {20%) Ilgp vasies 3008 1b -
Normal catioas (I week) 5cp  Nor al spoilage. Weight 1 81bs. Large boat (30°) 40gp varies 5000 b =

Trail rations (| week)
Greatbread (1 week)
Waybread ft mouth)

Poor Jodging
Average lodging
Good kdging
Stable

Ibp  Preserved. Weight 141bs.
3gp Preserved, Weight 4 1bs.
ISgp  Preserved. Weight 41bs.

Icp  Communal sleeping.
2cp  Separate bedding.
22tp  Separate room.

2tp  Includes food for beast.

* — This is the normal rate of movement in a tactical situation, it may be doubled if

the rider decide to gallop (s¢¢ Section 6.42).

s+ _ Anespecially intelligent animal would get an addit‘onal + 10 bonus, but might

cost more.

**e _ Rarelyava.lable unless purchused fromlord or wealthy dealer in specialareas.
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ST-5 — HERBS, POISONS AND DISEASES TABLE
NAME CODES FORM/PREP COST EFFECT

BONE REPAIR —

Arfandas c-F.§ stem/apply 2sp

Bursthelas 1-5-7 stalk/brew 110gp

moss/ingest

leaf/apply "

k:afxfmgm! =

i clove/msesl =
Olvar 06 ﬂowr!ingest 200gp -
Pargen h-J-8 berry/ingest 800gp

Doubles rate of healing for fractures.

Repa\rs shaltered bones and }omts

| a-Z leaf/apply
Jojojopo M4 Yeat/apply : ) re tmg f,mn caldai
Kelventari t.T3 berry/apply 19gp Heals ist and 2d degree burns, 1-10 hits resulting from heat.
CIRCULATORY REPAIR —
Anserke 1h-0-6 root/apply 758p Stops bleeding by clotting and sealing wounds. Takes 3 rnds to take effect. Patient
cannot move for S minutes without wound rcopening.
Belan 1h-0-5 nut/ingest 40gp Stops any bleeding. Takes 1-10 rnds to take effect. Patient cannoe move for 1 hour
without wound reopening.
Hayly 5-8:6 res m/apiity 150gp - Immediately s't_op_s any form of bleeding.
0! mmxhuu—. 2 A B
: leaf /apply
leaf /apply. 3sp
Draa leaf/ingest 10 hits.:
 Gariig aZ3 cachs/ingest $sgp - Heals 30 husc
”UC‘{I"IU_" V3 lichen/iogest - _. . S0gp “Heals 100%hijts.
:.Mi'r'_énnj M3 berry/ingest 10gp - Heals 10Hils.
Rewk : \_l«ﬁ-_'S . nodule/bréw 9sp. '““}{eals ma hits‘
\-n__l_lf}.. _:_ - &_‘«b-&; cloverbrews.. - 1sp : |
Winclamit- e fruit/ingest “ 100gp &
‘Yavethalion m-@.5 fruit/ingest 45gp Hcals 5-50 hits.
GENERAL PURPOSE HERBS —
Arkasu m-T-4 sap/apply 12gp Heals 2-12 hits. Doubles rate of healing for major wobnds.
Arlan c-M-2 root/ingest Sbp Decongestant. Adds 20 to resistance vs commaer. cold. Speeds recovery fron
respiratory illness by 5x.
Athelas t-C-5 leaf/brew 200gp Capable of curing anything while patient still alive, but healing only as effective as
the healer. Full effect only in hands of an “ordained” king.
Attanar moss/apply 8gp Cures fever.
Delrean bark/apply Isp Repels any insect. Smells foul.
Felmather leaf/ingest 10Sgp Allows a mental summons of one “friend”. Range 388'x user’s level. Relieves coma.
Melandar moss/brew 12sp Adds 10to Re51stance Rolls agamsl disease for 1-10 days.
2 nut/ingest 3gp ~ One days nutrition, - T

szekeepmg (l ay) S :

Llfegnmg, if given within 4 days. |

minor tuts,

1:7days of death.

COBES — The Cedes give a smailletter for the climate that the herb (or po'ism) is ]
normally found in, a capital letter for the tvpe of locale that the herb is normally
found in, and a number for the difficulty of tinding a dose of such a herb (see Section

4.733)~ -
CLIMATE CODES: LOCALE CODES:
a = arnd A = Alpine
¢ = cold B = Breaks/wadis
e = everlastiig cold C = Coniferous (evergreen) forest
= severe cold (fngd) D = ®Meciduous/mixed forest
h = hot and humid F = Freshwater ceasts & banks
m = mild tetperate G = Glacier/snowfieid
§ = semi-arid H = Heath/scrub
t = cool temperate J = Jungle/rain forest
DIFFICULTY OF FINBING: gy el
R O = @cean/saltwaler shores
Code Piffi lf:ulty Mod. s e
1 = Routine (+30) T = Tall grass
2 = Easy (+20) U Underground (caverns etc.)
3 Light (<19 vV = Volcanic
4 = Medium (+0) W = Waste
5 Hard (- 1) Z = Desert
6 = Yery Hard (—20)
7 = Extromely Hard (—30)
] = Sheer Folly (-50)
9 = _Absurd {(-700 |

FORM/FREPF (Form and Required Prcparation):

Brew — Takes 28 rounds al'ter water is boiled, then it may be drunk.

Ingest — May be caten, chewed, drunk, or inhaled; whichever 1; appropriate.
Apply — Takes 1.1¢reundsto prepare. The herb s then applied totheareaofinjury-.
Paste — Poisen is made into a paste which may be applied to edged or pointed
weapons. It will remain effective for up to 1 week, or until annopponem is struck. Ifa
cyitical isobtained tbe opponent must makea Reststance Roil er hetakes theeffect. If
the result of the attack is only hils, the po'1sd isgone. It may also be put into food er
drink.

Liquid — As paste, except it only remains effeetive for 1 hour.

Powder — May not be applied to weapons. it may be placed in food or drink.

COST: Normal cost if availahle.

EFFECT: A maximum of 1 dose canrtakeeffect an acharactereach round. Theeffect
is based on a dose weighing Y% ounce.

ADDICTION: A Gamesnaster may wish to make certain herbs addictive. In such a
case, use of the herb will become less effective. and the herb will be required (0
operate at full effectiveness (see Meriig under STAT M®DIFIERS as an example},
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IMUS(.'LI'Z. CARTILAGE, & TENDON REPAIR —

Arnuminas m-S-2 feaf/apply

Arpsusar t-F-5 stalk/brew

Dagmather $-S.5 spine/brew
flower/ingest

Ebur m-Q-4

SomD3

OR(:AN RFPAIR & PRI’SLRVATIOV -
Aldaka c-M-5 root/brew
Berterin m-D-3 moss/brew
Febfendu c-F-4 root/brew
Siran 5-S-6 clove/ingest
Siriena 5-S-5 grass/apply
Tarnas h-4-6 nodule/brew

6bp
30gp
28gp

22gp

ushroomyingest (g

S et Gk Tacke ot Bt a-mmg
. Allows sighielike an EIC§J6 brs).. - =

< Acute smell and lam- €1 hr)

Doubles rate of healing for ligament, cartilage and muscle damage.
Mends muscle damage.

Heals cartilage damage.

Repairs sprains.

Rmnmw
Douuurmafhealmgfo(nemd-mp

Restores siglit.

Prese¢rvation of organic material up to body size for | day.

Restores hearing.

Restoration of | organ. Side effect: skin disease (Afreduced to 10%e of normal).
Preservation of organic material up to body size for | week.

Repairs organ damage.

: Protcctscyesmtmenuhgblorghn mmmwuwm bhwluli;lu

Lasts 9 hrs,

Subtracts 30 I‘mm maneuver md mebc
"Euphoria. IMS l hr

Haste (3 rnds). =
Enhances smellZhd bﬂlﬁu (l hr)

139p

S - fungu/bree 1240
STAT MODIFIERS -
Lestagii a-Z-9 bud/ingest 520gp Restores any statlosses other than those due to age. Affects only one stat.
Merrig 5.5-5 thorn/brew 2gp Daily use increases PR and AP by 5. Effect occurs after 10 days use and addiction
results after 2 weeks. Interruption of use and withdrawal means loss of 10 from CQ,
5 from 1G, and 5 1o PR and AP.
_l_~..F-_3:_\ 228p! Stun relief (1 md} : i
oS4 12sp Keeps 10 days, Stun relief (1-10 mds)
. h6_ . leaf/ingest 12gp Relieves 2 rounds of stunéffects,
DISLASL&: (Ivl is (he attack level) —
Angurth - fleas - (Ivl 2) Slow and painful death.
Bukandas - certain wolves - (Iv14) Severe asthma.
CGrelnixar - Vrel plant - {Ivl 8} Running death. Whenever able the victim will run (even to the point of
death).
Igturfas - certain snakes - (Ivl 5) Feeblemindedness, 1G drops by 20.
Jadaras - Janar grass - {ivl 2) Agility drops by S.
Shutinis - Hultif bugs — {Ivl 3) Insanity.
Vemaak - certain hornets — (lvl 7) Hearing loss.
= '.nowcr/pme 600g0 (v1 10) Kills instantly.
p 2gp (v 5) Loss of limbstruck, %
14gp (Ivi 3) Destroys:Yiearing, and gives T0 hm
[ T9ep Qv1 9) Klils Elves, puts othersinto a coma: -
92gp (vl 7) Gives:1=100 hits.
ilgp‘ (Ivt 5) Gives 1-30%hits. - 2
4lgp (vl 2) Causes gradual insanity.
142gp (v 7) Kills in2-12 rounds.
154gp (vl 3) Gives'3-300 hits.
S3gp (Ivl 5) Causes-1-10 day coma.-
4gp (Ivl 9) Scars skin, add gives 2-20 hits.
36gp {ivl 5) Slow (fdii) paralysis and death.
- 278p (Iv1 8) Sterilizes, and gives 5-50 hi!m
12gp - (vl 6) Gives 3 30 hits.

{Ivl 2) Blinds, Bnd gives 1-10 hits,
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ST-6 -~ TREASURE TABLE

GEMS ANDJEWELRY — Gemsand jewelryare forms of wealth that are
moreportable than most money. They are also more easity identifiable and
moredifficult to assess.

MOANEY — TheGamemaster should keep in mind that most money in the
world at large is in the form of tin pieces (tp) and copper pieces (cp),
followed in decreasing frequency by bronze pieces (bp), silver pieces (sp),
gold pieces {gp), and mithril pieces (mp). Often the sheer weight of the
money in a treasure will limit the amount which can be carried away.
NORMAL EQUIPMENT — Many 1reasures will include lots of normal
equipment (i.e., weapons, rope, lools, clothing. bocks, and manuscripts,
etc.).

LIGHT EQUIPMENT — The weight of equipment (e.g., weapons,
armor, shields, food, etc.) is often a big hindrance to a character. A piece
of equipment which is lighter than normal is often very valuable (o a
character.

BONUS SPELL ITEMS — See Section 4.56.

MAGIC ITEMS WITH BONUSES — See Section 4.56.

MAGIC ITEEMS CONTAINING SPELLS — See Section 4.56.
SPECIAL ITEMS — The Gamemaster may creale (make up) any magic
item that he wants. Often these do not fall into the categories above. A
good example of this type of item is a “slaytng™ weapon, which will be
especially deadly against certain creatures. For example. a sword of “®rc-
slaying” is reated as a normal sword against ali non-Orc faes; however if it
is used (0 gise a critical toa Org, the crincal is resolved twice (two rolls in-
stead of one) and both results are applied to the Orc.

ARTIFACTS — Artifacts are special items (hal are very powerful, and
often vomain muitiple powers and abililics. The One True Ring and the
Elven rings of power are examples of artifacts. Usually these items have a
history and a cultural or political significance.

DETERMINING THE COMPOSITION OF A
TREASURE — Most of thetime a Gamemaster will choose a treasure
that is appropriale for a particular adventure site. However, it ts often
useful to be able to quickly generate a random treasure or part of a
treasure.

The charts below are included to help the Gamemaster in this task. The|
Gamemaster must assign a relative richness (very poor, poor, normal, rich
or very rich) to the treasure’s wealth (money, gems and jewelry) and (o the
treasure’s magic itern content. The richness of these factors may differ; for
example, a treasure might be very rich in terms of wealth, but poor in terms
ol magic items. Each chart has a section for determining the size of the
treasure; alternatively the Gamemaster may decide on the size. The size of
the ireasure is reflected in the number of rolls allowed on the composition
section of each chart. These charts are only included 1o provide aid to the
Gamemaster; he should use them as he sees fit.

MONLY, GEMS AND JEWELRY CHART — First roll to
determtne the size of the treasure {(the number of rolis allowed), then make
a number of rolls to determine the actual composition.

SIZE:

FIRST # Composition

ROLL Rolls
01-30 |

31-55 2

56-75 3

76-90 4
91-00 5

COMPOSITION:

RELATIVE RICHNESS

ROLL ¥ery Poor Poor  Noraal Rich Very Rich
01-10 50tp 500 tp 1000 tp 5000tp 10000 1p
11-20 100 tp 1500 tp 3000 ip 7500 tp 5000 ¢cp
2130 500tp - 25001p  5000tp  1000cp

31-35 1000 tp 500 cp 1000 cp 175

316-40 2000tp 750 cp 1500 ¢p

41-45 300cp 1008 cp 2000 cp

46.50 400 cp - 1250¢p 250 bp

51-55 500 cp 150 bp 300 bp

56-60 600 ¢cp 200 bp 350 bp

61-65 70 bp 250bp 40 sp 90 sp 80 gp
66-70 80 bp 30sp 50 sp 110sp — 100gp
71-78 9%0bp ISsp 60 sp 15gp  125gp
76-80 100 bp 40 sp 70sp 25gp  150gp
81-85 12sp S0sp 8gp 35gp 2mp
86-90 1580 60 sp 10gp . 45gp= Gem(250)
994 20sp 7gp 15gp Gem(60) Gem(300)
95-97 3gp 8gp  Gem(20) Gem(80)  Iw.(300)
98-99 Sgp  Gem(l0)  Gem(50) Imp Iw.(600)

00 Gem(10) - Jwi(25)"  Jw.(100)  IFHS500)  Jw.(1000)]

NOTE: Jw. = Jewelry.

MAGIC ITEM CHART - First roll to determine the size of the
treasurc (the number of rolis allowed), then make a number of rolls to
determine the actual composition. 1f any “Spell” results are obtained,
further rolls are requircd to determine what the spellitem is and what spell
s init.

SIZE: T :

FIRST ' RELATIVE RICHNESS
ROLL. Very Poor Poor Normal Rich Very Rich

01_20 i T o 0 2
2]_40 0 0 0 1 2
dEss RIS e s e
1 1 2 3
81.90 1 ] 2 3 4
9195 t 2 3 3 3
96.98 2 3 4 4 3
COMPOSITION:

RELATIVE RICHNESS
ROLL VYery Puor Poor Normal Rich Very Rich
01-10 - Normal Normal NGrmal * SOWIEight 60% Light
1120 Nermal Normal -~ BO% Light %% Light ‘40% Iight
2130 Normal  80% Light 600 Light d0% Light  Spell
31-40 807 Light 60% Light 40%o Light +5 Bonus Spell

41-50° 80% Light 60% Light +5Bonus +10.Bonus  Spell

51-55 60% Light  +35Bonus +5 Bonus  +10 Bonus +.5 Bonus
56-60 60% Light +5 Bonus + 10 Bonus +15Bonws + 10 Bonus
61.65 +S5Bonus +5 Bonus + 10 Bonus +15 Bonus + 10 Bonus
66-70  +5Bonus +5 Bonus +10Boous  Spell + 15 Bonus

7175 +5Bonus +10 Bonus + 15 Boous  Spell +20 Bonus

76.80 +5 Bonus +10Bonus  Spell Spell +1 Adder

81-85 +10Bonus +15 Bonus Spell Spell +2 Adder
680410 Boals - _Sexll Spell . +1 Adder  x2 Mult,
91.94  Spell Spell  +bAdder —+2 Adder +3 Adder

9597  Spel +1Adder +2 Adder x2Muh.  x) Mult.

98-99 +1 Adder +2Adder x2Mult.  +3 Adder Special
00 Spccial - Special Special - Special Artifact

KEY:

Normal = A normal non-magic item.

#% Light = Equipment which weighs # % of normal.

+ ¥ Bonus '_'_= An item with a- + # bonus.

Spell - = An item’containing a spell {roll o chans below).
s ~ = A bonus spell itom, a + # “spell.adder™.

A bonus spell item, a x # “spell multiplier”.
- The Gamermaster should choose & special magicivem,

An artifact may pepresent. o -
NOTE: See the descriptions of magic items to determine the type of items. Suggesied
items include: weapons, anmor, helmets, greaves. shields, tools, saddles, cloaks,
boots, gloves, glasscs, et¢. The Gamemaster should deteimine the type of ttem based
upon lhe adventure sie and situation.
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CHOOSING A SPELL AND SPELL ITEM — The Magic the spell is from, then rollto determine the specific spellist. Then the ltem
ltem Chart may indicate that a spell item is included in a treasure, or a and Spell Level Chart can be used 1o determine the type of item (if the
Gamemaster may want to randomly choose a spell whichis inanitem. The Gamemaster has not already decided), and to determine the level of the
two charts below provide a mechanism for choosing a spell and a spell spell. [f the spell obtained is inapproprialte, just repeal the process or parl
item. Using the Spell List Chart, roll to determine which type of spell list of (he process, as necessary.

FIRST ROLL PETERMINES THE SPELL LIST TYPE

nd 01-30 3160 61-75 76-90 91-100
ROLL __ESSENCE OPEN LISTS MAGE LISTS CHANNELING LISTS  ANIMIST LISTS BARD & RANGER LISTS

01-02 5 Bl Clbse oo sei e Curse Curse Curse
14 ‘Physical Enhancement . FireLaw = = = - Natures Lere Direct Channel Lore
Essence’s Ways [ce Law Nature’s Movement Blood Ways Controlling Songs
Unbarnng Ways Earth Law Spell Defense Bone/Muscle Ways Sound Control
i i EssencéHand ., Lishk¥aw 0 Surface Ways . Organ' Ways' " - e 0
S1620 0 SpellWays Windbaw = Protections . Animal Mastery | ith Mas!
63-74 Essence Perceplions Water Law Detection Mastery Plant Mastery Moving ways
7586 [lusions Lofty Bridge Sound/Light Ways Purifications Nature’s Guises
8798 . Spirit Mastery LivingChange ~  Calm Spirits Creations 7, ./ Nature's Ways 0
99100 ' Special Special : Special ~ Special St o

Cuzse — The spell issome howcursed; it mayattack acharacter or affect himin some other negative fashion {e.g. a disease, a poison.a drop in siats, a phobia, el¢.). The Ganemasier
has great flexibibty e this matter.

Special — The Gamemaster may make up a spell, or make a higher level spell based upon the existing spells (e.g. a Firebolt with a longer range, a Haste V spell, etc.).

ITEM AND SPELL LEVEL CHART -~

FirsC Roll (if necessary) Delermines The Type of Ltem

01-40 41-65 66-79 N-75 76-80 81-85 $6-94 95-98 99-00
2nd RUNE DAILY DAILY DAILY DAILY

ROLL PAPER POTION | ] m v WAND ROD STAFY

[ 01:20 st Ist Ist =21 1st Ist Ist ST e |

TR e T T Ist S st Ist 1st Ist Ist: BTl * 2nd
26-30 2nd 1st st Ist Ist Ist Ist Ist 2nd
31-35 2nd 2nd Ist Ist tst Ist Ist 2nd 3rd

- 36-40 2nd 2nd 2nd sk tst Iat tst 2nd e =

4145 o s T L 2nd oAl nd 1st ist Ist S SN
46-50 3rd 2nd 2nd 2nd 2nd tst Ist 2nd 4th
51-55 3rd 2nd 3rd 2nd 2nd Ist I51 2nd Sth

5660 e e R 3rd 2nd 2nd - 2nd 2nd e $th

VTS T e 3rd w3l s 3 2nd 2nd 2nd e el - 6th
66-70 ath 3rd 4th Ird 2nd 2nd 2nd 3rd 6th
71-75 Sth 41h 4th 3rd 3rd 2nd 2nd 3rd 7th
76-80 : 5th _ 4ih 5th 4th 3rd 20d 2nd 4th 7th

8185 “ 6th 5th 5th 4th 3rd 2nd 2nd 4th 8ih
86-90 7th 6th 6th 5th 3rd 3rd 2nd 4th 8th
91-94 8th Tth 7ih Sth 4th 3rd 2nd 5th 9th

1 95.97 9th 8th 8ih 6th 4th 3d 2nd Sth o 9th

- 98-99 10th Oth 9th 7th 5th 3rd 2nd Sth 10th
00 10th teth 10th 7th Sth 3cd 2nd 5th 10th

NOTE: The Gamen;zster should detefmine t )¢ number of charges left in 2 wand (maximum 010}, » 6d (maxitoum of 30), or 2 staffi(maximum of 100) A 1 100 die roll.can help: ldw

[ roll ting few chargesand high rolis indlcating lats of ehacges. He may also want to inclivde multiple charges (or doses) on special s¢rolls and potion
" a number () of times each day (¢.g. a Dy 1L item could be used 3 times a d3y), a7id may take any form that the Gamemaster Wishes (¢
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Creature Summary Table

ST-2 — CREATURE SUMMARY TABLE

No world is complete without the inclusion of the fauna and in-
digenous nasties of each locale. For the sake of convenience and
ease of explanation, the “normal” fauna of Middle-earth is kept
separate from the spectacular and deadly animals and monsters
that comprise such a large portion of the atmosphere of any
Tolkien-based game.

The combat capabilities of the animals most likely to be en-
countered adventuring in Middle-earth are summarized in the fisst
part of Tabie ST-2. All of these creatures should be famifiar to the
players and thusare not fully described. Names are generic,suchas
“small cat” or “large dog.” Anytime an animal is encountered the
nearest compatible set of statistics should be used. Thus, a charging
tiger would use the “large cat” row of statistics, while a water buf-
falo would use the “bull” row. One thing to remember is that most
animals will not attac’k men voluntarily. Encounters with an animal
should have a reason such as the animal being summoned or fight-
ing to protect its young. In general, squadrons of moose do not
roam the woods looking for a group of player characters to mug.

' NORMAL MIDDLE-EARTH ANIMALS

Type Level #app Speed Hits
Ape, small | 125 FA 45
large 2 1-15 FA 100
huge 3 1-10 FA 140

Bat, smatt 0 1-100 VF 5
giant 2 1-20 VF 60
Beay, large 3 1-5 FA 150
glant 7 1.3 FA 250

Bird, small 0 1-100 VF 5
large 1 1-4 FA 30
Boar 3 1-6 FA 110
Bull 3 1 MF 190
Cay, small 1 1-3 VF 20
medium 2 1-6 VF 50
large 3 1-10 VF , 100
Deer, female 1 115 VF 50
male 2 I VE 70

Dog, small 1 1-10 FA 30
medium 2 1-20 FA 70

large 3 1-20 FA 110
Dolphin 3 1-30 VF 70
Elk 4 1-15 MF 230
Horse, small 2 1-50 FA 90
large 3 1-50 FA 140
Lizard, small 0 | VF 5
medium 1 1 FA 15

large 2 1 MF 35

Moose 2 1-10 MF 200
Pony 2 1-50 MF 65
Shark, large 3 1-30 FA 120
Snake, small 0 1+ VF 5
medium 1 1+ VF 20

lacge 2 1+ FA 35
Spider, small 0 1-100 MB 1
medium 0 1-50 MD 5

large 1 150 MD 10

Whale 10 1-20 MF 450

AT DB Attack Size Crit
NO 25 3sBi 5 Reg
NO a2 20 60Bi. M Reg
] 20 90Gr L Lge
NO © 60 35Bi T Reg
NO 50 5081 S Reg
SL 30 70Ra L Reg
SL 40 95Ra H Lge
NO 40 25Pi T Reg
NO 30 40Pi M Reg
SL 40 55Ho L Reg
NO 25 50Ra L Reg
NO 25 40Cl1 S Reg
NO 35 60Cl S Reg
SL 35 80CI M Reg
NO 25 ISRa S Reg
NO 25 50Ho L Reg
NO 20 40Bi S Reg
NO 25 50Bi M Reg
SL 25 70Bi L Reg
NO 40 50Ra M Reg
SL 35 75Ra H Lge
NO 30 30Ra M Reg
NO 30 45Ra L Reg
NO 50 20Pi T Reg
NO 40 25Pi S Reg
NO 30 45Pi S Reg
NO 30 45Ra M Rcg
NO 25 30Ra S Reg
SL 30 75Bi H Reg
NO 40 30Ho T Reg -
NO 30 35Ho S Reg
SL 20 50Ho S Reg
NO 10 10Ho T Reg
NO 5 10Ho S Reg
NO : 0 20Ho© 5 Reg
SL 60 9%0Ra H Hge
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KEY:
Type — Thetypeisthe name and size of the broad generic category
described inthe remainder of the row.

Level —The level column denotes the level of the average animal
for resistance roll and experience point purposes. Note that any
animal with a zero in this column counts as level O for experience
points and level 1 for resistance roll purposes.

#app — The approximate number of animals appearing in an
average encounter with a group of 4-6 player characters. This is
purely a suggested figure and is completely up to the Gamemaster.

Speed — Therelativespeed of the animal or monster. See the chart
below.

Hits — Thenumber of concussionhits theaverage specimen of that
animal variety can take without losing consciousness. This may
vary by 20%o or more in either direction for any given animal.

AT - The armor type equivalent of the animal. N® =none;
SL =soft leather; RL =rigid leather; CH = chain; PL = plate.

DB — Thebasedefensive subtraction oftheanimal. Thisshould be
varied by the Gamemaster according to the circumstances and
should naturally vary 20%0 just togive each animal an individual ap-
pearance.

Attack — This denotes the animal’s type of attack and the base of -
fensive bonus of that attack. See Table CST-2 for a further discus-
sion of animal attacks.

Size — This gives the maximum size limitation of the animal’s at-
tacks. T =tiny; S =small; M =medium; L =large; H= huge.

Crit — Thenameofthe criticaltable that the animalrolls when hit:
Reg=normal; Lge=large creature; Hge=large creature {minus
10).

Werewolves

Base .Mc.)vement Charge) Flee/
Lunge

Movement  Bonus

SL Slow Cso 10 0 5
MD Medium 65’ 15 -5 10

VF Very Fast
BF Blindingly Fast

+ —See Section 6.4 for an explanation of how to use these move-
ment numbers.

* —This monster has special attacks or powers. For details, see the
individual descriptions.
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Damage Record Sheet
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Experience Point Record Sheet

RS-3 — EXPERIENCE POINT RECORD SHEET

CHARACTER

Hit Points

(Total hils taken)

Critical Points

(Opponent’s v,
& severily
of Erilical)

Kill Points

(Opponent's |vl,
& character’s Ivl.)

Mancuver Points
(Difficulty

of manpeuver)

Spell Points

(Spell Ivl. &
character's Ivl.)

Misc. Points

Travel Poinls

(Number of

miles traveled)

SUBTOTAL

Idea Points

(Halt of group's

total points)

TOTAL
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8.0 APPENDIX1 — RACE DESCRIPTIONS

The following are general descriptions of the predominant races
of Middle-earth. Naturally, certain individuals will differ to varying
degrees. Certain modifiers are included for purposes of realism, but
GMs should feel freeto omt them if they consider them to be un-
wieldy.

DWARVES (Pl. Khazad, sing. Khazad)

The Dwarves are descendants of the Seven Fathers, the original
lords crafted from the earth by the Vala Au/é. He is the Smith ofthe
Valar, thegiver of mountains and master of crafts, andthe Dwarves
call him Mahat (Kh. “Maker”).

They were created first, but Eru forced his servant Aulé to delay
their awakening until after the coming of Elves. Following their
birth the Seven Kings formed tribes based on their lines and
separated. Although these Seven Tribes have since spread across
Middle-earth, they have remained close and have spawned a univer-
sal reputation for ruggedness, practicality, and unwavering loyalty.
Most groups favor the rocky highlands and deep caverns of the
mountains, for the Dwarves, perhaps more than any race, re-
member their origin and heritage.

Physical Character
Bwld: Short, stocky, strong, with exceptionally streng limbs.
Coloring: Black, red, or dark brown haiz. Fair to rudlly complexion.

Endurance: Tremendous. They can carry great burdens over long distances with little
rest.

Height: 4 to 5 feet tall.
Lifespa: 200-408 years.
Resistance: Resistance against flame and ice: + 30 bonus versus heat and cold attacks.

Special Abilities: Dwarves see weil in extreme darkness. In the dimmestlight, they can
see SO perfectly, and fairly well up to 100.’ They can see 10’ initotal darkness (non-
magical}.
Culture

Clothin g and Decoration: Beards, sometimesbraided. Leng hair. Heavy garb with col-
orful hooded cloaks.

Fears and Inabilities: Open water and the Vala U/mo (L.ord of Waters). They do not
normally swim (-50 to Swimming maneuvers).
Lifestyle: Dwarves are superb miners and craftsmen, and unsurpassed stoneworkers.

They five in tightly-knit greups and faver underground cities which are usually cut into
rugged hills or mountains.

Marriage Patterm: Monogamous. Only a third of the race is female. The line is traced
through the male.

Religion: Dwarves believethat each lineage has a common spirit which permeates them
all and ties them together. They revere their ancestors above all other things but Aw/é
the'r maker, and believe that in each King exists a part of his predecessors. Those of
“Durin’s Folk”, the Dwarves of Moria and the higblands of Wildertand, believe their
Kings te all be one Dwarf — Dur inthe Deathless,

Other Factors

Demesnor: Sober, §uiet, possessive, suspicieus, pugnacious, introspective, and often
very greedy. Tenacieus warriers, they fight witbout quarcer and never retreat. Each
Dwarf treats his kind as brethers and non-Dwarves as lesser beings who. one way or
another, are a constant threat. Their blood is thick and their bonds are deep. They enter
into agreements with extreme care but, once made, honor them to the letter. The oid
adage is true~. “‘no friend ever did a Dwarf a favor, no enenty a wrong, without being
repaid in full’.

Language: When in public: or about in the wild, Dwatves speak ¥ estron (Rank 5), the
Common Speech, or some Elvish language (Rank 3). Among themselves, Dwarves
speak Khuzdul(Rank 5), a guarded tongue knewn by virtually no one but themselves.

Prejundices: Orcs, Wargs, and Dragons are the sworn enemi'es of Dwarven-kind. Above
all other races, they despise these the mest, although they are extremely suspicieus of
mages and Elves. They have suffered too much as a result of magic. No Dwarf will ever
forget thesly words of Sauron. one whose conjuring enslaved many of their great lords.

Restrictions on Professions: No Dwarven Mages or Bards. Dwarves know of spelis.and
enchantments, but generally scot f at the ways of Elvesor other conjurers, preferring in-
stead to use such power in the making ef permanent physical items. Traditional Mages
and Bards are unheard-of; instead they producc alchemists and engineers.

Backgrouad Options: They get four backgreund points,

UMLI

The Umiilive in the Far North of north-central Middle-earth, east
of the Lossoth. They are a race of short folk who apparently came
from an ancient union of Men and Dwarves. Legends call them
Half-dwarves.
Physical Character

Build: Strong and compact, with large features and considerable facial hair. Mates
average 150 peunds, fcmales 135 peunds.

Coloring: Ruddy skin and red hair, with penetrating pale blue eyes.

Eadurance: Exceptional in cold cbmes; average in temperate areas; poor in warm or hot
climates.

Helght: 4-5 foct.
Lifespan: 100-200 years.

Resisiance: Umli have a +30 bouus versus cold/ice attacks and a -15 bonus versus
heat/firc attacks.

Special Abillties: Umli need sleep but three hours a day. In the celd (below 35°) they
halve any encumbrance penalties; above 90° they suffer double encumbrance penalties.
Culture

Clothing and Decoratien: Fur-1'uxd skin coats, shirts, pants, boots, and hoods.

Fears and Inabillties: None.

Lifestyle: Hunters, gatherers, and fisherman, they move from site to site depending on
the season. Most reside in caves or underground settlements. Many mine, and the Umli
are accomplished smiths and artisans.

Marrtage Pattern: Monogamous. The line is traced through the male.

Religion: Semewhat formal. They worship Eru and the Valar, and revere Aulé (who
they call Mahlic) above all ethers.

Other Factors

Demeanor: Possessive, persevering, stubborn, fierce, and yet quiet.

Language: They speak Umitic (Rank 5). Some know a little Labba (Rank 2), Westren
(Rank 2), or Khuzdul(Rank 1).

Prejudices: They hate Dragons and Wargs above all other races.
Restrictions on Professions: None.

Background Dptions: They get four background points.
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ELVES (Quendi)

Elves were the first to awaken and venture onto Middle-earth.
They are a graceful and noble race of immortal beings who resemble
Men, but shine with an inner glow which betrays the spirit of unique
thoughts and gifts. No race has been blessed with more, or cursed so
much by the hand of Fate.

Though basically similar to mortal men in most ways, Elves have
severalimportant, if subtle differences. As arace they are taller than
humans but they are uniformly slender and have less body hair.
Elven men have no beards. Fine features and fair, unmarred skin
combine with sparkling eyes to give the Elf an enchanted aura. A
strange deftness and ease of movement give them a graceful quality
and it is not surprising that they are very agile and so light afoot;
theyleave fewtraces of their passing and can walk on the surface of
freshly fallen snow. Their gentle physical appearance belies great
strengths, however, for they are highly resistant to the crippling ef-
fects of extreme temperatures, and are immune to disease and ill-
ness.

They are also immortal, and age in a graceful, nearly impercep-
tible manner. Elves commonly die from only two causes: through
violence, or as aresult of a weariness of the world. In the latter case
an Elf is simply overcome with grief over the course of time, thereby
losing the willto live. All the Elves who pass away are gathered in the
Halls of Mandos, the Place of Awaiting, in the far west of Aman
(Valinor). There they await the End of the World, or are released
back into the world to replace another of their tine who has per-
ished. In a sense, Elves are often reborn as descendants of
themselves.

The Elvesrevere the Valar and many know their nature well. Still,
they have no formal religion; instead they show their respect
through poetry and song and gather to celebrate life and the gifts
from on high. This respect for the way of things is largely tied to
their acceptance of their close ties to the Fate set down in the Song of
Creation, although much of it also stems from an understanding
and joy regarding the creations of nature which have been handed
down and overseen by the Valar. Above all but Eru they worship

Varda, Queen of the Valar and fairest of all creations. She is the
bringer of light and they call her “Lady of the Stars” (Elentdri or
Eibereth).

Elves do not need sleep. Instead, they receive rest through medita-
tion involving memories, past events they recall with remarkable
vividness. Normally they go into this trance-like state for approx-
imately two hours each day, although they can function for many
days with little or no relief. While in their meditative state, Elves are
extremely difficult to awaken; they rise at a point previously de-
cided. This manner of rest is in keeping with the Elven fondness for
the night. Men have often referred to them as people of the stars
with good reason, for Elves see as well on a star-lit evening as a man
would at the height of day. Elven sight is ideal for the partial
darkness of the shadowy forest or cloudy sky, and allows them a
mobility unlike that of any other race. In absolute darkness,
however, they suffer as others do; they can not see at all.

Their sense of hearing is also superb, and no doubt accounts for
the Elven skills with music. Their reverence for song is unparalleled
and has affected their language and way of keeping precious
records. The Elves were first to use spoken words and have taught
the other races of the gift of speech; thus their own name for their
kind: “Quendi” — the “Speakers”. All of their speech has a musical
quality when spoken properly, lending itself well to verse. Elven
Bards, then, have had little trouble in maintaining the histories and
epics of their race as a collection of wondrous songs and spoken
poetry.

There are two major groupings of Elves in Middle-earth. Their
split in the early First Age formed the basis for the development of
two separate Elven cultures. The most exalted group is the Eldar,
the three kindreds (Noldor, Vanyar, and Teler:) which made the
Great Journey across Middle-earth during the First Age. Most
settled for a time in Aman (the Undying Lands), or along the shores
of now-sunken Beleriand. Only the Noldor and Sindar (a group of
Teleri) remained in Middle-earth following the War of Wrath that
ended the First Age. All other folk are called Avari or Silvan Elves.
They are commonly called Wood-elves.

From these cultures came the three groups which form the Elven
races of Middle-earth: (1) the Noldor, {2) the Sindar, and (3) the
Silvan Elves.

HALF-ELVES (Peredhil)

Half-elves are a rare breed, the of fspring of Men and Elves. While
the Dunedain, Corsairs, and Black Nimenoreans have Elvish (and
even Maia) blood, their connection to Elves lies in the remote past
and they are not called Half-elves. True Half-elves have one Elven
parent and one Mannish parent.

Upon reaching adulthood, a Half-elf must decide whether to live
as a mortal Man or an immortal EIf. Elrond of Rivendell chose the
latter course, while his brother Elros — first King of Numenor —
opted for mortality. Those who become Men receive the Gift of
Death and are not bound to Fate like their Elven kin.

Physical Character

Build: Strong and slender, thinner than Men but stoutec than Elves. They have thin,
angular features. Males average 200 pounds, females 140 pounds.

Coloring.: Fair, generally with brown or black hair and grey eyes.

Esdarsace: Considerable. Half-cives need but 4 hours rest a day: sleep for monals or
meditation for tbe immostals.

Heigbt: Males average 6’3", females 5’117,
Lifespan: Mortal Half-elves live 250-500 years.

Resistance: Half-eives are virtually immune to disease and natural illness. They have a
+5 bonus against cold attacks,

Special Abitities: Half-elves can see extremely well in the dack. Under moonlight or
starligbt they can see perfectly for S00’. in other darkness siluati'onsthey sce as Elvesdo
(50’ to 100’ if a light source is available).

Culture

Qlothing and Decorslion: Vanes, althougb it isgencrally well-madeand beautifully and
subtly adorned. Favored colors are deep blues and greens, greys and grey-grecns, silver,
and while.

Fears and Inabilities: None.

Lifestyle: Varies, although tbey generally live in secluded retreats or havens, or among
Elvenkind. Their culture is mucb like that of the Sindar. although they are constantly
concemned with the ways of Men.

Marviage Pattere: Monogamous. Theline is traced through the male or femate.
Retgion: Quiet, personal, and involving meditat'on. They respect Eru and the Valar
and revere Varda and Oromé above all others, Those who live by the sea hold Ulmo
dear.

Other Factors

Demeanor: Patient, reserved, considerate, balanced, mellow, and thoughtful.

Language: Mot speak Sindazin (Rank S) as their first toogue. They all know Westron
(Rank 5} and so me Quenyg (Rank 3).

Pre judices: Orcs are their sworn encmies.
Restrictions on Professions: None.

Background Opttons: Beeause of theirstrong cultural and racial ties they only get Ibree
background points.
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THE NOLDOR (sing. Noldo)

The Noldor are often called “High Elves” or “Deep Elves”*, osten-
sibly because they are considered to be the most noble of the Quendi
in Middle-earth. In reality, they are so named because they are the
only Elves living in Endor who have ever resided in the Blessed
Realm of Aman across the sea. This exalted status is accentuated by
their close ties with the Valar, a relationship which accounts for their
unique cultural and linguistyc roots. Other names for the Noldor in-
clude Deep-eives, Gelodhrim or Gelydh (Sindarin labels), and
Ndmin (Edain labe!).

Finwe was the first King of the Noldor, which is counted among
the Eldar as the Second Kindred. Finwé’s sons — Féanor, Fingolfin,
and Finarfin — produced the three traditional lines which compose
the whole of the Noildor.

Physi'cal Character

Build: Of ail the Elves, the Noldor are the strongest and sturdiest of build, although
they are still slimmer than Men.

Coloring: Most are dark haired and have greyish eves which betray a proud looking
manner. Descendants of the Fingolfin and Finarf.n are of ten fair haired and blue eyed,
for their blood eontains Vanyer intluences.

Endurance; They do not carry great burdens, but they are capable of traveling 16-20
hoursa day. TheNoldor do not sleep; instcad they rest in a trance for 1-3 hours a day
(this restores any Power Points using casting spells).

Height: Males average 6'7”, females 6'3”.

Ulfespaa: They areimmortaland will only diedueto violenceor if they weary oflife and
lose the will to live.

Resistance: They cannot become sick or scarred and are virtually immune to disease.
420 bonus versus cold aftacks,

Special Abliities: No race sees better outside diring the darkness of night than the Elves.
Their vision under moonlight or starl'ight is as good as a Man’s during the height of day.
In other sitiations when there is any light source, Elves canseeat least S0’ perfectly and
fairly weli up to 100°. In absolute darkness, however, they are no betier than Men {i.e.,
they can't see at all), Their hearing range is three times the norm.

Noldor are unparalleled at understanding and work ing with crafts. +20 for Irem Use
rolis.

Culture

Clothing and Decoration: They favor rich clothing and fine craftmanship, and often
have the appearance of great wealth.

Fears and Inabilitks: Nonc.

Lifestyle; Of all the Elves of Middle-earth, the Noldor are the most erdered. While their
brethren are content to wander or mark time in quiet dif fusion, the Noldorseek to build
communities and states in beautifull, guarded places.

Marringe Paitern: Monogamousand for life. They sometimes marry mortal Men. Such
unions produce Half-elves.

Religion: Informal and centersd around conumunal celebration and personal medita-
tion. Like the Dwarves, the Noldor arefiery craftsmen whoare fast friends ef Awfé, and
it is the Smith who imbued them with a heightened respect for physical objects. It is not
surprising, then, to find that the Noldor revere Aulé mose than any other Vala, save
Varda herself. Like all Elvcs, they worshi'’p Varda as giver of Light and maker of the
stars.

Other Factors

Demeanor: Regardless of the line, all Noldor are noble of bearing and carry themselves
with assurance. They are haughty and often appear to be arrogant. Of allthe Elves, they
are the most induisitive and passienate, beyng full of a [ust for experience and expertise
in the arts and the ways of the world. Because. of this thirst for knowledge the Noldor
have often fallen prey to Just, cerraption, and strife.

Language: The Noldorin tongueiscalled @uenya/Q. “The Speech”; pronounced Kwen-
ya/, and they embrace it as their true tongue (Rank $), butlargely confine its use o their
own environs. It is still the exclusive language of ceremonies, writings, and oral tradi-
tious, regardless of circumsiance. For other uses outside of their quiet territory the
Noldor employ thelanguage of thexr more numerous Sindarcousins, Sindarin (Rank $).
Wien dealing with Men or races unacquainted with Sindarin, theyrely on tbe Common
Tongue of Westron (Rank 5) or, more rarely, the Adfinaic of the Dénedain (Rank 3).
Frejudices: I'he Noldor hate Orcs, Trolls, and Dragonsabove allcreatrures. Dueto their
pride they look down upon non-Diinedain Men.

Restrictions un Professions: None. The term Noldor meaus “Wise” or “Knowing”, and
serves as a finelabel for the Second Kindred. For this reason, they produce the greatest
number of Elven bards and loremasters.

Backgreund @ptions: Since the NoMdor are Elves and tied by their immortality to the
Song of Creation, they are strongly bound to Katc and get only two background points,

SINDAR (sing. Sinda)

ELVES (Quend!)

SILVAN ELVES
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THE SINDAR (sing. Sinda)

The Sindar or “Grey-elves” are Eldar and were originally part of
the great kindred called the Teleri. Unlike the Noldor, Vanyar, and
bulk of the Teleri, the Sindar chose not to cross over the sea to
Aman; instead they stayed in Middle-earth. They, like the Silvan
Elves, are part of the Moriguendi, those Elves who never saw the
Light of Valinor.

Physical Character

@uild: Thin wben compared to Men, the Sindar are nearly as tall as the Noldor but are
gencrally slighter of build. They are more muscular than the Silvan folk.

Coloring: Most have fair hair and pale blue or grey eyes. Like the Noldor, they have
light skin.

Eadurance: Same as for Noldor Elves.
Height: Males average 6'5”, females 6'1”.
Lifespan: Same as for Noidor Elves.

Resistance: They cannot become sick or scarred and are virually immune 10 disease.
+ 15 bonus versus cold attacks.

Specia) Abilitles: Vision same as that of Noldor Elves,

The Sindar are less musical than the Vanyar or Silvan Elves, and are less skilled in
forging or craftsthan the Noldor. Nonetheless, theyare adeptat all theartsand excelin
their spedial provinces. No race builds better boats or ships.

Culture

Qlothing asd Decoration: Sindar clothing is exceedingly well made, yet subtle and
utilitarian. They donot favor the rich garb of their Noldor cousins. Greys and silvers are
the ir chosen colors.

Fears and Inabilities: None.

Lifestyle: The Sindar are the most open and cooperative of Middle-earth's Elves. They
acegreal teachers and borrowers and have an interest in the works of all races. Thisisin
ocontrast to the more inguisitive Noldor, who are Quick to scoff at things whijch are
subtle ot modest in appearance or utility, Grey-elves are a settled people and enjoy the
company of others. Unlike the Silvan Flves, they burld towns and havens and gather in
close-kait communities.

Marviage Pattern: Same as for Noldor Elves.
Religlou: Infonnal and centered around communal celebration and personal medita-

tion, just as those of other Elves. Like the Noldor, they revere Eru and see Varda as
their patron Vala. They also have a special respéct for Ufmo, the “Lord of Waters”.

Other Factors

Oemeanor; Of the three Elven races of Middle-canh, the Sindar are the quietest and
calmest, and appear to be the most contem. They are less frivolousand playful than the
Silvan Elves and areless fiery and passionatethan the Noidor. Sindar feetings are deep
and not easily aroused, but when they areiheycannot be srayed. This is the root oftheir
Sea-longing.

Lznguage: Their own speech Sindarin (Rank S) has become the principal speech of all
the Elves of northwestern Middle-earth and has heavily influenced mannish longu®s.
Nonetheless, the Sindar know Westron (Rank 5), Sitvan (Rank 4), and some Quenya
{Rank 3).

Prejudices: The Sindar are great friends of most races and have remained particularly
close 10 Dwarves. Their chief enemies are Orcs, Wargs, and Dragons.

Resurictions en Professions: None,

Background @ptions: Since the Sindar are Elves and tied by lheir immortality to the
Song of Creation, they are strongly bound to Fate and get only three background
points.

SILVAN ELVES

When the Eldar departed from the original Elven homeland dur-
ing the Elder Days, a number of their brethren remained behind.
They decided not to seek the light of the Aman and were labeled as
the Avari (Q. “Unwilling, Refusers™). These kindreds were left to
fend for themselves during the days when Morgoth’s Shadow swept
over the East. During these dark times they were forced into the
secluded safety of the forests of eastern Middle-earth, where they
wandered and hid from the wild Men who dominated most of the
lands. They became known as the Silvan or Wood-elves.

As a result of this co-mingling, some confusion arose as to the
identity of Silvan kindreds, and many of the Teleri have been called
Wood-elves, but here the term is only applicable to the Avari.

Physical Character
Build: Most are slight of build, and all are thin by mannish standards.

Coloriag: Ruddy of complexion, with sandy hair and blue or green eyes. Geaeraliza-
tions are difficult, however, since there are many kindreds and there is wide variation
among them.

Endurance: Same as for Noldor Elves,
Height: Males average 6°0”, females 5°9”.
Lifespan: Same as for Notdor Elves.

Resistance; They cannot become sick or scarred and are virtually immune to disease.
+ 10 bonus versus cold attacks.
Specla) Abilities: Their visionis the same as that of Noldor Elves.

The Silvan folk are superb musicians and have tremendous hearing, even for Elves.
+J0 to Bardic spell attacks. They are also elusive. + 10 for trickery and Stalk-
ing/Hiding maneuvers,

Culture

Qlothing and Decoratlon: Their prefecred clothes ace usually forest green, grey, or
brown, and are generally functional in design.

Fears and Insbilites: None.

Lifestyte: The culture of the Silvan Elves is best charactenzed as unstructused and rustic
by Elven standards, but rich and relatively advanced wben compared 10 the ways of
Men. They have always been independent, but as of latc many have settled in kingdoms
ruled by 1he Noldor or Sindar. Still, all the Silvan folk enjoy a good journey or adven-
ture and most look at life much as a gasee to be played. Music and trickety ase their
favorite pastimes. The Silvan Elves are alss masters of the wood and know much of
wood-craft and wood-lore.

Marvinge Pattera: Monogamousand for life. They sometimes marry Men. Such unions
produce Half-elves.

Religion: Informal and centered around communal celebration and personal medita-
tion. Like all Elves, they worslu'p Varda as giver of Light and maker of the stars, The
principal difference is their strong attachment to the Vala Oromé, the “Huntsman and
Tamer of Beasts™.

Other Factors

Demeanor: They are & fun-loving but guarded folk, Outward mirth often hides their
gnm intentions.

Language: Silvan tongues(Bet hteur) aretlreir favored languages (Rank 5), although the
Silvan Elves of Mirkwood and places further west generally use Sindariti (Rank 5) as
their native tongue. Because all Elvish has a song-like quality, however, the slightly
unique Silvan vocal pattern betrays their racial origin, even when they employ the
tongues of the Eldar. Most know Wesiron (Rank 4)and a little Quenya (Rank 2).

Prejndices; The Silvan Elves seclude themselves more readily than the Eldar, for they
have a less friendly history of relations with Men, They despise Orcs, dislike Dwarves,
and are suspicious of Men.

Restrictioas oa Professions: None. Of all the Elven groups, they are the quickest to
employ spells, and often use magic for simple usesor meretricks. Still, they are not nor-
mally prone to use magic of great power.

Background Optivas: Since the Silvan Folk are Elves and tied by their immonality to
the Song of Creation, they are bound 10 Fate and get four background points,
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HOBBITS (Kuduk)

Hobbits have an unclear origin, although it appears they arose in
the East in the First Age, at about the same time as Men. Indeed,
they are said to be related to Men. Their habits, however, are
unique: they burrow and dig and reside in “holes”; thus their name
Kuduk, which means “hole-dweller” (from the ancient Rhovanion
Hobbitish ki#id-diikan).

Physical Character

Baild: Smallest of the speak'ing people, Hobbt'ts average between 2 and 4 feetin height,
and tend to be fat or pudgy. They have large and hairy feet — to the point of being
furry,

There are three principal varieties, or tribes, of Hobbits: the Harfeets, Stoors, and
Fatlohides. The Fallohides are the tallest and average between 3 and 4 feet in height,
They have fair skin and, of all the groups, resemble Men the most. The'rr numbers are
small, however, and some observers have confused them with nearby mannsh groups.

The most common Hobbits are Harfoots. They are the smallest in size and the
darkest in color, rarely exceeding 3 feet in height and having brown skin and hair. Neat
and uniformly beardless, they are in many ways the picture of the average Hobbit.

The Stoors are the stockiest Hobbit folk and oftwen appear shorter than some of the
Harfoots because of their wide profile. Generally, however, they are taller than Har-
foots and shoiter than Fallohides. Their coloration is also somewhat of a compromise,
although they have curly brown hair which resembles that of their shorier cousins.
Nonetheless, the most. disti'nguishing features of Stoors are their huge hands and feet
(large even by Hobbit standards) and frequent beard growth,

Endurance: Hobbits have a subtle ruggedness which is akin to that of Dwarves and
®rcs. When pushed, they cas travel long distances over tough terrain, despite the fact
that their normal routine requires frequent meals and relaxation.

Lifespan; 96-11GQ years. They become adults at 30.

Resistance, Their feet and hands are almost immune toheat and cold. Aceordingly, they
are alm ost always barefoot. Their innate simplicity and innocence gives them height-
ened resistance to magical attacks.

Special Abilities: Dexterous, they move nimbly and quietly. Their long, strangely
slender fingers allow them toeraft finc handiwork and help explain their fine reputati'on
as thieves,

Culture

Clothing and Decvuration: They wear linen or wool garb — shirts, pants which fallto the
upper ankle, and brightly colored vests. They occasionally don hats, but rarely wear
shoes or gloves.

Fears and Inahilities: Hobbitsshy away from the bizarre or unusual, but otherwise have
normal dispositions.

Lifestyle: They are sapable craftsmen, but are not friends of complex machines or
magic. Their vicesare few: six hefty meals a day, pipeweed smoking, and brightapparel.
Still, regardless of this dull and insular lifestyle, the Hobbits steady approach to life has
proved successful; in the face of wars, plagues, and famines they have survived rcla-
tively undisturbed.

Some Hobbits are curious enough to travel or adventure a bit and the Fallohides have
produced a considerable number of rather bold individuals. Each Hobbit tribe has its
own favorite locale: Fallohides enjoy the woodlands found in cool northern climes;
Harfoots favor hillsides and bichlands; and Stoors prefer riversides and flatlands. Ac-
cordingly, their preferences have had an effect on theirliving patteras. The conservative
Harfoots, forinstance, have always had sites for theirtraditionalsnifefsor Hobbit-hole
houses, while tiic Stoors and Fallohides have begun relying on surface dwellings of
wood, brick, or stone.

All the Hobbits enje#y the simple lif ¢ of farmers, millers, and craftsmen. Workshops
and sheds dot their territories, unrformly low structures, for the half ings hate towers
and rarely bwild above the first story.

in the Shire (K. “Sitza”) the traditional office of the ruling Thain is hereditary.

Marriage Pattern: Monogamous. Harfoots and Faliohides trace their lines through
either the male or female. Stoors trace theis through the female.

Religion: Hobbit rebgion is without exception low-key and informal. It is actnally a
series of joyful celebrati'ons centering on the gifts of Nature, Mid-years (midsummers) is
the time for thesummer festival, while the two Yide days at the beginning and end of the
year mark the heginningofthe retum of the Sun and the march toward Spring. Harvest
times, of course, are always of special note.

Stoors Har foots
1 1

|
HOBBITS (kusaui)

Other Factors

Demeanor: Hobbits are basically cheerv, conservative, unassuming, and peaceful folk.
Ambition is not part of their makeup. Most are conformists who avoid the unknowwn
and shun adventure, preferring instead te stay within the comforts of neat, humble
villages.

Language: Hobbits speak their own suhtle variant of Westron{Rank 5) which is modern
Hobbitish. This adoption of the Common Speech is indicative of thewr subtle adapt
ability, for the whole of the tribes abandoned the oiginal Kuduk tongue when they
migrated out of Rhovanion in the 13th and 14th centuries of the Third Age. The tradi-
tional Westron name for Hobbt'ts is Banakil (U, “Halfiing).

Pre judices: Fallohi'des are the most prone to mingle with Big People, Stoors rarely deal
with other races and the Harfoots, for the most past, prefer to interact with the grun
Dwarves. All Hobbits share in hating Wargs and Orcs.

Restrictivas on Professions: Hobbits produce no Mages, Animists, Baids, or Raugers.

Backgrooad Optivns: Those Hobbits whodare ventnreaway from home ar¢ assumedto
be extraordinary, and therefore get five hackground points.
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MEN (Hitdor or Atani)

Men were the Secondborn and first arose in the Far East during
the First Age. There, in aland called Hildorien, they awoke to find a
wild continent and it was sometime before they first encountered the
Firstborn, or Elves. It was the Elves who gave them the name Hildor
(El. “Followerss”), although they are now more commonly called by
the Quenya Atani or Sindarin Edain (“Second People” ).

Men differ from the Elves in many ways, the least subtie of which
is their “Gift of Death”. Men are mortal and live their bri'ef lives with
a fire and passion unlike any other race. They are also varied and
often flawed and vuinerable. Unlike the Firstborn, they are quite
susceptible to disease and temperature extremes. At the same time,
however, they rarely weary of life.

There are two greater groupings of Men: the High Men, who are
commonly called Edain; and the Common Men, those who did not
ally themselves with the Elves in the wars against Morgoth. Some
speak of the Northmen as a third group, Middie Men who are ra-
cially close to the Edain, but did not benefit from any contact or
alliance with the Elves.

High Men are exceptionally large, averaging 6’3” to 6’7" and
weighing 200 to 275 pounds. Their great bones and musculature
gives them a grand appearance; only the Noldor Elves rival their
strength. They are not as nimble or resilient as the Elves, however.
The hair of High Men is dark-brown or coal-black — their eyes blue,
grey, or black — and they tend toward fair skin. Those of pure
blood live as long as 250-300 years.

Common Men are more numerous and less blessed. Stocky and
relatively short (5’ to 6’4”), they have produced a wide variety of
types. Their hair and skin colors vary from the deepest brown and
blacks to the lightest shades of blond and cream. Unlike the High
Men, many wear beards and mustaches. From their ranks come the
vast majority of Middle-earth’s mannish lines.

BEORNINGS

Also called Beijabar or Bajaegahar, this dispersed group of large
men has a confused origin. They are a Northmen branch related to
the Woodmen, Lake-men, and Dale-men of Rhovanion, although
they apparently became distinct in elder times, probably before the
Northman migrations out of Eriador. Their numbers are few, and
some have distinguished them as a cian rather than a separate peo-
ple. Culturally, and to some degree physically, however, they are
unique.

Physical Character

Build: Physically, the Beorningsare the largest of the Northmen, and all are strong of
buiid and bone structure. Men areexceedingly hairy; they average 220 pounds. Women
average 145 pounds.

Coloring: Their compiexions are fair, but valike most Northmen (who are usually
blond), the majority have reddish hair.

Endorance: Beornings siced sleep only twice every thr ee days.

Height: Men average 64", women 5°7".

Lifespan: 80-100 years,

Resistance: Average,

Special Abilities: Wild animals will not attack a Beorning unless actively provoked.

Culture

Qothing and Decorstion: They are extremely hairy, and their tendency to wear furs
gives them an “animal.like” appearance. Favoring 1ugged tunics, capes, and woalen
pants with leggings. they rarely wear any tradltional armor.

Fears and Inabilities: They shy away from civilized areas.

Lifestyle: Beornings have traditionally lived in smallgroups or single families on well-
tended “manors”. Some, like Beorn’sline, have favored relative lowlands, while the ma-
jori'ty reside in the passes and foothills of the Misty Mountains or Grey Mountains. In
each case, their presence is extremely subtle. Beorning families tend boib 1bem andtheir
surrounding manors with tbe aid of a wide varietyof friendiyanimals, members of the
household which appear lame to the outsider. Malss leave their manars for extended
periods in order to couduct military, religious, or social affairs..

Marriage Pattern: Monogamous. The line istraced through the male.

Religion: Centers on the ancient Cuit of the Bear ( Rk. “Bairakyn”). The head of the
Cul, or Waildanbeir { Rh. "Ruling Bear”), is also the hereditary lord ofthe whole Beor-
ning clan and is the foremost of the famous Shape-changers. During their secluded
ceremonies these Men take tbe form of bears and recreate their ancient legends and
epics uslng complex dance rituals. These gatherings occur atspeofic holy piaces whicb
have some connection (o their patron Vala Oromé (who they call 4row).

Other Factors

Demeanor; Beornings are loners by nature, but enjoy their rare moments with others.
Generous and normally quiet and introspective, they can become jovial and explosive
when in social situations. Their deep, thunderitig laughteris iegend. As warriors, Beorn-
ings are fierce and often uncontroilabie. This is particularly true of the rare Shape-
changers, for they have a tendency 10 transform into Bears when outraged or overly
stinntlated. Orce Beass, they can attack with tremendous force, but they have Little
more than singlermi'nded instinct Lo work upon.

Laoguage: Beornlngs generally use two forms of communication: their standard
language At/iduk (Rank 5), and the sysiem of Nature-signals called Waildyih (Rank 5).
The latter can be used to speak over long dlstances without betraying one’s presence,
since the sounds are merely variations on the noises of the wild — beasts, the wind, and
the like. Most Beornings also know Westron (Rank 5) and the Woodman tongue
Nahaiduk (Rank $).

Pre judices: Beornings hate Orcs, Wargs, Trolls, Giants, and Dragons.

Restrictions oa Professions: Beornings praduce no Mages. A few, however are Shape-
changers who can change from Man to Bear-form, but have limited control over this
process. They have a Shape-changing Skiil which increases hy two Ranks each level.
Each Rank gives them » bonus when they attempt to change form or resist Involuntary
change while under stress (e.g., stay In Man-form after being struck in combat), This
Skill is accessible only to noble Beornings. 1t is treated iike any other Secondary Skill
and all rolls are resolved on the Static Maneuver Tabie (MT-2).

Backgronnd ®puons: Those Beornin@ who leave their tight society are assumed to be
specia), and get fivie background points.
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BLACK NUMENOREANS

The term “Black Niimenerean” (S. “Morniimenedain”} is used to
describe Men of Dunedain stock who are descended from the “Un-
faithful” Nimenorean colonists and conquerers who came to
Middle-earth during the middle and late Second Age. These Un-
faithful had broken with the Valar and Elves who had bequeathed
them theisland kingdom of Nimenor at the beginning of the Second
Age, and many worshipped their own idols or paid homage to the
Dark Lord Sauron. Gradually, the Unfaithful came to control
Niumenor and her colonies, the greatest of which was centered
around the Havens of /mbar. When Numenor was destroyed by
Eruin S.A. 3319 many of the Unfaithful survivedin their refuges in
Middle-earth.

Black Niumenoreans, therefore, are actually very similar in
physical and cultural character to the Dinedain. Certain changes
have occurred after their centuries of separate development, but
both groups have actively sought to remain relatively pure and true
to their origins.

Physical Character

Build: Streng and imposing, with angular features. Men average 225 pounds, women
150 pounds.

Coloriong: After long years in the hot South, the Black Nimenoreans have lanncd, grey-
brown skin, and black hair. Their piercingeyes are various shades of grey.

Endarance: Considerable.

Height: Men aveiage 6’4”, women 5’107,
Lifespan: 90-175 years.

Resistance: Average.

Special Abilities: +25 to Sailing maneuvers. +10 to melee Offensive Bonuses, -10 to
Defens'tve Bonus.

Culture

Cletliing and Decoration: Black and gold are their favored colors. They wear rich
clothing made of dyed silk and cotton. Gems and feathers add elaborati'on. The karma
— Numenor’s famous overlapping seale helm surmouiited by acolored leather fish crest
— s still in use.

Fears and Inabilities: They fear Death, but not in battle. Conf dence and passion lead
them to believe they can overcome any known physical enemy.

Lifestyle: Black Nimenorean culture reflects a rigid slant. Their societies are weli-
ordered and ruled by force of personality, backed by karsh law. Dictators and oligarchs
hold sway over the peopie, most of whom are snbject races who serve and paytribute to
the Black Numenorean upper class. Warriors are considered the elite and most Men
serve in the army at one time in their lives. This hasenabled them to almost alwaysbe at
war. Superb craftsmen and fighters, the Black Numenoreans are experts at ship-
building and naval warfare.

Marriage Patlera: Monogamous. The line is t1aced through the male.

Religion: Organized religion isthe nerm among Black Nimenoreans. The most impor-
tant cults are those pertaining to death and the afterlife, for these old Nimenorean con-
cerns have been perpetuated and modif’ed. Mummification is the norm.

Most.revere their own local heroes or gods associated with war, power, terror, and the
unknown. They see the untamed Darkness as the only frontier they cannot master;
therefore they worship it. Those few that still worship the Valar favor Tuikas the
Strong, the greatest master of strength and deeds. It is the always-laughmg Tulkas who
best embodies the spirit of raw strength, for he is quick to make war, weak of ceunsel,
forthright, and sworn of passion and honor.

Other Factors )

Demesoaor: Black Nimenoreans are generally hatighty and self-centered — rash, confi-
dent, and full of pride. Theybelievein their own superiorityandsupport the view that it
is the destiny of their race to rule Middle-earth. Their views have made them &uick to
strike a blow; warlike and single-minded, they enjoy a fight. When ina superior posi-
tion they will rarely offer quarter.

Language: They have a strong passion for tradition and have, therefore, maynrained the
Adfinaic tongue of Ndmenor in a relatively pure form (Rank 5). Mest alse know
Westron (Rank 5) and Faeraduic (Rank 5).

Preludices: Black Namenoreans are biased against ncarly every other people, but their
prejudices againstthe Elves and the Diinedain arc particularly vehement.

Restrictions en Professions: None.

Background Options: Due to their stratified society and rigid upbringing, they getthree
background points.

CORSAIRS

The Cersairs are descendants of the Dinedain rebels who tled
from Gondor in the wake of the Kin-strife of T.A. 1432-47, Most
settled in Umbar in T.A. 1447 and began a long struggle for control
with the stronger Haradan and Black Numenorean elements. Since
that time modest inbreeding with the locals has created a somewhat
distinct group, although their Diinedain roots remain strong, They
long to reclaim Gondor as their own.

Physi'cal Character

Build: Strong of build; males average 228 pounds, women 145 pounds.

Coloring: Corsairs are generally fair skinned and have grey or bluish eves and black or
dark brown hair.

Endurance: Considerable. They do not get seasick.

Height: Men average 6’3", women 59",

Lifespan: 95-190vears.

Resistance: Normal.

Special Abilities: +25 bonus for Weather-watching or Star-gazing activity.

Culture

Clothing and Decoratlon: Corsairs favor purple, red, and gold clething made from silk
or fine cotton. They wear tuinics and only rarely don leggings. Men wear gold collars,
while women are well-adorned with jewelry.

Fears and Inabilities: Disease and illness, and their own natural mortality.

Lifestyle: Corsair culture reflects the conservative elements found amoug Gondor’s
aristocracy, only it is carried to an ¢xireme. The warm coastal influence of Umbar has
added some additional influences, mostly Black Numenorean. and the result is a
throwback (o the ancient marine culture of Nimenor.

Marriage Pattern: Monogamous. Line is traced through maie,

Reiigion: Corsair religron is preoccupied with Death and Darkness, and largely revolves
around ancestor and hero worship. Great Nimenorean Kings are revered as godlike.
Ceremonies dwell sn the perpetuation of the life of the individual and, more impor«
tantly, the lineage. The dead are buried with elaborate fanfare and are laid to rest in a
preserved state, one of pronounced splendor.

Other Factors

Demesaanor: Aggressive, haughty, determined, embitiered — the Corsairs have the at-
titude of royalty in unjust exile.

Language: The first tongue of the Corsairs is Adinarc (Rank S), since they identify jt
with Numenor and the line of the Dinedain. All of them speak Gondor’s Common
Speech, Westron (Rank 5), as well as the Haradar'c (Rank 4) of Umbar’s citizenzy.

Prejudices: The Corsairs are a minority group and are locked in a constant struggle with
their aliies the Black Numenoreans and Haradrim. They look upen both groups with
suspicion and some disdain. The Black Nimenoreans, like the Ddneda.n, havein many
cases married subject peoples and the Corsairs; consyder this a sign of weakness. They
view the Haradiim as yet another inferior race, one which must be tolerated. Therr
greatest enemy is the Northmen (Rohirr'im, Woodmen, Beornings, ¢tc.), because they
are held to blame for the Kin-strife.

Restrictivos vn Professions: None.

Background Options: Normal, five background points.
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DORWINRIM (sing. Dorwinadan)

The Dorwinrim occupy the lower Carnen valley and the region
running south from the river to the northwest shore of the Seaz of
Rhidn — the land called Dorwinion. They are a mixture of North-
man and Easterling stock.

Physical Character

Buld: Dorwiano are sighily larger thar most groups labeted as “Common Men™:
tnales average 160 pounds, females 110 pounds. Overall, they are somewhat stocky and
have wide features; nairow noses and eye slits are the only exception.

Coaloring: Their fatr, slightly yellowish complexion is unique. They have subdued eyes
which are usually brown (like their straight hair), although some are blue or green.

Endurance: Average.

Height: Men average 59", women 5'2'.
Lifespaa; 60-38 years.

Radaance: Normal.

Special Abilities: +30 bonus to RR versus poisons. + 5 for Actingor Public Speaking
gituations. + 10 for Rowing maneuvers.

Culture
Clothing and Decoratlon: A »ide variety of woels and linens. They wear sh'urtsand
pants and adormn themselves modestly.

Fears and Inabilities: None.

Lifestyle: Theyare traders and river-men who abandoned their nomadic past in favor of
an urban, albeit rustic life. Derwinion is knowa for its fine wines and stroag oils. Vines
cover the land and provide the principal sources of income: grapes, olives, wine, olive
oil, ¢ic. Additicnal revenue comes from the Sea of Rhon: shellfish products, food, and
dyes bring good money to the Dorwinrim.

Marriage Palteru: Monogamous. The iine is traced through the male or female.

Refiglon: Docwinrim religion is a prominent and stable element. It is a vaifying force
amoag a people who have no formal law and eguate authority with power. Worship
oenters ground tribal and ctann'esh totems (L. “Igana™}, holy symbois which represent
deified heroes. The heroes are believed to have power over the places they influenced
duriag life and hold sway over the udescendants. Therefore, a family or clan guards Its
territory religiously. The totems are also crucial, since they are believed to have real
power and are the sole means of communieation with the hero they represent.

Other Factors

Demeanor. The Doswinnm are known for their hardy, hospitable character. Most
favor strong drink and story.telling and never shy away fromn a celebration. Their
distinct rolting laughter and physical closeaess (¢.g.. huggiag) adds to their ceputation
of friendliness, although it is somewhat deceiving; a Dorw'iadan may appesr closer
whan he really is. The Oorwiarim are amazingly loyal to friends, and distinctly short or
cruel with enemies.

Langunge: The Dorwinrim are well-versed in the commercial tongues of northwest and
north-centrat Middle earth. They speak fluent Westron {Rank 5) and Lega/hig (Rank
5), the latter their own home tongue. Since they frequently deal with the Silvan Elves,
many have acguainted themselves with Silvan speech or Sindarin {Rank 3).

Prejndices: Rewowned as explorers, traders. and rravelers, they have learned much of
the gpuit of others and enjoy dealing with a wide variety of Efves and Men alike

Restrictions ¢a Professions: None.

Backgronad Optious: Normal, five background points.

DUNEDAIN

The Diinedain are descendants of the Edain who settled on the
island kingdom of Niimenor during the Second Age. It was their
Numenorean forefathers who colonized and conquered much of
Middic-carth. When the Isle of the West sank into the sea during the
Downfall of S.A. 3319, two groups survived: the Black
Numenoreans and the Faithful Diunedain. The latter seuled 4rnoz
and Gondor, the Realms in Exile. Like all their brethren, they have
traces of Elven and Maia blood.

Physical Cliaracter

Build: Tall and strong. Men average 225 pounds, women 150 pounds.

Coloring: Fairskin and black or dark brown hair. They have grey, hazel, blue, or green
€yes.

Endurance: Considerable.

Helght: Men average 6'S", women 5107,

Lif espan: 100-300 years.

Resistance: Normal.

Special Abllities: None.

Culture

Ciothing and Decoration: Rich and well made. with elaborate collars. The Diinedain of
lowland Gondor wear light tunics and often g0 » ithout leggings. Those of colder areas
wear more. They favor feathers and white symbols on dark fields.

Fears 2ad Inabillties: The Dunedain fear Death, for they are acutely aware of the'r own
great skills and potential.

Lifestyle: Comfortable and centered around cosmopolitan cities and tos n$.

Marriage Pattera: Monogamous. They often marry folk of other races. The line is
traced through the male.

Religion: Restrarned and personal. The Diinedayn revere Eru and all the Valar, espe-
cially Manwé, Araw (Oromé) and Varda. They have ¢laborate bunals involving peeser-
vation of the body.

Other Factors
Deaeanor: Noble, confident, impatient, proud, and often haughty.

Laaguage: Their original tongue is Adidnaic (Rank 4}, but most speak Westron (Rank
S). Many also speak Sindarin (Rank 4) and a little Quenya (Rank ).

Prejudices: The Diinedain hate the Corsairs, for they blame them for the Kin-strife,
Gondor’s civil war. They aiso despise the Black Numenoreans. The Dunlendings,
Haradrim, Wargs, and Orcs have always been their enemies,

Restrictiops on Professions: None. They re well-suited to amagic, although the Diine-
dain of the North {those from Amor and her reglons, particularly Arthedain) use spells
and enchantments more often than any other group.

Backgronnd Options: The Dunedain are traditional and well-educated. They have a
wel] organized society. This, combined with the fact that their early days ute so filled
with learning, gives only three background points.
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DUNLENDINGS

Also called “Hillmen”, this group of Common Men traditionally
lives in the hills and highlands west of the Anduin valley. Most have
become settled farmers and herders and make up majority popula-
tions in Eriador. Others remain pure and live in the foothiils and
mountain vales.

Physical Character
Build: They are of medium to stocky buld and rugged, with little body hair. Men
average 175 pounds, women 135 pounds.

Coloring: They have a tanned or ruddy complexion and brown hair.

Endurance: They are superb mountaineers and handle tough terrain with little addi-
tional effort.

Height: Men average 5°10”, women 56”.

Lifespan: Short; about 50-80 vears.

Resistance: Noimal.

Special Ahilities: + 20 for Climbing and Acrobatic maneuvers. +20 for Public Speak-
ing and Acting activity.

Culture

Clothu'ng and Decoration: Crude wool and hide tunics with leggugs. They also wear
rough over-coats, short cloaks, and fur hats.

Fears and Inabilities: Numerous superstitions, notably a fear of Darkness centering
around the spirits in the earth and plants (which come forth at night).

Lifestyle: Bunlendings are herders, hunters, and gatherers who live in extended families
and reside in villages.

Marsiage Pattern: Monogamous, but one must marry outsa'de tbe family. Political mar-
riages common. Line traced through the feimale.

Religlon: Superstr'tious rituals devoted to a complex grouping of vengeful petty deities.
Many are vaguely based on the Dunlendings’ peculiar interpretations ofthe Valar. Oral
teaditions are crucial to the keeping of histories and law. Sacrifices are widespread and
the clergy are both revered and feared.

Other Factors

Demeanor: Suspicious and self-centered, yet vocal and animated. They love to talk,
taugh, sing, and scream.

Language: They speak their native tongue Dunrae! (Rank 5) and Westron (Rank 4).
Written Dunael is rare, for a premium is placed on oration and the performing arts.

Prejudices: Dunlendings generally hate the Rohirrim and Woses above all, although
many also despise the Duinedar'n, Dwaives, and Orcs.

Restrictions on Professions: None.

Background Options: They get four background points.

EASTERLINGS

This term refers to a collection of peopleswho live in northcentral
Middle-earth, the area to the east of the western shore of the Sea of
Rhin. These nomadic confederations are ever in search of territory
and wealth and periodically invade thelands of theirneighbors. The
Balcheth and Wainriders are two such peoples. Each group has its
own subculture and language, although most are related. The
following is a general view; where specifics are mentyoned, the
discussion centers on the westernmost Easterling people — the
Sagath,

Physical Character
Build: Compact and agile. Men average 148 pounds, women [8€ pounds.
Coloring: Swarthy, with a tan or yellowish/tan quality.

Endurance: Nonnal, although they can ride horses, wagons, or chariots for long
periods without exhaustion.

Height: Short te mediuin. Men average 5'6”, wemen 5°17.

Lifespan: Short, about 40.65 years.

Resistance: Normal.

Special Abilities: They are superb with riding animals and produce fabulous horsemen.
4 10 bonus to Offensive Bonuses when fighting from a horse or chariot. + 20 to any at-
tempt to train, befriend, or subdue a horse.

Culture

Clothing and Decoration: Colorfui linen cleaks, woolen tunics, leather pants, and
lower leg protectors. They also wear fur hats with ear flaps. or fur-covered pot helms.
Some groups paint their upper bodies and faces,

Fears and Inabililies: Darkness and thunderstorms.

Lifestyle: They are nomads who live in mobilecamps and movetheir camps usinggreat
wagons (wains). Warriorsall, they also herd horses and cattle. The leaderstravel in, and
fight from, rugged war cbariots.

Marriage Pattern: Men may take more tban one wife, but this is rare and costly since
they must pay a bride-price. The line is traced through the male.

Religion: Superstitious rituals concerning natural spirits and heroic ancestral deitics.
Many worship Darkness and Morgoth.
Other Factors

Pemeanot: Cold, determined, brave te the point of foolhardiness. They relish, or are at
tbe least uncencerned witb, death in battie.

Language: Most speak a Logathig dialect (Rank 5), as wel) as a smattering of Westron
(Rank 2).

Prcjudices: Easterlings have little regard for anyone except their own people, They hate
the Diinedain:

Restrictions on Professions: Wone,

Background Options: They get four background points.
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HARADRIM (sing. Haradan)

This is a collective name for the peoples who occupy the great arid
and semi-an'd lands south of Harondor and Mordor, the land called
Harad. Since this is rough and unblessed territory, their greatest
populations lie beside the seacoast, rivers, and bays; however,
Harad contains little true desert and sparse groups settle or roam the
whole region. Haradrim (S. “Southmen”) are also called
“Southrons” or “Haradwaith” (a term also referring to the land).

Physical Character

Buil: North andcentratdesert — Mostgroups aresmail and wiry, parficularly thoseof
theopen countty: malesaverage £30pounds, women 100 pounds. Coastalareas and Far
Harad — Most are related to the Men of MAmakan, and are tal) and wiry: males average
180 pounds, women 140 pounds.

Celering: Northern groups have light/medium grey or brown skin, straight black hair,
and dark brown eyes. Southern groups havedark grey, brown, or black skin: straightor
cuily black bair; and dark brown or black eyes.

Endurance: Haradnm can travel great d'iances in hot climes and need little water.
They are slowed only slightly by sand. They operate poorlly in the cold.

Height: Northern groups — malesaverage 5'5”, women 5°0”. Southern groups — maies
average 6’5", women 6’17

Lifespam: Northern groups — average, about 83-100 years. Southern groups — short,
about 40-60 years.

Resistance: +10 bonus versus heat/fire attacks; -10 bonus versus cold/ice attacks.

Special Abilities: Their eyes are aftuned to extremely bright light and they are unaf-
fected by brilliant displays which might blind others.

Caiture

Clothing and Decoration: Red, purple, and gold are favored colors, although white and
black are used in practical cases. Both men and women wear their wealth, mostly in the
foim of gold.

Fears aad Inabilities: None.

Lifestyle: Laughter, partying, and violent gamesare common. Although some groups
are nomads, most are used to urban life. Generally well traveled, they are used to inter-
action with foreign Men. Many are or were involved with the caravan trade and most
ride well: horses and camels in northern Harad, horses and elephants in southern
Harad. There is adistinct separation between maiesand females, and verystrong bonds
between members of families and cla s.

Marriage Partern: Men may takc more than one wife, butthis is expensivesince it -
voives a bride-price. The line is traced through the male.

Religion: Elaboiate ntuals in service to idols which represent various “bigh gods™.
Altars for household gods are carried everynwhere.

Other Factors

Demeanor: Passionate, fiery, and instiiled with a fierce but peculiar honor. Some con-
sider them cruel and vengefu), particularly since life is not particularly valued,

Laeguage: Northern graups speak Haradaic (Rank S), their home tongue, as well as
Westron (Rank 5) and Apysaic{Raak 4). Southern groups. normally use Apysaic(Rank
5), Westron (Rank 3}, and Harada:ic (Rank 3).

Prejudices: Most hate the Dunedain, Elves, Dwarves, and anyone who looks particu-
larly different — although they are suspicious of most peoples.

Restrictions on Professions: None.
Backgreund Options: Normal, five background points.

LOSSOTH (sing. Lossadan)

The Lossoth live in the Far North of western Middle-earth and are
often called “Snowmen” or “Forodwaith” the latter is also a name
for their land). They are a sparsely settled, nomadic foitk who move
with the seasonal migrations of big game and rarely interact with
other Men.

Physical Character

Batid: Stocky and hard, with pronounced muscles. They have wide features and lacgc,
pudgy hands and feet. Men average 175 pounds, women 140 pounds.

Coloring: Fair, with reddish highlights. They have pale blue eyes and fair hair.

Eadarance: They are extremely rugged and can tzavel great distances with little or no
rest.

Height: Shorr; men average 55", wemen 5°3”.

Lifespan: Medium, about 75-90 years.

Reslsiance: + 20 bonus versus cold/ice attacks. -20 bonus versus heat/fire atiacks,
Specia) Abttitfes: They have an acute sense of smeil and perception. Theycanpickupa
Man's scent a mile downwind and 190 feet upwind {1000 fect otherwise). +10 bonus ta
Pereeption,

Culture

Clothing and Decoration: Fur, leather, and sea-mammal hides. Some possass onecolor-
ful, patterned coatmade of spun fabric and lined with fur. All wearcolorful, lined, con-
ical hoods.

Fears and Inabltities: Many fear Darkness.

Lifestyle: The Lossoth are poor, nomadic tiunters and getherers. They use sionework,
bone, and limited amountsof wood and metat (mostly copper). Some tterd reindeer and
all make use of hunting dogs. Furry horses or reindeer draw their sleighs, althougtt the
dogsled is used in zreas of extreme cold. Extended farnilies and bands are noimally the
largest groups.

Maniage Pollera: Monogamous. The line is traced through the female.
Religion: They worship Nature-spmts who they believe to be akin to eachanted or
godlike beasts. Dance and story-tell :agituais make up the bulk of ceremonial life.

Other Factors

Demeanor: Generous, quiet, slow-paced, reserved, and shy — but fearless and
persevering.

Language: The Lossoth. speak Labba (Raok $) and do not write. Some speak a little
Westron (Rank 2) or Sindarin (Rank 2).

Prejudices: They hate Wargs, Dragons, Giants, and Trollsabove all things. Those that
kaow of Orcs also hate them.

Restrictions on Professioas: None.,

Background Optlons: They get feuir background points.
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ROHIRRIM (Riders of Rohan)

The Rohirrim (S. “Masters of Horses”) are the Northmen of
Rohan and have a complex ancest1y. They settled in Rohan (then
Calenardhon) about T.A. 2510 at the request of Cirion, the
Steward of Gondor. The grant was a reward for the Northmen’s
aid in the defeat of the Easterling Balchoth.

Between T.A. 1977 and 2510 the ancestors of the Rohirrim —
then called the Eothéod — lived in the northern Anduin Valley.
During the period T.A. 1857-1977 these Northmen lived further
south in the Anduin Valley, between the Old Ford and the Gladden
Fields (S. "Loeg Ningloren”), Prior to T.A. 1857 they were called
the Eothraim of Rhovanion and lived south and east of
Mirkwood.

The Rohirrim call Rohan the Riddermark.

Physical Character

Bulld: Average to stocky and strong. Men average 190 pounds, women 130 pounds.
They have const'derable amounts of facial harr.

Coloring: Blond, with fair skin and blue eyes.

Endurance: Average, although they can ride as long as their mounts can endure, and
as long as they can stay awake.

Height: Men average 6°1”, women 5’57,

Lifespan: 68-85 years.

Resistance: Average.

Special Abilities; +28 bonus to melee Offensive Bonus when f.ghting from

horseback.

Culture

Clothing and Becoratioa: Linen and/or woolenshiits, medium length pants, and leg-
gings. Warrjors commonly wear chain mai) and carry shields beaxrng the symbol of
their folk, a white horse on a green field.

Fears and Ipabilities: None.

Lifestyles: Herders and horse-masters, theyspend much of thest year living in various
semi-permanent campsset out on acircuit of pastures. Theyreturn to their permanent
homes for the winier. Some garden or farm. Most Rohirrim are also accomplished
hunters and fishermen.

Marrisge Patterns: Monogamous. The line is traced through the male.

Religion; Somewhat formal. Rituals celebrate life, fertility, and the cycles of the
seasons. Most are held atop hills in moumain vates or at the base of the peaks. They
revere Eru and the Valar, and i particular .4r«w (@remé). The ancient Cult of the
Stag and Cult of the Earth are maintained.

Other Factors

Demeanor: Practical, rugged, straightforward. and semewhat loud. Theyenjoy song,
celebration, physical games, and battle,

Language: They speak Rehirric (Rank 5}, the deseendani ofthe older Lezarik tongue
of Rhovanion, Most also spcak Wesiron (Rank 5) and a little Bunge! (Rank 1)

Prejudi'ces: The Rohiirim hate the Dunlendings and consider the Woses as lesser be-
ings. They atso have an age-old hatred of ®rcs, Wargs, Easterlings, and Bragons.

Restrictions en Professions: None, although the Rohiiim rarely produce Mages.

Background Options: Normal, five background po'mts.

RURAL MEN

This is a generalized label for the rural folk of Eriador and Gon-
dor, the Common Men of northwestern Middle-earth. These folk
contain varying degrees of Harnadan, Dunlending, Northman, and
Diinadan blood.

Physical Character

Build: Alltypes, but noimally medium. Malesaverage 160pounds, women 125 pounds.
Coloring: Variations of fair to tan or olive skin. All colors of hair and eyes.
Endurance: Average.

Height: Males average 5’18”, women 5’4",

Lifespan: Moderate, averaging 60-80 years.

Resistance: Normal.

Special Abilities: None.

Culture

Clothing and Deceration: Practical wool and linen garb, including cloaks, boots, etc.
Tunics are worn in warmer areas; shirts andpants or leggings are worn in cooler locales.

Feacrs and Inabilities: None, aside from local superstitions.

Lifestyle: Rural folk aremostly farmers and herders, withlittle contact with areas out-
side their village or region.

Marrage Pattern: Monogamous. The line is traced through either the male or female.

Religion: Variations of subdued rituals. Most have reverence foriocal spirits, although
the principal worship focuses on Eru and the Valar. Araw (Oromé) is the patron spirit
of Common Men.

Other Factors
Demeanor; Practjcal, hard-working, quiet, loyal, and often shy,

Language: The Common Speech Westron (Rank 5) is their chief tongue, althoughlocal
dialects abound.

Prejudices: Rural folk are suspictous of most outsiders, and might be in awe of some,
‘Fhey hate no race, aside from the @rcs and Wargs.

Restrictions on *rofessions: Rural folk produce no true Mages. Bards, Animists, and
Rangers are exceedingly rare.

Background Options: Nommal, five background poims.
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URBAN MEN

This is a generalized label for the town and city folk of Eriador
and Gondor, the Common Men of northwestern Middie-earth. It in-
cludes common folk from Anntdminas, Fornost, Bree, Tharbad,
Calembel, Dol Amroth, Linhir, Pelargir, Osgiliath, Minas Tirith,
etc. These folk contain varying degrees of Harnadan, Dunlending,
Northman, and Diinadan biood.

Physical Character

Budd: All types, butnormally medium. Males average 160 pounds, women 125 pounds.
Coloriag: Variations of fair to tan or olive skin. All colors of hair and eyes.
Endurance: Average.

Heigbt: Males average 5'10”, women 5'4”.

Lifespan: Moderate, averaging 65-85 yeacs.

Reitance: Normal.

Specta) Abilities: None.

Culture

Clothing snd Decoration: Various types of elahorate or practical wool and linen garb,
includingcloaks, boots, etc. Tunics are worn in warmer areas; shirts and panis or legg-
ings are worn in cooler locales. Some imported silks and fine cottons are in evidence.

Fewss and Inabilities; None, aside from local superstitions.

Lifestyle: Urban folk are avaried, rather cosmopoltan lot. Many arc from mercantile
or giild backgrounds and some have dealt with enchantments.

Mamiage Pattern: Monogamous. The tine is traced itirough either the male or female.
Retigion: Variations of subdued rituals, with some organized cults and shrioes. Most
have reverence for local or community spirits, although the prineipal worship focuses
on Eru and the Valar. Araw (Orenié)} is the patron spirit o f Common Men.

Other Factors

Demeanor: Practical, aggressive, hard-working, and inquisitive.

fanguage: The Common Speech Westron (Rank 5) is their chieftongue, although local
dialecs abound.

Prejudices: Urban folk are worldly enough to deal with most outsiders. They hate no
race, aside from the Orcs and Wargs.

Restricons on Professions: None, although Mages, Basrds, Anmiists. and Rangers are
7ather rare — particularly outside of large cities.

Background Optiens: Normal, flve background ponts.

VARIAGS

The Variagslive inthe region of Khand, a semi-arid plateau which
lies southeast of Mordor. They are a distinct race, but are occa-
sionally confused with the Haradrim of Far Harad. 1n reality, they
have as many ties to the Easterlings. Brutal and semi-nomadic, they
have long been influenced by Mordor and the constant wars with
their neighbors.

Physical Character
Buoild: Medium; men average 160 pounds, women 125 pounds.

Coloring: Extremely dark grey or black skin, straight black hair, and red or reddish
brown eyes.

Endurance: Variags can rravel for extreme periods on horseback with little or oo rest.
Height: Mediuin; men average 59", women 5'3”.

Lstespan: Short, about 50-70 years.

Resistance: Average.

Specla) Abilities: Varags are superb riders and handle both horses and camels well.
+10 bonus 10 Offensive Bonuses when fighting from horseback (+$ bonus when
fight'ing from camelback}.

Culture

Cletbing and Decocation: Variags fawor black and red ciothingand wear richly adomed
garb, The'wrarmor is designed around hideous, frightening beast designs. They carry
gold or gilded weapons. Many wear gold teinkets in their ears, noses, cheeks, or lips.

Fenes and inabilicies:

Lifestyle: Always a1 war, Variags live a brutal and exciting life. Most are hierders and
raid the stocks of the wreacmics. Elite warriocs and the female priesthood control tife.

Marriage Pattern: Women take more than one mate and there is no marriage. A
women'’s brother helps raisc the children. The line is traced through the female.

Religion: Var'ags worship a pantheon of cruel gods and have elaborate nighttime
ceremonies; sacrifices abound. The Lord of Darkness is the sirongest deity, and is ac-
wally a modified incarnation of Morgoth or Sauron. Female priests interpret laws.
Other Factors

Demesmor. Confident, Fearless, jealous, abrupt, impulsive, and cold heaned,
Langusge: Vanags spezk Varadja (Rank 5), Haradaic (Rank 3), and Westron (Rank 2).

Prejudices: The Variags despise all Men except thase who have recently defeated them
in battle. They have grudging respect for the races of Mordor, but generally hate al!
non-mannish folk,

Restsictions on Professions: None.

Backgroond @ptions: They get four background points.

WOODMEN

The Woodmen are Northmen who have long lived in Mirkwood,
the great forest in Rhovanion. They are a loose tribe of
hunter/gatherers wholivein or below the trees as extended families,
bands, or clans.

Physical Charaeter

Build: Average to stocky, with strong but arigular features and large amounts of facial
hair.

Cotoring: Fair skin with reddish highlights. They have blond hair and blve or green
eyes.

Endurance: Average.

Height: Men average 6’1", women 5'S™.

Lifespan: 45-85 years.

Assistance: Average.

Special Abilltles: They can climb and movc along tree limbs exceedingly well; +20to
Climb'mg and Acrobati'cs maneuvers. +10 1o Foraging maneuvers,

Culture

Clethingand Decorutlon: They wear crude woolen Lunics and shorr pants with leggings.
Most faver coats, cloaks, and fur hats.

Fears and Inabilities: None.

Lifestyle: They ar¢ an independenu lot who have no {ormal political structure. Living
off the gifts of the forest, they reside in small, close groups secluded from other races.
They interact with few other than the Beornings and Silvan Elves.

Marriage Pattern: Monogamous. The line is traced through the male.

Religion: Mostly personal and wilhin the family or band. Femaie Wuiran (“Knowing
Ones”) serve as shamans — Animists who act as seces, healers, and spirtual leaders.
They manage the ancient Cuft of Growing (“Alanakyn”} which mects for rare tribat
ccremonies. The Vala Araw (Oromié) is revered above all others.

Other Factors

Demesoor: Quiet, independent, reclusive.

Language: They speak the Rhovanion tongue calied Mekaiduk (Rank S5), a little
Westron (Rank 2), and 2 little Sindarin (Rank 2).

Prejudices: Woodmen hate Orcs, Wargs, Trolls, and Giant Spiders.
Restrictions on Professions: No restrictions.

Background Options: Nornmnal, five background points.
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WOSES (Dritedain, sing. Driadan)

Of all Men, none surpass the Woses in the arts of wood-lore and
wood-craft. This very ancient and diminutive race has long been tied
to the forests and has remained the greatest lot of woodland war-
riors ever produced by the Second-born. Their skills have in fact
guarded their narrow survival, for they are considered ugly by Men
and Elves alike and have been hunted and persecuted since the days
of the First Age.

The Woses have many names. What they call themselves is not
altogether clear, although the name Driigs is taken from their own
tongue. Driiedain (sing. Driiadan) is the label given them by the
Elves, while Men call them by various labels: Rdgin (sing. “Rdg”),
Piikelmen, Wild Men, or Woses, the latter a Westron term. Orcs
fear the Woses, and have named them Oghor-hai.

Physical Character

Build: Woses generally have a broad, stumpy profile marked by wide faces, flat
features, and deep-set eyes. Short, thick legs, heavy lower badies, and pronounced
brows help give them an eerie character — unlike any other Men,

Th'is uniqueness is aceentuated by their peculiar hair growth, for few of the Wose
Men have any hair below their eye level. Those that do arerevered, although even they
have no mote than a slender patch of black chin hair which lies well below their wide
mouths. Nearly all Wose Men are bald from the forehead to the back center of their
squat skulls, hut take pride in the hair they have along the flanks of the head.

Coloring: Ruddy skin, black hair, and black eyes. Because the Woses have guardedeyes
which are dark and set with black pupils, they appear te gaze from shadowy poals which
raight be mistaken at adistance for a pair of cavities. One must get quite closeto a Wose
to notsce any eye movement at all, much less any of the subtle distinctions in the eyes
themselves. This hauntintg feature is made even more unsettling when a Wose is angry;
then the pupils glow with a fiery red hue.

Endurance: Average.
Heighl: 40 5 feet,
Lifespan: 30-50 years.
Resistance: Average.

Special Abilities: The wide noses of the Woses are the most sensitive found in Man.
Even inan opean field, they can smell an Orc before another Man can see him. Together
with their strong eyesight, they can track better than almost any hunting hound. Only
running warter will stay their pursuit. This is even true at night, since Woses are blessed
with superb night-vision. Evenin the dark forest of the night theycan see 1000 feet as if
it were daylight. +25 bonus to Tracking maneuvers; + IS bonus for Foraging.

They have the ability to sit for days on end without movement. With legs crossed,
hands on their laps ar knees, and eyes closed or facing groundward, they can remain
silent as a statue. This affords them peace and allows for recall or meditation. Unfot-
tunately, it apparently does nothing 10 lengthen their years, for the Woses generaily die
ata young age.

Culture

Clothing and Decnrativn: They eften braid or wear thewr hair pulled back and joined
from behind. Woses wear littleor no clothing or adornments. Instead, they preferto go
about relyng en ther rugged bodies, using pigments to create imagery. Those that are
most acquainted with other Men occasionally don hide leggingsanda breechcloth, and
in rugged terra'm they employ a distinct high, thick-soled lacedshoe. Beyond these trap-
pings, they have little use for the costumes of other Men.

Fears and lnabilities: Woses do not like towns and cities.

Lifestyle: Wose culturerevolves around the forests and plants they hold se dear. They
are frugal and cat little, even in the best of times, and they partake of no drink but
water. Being exclusively vegedarian, they live on the gifis of the weedlands and are
quick o acquire an understand ing of the nature and location of nearly every plantinan
area — regardless ofits s1ze. Only the Elves and Encs excced ther'e skills in carving and
plant-lore.

It is for their stone sculpture that the Woses are best known. They carve a variety of
metifs and beasts, and employ a particular form in the making of life-like “watch-
stones” (Pikel-men). These are guardian statues which they place to protect paths, en-
tries, crossroads, and the fike. Legends surround the watch-stones, most of which are
true. It is clear rhat they are enchanted. Orcs fear them most of all, and withgoodcause,
since rhe Woses can communicate with watcb-stones of their making and can derive
knowledge from the carvings’ “experiences.” Some very powerfu] watch-stones actnally
come te life in order to guard their posts — acting instead of their creators — although
in such a case the Wose sculptor will feel all the pain of his creatson. They place these
watch-stones and hideous statues around the borders of their lands and at varjous sen-
sitive sires. Some are used to do no more rhan d'isheacten their foes.

Marriage Pattern: Monogamous, producing few young. The line straced through the
female.

Religion: Many of the watch-stones stand over the Wose holy sites. Unlike many of the
other Men, particularly the Diinlendingswith whom the Woses are often associated], the
Woses have a strong tradition of arganized worship. This is a pronounced animism
which revolves around a reverence for Nature. They hold Eru and the Valar in proper
awe, although they have their own view ofthe nature of the mastersof theworld. Ofall
the Valar they worship nonemore than Yavanna, the Giver of Frui'ts and Queen of the
Earth. It is she who presides over the kefvar (plants) and it is the plants which breath life
into the world of the Woses.

Other Factors

Demeanor: Woses generally seclude themselves from other folk and do not take on
friends easily, but when they do, they are unwaveringly loyal. Thosethatdo getto know
them wifl be impressed by their freduent bouts of laughter, since the Woses will laugh
when others sing. Thes rich and uncestrarned joviality ferms ®uite a contrast to their
usual demeanor; normally they appear unemetional and slow to speak.

Language: When theydo talk, the Woses use the guttural Pikae/tongue (Rank 5) which
is ideally suited to their deep voices and is aliep to that of other Men. Some alse speak a
fittle Westren (Rank 2) or Bunae! (Rank 2). Having no use for traditional runes or
script, the Woses have developed their own system of pictographic signs — most quite
simple — which they utilize for the most practical purpeses, notably to mark paths or
signal their brethren while out in the wood.

Peejudices. Woses hate Orcs, Wargs, and Rohirrim. The latter group has occasionally
made sport of hunting the Wild Men.

Restrictions on Professions: There are no Wose Mages or Basds.

Background Options: Normal, fve background points.
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ORCS (xrch, sing. Orch)

These hideous creatures are members of a race descended from
Elves who were twisted and perverted by Mergoth during the First
Age. Although they are not inherently evil, they are culturally and
mentally predisposed toward Darkness. The following is a descrip-
tion of Common Orcs, superior breeds ase discussed below.

URUK-HALI (sing. Uruk)

Following Sauron’s resurrection in T.A. 1000 he began breeding a
new race of Orcs, one capable of independent and intelligent action.
After centuries of work, he produced the first Greater Orcs, and he
called them the Uruk-hai (BS “Orc-race”) because they were more
suited to the formation of societies. Initially, the Uruk-hai remai'ned
close to Sauron and served as lieutenants and elite guards, but
gradually their numbers grew and their strain strengthened. Their
existence remained guarded until Sauron was willing to show his
hand. Nonetheless, in T.A, 2475 they were unleashed in full scale
battle formations. They are the Dark Lord’s finest goblin troops.

‘The Uruk-hai differ from normal or Lesser Orcs in many ways:
(1) they stand 5-6 feet tall; (2) they have a more “human” ap-
pearance,despite cat-like eyes, fang-teeth, and black/grey hides; (3)
they have longer, stronger, and straighter legs; (4) they are in-
telligent and cunning; and (5) despite their preference for darkness,
they operate freely in daylight. They speak Black Speech (Rank $5),
Orkish (Rank 4), and good Westron (Rank 4).

HALF-ORCS (Peryrch)

Half-orcs are a hideous creation, born of Man and Orc. They are
often confused with Uruk-hai, but are a distinct race, small in
number but capable and deadly. Their origin is also unclear,
although it appears that they were first used by the tainted Wizard
Saruman. He still employs them as agents, spies, lieutenants, and
special guards. They are particularly effective in Eriedor, for
Saruman’s Half-orcs have Dunlending blood in them and are
capable of blending into their societies.

Half-orcs are akin to Uruk-hai', but look more like dark Men.
They speak Westron quite well (Rank 5), and most know both
Orkish (Rank 3) and a little Biack Speech (Rank 2). Half-orcs have
no restrictions on professions, and get three background points.

COMMON ORCS

Physical Character

Build: Heavy, with thick hides, short legs, and long, thin arms. They have grotesque,
fanged faces and rundom hair growth.

Coloring: Black ot grey hair, black or reddish.brewn eves,and deepgreyor black hides,

Endurance: Tremendous. ®rcs can (ravel for 2 days without rest. Alternatively, they
can ran for up to 32 hours without s10pping.

Fearsaad fnabllities: Natura} sualight and deep, tuts1'1s8 water. In full daylight their ac-
tivity is at <60; in artificial or magical dayligbt their activity is at -25.

teight: 3.5 feet

Lillespan: Indefinite; certainly hundreds of years, but the nature of their warlike Life
permits few Lo live past the age of 50.

Resistance: +30 bonus versus heat/fire attacks,

Specizl Abilities: Orcs sieep during daylight hours, although they need rest only once
every 3 days. | n most darkness Orcs can see like Elves (see Elf descriptions), sid in ab-
solate darkness they can see 10’.

Culture

Clothingand Decoration: Skins, leathers, and metal armor; crude but well made and ef-
fectve.

lifestyle: Bred as laborers and warriors, Orcs respect power and tertor above all things.
They jown and cooperate in substantial groups only when led by 8 “focused will”, some
overwhelmingly sttong individual. To them, politics equates with foree, and separate
@rc tribes often war, frter-tribal cannibalism is the norm.

They are, however, quite skilled. Their smiths riival those of the Dwarves and Elves
and. ahhough the items they produce lack beauty in form, they are exceptionally effec-
tive. Orcs are also fine healers, despite their lack of concern for scarring. Utility is thexr
principal concern.

Marriage Pattern: Orcs do not marry; they breed. The females live together in seciuded
areas which are normally accessible only to the strongest males. [naddition, the fewales
are receptive only (o the fiercest and most attractive males. This results in the strongest
of fspring. The many young are kept (ogether and taised jointly by alt the female Orcs.

Religion: Orcs worship Darkness and power. Most revere Sauron as a god, respecting
his ability to induce utter tesror.
Other Factors

Demeanor: Orcs are cruel, jealous, petty, ambitious, selfish, and suspicious. They are
almostalwaysuncomfortable and, aside from mealtime or battle, are never happy or at
peace with themselves.

Language: Orcs speak various Orkish dialects (Rank 5y which are generally related io
Westron and are somewhal uaderstandabte (Rank 3} to one knowing Westron or
asiother such Orkish dalect.

Prejudices: Orcs hate all races, including Orcs of other tribes. They particularly despise
Elves, who they believe to be a spiteful, wicked, and wayward race.

Restrictions on Professions: Orcs produce no Mages, An'umists, Bards. or Rangers.

Baekground Opuens: Orcs only get two background points.
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TROLLS (Tereg, sing. Torog)

Bred by Morgoth in mockery of Ents, Trolls are as tough and
stupid as the stone from which they were made. Some feel they are
related to Giants. In any case, Trolls hate all other creatures, a

“legacy of Morgoth’s dark touch. Normal Trolls are divided into
several types (based on their location): Hill, Cave, Snow, and Stone-
trolls. Thelatter is the most common group. These types all revert to
the stone of their substance when exposed to the light of day, for
they were created in Darkness and the Sun can unmake the spell.
Another group, Sauron’s Olog-hai, despise but can withstand
sunlight; but these “Black Trolls” are discussed below.

OLOG-HALI (sing. Olog)

The Olog-hai have been bred by Sauron from lesser Troll stock,
and have until late been a rare breed. Cunning and organized — yet
as big and strong as their lesser brethren — the Olog-hai are superb
Warriors. They know no fear, and thirst for blood and victory.

Olog-hai are also called Black Trolls, for they have black scaly
hides and black blood. Most carry blank shields and war hammers,
although they are adept at using almost any weapon. They differ
from older Troll varieties in other ways as well: (1) they ignore
bleeding or stun results when given a critical strike from a normal
weapon, since they are more resistant to unenchanted weapons; (2)
they can operate freely in daylight; (3) they are relatively quick; and
(4) they are capable of using normal language properly, and speak
Black Speech (Rank 5) and Westron (Rank 3).

HALF-TROLLS (Petereg)

Half-trolls are the product of a union of Olog-hai and Variag
Men. For this reason, they are sometimes confused with Black
Trolls, but they are smaller and quicker and vaguely resemble Men.
Their 7’ height, jet-black skin, long sharp red tongues, and glowing
red eyes should also serve notice of their uniqueness.

Half-trolls differ from Olog-hai in other ways: (1) they wear crude
black clothing and considerableamounts of armor; (2) they are kept
away from other Trolls; (3) they are as intelligent as Men; and (4)
they are more agile. Given their increased minds, they get two
background points.

< o0 “1p€

NORMAL TROLLS

{ 20)

Physical Character

Bulld: Tlhey are huge and immensely strong, with thick bodiesand lim bs. Their tough
hides have an inconsistent qualily; many have overlapping scales and some have body
hair.

Coloring: Various shades of brown, green, or grey hide, with black er brown eyes. They
haveblack blood.

Endurance: Average.

Height: 9to 11 feet.

Lifespan: Variable; hundreds of years.
Resistance: Trells do not understand fear.

Special Abilities: Their vision is the same as that ¢f Orcs.

Culture

Clothing and Becoration: 1.iitle or none, aside fromrandom armor and hides.

Feacrs and Inabillties: Sunlight. When exposed to the naturalllght of day they turn to
stone.

Lifestyle: Trolls live in orderto play and eat. To them play means kill' mg and pillaging,
and eating means fresh meat — raw or cooked — or je)ly made from innards. Theyeat
folk of other races, and take whatever bright trinkets they mightacquire, No socicty or
inner purpose stirs them, since they urute only when compelled to by some greater force,
Trolls live in scattered caves and ruins, usually on the edge of cavilized lands, and come
forth only at night-

Marrjage Pattern: None. Females are exceedingly rare, although the dist'mction is con-
fused.

Religion: None.

Other Factors
Demesanor: Mean, slow, stupid, and somewhat lazy.

ILanguage: Most have little or no language capability and communicate through noises,
signals, or actions. The more intelligent Trolls speak a debased Westron (equivalent te
Rank 4).

Prejugices: Trolls have little regard for anyome, akhough they particularly hate
Dwarves.

Restriclions on Professions: Trolls only produce Wartiors.

Background Options: Limited to one background point.
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9.0 APPENDIX 2 — CREATURE DESCRIPTIONS

BALROGS — Huge and fiery, these man-like demons of might are
among the most feared of thedenizens of Middle-earth. They are in-
telligent, very cunning, and capable of causing massive destruction
when the mood strikes them. Their most feared physical weapon is
the flaming whip, but their other hand often contar'ns a secondary
weapon such as a sword or mace. The whip and all other weapons at-
tack using the 2-Handed Weapons Attack Table, AT-3. Grappling
them will cause massive burns and bring great pain. Anyone foolish
enough to be caught in their grasp will most likely be torn apart by
their great body strength if he doesn’t die of terror first. Balrogs “fly”
over obstacles and don’t have to touch the ground except in a
restricted space. They also have the ability to alter their size con-
siderably.

Since they are Maiar, Balrogs are imbued with an imposing
presence. Their presence is one of their best long-range weapons:
anyonecominginsight of a Balrog revealedin all of its terrible anger
will have to make a Resistance Roll (RR) versus a 15th level fear spell
orrunin terror. If the RR is failed by more than 50, the character will
faint or be frozen in place for 1-10 rounds (Treat as unconscious or
stunned, respectively). If he fails by more than 100, the character will
die of a heart attack. The flaming weapons of the Balrog will cause a
heat critical in addition to the normal criticals and will do an addi-
tional 5-50 hits of flame damage. The whip can reach out to 20 feet
and ignores shields. Anyone coming in contact with the body of the
Balrog out of water will take a fireball attack { + 30 OB) with no sub-
traction except for armor or spells. Anytime a Balrog wishes to use
hisgreat strength to rend a personin two, allhe must dois catch a per-
son with a Hard maneuver (with all bonuses applicable). Once in his
grasp the Balrog needs to succeed on the Very Hard table + 50 minus
the target’s strength bonus if the poor soul is conscious. A 100 result
means the victim is split in the middle and quite dead. Any result less
than 100 is the number of concussion hits taken less the victim’s
strength bonus, if conscious.

The Balrog of The Lord o fthe Rings is referred to simply as “The
Balrog”in western lore and is a being so awesome that the presence of
any brethren would hardly go unnoticed. 1t is likely, however, that
other Balrogs were be trapped beneath the land following the fall of
their master, just as the Balrog of Mori¢ was; such a circumstance
could have prevented their detection. There had been, in the First
Age, many Balrogs, for they were the servantsofMorgoth, the Dark
encmy, master of all darkness and mentor of Sauron. The cataclysm
that accompanied Morgoth’s departure enveloped almost all of the
host.

Of all the single dark entities in Middle-earth save Sauron, none
possessed greater physical power than Balrogs. Originally they came
from the Undying Lands, just as the Istariand Sauron had, and their
relative strength when compared to the inhabitants of Middle-earth
is enormous. Even Dragons fear Balrogs. They are described in many
ways by the few who lived to tell of their passing: Balrogs are both
flame and shadow, hugeand changing, “shadow-winged” and slimy,
stronger than the greatest serpent, bearing a flaming whip and sword
of tremendous size and power. As a foe, they are called by Legolas
thegreatest bane of the Elves, save the Lord of the Dark Tower. Gan-
dalf struggled for ten days with the Balrog of Moria before winning.

CREBAIN — A type of large black crow that has fallen under the
sway of evil. Crebain live primarilyin Dunland and Fangorn Forest.
Normally they are present in large flocks in order to keep an eye on
oneanother and to improve the chance of spotting whatever they are
sent to find. Primarily scouts, they usually will not attack. They have
a + S0 perception bonus while in the air.

DRAGONS — There are three kinds of Dragons, all of which were
created by Morgoth during the First Age of the Sun. Some slithered
like snakes, others walked, while the most miraculous flew. All
varieties use their physical bodies in combat, while many of the most
powerful of the Dragons also breath fire of extreme temperatures.
Dragons are 90-120’ long and have awingspanabout 20% largerthan
their length. This entire huge length is covered with incredibly tough
and shiny scales bigger than a man’s hand. Dragons have an awesome
presence that terrorizes onlookers as Balrogs do. Further, all of them
are cunning, vain, extremely intelligent, and possess excellent senses
of all sorts. They are rapacious, greedy, and love destruction and
fire.

Physical attacks by Dragons are of terrifying power. The
Gamemaster should allow Dragons to attack multiple targets, one
with each limb that is available, plus the mouth and tail. All ex-
tremities should bc able to attack more than one person with a -15
subtraction for each additional target. A Dragon can attack one
target with any two adjacent extremities. The most fearsome weapon
of some Dragons is the breath weapon, however. When used against
one target it should act on the bolt table witha 100-150 OB out to 300
feet. When used against agroup, theball table is used with a $0-75 OB
out to 150 feet. When used on the ball table, the breath covers a cone
with a 50’ wide base. A Dragon can breath once every six rounds, up
to 4-6 times per hour.

With a breath like a full forcehurricane, a Dragon can set a river
steaming like hot tea and reduce to cinders and blackened stumps a
thriving mannish settlement. The mighty winged Dragons first ap-
peared on the scenein the later First Age when Morgoth, intent upon
destroying the Valar, unleashed a host of winged, fire breathing
monsters led by Ancalagon the Black, mightiest of all Dragons (An-
calagon makes Smauglook like a homesick Hobbit.} Fortunately for
the good guys, Ancalagon was slain by Earendil in a battle in the sky.
The slain monster fell upon the “Mountains of Tyranny” raised by
Morgoth and flattened them (and Morgoth’s hopes) in one earth
shattering crash that instantly invalidated all contemporary
topographical maps of Middle-earth.

Dragons, while unwise, are cunning and cruel creatures who can
reason, dream, and even prophecy. They are always ready to suspect
the worst of others since they themselves are always up to the worst.
Nothing pleases a Dragon more than sacking a town of its treasure,
gathering the booty into a golden heap and nesting upon it for a cen-
tury or two. Dragons do have genuine weaknesses: they tend to grow
vain and complacent if unchallenged, giving themselves away in rid-
dling talk, and each seems to have an Achilles heel, or soft spot,
where its armor can be pierced and mortal damage done.
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DUMBELDORS — A race of ferocious winged insects mentioned in
Hobbit poems. They are essentially 6-8 pound black and yellow
wasps with a poison that gives 2-20 hits if the target is hit and given a
critical and fails an additional 3rd level RR.

EAGLES, GREAT — The Great Eagles arethe absolute rulers of the
air in the northern mountains, barring any Dragon in full battle
dress. Eagles are the greatest of all birds and are thought to be of
divine creation; the Eldar, the first Elves, believed Eagles to be direct
manifestations of the Thought of Manwé, Lord of the Valar. In
truth, the Eagles seem worthy of such worship. Indomitablein spirit
and never evil, Eagles lived in the treetops of the world until Manwé
ordered them to build their eyries in the peaks and crags of Middle-
earth’s greatest mountains and to keep an eye uponthe Mortal Lands
below, reporting to him what they saw and heard. These winged
reporters were greater in size than their Third Age descendants:
Thorondor, the First King of the Eagles, had a wingspan of 180 feet!

In the turmoil of the First Age the Eagles served the Eldar val-
iantly; after Beleriand was swallowed up by the sea, the Eagles flew
east, some to settle in the high peaks of the Misty mountains (then a
home to the inhospitable Orcs), and some to the Grey Mountains,
where Dragons slept, mated, andthenslept some more. In these high
snowy peaks the natural rivalries between the giant beasts sharpened
their talons. Later in the Third Age, Dwarves, Elves, Hobbits, Istari
and men would come todepend upon the Eagles for rescue, informa-
tion, and defense. When the Eagles chose to cooperate, the help-
seekers were not disappointed.

The Great Eagles of Middle-earth are princely birds. Imperious,
swift and proud, these hunters show no mercy to foes or prey.
Clasped in the Eagle’s talons, a foe may as well shut his eyes and
prepare for eternity. Armed with a hooked beak and vice-like four
toed talons to clutch and crush or impale its prey, an eagle cannot be
easilyovercome by force. The eyes of the Eagle are relatively bigger
than man’s and, unlike other birds, their retinas contain dense con-
centrations of extraordinarily precise color nerve receptors to give a
marvelously accurate sense of color discrimination. A soaring Eagle
can perceive details in a landscape eight times better than a man. For
example, the Lord of the Eagles can spot a rabbit dashing for cover a
mile below in the moonlight! On top of the superb accuracy, an
Eagle’s eyes point both forwards and sideways, allowing the great
bird an unusual degree of peripheral vision. Little loss of accuracy
and clarity occurs in the dark,

The great natural gifts of the Eagles make them valuable allies in
war. However domineering and lacking in sentiment, the Eagles are
concise, rational, and difficult to beguile. Unlike Dragons, who,
—one-on-one—, have greater destructive power, the Great Eagles
operate as a squadron, and their wisdom and knowledge make
them a match for almost any evil force in Middle-earth. These ex-
tremely wise and intelligent beasts should not interfere often in the
concourse of the world, but when they do act, their interference
should be most puissant and effective in nature.

ENT, ONODRIM — The Ents are the strongest and largest of the
natural races. Their limbs are extremely hard and can rend stone and
stee} when they are roused, which, while rare, is a sight few wish to
behold. When enraged, all viewing the Ent must resist a 10th level
spell of Fear. Those failing by 1-50 flee, those failing by more than 50
freezeinterrorfor 1-100 rounds. An Ent may use anyobject at hand
as a thrown missile much like a giant, but with a 110 OB due to their
greater agility. The skin on an Ent is extremely tough, being resistant
to all but strong axe blows. Therefore, blunt weapons and arrows do
only half damage and must do an “E” critical before being able to roll
on the Large Critical Hit Table at minus 10. Flaming weapons or fire
affects them as a normal creature,

Though the oldest of speaking psoples, Ents were dormant until
the coming of the Elves. Elves taught them tc speak and inspired
them to become mobile. Ents are the shepherds of the forest and
usually resemble one specific variety of tree. This leads to a wide
disparity of sizes and description. Gentle by nature, Ents are not
quick thinkers and do not act rashly except when incredibly angry.

Ents are a dwindling race, partially because they have been revert-
ingto their dormant tree-like form out of weariness, forgetfulness, or
bitterness. Another key cause is the disappearance of the Entwives,
who, over a span of many years, becamesundered from their mates
and have vanished from the pages of history.

FAISTITYCELYN — A vast turtle-like animal mentioned only in
Hobbit legends, the Fastitocalon is big enough to camp on. They
would be about 150’ feet iong, almost as wide, with a huge head and
flippers that are extremely powerful. If angered, they would find it
quite easy to destroy most boats or ships.

FELL BEASTS — Cruel mockeries of the Eagles, the Fell Beasts
make their homes in high caves or on shelves beneath overhangs of
rock. A number of them are spread throughoutthe hills of Southern
Mirkwood. These creatures grow to lengths of thirty feet with 30-35
foot wingspans and are distantly related to the cold drakes of ancient
days. They cannot breath fire, but their physical armory is for-
midable. Nine inch claws and six inch fangs along with equivalently
sized legs and jaws have persuaded many to become the Fell Beasts’
next foil-wrapped lunch.

Fell Beasts have excellent nightsight and canglidesoundlessly and
effortlessly, allowing them to attack with complete surprise at night.
(Add + 50 0B to any firstattack at nightif thetarget does notmake a
-30perception roll tospotthe beast.) Duringdaylight hours, theyuse
amoredirect approach; a fast dive out of the sun impales their target
on their outstretched claws, Somewhat social creatures, they often
hunt in pairs, one beast making a distraction while the other strikes
from behind. Large Fell Beasts can suppost the weight of twomen in
flight and are frequently used as mounts by Sauron’s Nazg(l and
Olog-hai warlords.

FLIES OF MORDOR — The only beastsin Mordor, these greyish in-
sects are each marked with the Eye of Sauron on their back. [n-
dividually, they are much like horseflies.

GIANTS — Again a beast rumored only in Hobbitish legends, these
large ten foot monsters are reputed to guard the passes in Rhovanion.
Large and simple-minded, they are still to beavoided. The attack in
the chart is their club attack,. Giantsarealsocapable of crushing peo-
ple under their huge feet and throwing any large object that is at
hand. Both attacks require amaneuver roll against the victim’s move-
ment and maneuver bonus, and, if successful, an attack with a 90
OB. Objects are thrown on the missile attack table, doing double
hits, while the stomp attack is done on the Two-Handed Weapon
Table AT-3, causing triple the listed concussion hits.
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HUMMERHORNS — Theselarge insectsare saidto attack armored
knights. Shaped much like mosquitos, they have a wingspread of
about four feet and weigh about ten pounds. Loving swamps and
marshy areas, they will swarm any unlucky passersby in large
numbers, attacking until they are all dead or the victims are dried
husks.

HUORNS — Huorns are either active trees or settled Ents; they are
sort of the missing link. Huorns are present with Ents 50%0 of the
time. Huorns fight and defend much like Ents, but are much slower
and are notreally sentient. In most cases they will obey the will of any
Ent and will fight at their side although possibly for different
reasons.

KRAKEN — Huge evil relatives of the giant squid, the Kraken are
used wherever needed by the forces of Darkness to guard any area of
salt or fresh water. Each Kraken has many, many arms and can at-
tack up to three targets with its full add. If it chooses to concentrate
them the add goes up by 50 for each attack foregone. A subtraction
of 25 can be taken off each attack for eachtarget over three attacked
in the same round. Once entangled (Any “C” critical or better), the
victim gets no shield bonusandtheKrakengetsa 20 bonus plus any of
the situational bonuses. As listed in Table ST-2, there are three dif-
ferent sizes of Kraken. The major difference between the sizes is the
OB and the AT.

MEARAS — Superhorsesof the Rohirrim, the Mearas are virtually
worshiped by the blond horsemen. Mearas are much more in-
telligent, faster, and hardier than anyotherhorse. As such they make
ideal warhorses if they can be acquired. No Roh'irrim will sell such a
steedandallwillinquire about one he seesthatis notinthehandsofa
Rohir noble.

MEWLIPS — Mewlipsarean evil race of cannibalistic spirits said to
beakin to the Wights. They favor noisomeswampsand marshes, en-
dangeringanyonenearby. Oncekilled, however, they can prove pro-
fitable, sincetheyarehoardingbeasts. If a group of Mewlips is put to
flight or killed completely, a tracking roll at a -50 subtraction will
lead the party to the Mewlips’ lair and treasure, along with another
larger group of Mewlips arranged in defensive terrarn they know
well.

MUMAKIL — Very much like the extinct wooly mammoth, the
Mimak has been trained as a beast of war by the Haradrimand other
Southrons. All Mimakil love battle and are not easily controlled
once battle is joined. Any horse that comes within 100’ of a Mimak
must make a RR agarnst a 18th level spell or flee in terror. (The
horse’srider gets his riding bonus as a modifier.) Due to the armor on
Miimakil in wargear and their naturally tough hides, all arrows only
give 1/2 damage and give criticals on the large critical table minus 10
ona D or better.

NAZGUL—The greatest of the servants of Evil during the Third
Age, the Nazgiil are feared by all. Also called the “Ringwraiths” or
simply “The Nine”, these are nine great lords of men who were
enslaved by Sauron in the Second Age. Each had coveted great power
and accepted one of the Nine Rings of Menwroughtby Sauron. Since
the rings are ruled by the One Ring and controlled by the Dark Lord,
the Nazgil became his slaves. As time passed they became immortal
in spirit, but their bodies gradually faded into mist. Essentially, they
became “shadows” of great power and are now Sauron’s most trusted
Lieutenants. The Witch-king of Angmar, also called the Lord of
Morgul, is their chief. Of the Nine, he possesses the greatest power
and ability forindependent action. The Nazgil are afraid of deep or
running water, fire, and holy Elvish names such as “Elbereth.” They
are virtually blind by usual standards, but possess an amazing sense
of smell and can enlist the help of other creatures (such as specially
trained horses). Their power is lessened during the day; Khamul, the
second in command has a considerable fear of thelight. All Nazg(l
shared this weakness to some degree, but all, including Khamiil, can
master their fear.

Nazgil wear large dark cloaks, hauberks and helms. Underneath
their clothing, they are but misty forms with almost no substance.
The special powers of the Nazgil are very numerous, but they also
use more mundane weapons such as swords and poisoned daggers.
One special power is fear. Anyone coming in sight of a Nazgil is af-
fected with unease and terror (without a RR). Anyone foolish
enough to face them in combat and view their red glowing eyes must
make a 15th level RR or freezein combat and be cutdown like acorn-
stalk. Anyone surviving close contact with a Nazgil or a critical
received from a Nazgil must make a 10th level RR (Chan.)or suffer
the Black Breath (If acritical is the cause of the RR, the RR is -30).
This is somewhat similar to freezing to death — no matter what the
temperature — but also freezes and destroys the target’s spirit and
soul, Death occurs 18 days after exposure, modified by a number of
days equal to the victim’s constitution bonus.

Most weapons that come in contact with a Nazg(l will wither and
vanish. No weapon except those of Westernesse or Elvish make will
harm the Nazgfil even if they do hit. ARR versus a 10th level attack
should be madefor any weapon hitting a Nazgtl. All weapons are 1st
level, but the following modifiers apply: double the bonus of the
weapon (+ 1@ adds 20 to the RR); Elvish make +2@®; Nimenorean
make + 10; ora Holy weapon is + 3®. These bonuses are cumulative.
(For example, a + 15 magic shortsword made in Numenor would
have a +40 bonus for a RR needed of45 or better.)

All Nazgil are capable of using some sort of spells of differing
power. Beckoning spells and blasting fire are the most common. Of
the Nazgiil, the Witch King of Angmar is the most sorcerously-
inclined. Mostly, Nazg(! ride large black horses or Fell Beasts that
are inured to their presence. These horses provide the Nazgil with
physical senses. Since the Nazgil are spirits, they see best in the spirit
world and rely heavily upon symbiotes such as horses for their direct
interaction with the commonplace world.
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OLOG-HAI — See the racial description in Section 2.21.
ORCS — See the racial description in Section 2.21.

SPIDERS, GREAT — Encountered in the old forests of Middle-
earth, the Great Spiders are the remnant of an evil race bred by
Morgoth and augmented by Ungoliant. Intelligent and capable of
speech, these Spiders can easilytrap and eat all butthe doughtiest of
foes. The greatest of the Spiders in Middle-earth during the Third
Age is Shelob the Great. She lives in Cirith Ungol and is left alone
even by Sauron. Most smaller Spiders took up residence in the forest
of Greenwood, later renamed Mirkwood. These smaller Spiders are
the ones represented by the statistics. Shelob would be much more
fearsome. Even smaller Spiders are a force to be reckoned with since
they work together in large numbers, possess a stunning poison, and
can spin webs very quickly. Any bite that hits home and gives an “A"
critical or better forces the target to makea Sthlevel RR versuspoison
or fallunconscious. If the RR ismadeeach RR versussuccessive bites
isat 21evels higher. If any RR is failed by more than 50 thetarget dies
in six rounds.

TROLLS — See the racial descriptions in Section 2.21.

YAMPIRES — Vampires are another of the ancient beasts from the
pits of Morgoth. Many of his and Sauron’s chief servants and
messengers took the form of Vampires. All Vamp'ires can fly and are
armed both with weapons and powerful talons on theis {eading wing
edges. They are spirits and affect weapons much like Nazgil, but
with only a third level effect. The most famous Vampire was
Thuringwethil in the First Age. After she lost her magic cloak and
vanished the cloak was used by Liithien, who along with Beren, in-
filtrated Angband and stole the Silmarils.

WARGS -- Asthe Great Eagles are greater than earth eagles, so are
Wargs greater than normal wolves. Malicious but intelligent, these
beasts are large enough to serve as mounts for tribes of Orcs they are
allied with.

WEREWOLVES - Evil spirits held in thrall by a greater Evil, the
werewolves were the special servants of Sauron during the Wars of
Beleriand in the First Age. Werewolvesspeak both Black Speech and
most Elvish tongues, and this is but a small part of their cleverness.
Like Balrogs, they force opponents to resist their terrible presence,
although the RR is based only on a 5thlevel attack. Lesser Maiar or
another type of spirit, the Werewolves are not slain easily. [f they are
slain, the spirit is only temporarily removed from the physical plain
and will return to seek out its slayer,

WIGHTS — Wights appear as dark, shadowy human forms with
eyesakin to faint lights. Theyinhabit the same world as the dreaded
Nazgil and are hard to perceive as anything other than dark, misty
shapes. If seen with the aid of special magic, Wights will take the tat-
tered forms of great lords of men with cold cruel eyes. Wights inhabit
the old graves of Diinedain, sent as messengers of despair by Sauron
and the Witch-king of Angmar.

Wights are extremely hard to kill. They take half damage from
non-magic weapons, roll on the Large Critical Table, and have the
same weapon dissolution effect of Nazgi! at third level effect.
Anyone touched by the Wight, or hit by its weapon, is affected like
the Nazgil’s Black Breath at a 7th level effect. Unlike the Biack
Breath, this effect is immediate, Wights also affect onlookers as a
Balrog, but atonly the Sth level.

The only way to permanently kill a Wight is to kill it physically,
open the grave it inhabits, and spread the graves contents out for all
passersby to take and thus scatter. If this is not done, the grave will
quickly be reinhabited by another similar Wight. Three different
types of Wights are given in the chart. The power of a given Wight
should relate directly to the power of the lord buried in the grave the
Wight inhabits.
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Thie o at the Losr Bridpe

A SAMPLE GAME ENVIRONMENT

Che Gammemasier, vot Lhe payvecs, should reat) Lhese scenarios
theugbly . As e ployers ytventwre, 1he G sbould dessslbe tbe
people, cooolures nrd :ntlings defaibed (o this ssclng,

CIVILIZED AREAS
THE INN AT THE LAST BRIDGE

The |6t lon ponds an the eastern bank of the cver Afifheirisl
(Hourwel) apd |ust o)) the Gract Bost K ood|eadlog tyem wbe Flven
nave ol Riverdell 19 tbhe sextled westeoo [anids and U wowo of Beee.
Tte Lasw 8nye. 50 cplled Lecanto it s the ssuihesnavosc Bri Qge
avess LheMitheithel end the poslernmos strucrate 0o tlic Gresl East
Rusd, s withio view af1he hun. Travel glongt be read 19 sertidled bot
steayy. Guestsal ihe Lao ase Dleotifu! GF somcahat seedy), b-(Lough
coris MAy agpesar o bit (@ 0 A9 t 0 Jcar 0 more Of the reasyaes
wlisperedabeut overnaale) o-he publiccosm . New . in TA 1640, the
rLRRR), ivcky, and wavily-wourdad regien of £ allen Rrudrus knowo
ag the 7redlsPo s is 3 dange roais area to cravel, Hll-tiolls wandering
souLly ( ruon L be Etlenmaors (near Angmas) bave gaiherad in 1ange
nunters s nd coam the fores ac vall afles darb. {1a1be daydoee ne!,
snd in Lbeir yndeyeround ialrs, Ficking 81 the bewes or Lbeir victiow.)
Rumers at disappearances are wideipread. Now', wos ¢a§ bizarre
and {1 gMFul evenisLskimg placeIn a once.atand aned castle halFway
beiwesn the 1ast Ina aod theold Hibnwen &G of (ammerh Bns
reswarly reach the pecked np cars of Tose advencurers, schenwss
a0 Fertane-seckers taash o foeliab enougb o Steb, cellect=and
make plams.

The Losl- Jon KRS is a cclabvedgsafe, clest and caomy epablisdl-
meat run by iy Grurner famlly for geoetactons. T lie UFreng 90 eTs,
Rubbaed Buro Grumen, 2be Wedest end indusicous,

NOTE: Bor cherader Cepedifities, cheek tbe Mesier
Changorer CMrt, $7-3, Move spcific oeesfor att NPCS in
the Sonple Advemwwe can b aJownd in the NPC Cacrocter
Suvinmpries Chort .

The Grumpmg ¢Mpioy thels 1wo YOung scov aostoblehonds, aod
Veesr davghiers M vme, Sonrle, ind GARSo coo 1ad clean. Buma Is
alss recognized as a (100 DUCse end empleys heaB g Nerbs and paticns
with a skl (bet has causcd SoTgeco cafl hes & magician. (She s rcally
an ANUTIR,)

by addilion to the stabdes tad coartyard behindie, tAe fust flooe of
the s Inp DOASS 2 5pe Caous public f00m, 4 smalkc lavern (05
setleus dninking dnd go sy in@ wich the Jacals) 1w srmall boths wii
custaios, & 134y-13 oo Toom {(wilh & secrel exdl ¢0 Yheshadawy
shrubbery ot he eastettl edge of We Ina) tev privale disovssiens, and
a large kitchen thac serves tho bas toan fewl cast @i he rives, Tae
Growmm Eamuly alse tveilon the firac flooe in riberoramped quarters.

Theseooud fioer of the :np of(exs fous<om foriable and wd)-
herted poivate bedrooms and (wo very jocge communal slesping
rooty. 1.zt e frusa) be fecewaroad. howeve ) |DeVeryis common
I che Jocger rooms, end Togues who ere profiienl Wckpockes
regwesly lcgved the Geest East Read £nd pr¢) 0P8 udsusPectiog
300(9 WOKIOg | 0 sV € 3 COPPeT abece AL LWO by SIeaANg i toe Buse,
bare, cbBly 700w wlih 1hat felow wuytmrers, Becouse of tbe
Cromms’ funda men¢g) deceney', teawle 2nd muuggings gce 707T bot
aecannaally vna soadable .

Masy teave) Uie Greal E48 Rowad Tegw a7ly aod s pod the Las lno
eo Joute O Beee, 192 Wwns of Rhudour or eceasionally, Riverdel,
Unguestionably the mosl popular visior is the sandering minsire
Turlin, a llassome 209 charming fslow who i5as fres sich his
mosiey 23 I:r i3 with yarns and s008s, Turllo skeg atthe lan tvery
(orinight oc s0 on kil WAY wegl to Broc or i ovth 10 Canscth Brle,
wlese song-loving Hilimen pprvo 8aheved. Some 0¥ the daliads of
the honer-voiced Turha ceuld eharm th e scabies off a TvolCs back|
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Tive I e dhee Lond Briclpe
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Another s cguiasrguest atthel asilonis Anerthe Teade ,a iman el
oo inedain and Easerling blood, who (il iz )okcd) muld scU
cunlight 60 an @cc-Neone bt Turlin knowsmore aboulthe grrngs-
on in 300 pround the Trutlshgws than doss ¥ akem,

A thied regular al ¢he Ton &5 the herb-anrd-potion salesmen and
wauldbe healder, Goldesg, who was 1ap et o f Goodor year 5880
aNev loadvertently poison ing n noble houschiokd, Coldong akso
possesses 3 weelth of infurmation about Cometh Brin, where he
TeeWXly Lravels, aod declares LAl 1he sca7r Lales #F The ooce-
Iqontel custle o the wonds ere Leae, Fuc n Mew Sniper g,
Goldang will 18l nvore, bul naly inLhe privacy af a buolh Or a puor.

®her wayEscess Lrpve e CGreol Epst Rmad oot sloy ot the Y_ast
Inn. hit mos! trand ieir buongss and aregane hel areonynnenat & =s
Iher thev\'e arzived

RGTE: For inforucaiiov aloie HIriRg Non.pleyer
Chkoroc frrsime Sectiond 24/,

Becauzof the Inn's Jocolion ood dist aneef com cericrs of popuias
tia and production, prises [oc accessacies kend to be 3 bh sleep luo
mod traveder ‘s tastes, aboutl oae and a halftimes the nonmal peice,
Food and lodging are nvailable al nornw| prives, bat oalr ihe mwist
sommon wenpons cun be purchased, wwally from Lravelers e king
W make 2 QRick swwe vl cupper piewss. Crudeclathiof aa hepo::
Nage) from Falen, whe a5e dealgeo uscewd und bows. M3agke it ey
are rargly sexwm drgund Lie loo. Buze Gruowb Reeps 3 (ew lnnligg
herbs in 3 b ked chast 1o ker Kiccheo. pantry, dea thexe arergut lor
sale. The only meons of ground trynapoed sy oiladicnren light hos:c
nnd o poey keTs Al the Inn% stadles. Eachsclls for ane nnf o halt
llo%es <be norme) riee.

NULE: Fov more on prices, refor 1.0 ST, tAe Lquipmmw
and Brice Tobke.

The fixssdime trascler willnotsce o 8loovn in 1the au at the by, ler
1bcGoamem’s cddese ancl boghten son, Ladidns , Wo: disappessed and
is fcared hold pmsoncs by Trell: in the acady Trodlshaws, Tho
@vumms pic offecing a reward of tww Kedd gicces rlue s fifed ime of
treznesks and lodgiog to anyeoc wha sof{yresacms withieddon, or
moro sadly, whi prodices what ees dc identified 65 1he cemains of
thair beloved sen. whehies bece Missiog fos aimost 8 week, Loddun
wearsa distnctive cing mndo of doove carved In the sha oc of amale
goak rcarlng on ols Nuad bees and beats an ogfy acas oG 1be <akf of his
len ez,

As with any aromroasds sstablls hriwni, eetbln8 8 wore abundant
1120 cwoock of go¥d, pems, Magic weapene asw lims idddep in rbe
are nearby. Gher ole and bacuits In Uwe ravemo Fthe'lzdinn, one
can learo of e ¢astle jutl e woeds Lwear dicee days necth oftoc [on
and jusl 1sLOELhe nve , a castieeuinecctt e b unaccupicd ond bisU
of Ireisure, Otve druitken fellaw lotow n 3z Crepp, snusting thae be
alone kevws Lhe Lrpe 3k 0f the cestle, cefsolfa crude hnt delaced
mep igading ome 10 the bast ¥ L uen Jeep waho tbe sronghold. He
even joliTaases Lhial [or one gold pinvy, Liccocid laceicand tane vver
3 LoDy Of Lh2 reasuse map. Acswding lo Otcppju hard-drinkiiig
farmesand logal §05op , tbe cast be long age belanierl 1o & woll-born
bul mysseriou s Bdamm noblemun, 0 Mage whuse expe cinizids wlth
anEnols wese much $athed aboul and teaswd - Grep p 24l e castle
HentdarGinr.os “Deelingof he Lor d ol High Sercety, " aml bilsts
hat if ooe & fortuvale CWoVgh W aveid ke nuany topt 8ed Pk fels
(hat yet guard g1c wealith hiddem th ere, he might be the riches end
most pawerful man i od the Trollgaws. When wmaeone langhs st
his talltabe and ask s why he, G eepphinge|t, Goes nel ctasm ihe bosty,
Grepp oty shakes bis heed iud says: 0 401140 oS Ul (oo vonartly
fos Lhee.™

KEY FMELAYONTS

1 TREE I1IZ. Yasury. %t ralic 74

&
2. HUSH a0) LE. SHELF
1

5 ClSVRIN 3, WOUNLN 1X R0
4. GECNET PAGSACE )% FIREFLACK
il DOCH,
L STAHLE DO rr.‘l-m:l 1 WNOOW
g, ORY MOAT Ol -‘23 17. i
IMUUK NS e

7. CAVE ENTRANCE & UL STREAM

", ean ey 10 sA

g g Eg e ™ ez B

o 80AD SO0 BCK WALL

10 MONYEABLE HEXTK O MO AD e ww et prosHERgRT TR
s iejapesn Fer B sdosirial cooks

1L CRENELLATION SO L0 [eassupess [Roers Dol oo,

ThoscLes speeked by Grepp's iubes or by the warmings of ollwes Lo
o1ou aL Caplocslety capaitiiion co Uve cogtle in tive woeds sauy adol
te gatlicr y.icw Uke-minded KFicnds nod tikle 3 senples goal, Bke
soouwsire 3 Trabl-lalr 2ad if all 2ecsrigh!, raMding il Swch Lirsare
hisllowed oos d € sbe cocks in e decp woods bordevingele nu- avd
sl hald suhstantisl booty,

Stouce Sjarted adventucers @ay cake up the Grvipons snsligir of-
fo andseacch for thelr so0, Lecdden, heping 10 Tescue b — petiaps
sexnig some SOW and gams 1o th ¢ PEOACES — i T refus ATH Claim
bhe rgna

Uadesilie hadewy ¢ins aod eahks ol che Trolshaws, manyedyoun-
tores awail. Rest atthe (o oivd &0N ce much g pessible, Moraace
within the moudsyea witl dasworks why (his lood & iins=liled, antd why
oeo call i tlve DINIROWY

o ¥ —_'“‘._r_




114

The Conmrriide

THE COUNTRYSIDE

Thuee poee daogers awalt hows couisgetu OF @ os0P cougpb 0
<ot il mowe gbonst the dark and dangerous woodlands calbed the
Trollshews: crmle and sopersitions Nilwen, the wnlibely and
unlikeable cremi ures who give Lhe region its name, the Mill.rmolln, and
G 10%Ay OUrc palrols of Angmar Whecher ieaichung fin heabag
hetbs O a atosly of wems, ape kad dest avald REUNG By of LDE
wie® ¥ Lrlu of tleestening grouvps. Naurad AAAgR! 3 — such as
stueibling Lupui apich vl lasigs y n@rca Ur u biar kboac guarJioy el
vomg = glo abowm in Lbose wid woede. Tho unly chanw of
encomuniering fristidship oL b e precipiions count s ile ncwlh of ¢ he
Cerent Eaxl Bosd b ihe rare, face-to-facemesting with s Hobbd, for g
few Stoore stil} inbabit 1he Trolishews, The anly prcblem {9 thal a
Soor dumay cacuph 10 Re0p M0 is ety 10 be drugged, half Gead
or sholly inaane.
NOTE: For more informalion on MOeleg ed0s! IAe
Troflahed=1 5 werrrh oF arfivs, ond what Sapesmg wen fo0
Sad 8, pw Sextiony 323, Fv ASSON AND HEIDING, end
3.4, ENCOUNTERS T ENCOUNTER Y ABLE, ST-10,
wll ol prove hefus.

THENHILLMEN

Hillmen, descendanis of Dunlesdods and jost us hasipitable,
fought the Wltch.Xliny when he sishdisnd (900%¢ MIghL 18y macd)
Rhudwoe umdrednof year g ugd. Now Lhiey ght Tor Nifis, 6 beuul
when “wsded :* ) wvety 9 [ opper jowetry and boud, bawdy ways,
Rillmen rellah 10¢ putdoor life, scaling seeep ¢lifi's lbhe eraneslain
ecate. NiijuiintoUs aod mEnOPhobic, Rillmen fear daskrews wvd
prefex 10 (Dol ihe |00g aintes Nights tn Deir hoow, 1atk Ing much

.-':1:.._ ."--h-l* ~|.
. """.:-:-.__ AHEA Mﬂ’[ﬂ-’-'ﬂ{[— LILLS
11 |: mﬂ:-!:l-"-l.ltb-lﬂm
Y P -
'*‘L‘-E“ ; [ " Y] r'l'l'l:ml y

8 i TROHL LA L #

",
& FLIPET CARTLE

o lood, Ercaming ks and GRS at each otber. and laugphing s
misforiumnes and mintops tha: mighe Dring vy 11 3 ke race of
[

Amcog themchves, Hillmen speak Duneed, althoogh muost know
Wearon well enough. They also offer sacrifices (0 thew wengefiul,
despicabic deties and doeply Geyploe Wones, Dwarresand Drinedain
tal | @ 0¥ secu 1m 1hese pamg), ay well 3 R and Stcawhends (\be
Ronivlov).

Hillmon ace greal teackera, oll but |mipomibie 10 loseor thcow off
yows trail, and pre Quict ag arou nlabs cols. Theyknew the 1 aldghmw
o0 well eymulsd give gulled 1vists blid EXde 1, bot of course t oy
would ncves us you enougb Ly cven lur Lbeir Backs o you, { A
wise advest urer would 1eepl 1 hen the sxve.)

THE RILL-TROZ 18

Trols arz huas. fousl, wilY, wUPd gnd bioadihirsy, and ihe M.
trofls of the Trollkhaws, although a bit more inuellgesy a0 mo of
thew brethres, are no escepibisn. Hl-imlls do speak 5 b of
Wesoun, waally cvough o male you understand tha: you ase n
m<ut Sagsy med 0ave tast & oTEED! (0 Mabe (Tends O dic. Tralb
reiiah e\ most 1han the prinding of Mesh and base La theyr
sy tesb, alhaagh ihey prefer Pl enkng ufa vicTim Over & Cuure
of scveral dass before dinkig vi Uve unfucky wreich. Hill-teth do
employ hammuers gi well e Mhdie clows and iare most T olls, enat
avold suo@aM or rhoy will tiris 10 slane U e sight of which @rlves
leilow- T eollatnto@ as0ayma of \idcontrollohle, kidegus liughte

THE PAIRGLS 8F ANGMA R

The Witch-king keopi ¢ ¢Jose aye on Lhe Trolishaws. Fbc Oves osd
Wargs regularly scont the lorests of Bhadaur. s)ANng fior newss asd
Jrexh meas traveing 1o and roun Uhe sefthed Wes

, O




The Ruined Castle/Cherngw

ADVENTURE SITES

THE RUINED CASTLE

Thres days nortls of the Lasl lon asd just vffa obatary uf the
Blisheiihel stand the cumbliag, cesic soins of o vnce.magnificent
sk, HervderGdfar, the Bwelling o f the Lucd ol ligh Secwew -
Thesircain hat once fed 8 mear shicléingiilestenghold fram
froncal stcack tas mow cot through 1 he walland eatim awa Yol To wes
3. whoch is looded, and has turoded Towecd, which hasGutmed uve
stream and divertedits few . (A cobderranean rvves skirts the walls ib
the rear end provides cxape from Lhe deepcsidawels of L keep, il
one makca @ thal tur in iveexplomation ol the musb-fer ed Casllesp
tac Weeds.) Themalo 2a5¢ss blackenod aad blasied@. The endranpeon
the castle sidce( G splintered, vinnk bridge ks Neodad jtlsgapproach
frooe tha ¢vad, however, Je Mah ynd dry - Siexp ¢litfs fall BeboI 1he
cartde and provide jdcal Drodectlon lo7 ks curment residenis, a rowdy
band of Orcs led by 1eic capain, Thyk, 33 his master, the elusive
and peripaeaic Mage and agent of the Witch-king knownto heOrcs
al the castle &5 Ar-Ciller. {The peroeptive PC may recognize the
langsome pyil-doer from his regolar appearances af 1he Inn, where
he Awgs and charms avdeences a8 Turd, the wwanderingmosteed.)
Af-Cillar 5, |s actuality, & fallen Edein noble, the bagard son of a
powe) N Q¢ 107 R wilaue, who was deided 9y Inheriiance bot
cccived a  extrmordisary ecduwcation and Javeloped a8 o8t foo
d=ception, the use of Magicund sére e oy, 3ad reveige upob the Edaip
mobility. Ths wenleted birfale kothe dask gat o the Wilch-king's
realm.

As-Gillar's duties ate chizelodd: [irst Lo gatbes Al Lbe in honmalénn
be can about (be eRion inhebitanizand 1heis mov emeiits id ains;
sscood t 0 earscthem s cauch keoubleas pesdiewhle szagaliusc

weaith b can; andthind, to'report s B heleornsiind WO s rerider101 ke
Witch-King ot of what be gaims through his pecldy wact black.
AE&gEC.

The obvious cetrane 10 ths ciat de i WD Lbe 503d Of aloop the
stream bed, takingosoc (o sty behind the generius cover of weesand
chnibery. Af Jeast t wo @ rc Joukouls are vd duLy . Flamt Uve asooud
fluorof Touer 1y whe re she @Ons sleep.amd the bind Mo vl be lex-
mgonal keep, Micsc a 7uined obscvvalony pravidesa bioad viewalLue
landscape beftrd the Ratss, @rea as¢ cver-vigilant alter dark- Buring
daytight howrs.@rc geards dod% sce vory well and 1 &y instepd 1ipem
their keen use ol heaslng.

NOTE: Corveponaine $g(MR)3 and mxadl JeLES are
rmarked B Cor responding canal dedrers.
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The Ruwned Coetle S The Fowr Towers

THE FOUR T@WERS

These ndventu-ces wich enoygh guls 30 eates the crunabding casde
walls @ay fin wasn cHanplore the Lour decaylng 10weTs, Lo Jcure
Jiom avd Rk any tealy Masbed |hure. AJIfOUF (guerSate ffLy Fees
il d @reder acil JWve id=vio? YOS U (rum A ulsod level. Lvckil vlar
Wi wowd.be Plundeper, onlyize coweris occupied by (o,

1. Tower 1, Tower 1 s Moosgded ai basement level, the sgairs broken
and dangerous, A corroded, gold-cobored clest rests on a ledge ten
feet below the water line of the forty-foot deep pool that fills this
tower. The brightoess af the “gobd” may cotch one's eve, but the
stinging fish and small kraken {twenty-five f==1 from tipof tentacle to
crown af head) [¥ing low in the shadows may catch g hand, anamm, or
morz! Thechest bholds 200 &p worih of jewels, silver and gold and bhas
cormisded to the point thai & cannot be pulled up withow desiroving
i, The frs diver into the pood risks a [0%e chance of disturbing the
kraken; each cive thereafler increases the chance of provoking the
cresture by 5%, Each successful dive brings up | -1 sp worth of
Jeweels amad money, The stinging fish are merely nuisances and inflici
ey dompge other than an ugly rash. (The PCs don®t know this and
may suspect the fish 1o be podsonous, )

NOTE: Sre 57-2, CHEA TURES SUMMAR Y TABLE, and

Secrion 4,24, DESCRIPTION OF MIDOLE-EARTH

CREATURES, for more formaion on the kraken,
2- Tewer 2 This siructurc s In nwns; ondy scast cved luman dCocs, a

sketedon with a0 asrtow Ux eugh Uye 15 bcage, asxla beascy aened
B:cct Al erccenp horo

TCWATIL B

TOWNEH. §

TiCh%TR 4

3. Tower 3. Hensthe 10-t2 @ncs whe call Lhe caslc besmcaleep, keep
(beir wea panshan@y, eag ague about whocea swallow n live Siooe
fasier. At Jeast Rue Ores arc alwars poescoc heee; 0ne 00 scveo mose
mayappeas dep<ndlng 4 poat the ume of 9a¥ aod che kevd of acilvlty
In Jig regton, 1105 noL leeping. v 1¥)0g wround on Uie seveud Rooc
of Yower 3 as¢ off oa vutsel or nal LIie Lovkeur Tower
(Cormerly an Bbsenacery) ou 1w thied Noeecof te Casthe Keep,
Howcever. they will izpend (qany alamm o1 distuedbanec, Like mon
@vcs, Liosc olthevasUc feacwatera s wellal libht aud atesnt PO Eingly
edcepabealers .Allso of vote 1o Tewee 31s o secrct passage builianto the
thick wall thas \eads dewp tothe Niest level of the undetdambes of
the keepilhispassageisknownnl ¥ de L he @ nc commanderand 1othe
Lvil lord Ar-Célarbiroscdf,

NOVELLCS rais inake u Hord (.18) perception redl lo deter-
mQy wherther 6'r nov 1he¥ discover M seoTes gassgge.

& Tiwwee ¢ Orcbaia heve daimed T ower 4 3¢ 1hewr own; here up to
thirty-tbree ot chic e bleckbitids Bwe as they sy fov {he lord aod
squabblcall day Jong Al any oac timie, onl¢ 3-30 of 1he bicds 3ce poo-
senl. Orcbain akse pick up daubles aod small gems, a ving them for
thels reaster. Ar<>Gar. Each al sic bUds cwealy nesis conns
1-L0sp wodUs 0T beudy: Cr el w ill NEDL 4o P receut 1hear Jecses aod
raasc a cackel Lkuy Lo vuscull the Ores o tthe canke in 8 avcwnentar
v e (2 0% chinvecsaciireutixt ). Crubain we (e ey (asc Nicfs crum-
iagul 1d0 el glu; o Obenus peccoauid. They can (eavd g foue Hmes
that s§rceed whean cushing sacne mgimages o Ar-CO, wherever be
@Y be.iisid an redelv hles 31 WS (lam an houe wienhek coccrtain-
nE atabe Lus [nn, [accxnpbe. Tower 4 3(Sp has a seveel passage
Toilt ine ibe theck wall thac leods do wiite Cevel 2A af the under-
chambers of Uie don jon. (PO must make & Vey Hard (-20) porecp-
uon rell 10 csceves dic paksage ) behind n lighuy icse €IILh-
ectesed Lirkok aachad by o tarely-dls pernible “X™ and aboul Four
feel 409 Lhe Neeu Arele rescesa SiTtE Waukcl-Lurverc QLo wiali an
Eary { - 280 lock. Laswbe Lic box s 2 duplaatc koy W ric emsuee
cbegl lving deep wilk5n lower chambess ot 1hecusieon Level 3. A
Mesoum (4 stabbingtrap gwotects the bex; anjyone puiling & Lhe
overin3 baxk who dogsn'l deick helow Ihe Jevd of Lhe brck wol be
me1 with o blode doven 8e=ply into bisn. {An "A" Sliskaad 3 "C”
Cuncture Crilicnl.) @a e uthur bund, s wvprsal Gwaif oc Hebb wil
meg cl¥ chockde Lohimself e 1he blode jus harodessly abore hisjiead.

THRCAS I E KEEF

tiest Floos, The srouod Aooc nf the 120 by 30 hexagwoa| keep na
ance an cbegnm Jinll of 5i7ikiDg proportigns and besaty. |[Obvisast)
anvenc bus an ®rc, 3 wealihy Bdain baronos bord anee owned and
oocupled 1lecastic ) Now the wBBa ove hung wah inttered tapesiries
ol Rppcd patmtings Smashed seulpt vecs litcter L heinneribed sfone
Noer, Cick rarcly co che keep ezeept L maintain a lookoot [rom
thecesbind-floor abscyvalory,

Second FVacr, A Baleony oveclpnkgthe Great Hall, ' where baltk and
feasis enllvcosd and enfighdmed ihe stzacturc long ago- Gucs!
(ueariers and ihe rerinenia o€ ioons & che Row-cp|y Ceremonigd
Chamber lakcap Lhe rest of the sexond [ oor.
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CAEAT HALL

EARTLE Rlg™

FRINEY FE O

Third Floow

1. Tond's Bedreom. Tha W by ' chamber O0ds 3 ow
passagpe sy {tod) mo Go walll thatheads 101 be Library, bypassing
the Servaniy’ Chambern

1. Servam s’ Qo ambars. A X by 1Y coow nAoe e Mage-knnd per
sonal 50 vANs-Sleg and stood ready 10 perve him A APy dae.

3. Library af Lore, Flooriooeiling bookshelves lme much of the
Library's walls, Looted, yellowsd maps and ripped-up books are
sirewa about the fovr and tablex . Duw kas sect e avereveryihing,
(The Libtaiy,approxinnd ely SO' By 25°, mleo coocmime m kegrel,
l.II'l|E‘l.1'Il.;:| roomand twu s syt pRisugtuYsdLcizised fusLher In§'1 6,
7,and 8]

4. Desorvaiarylookeel. A3 T by 20' roees witl windiies Lokiay
out @D g road keding 10 (he eslle gPex The wslescope bl voe
window is fumctkonal, Syt die gamn iy umisilprd Orc metharoom e
2 lcokout 2amice; ihw mEich changes cvery fouo bown. Tyw® bs
abwys 11 g 1ac Ore here. and ibate & a3 105 cance of 102 Ove
Capiain, Thui, comag by in #0y gres 10 ommse y0d

5. Laboratary. This 68 by 20’ chumber holds aged Lt . papevs , gnd
raEHing saperiivenial device, all in dearray, A by, ssoret oo
{further discossed i 9 stands undisturd <. N00en bedind flave 4o
ceiling booksbelve,

b Secrel Passage iMedronm) This arvow hall buitl into the wull
leads discdy 1 0 e seciel passige hidden behind bookske lvesintlie
Library,

7, Scert Quum-00Wy Ar-@0 1t (Tutlin) knvowsf | bis nacow r
Qidden dedindboekshyiver In 1he Library; be keeps il inlact beeh asu
lute and a9 seneancy. iould | e Wiich-kI A8 (UM AZAME 6 e 0T cad
him ol (As-Gllas k0 wan\s (0 kpep il preseaceas a MADC waer
a0d an gDt of ANEMET § 2Ot H Goene-) 1 e Mo hollds epama)
RAP and assonl Aol oy I Bert kasies o | sy 1a iavelen
e Trildana; W) aatns 9 table are ten ik MNimcsorcan
yoroy |- Each 10 wiighs yest over 18 pooods 2ad w oulf bring
30 gp &t Fevoes) or st mnothey CR Y. (The Y1) -dold Gigh! wanat o I0¢
selaR (Ae volbus o T [, »dick & closes bur much 1Bk . )
Sevexal thymes weltien op charred and dtsty ooy beth wasa ad
beckan o tbuse lueepid Sivvugh to find mad examine 1his roum,
which s Extremely 1§00 (-30) to discoves. @ne such poem lley
exposed na the LbILe

Down deap, degp (fuww,

Sreesure Wi (& JuimG,

£0% 1he NAYSE g say [ A ¢ pooks

Hraulih gre®ss e ey , Dewt!) wettownes Joolst

NOVE: TTee GM {5 adedad to wmake 10 use o we aformo-
4on mad e mumigingd I (&6 seorer chemiber, maRy of
Mmumm wifriria e OOh ~ &N die casiie

e ol &

A Secver Caaaage. This »inding am) *CtYRat 70w sairway keads Gown
e the Mage-lond"s e badecam Naddeo on 1be s kvl of sbe
Underchambers of ihe Xev®, 10 dbworye 1541 secret pascase regulnes
a sucsesful Vary Hzrd (20 porvepthoo eall

9. Secvet Ruvrm. Thi Liny Wiitiber, hidden deind Dook shedves [n
the Loborauary, Is usnikpeswn tcr Ai-Cidlar and the @rce, Herethe
Glyurluerd ol eduslored pan Jupnieidl sl his experiments in 8lee-
b the size pisd |unctions vl vuslous Beastonslive co Lhe regton {Thie
lciawTivven 18at eadsabrun ly, ikiggesiaog | hat the Mege dord gave
u p b s sudees saidd endy.) ' Tl paders colal 10 posods End would be
wann ek JI0EP te Ihe Jiglil meaplc an tive Aghi place — & Mis ey,
o4l il My Deg rouw ) Pate siocly 1 acd §-30] 10 diseo e As G blas
doo pal 3apod jts guislioee and Seeves shay he Librany™s seones
room holds ol 12e @y ol odd
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(evctOne

1. Alnng, The By level below ihe grommcd once howsod ap clegant
arens of battle aod welt-lighted staee for performances af song,
daoce aad drama. Thosnnden arena aow holds sbe booly. aken by
the Cscs- from Ueveless and olhers foolish cosugh 10 Wavcliv Lhe
Troll shoaws, Guardiog Lbs droaze.e@pper, sBver and 88id MILCCS scat-
sered o ves the Noos of the 911 (and chasned to 113 cewier )t an angry
pod nui-well-fed black dear xnown affecticnaely 10 1 @rce s
GRRR. The bear b5 0 316 Jevel beast nndiakes (59 bha, {Sec 1elde
ST-2.) Al 1@rce mus| depoat: | heit boory herc{undes Lhe watehiul cye
af hcir commander), and a0 dn. Toc beo! sriwn across the Neec e f
(i 8ec7V includes SOMD, 2008LD, OObce. SO0, and 30gp.-

1. Serage Hyom amd Wouw CeMar. Leecml amildl winiked, (Ble
chamber s wscless, haldng only cebwebr and cmpty, Wrokee wine
boriks.

J. Hall nl Hevows: Oown ihe scaits and 1o rhe lefy ape (i nds che
shadewy i3l af licroes. FThis ol v narrew PasaRe | lined with
dlashed fainily ponsailso F Uue arigingl inhalvtacn of ibe easde aivg
first glance oppcars useless (o che sceasure-cee er. Howeves, a closee
book will reveal primy, dusi-shrodded, and oriade maps of 1he castle's
underchambers, ({iher messapes urge ape (o scck Sfcasa Lrcasucee In
the depls af Uie kee, )} Tuckal nive Uk: [ratics 8 (huet P ilingsun.
the end of the 63U 1281 1be rcar Monesablic is j wedty (cRabng 50gp.

4. Sdatuc. 1hls clght-fooc1alY sioee @8 260 face 3 deeplng golein.
Even a In (s & ticof the Lrce posuaits bidiag Lhe fanily gaomo
Wit 8ok (0 Lifrdw imipasing golem. The galem wiB nol restuntil
lbese wlie da:e [0 Aisturb (lsc porails laave the Holl e jei n thetr
ancesess b ebbviea

HMDERCHAMEBERS LIVEL O

$.1 ord’s Scrvee Kedomrmm, 11 is bece Lhal shie Mugedurd of okl eenm.
munly rexed, siceptng o nix rumesd Nlatfurm batneor a Jimtt ¢/ nQgse
nems,

liwms iw vy st

1. & + |5 chetinrmail of gleaming gulden sl e hich conirpets uponconias
i A prspra o s, Elach iimeibe weargrgrisipio sicme slinsion, ihercma
%% chanie of 1 =0~ Crush Crincal omoe every iweny -frear honims

I Ten + #iamrows and ose. similar imappearance bo ibe ofben thal, when
s, wormmmns Lo ateaek (e archerinsiesd of b Fors. Tho aliack iy nesahoed
nomnally o archor rolls any roselisg ere Tor Bimsii

3. O padr of shiny oo thaet dom leave tracks behimd yos whes vou wialk
bui which, alier B hours of consdani sear, rushall wiih the unseary weirer
imvan easteripdirestion fer voe hour, (fnsmibed inihe lestberof both boots
ta am Elsdgh warssesg chad one hps o on mons than be pugpecee b

4. 2% gp worih of charms and jrwelry, incloding o rirg of ‘bone cacved inthe
shape of KEhodaur;

1. Doaks, densangs, and papss of koo waich appear yory imgsrinnl bl
whichs lm Facr ore lakes. For ssnmple, vemes sriiien In s segans mdares
scripl mppcar eo glve chies 1o Turther seciets ol e castle beep b in foci
bead ones vo death raps i the loser oves,

B One =+ 15 maps dagper iBai bleais ke 8 steep whoes O are wiskes, |10

Te= ol the hokds

(ine geauing + 20 anrow, reusahle of recovered, For the slaving of fell

Ecagis. {Rollans Cnical normally sad mll o™ Slaymg™ on *abde L7110 )

a4, M o Uil s endlbomasd, giees (e O aF Lindénghambsr-Yisdon 1o
Lhe imnhilrer. Swallkosing the contems of Chetl py vl glves ane oboiel vidon
o the kewestchomber of the cosle; dangerous areas are marked inred ind
ploces where boniy & Eept oppear g pellow, The PO wih g poonl micmaory
1 [ ke Db, it DT30S 010 050 B ble sl i @ dbenio il Lasinial ool Lawuel 2 inl ihae
LY s bt by,

4, A chear pocken ke 1har descnbed in 88 ahove except dhad 1 provkbesa false
widan of Lewel 3, kn Faci ohlsvlskemrevames the moas of booe v weal dmnger

6, A rims S1o138c Ares. [he overflow ol arms and weiloos soasd in
valucansamBushace kem 6o 6l slehl of |l stedis in thislong, aas-
orw cbuuber. Ons winnes 8t will not use MeEms pidcd hese
haphazvsd Tachion.

16eras IN1NEASDY 20TRZE Arca ;

L Neelz2.20er ¢achripeol noceal 860 & rned u PN ond o remyr

2 Twoe s SbCaadwnvends.

1. Ooe «<Mmuing Aas (1be veI00 _noll be celiial body).

4. A +IMIRK AawON 1baL Teivrefd e I3 (vusetr only wliex Ihe lirsi miss ol
Jh% iwens fuus (eied . {For @ere Jnfuc malvn oo BAEK ILams . ame dac -
tkand4.54.)

5. A Loog Bow wiih thres + 5 srrows,

6. A+ 10 Batde Ace that weighs caly S0% of i asrsage sigh of vimilm
HREL

7. Sermgc Hall. Sgarc clorhilag and fwak gre puled here.
H. Hallway snd Stairs,

=4
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1. Herb and [*e0 8 Storeee Room . Lecaced to the left oF the aeurs,
tblsaiUMe laly lghicdchambes, L00Ecct by 18, SpTowuts vual b admy
talote. Ten varweua o herbe and POisens jsome dealing, annenas -
isux)alce B oW uyad umdance.

NOIE: PO vhould i wre die) the aumber roiked
repiresells the e chesen . Chevk 315, HERBS, FBISONS
ANOOISEASE'S TABLE, far inove Rforreiion.

HEMEBS AND POIFO A

L. Aefuntas.)-20 daws prow nermonih.
2 Cdbm.|-I0 deos giva pa nalh.
Bfxn. | - |0JeBd plie panuiit .
Cail 110 Sox gow |1 a0,

. AV, 22udasey BIOm el @ONIN
Lallh J-)0 dews grow pex mcolk.
Arvoany 220 Uiy g T aldiib
$Dushas- (-10dans My Ier annIl
(L PARY P IFT Y ST R

Urmane |5 Lecsu grow per maalh

;Q’oﬂp.u&-‘

1, Torane Chamber. This S by 45" chamber iy the focus of this
level of the keep; here the Cre captnin and his two most iroared
followers permade unenmmumicative captives 1o reconsider theds
commitment o contitwed sikcnee. A variely of devioes, incleding
Heqted tongs, 1ongue Slamps, ande¥ e Rouesrs aid them i Lheir
Quest for iolyrmataoan Those who refuse to1alk e rcorain of im-
tevsst i 0'tlle @ commuvuler of hiehaed are tedd in Lbe four amel
IJIJHEE'GIII chaimbers,

3. Dungeoo (g mber 61.1ere, 0 prisones wit bhobding desiredon -
fermalion is he/d und led astcady diet of mildly poisonows 91
hitllucmigenic mushrooms. (@rcsol Ure cssthecam momly carmy an-
Liues Lu L he Disods oy vials Jabelled i Oircish. |

J. 0 ungeun (amher ¥ 2,
S. Dangpon Chsmber §).
6. Dangevn Qpmber &4.

7. Hall of Essracc I nidhilion. Hen:, rower poals ¢ao be d wines
Fes exaraple, esch time a charscler eaters the Hall of Exscoce In-
hibitéon , ooe ba) I @i his Powey DOINS Bre druitsed.

&. Hall of Essemce Enbancement. Oin the other hand, entering the
Hall of Essence Enhancement maximizes onc’s power powmits, bot
only once each fwents-Mour hous @viod,

9. Sccret Passage, Narrow, dack airslead down (o Leved Thiee of
the U nderchamibers, wheres the 80¢8l (reasares of the ceslle ceemain
hidden. Ttiis passage s AMAcded hya Naome trap and n 1 he Hriag
and sommes, by a vicious  amily of hocse fles. The flame 1tIp Ads
the room wilh fice(@sing everyune 1-5S “MN' " Heat Cvilshiil every per-
suo enredrgthe feurfoox high oval siooedoocdoes nol first vitsr
the Blvish werds inscribed in dusty stancs abeve the dexoaay

Duwisd e enddewn { dam ce
fv seek ey golden magiceuwme

19. Sexrct SIrges. They lead w0 10 '0wes ¢,

| LMDERCHANSIERS e e LEWEL 2-A
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Lewel 3-H

1. Stgirway. Dawn these stairs, the audacious adventurer renches
the Ar-Gillar's favorite chambers, what he calls his "game room."
For on this level resde the hardy offspring of ihe warped ex-
periments performed 50 many years sgo. A dark, wide stairs'ay
crumibling inve rubn is hardly inviting, bt go on you must to reach
the vreasures sill furiher down.

1. Breedimg Pl BEsmpiy now {but for 2 fiew spiders and asps hidden
i the shadows), this decayed chamber sill holds the stench of cor-
ruption and dark arts. Here it was that the Mage-lord of old first
bred the ousized splders, spakes, bats, lzards and hounds thai
thrived im the gloom of this level ef the dungeon keep. Ml mwelh
b it that 1o this dank cell the bord miet biss death, swallowed by iz
own misshapen beasie. )

JPusagy - Lovet cd near (e widc ARicydy, IfUS passage keads uip 10
Level @ 20d dewn) L0 Use (feaswe DL Level Thcee ot Ua Unacer-
chio mibers. 11 10tse senvelhing of adwllemge sinee i |8 guarded bye
Foir OF Sabbinyis ure Leal o Lerally haed ] e uuwa 'y joetjeper
his hawd . The traps give 1.5 8" Panduce Criticale and ate Very
Hard (-30) Lodisarm.\nedthe Goor 1s opesed noroslly, e tidp3
uperale mechiisg 1€V by 5 lisoLics Ob=a doxen cawe. shiasg, (blo,
Kl teslike Bladck ltan o pur o hiddes receptacls 0y Sdece side of
Ltbe duac 10 tlie waikway

3, Megk Guean. TIFs Cisler o eentids ua endless woply af 4resh
dankinYwaler,
S«Hafl a | Huuoils The Hallof Heounds 5 silent w00 beasts te.
mao, but the enosm eusckeleloos of two hgunds ace visible (@ the
corch<amyWng explorer.
NOTE: The arcpmgRayteg illusingiion Mmovks aceay nwlere
(Acre &5 ¢ Eaud cimace of Defrg O o, irdlicales the pevcen-
(age chan ¢ € hot @ AC\WIL b bitten 90cd raxnd fic spends o
tho? pvTicubor Vivr b, ued teils wéiat kind of hscc Ne will
swffore shoutd his fuct doscer t hame.

o= 5% SPIPERS

b= 20% ASCS{SNAKES)

ce= 3% WATS

d= 1% [ IZARDS
&, Hall oif Lizarfis aad Rats. 4 score ol pajsonpas lizards and
neison-bats inhahi this chambec, Yemom frosu 1 hesc crealures can
b imed §0 poison< acTews, but ol coorse dic Beasts snvodved anc
enlUody 12 coogerate. The ¢ fect of a posonos hite varies: abaf -
bice Jewds ta pernlyais while Liaard venam causcs lic boss of uscof
Uve limb struck. Antidodcs are availablc 1o Cameh Boe, ood.the
QOses of Hovebar GOlar ce mmamanly carmy theon in ials abeul their
necks.
7. H ¢l 3113kes. Be3e0I 81 #OS000U 22 lark LIl enC thadews et
thisc hamber- Asp vesouncausce e E0es of uso-otino arfeeced limb
A. Rall 01Spiders, Hundseds o f spidovsrang ng tasize f1om evnuce
10 a paly ine dze af a twovwaan teot Lvein chhdeogerposdom /A
spider biie leadds 0 paralysis:
4. Stairs. Thisdark , ceccpy gassgge knde down ¢o llic lowest leve) of
The Keep.

Theee s Lutc reassn 1o tarty ac this kewel o eoc dat A-GH ar

aoes, ter thesc are Lily pecs and L% 4gems of assHssdnaclon. Eveo
TIWA, CIPUIN U rher @vc-YAUAIN, prile e wol 10 secmgaay hs Jovd

aslcvybilslld iwisled 2eu.

The Ruined Conaled Lever 2-8

LINDERCH ARSI LEVEL ¥-I8

LIMDERCH A LSERS LEVEL THIEE




{hr Rurnad Connle/ Level 3

124

Leeel T hree

1S lass Onuliis kevel. ome Onds aacne of (e greotest trexs\ies of
Usewextasat T eullshii wa . pod one Fees th ¢ @7avest d angers . None
ol ihe @S eva cewier (o ths Iovel of the beep; Ac-Gilaralooe
e st hese dart chambers. The stblys from the Ptey) puE leve) lead
one jul 03 wibe walkwaly, the Hall of Rumncs.

2. Halh ol Ryt . The Rall of Runcs is E3dl of crypde clues te aage
ilems and Ureasurcs hid@ey' cisew bere @a dis foos. For exampie,
bedind the waHo-ceiling (epestry of a bale ke sceoevoe will find did-
denina crack imtbhewallasbender, pliabbe key thas wd unleck a galo
chest (0 the G raw? Wedgew and 1 reasure Roowr down che boll (T o
hod die hey Icqotre s p YO Hadd + X)) perecpdon Ko, ) Messages
inscribed 0o 1lie wall wasoeU whoemer 10 (eave tbe wa) lhc ¥ entes a,
to \orseiler unis deach avd dimm Mob, A cecy@ passagel corn Ecve)
Ong ean becnicred (s om cR (a1 bl,

3. Creat Weapeas and [ reasure Ruvea, TVys midasl valuahle roamlies
0c501d Lbe Iagooud L08ding P13l g oBO heIURTIAe Wik, SO
af (2 gk k107 di o woW.gtated, luvt et visults, Theiockoniie
duor A VY 3154 {20 1o disacyp, Siample Yyt valnable ewebryis kup)
ine plotndcunecbegion rhe Wor. @heriiems edom 1ie worls. A ph
Irap al the exU Lo the hallwo y may dump 1he 8 jccdy o spond
lieagure-seeker into a 204decy, spiked Pil bofowe PCS 1009 make o
llawy (-10) PerceRioo Roll o aved the 1-5 “C* Panause Criks im-
Nicted by the 0N 1R3p.

Liownary B, rhoel

. A+ 1% brossdeworil,

2 10 g vl jroaryaml proma

3, G +"10«haly amll whb DO M0 ovomESS B jalEbinne.

4 Mxwll Ak +10 60 wearery D2

. Wmd of Mobtlere thal Wios imtam unalyaes eetl houw gt of ||y

lierba.

1 A = 1313 of ROJ Leade \ooTOT

T. Pve + IDsoaa
3. Ream nTdewcl; ond Maghe Vale, Thiv vo Y dungertni chatmibier
Gegjuc o ff1lic HallofRuooa. TUe iock 01 thedoor n Routloe{+3U)
to dlok. Jescibed on lhe'@oor & che foldmwing whr alng:

@nce ssMe, (e wle wilf 1104 darryis
Fordanyer will e 0US o1 e n
Whea somgangcnies, ibo deec slamsz shiutbehlnd lunt goce cvery

L2eands, cwrevery cww in0ies T he adventuree with agodd scose of
nme can ma0age co leavache rouadl before Ui twn nlinutes o xhire and
cancetnie 1LJee:squick enaupls. Tliexe b M kanidde vsothe inside of
e doov aod 2 athier exits. Onee Lhe doorowshut, U wodls begio mey-
iog in a0 de trapped fortune-seeker; Ule weis can bvslopped med the
doos openad by sect g U (wo- ke verse iiacribied 00 the dour, The
wols glve cach ebaracuy trapped withtn 1.5 “E'C cish Ons. The
waills Tnesc back autpmaticallyaree (he crush chucdls ale delivered.,
The lwge, YW vaulo o aby idiuaba huw Sicp, Fate jeweds and
nugst ienib lwastled 0 S s tetul) JDigned Lo F o e dway Ervin | e
®¢rol Woapum pod Tremare Rearo Juthe oa.

5. Room of Loarimg Light, This chamibser s an entichig denth trap,
This chamber s emblozoned by 8 magic glow of warm amber,
Noudbimg i3 to e founw (nskde but tbe wilksappdug Gele. un «icitot
curso ung |l beved spell. Lf ape fwb L) remt Ua cspdll, be alavls mo-
Uonlem ond moLive)ess a9 3 aukv W s i ivcapable afindepondentoc -
1san umiirescucd .

& B:aiw. ®oly niins o f i)us sybeidld peol rcoain.

T. Berpes. These fooges which oimereng witd Urcdusd) oF soviaduput
maa) Jie quiel apd ¢ool,

3. Iy . Mouded anc) rolicd Nos, itvts dec K IUU [NIVILCS aceess 0
thr usidesground sacam thai thows ke ound Uie lowesedepub oftdie
borp.

8, Lopding Plmilevnt. This earecl 0£gc0s10¢t uee aksd @l es pe
(0 these wililiigto truwsl Liels Tase (o iccurving, unmapped swbterrs-
nuap river chal lloes by, allwuigh ivuck of slie nlatfosol s wide-
water mow’ { MWl Curi ber Qi 1be sz =it Jeins (beaboycgtound trvet
wluck fowe wWeeug) wid hy the aisles yally, The 4mNcumem
makessWbomisg sguuen 2 very difficud a1l imseioup fmesnguy be
a bee)Tle boss veuwrby ave cotted 3ad wocpat. There @ jout
€eDauph ey w wod Iywg arowid tde bighet preas 07 sbe pladoetm 10
DWLS 4 (20

10, Vand ol Kanex Tlus et witker chamber contain both cussal
WCRPONS a0, BNEGIC LRIDS, ‘The Lock 10 LDIS (hpadel & Ea Ve medy
Hund E) (@ j9cd. FOLOO simed Jbert bave Icukel BUo ihe waler,
aod I @l o swellowad, onc rides 2 subiiooliol lgss 3l ioemoy o
poizoniag. IA Charactec lokea 1:)80 Nus.) Theceisc 18% chaoeeihal
wlth hav Nesi dive, it PC will swallum:wol er . Evevy [ollawing dive in-
wrenet Uie chaoee o | ingesting 1le tasolcd waler hy 5%, Scollered
2boui )e battdMor Uue 12 deep ol are M0KlC |eey 80da soluydls
waleaptopl buvk,

llesma ol @ 0 Bobuo Ul t by gl

I, ANr<baos . dgh I=igh iclouh 1k elbovy 1de =TT igigvobe invidbilily
upenthick ety S sen P (un lives,

- A.Mdhmlwﬂbin.lﬂd'.ullﬂt‘!"ldu"w‘lh‘lwﬂ
qedb y) {he Taxl) bwy|

). Thua 0 mese Sbs iy ol Wol-Camig L e ooy sUns bs v/
1hz Bebres 00 111 1A 1 he 1181 51D wc | Imcae? -1101 Fuue e . BiLD
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Expanding Kolemaster with MERP

EXPANDING MERP WITH ROLEMASTER

Middle-earth Role Playing (MERP) provides six professions and
spelllists to 10th level. ME'RP is compatiable with Rolemaster (RM)
which provides nineteen professions and spell lists up to 50th level for
those professions. This section is concerned with two major ques-
tions: 1) how 1o use Rolemaster professions within the MERP
framework, and 2) how to convert existing MERP characters to
Rolemaster characters,

USING ROLEMASTER PROFESSIONS WITH MERP

Most Rolemasterprofessions require spell lists from Spel! Law (the
magic system found in RM). Therefore, even when using MERP,
Spell Law should be used to determine which spelllistsa character of
a specific Rolemaster profession can learn. Given these spell lists,
Rolemaster professions translate easily into MERP professions.

— RM Fighters, Thieves, and Rangers should be treated as MERP
Warriors, Scouts, and Rangers (respectively).

— RMMagicians, lllusionists, Alchemists, Sorcerors, and Mystics
are handled the same way as MERP Mages for the purposes of
Prime Stat (Intelligence), Development Points (CGT-4), and Pro-
fessional bonuses (BT-6). RM Clerics, Animists, Healers, and
Astrologers are treated as MERP Animists.

— RM Bards are the same as MERP Bards, but use Presence as the
Prlime Stat.

— RMMentalists, Lay Healers and Seers use Presenceas their Prime
Stat, use Animist Profession Bonuses, and use the Development
Points given for “Mentalist” (listed later in this section).

— RM Rogues should be treated as MERP Fighters, but use the
Development Points eiven for “Rogue” (listed later in this
section).

— Treat RM Warrior Monks as MERP Fighters, but use the
Development Points given for “Warrior Monk” (listed later in this
section).

— RM Monks are treated as MERP Rangers, but use the Develop-
ment Points given for “Monk” (listed later in this section).

DEVELOPMENT POINTS
Warrior

CATEGORY Mentalist Monk Monk Rogue
Move. and Man. 0 0 0 2
Weapon Skills 1 1 1 4
General Skills 1 1 2 3
Subterfuge Skills 1 2 2 3
Magical Skills 3 0 1 1
Body Development 2 3 2 2
Languages 2 0 1 0
Spell Lists 5 0 1 0
Martial Arts 0 5 3 0

0 3 2 0

Wpcfense

MARTIAL ARTS AND DEFENSE CATEGORIES

The development points given above include two new categories:
Martial Arts and Adrenal Defense. The Martial Defense category
consists of a single skill called Adrenal Defense. If a character is not
usingarmor or ashieldand he motes atleast 5 feet during a round, his
skill bonus for Adrenal Defense is added to the character’s Defensive
Bonus against all attacks which occur that round (he must be aware
of each attack).

The Martial Arts category consists of six attack skills (Offensive
Bonuses, OB). The first three should use “Impact” criticals (CT-9);
the last three should use “Unbalance” criticals (CT-4).

1) “Small” Tooth/Claw Attack (AT-S).

2) “Medium” Tooth/Claw Altack (AT-S);
OB cannot be greater than the OB of #1.

3) “Large” Tooth/Claw Attack (AT-5);
OB cannot be greater than the OB of #2.

4) “Small” Grapple/Unbalance Attack (AT-6).

5) “Medium” Grapple/Unbalance Attack (AT-6);
OB cannot be greater than the OB of #4.

6) “Large” Grapple/Unbalance Attack (AT-6);
OB cannot be greater than the OB of #5.

Weapon skill “Profession Skill Bonuses” apply to these OB’s. The
stat bonuses for #1, #2, and #3 are based upon Strength, and the stat
bonuses for #4, #5, and #6 are based upon Agility. All of the original
MERP professions have no development points in these two
categories.

Note the crilical type change for the two types of attacks and the
restricts on the relative allowed values for the various OB’s. The
Tooth/Clawattacksrepresents “hard” Martial Art attacks similar to
Karate, while the Grapple/Unbalance attacks represent “soft” Mar-
tial Art attacks similar to Judo.
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CONVERTING CHARACTERS FROM MERP TO ROLEMASTER

When using material from Rolemaster (RM) with MERP, a
Gamemaster must keep in mind that while MERP and RMare com-
patiable, RMis more complex and detailed than MERP. This added
flexibility in character capabilities will require the GM to make cer-
tasn decisions when converting MERP characters to RM characters.
The following are suggested guidelines:

— A Warrior may be directly converted to a RMFighter.
— A Scout may be directly converted to a RM Thief.

— A Ranger may be directly converted to a RMRanger.

~ A Mage may be directly converted to a RM Magician.

— A Bard may be directly converted to a RM Bard; however,
Essence will be the RM Bard’s realm of power for spells (i.e., the
spells must be treated as Essence spells, with the Bard having ac-
cess to the Essence Open Lists NOT the Mentalism Open lists).

— An Animist may be directly converted to eithera RMCleric or a
RM Animist. The GM may decide to make this choice based upon
the character’s nature and use of the MER Pspell lists OR he may
allow the player to choose.

A GM may allow other profession conversions for appropriate
characters. For example, a Warrior who concentrated in light armor
and stealth might be allowed to become a RMRogue; a Mage who us-
ed the Illusions list frequently might be allowed to become a RM1llu-
sionist; an Animist who concentrates in healing might be allowed to
become a RM Healer; etc.

Afterconversion, character development should proceed using the
RM character development rules. We suggest that a GM allow
MERP characters to keep their professional bonuses (MERPTable
BT-6), but limit these bonuses to a 10th level maximum.

Alternatively, a Gamemaster may decide to allow characters to
continue using MERP character development rules, but convert to
using the spell lists provided in Spe#! Law.

CONVERTING SPELL LISTS

When converting to RM, the spell lists “known” to MERP
characters should be carefully examined. For each MERP spell list
“known*, either the GM or the player involved should make one of
the following choices: 1) Keep the MERP spell list OR2) Take one of
the corresponding RM spell lists (provided laterinthis section). Both
choices are limited to Ist-10th level spells.

Characters may learn additional spell lists and sections of spelllists
normally available to their RM professions. *Knowing” a MERP
spell list counts as “knowing” one of the corresponding R Mspell lists
(GM or player choice) for the purposes of learning 10th-20th (and
higher) level spells. The following chart gives the correspondence
between MERP and RM spell lists for these purposes.

MERP CORRESPONDING RM
SPELL LISTS SPELL LISTS
OPEN ESSENCE LISTS (ali are Open or Closed Essence Lists)

Essence Hand, Shield Mastery
Rune Mastery, Dispelling Ways
Spirit Mastery

Essence’s Ways Detecting Ways, Delwng Ways
Essence Perceptions Essence’s Perceptions

Physical Enhancement Physical Enhancement,
Elemental Shields

Lesser Illusions, Invisible Ways
Unbarring Ways

Essence Hand
Spell Ways
Spin't Mastery

[llusions
Unbarring Ways

MAGE LISTS (all are Closed Essence or Magician Base Lists)

Fire Law Fire Law

Ice Law Ice Law

Light Law Light Law

Water Law Water Law

Wind Law Wind Law

Earth Law Earth Law

Living Change Living Change, Rapid Ways

Lofty Bridge Lofty Bridge

BARD LISTS (all are Bard Base Lists)

Lore Lore

Sound Control Sound Control, Sound Projection
Controlling Songs Controlling Songs

Item Lore ftem Lore

RANGER LISTS (all are Ranger Base Lists)

Path Mastery Path Mastery

Moving Ways Moving Ways

Nature’s Ways Nature's Ways, Inner Walls
Nature’s Guises Nature’s Guises

OPEN CHANNELING LISTS (all are Open or Closed Channeling,
Base Cleric, or Base Animist Lists)

Detection Mastery
Surface Ways
Sound/Light Ways
Calm Spirits
Nature’s Movement
Protections

Spell Defense
Nature’s Lore

Detection Mastery, Locating Ways, Lore
Surface Ways, Concussion’s Ways
Sound’s Way, Light’s Way

Calm Spirits, Channels

Nature’s Movement, Lofty Movements
Protections, Nature’s Lore

Spell Defense, Repulsions

Nature’s Lore, Weather Ways,

Nature’s Law

ANIMIST LISTS (all are Open or Closed Channeling, Base Cleric,
Base Healer, or Base Animist Lists)

Blood Ways Blood Ways, Blood Law
Organ Ways Organ Ways, Organ Law, Nerve Law
Purifications Purifications

Bone Ways, Muscle Ways, Bone Law,
Muscle Law

Plant Mastery, Herb Mastery

Life Mastery, Communal Ways
Animal Mastery, Summons
Creations, Barrier Law

Bone/Muscle Ways

Plant Mastery
Direct Channeling
Animal Mastery
Creations
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MERP/Fanwasy Hero Conversions

CONVERTING MERP AND FANTASY HERO STATISTICS

Fantasy Hero (FH) from Hero Games is part of the Hero System
family of role playing products. It uses a significantly different com-
bat and spell system from those found in MERP and Rolemaster.
The conversion of characters and creatures from one system to the
otherrequires some mathematics but, if you play MERP or Fantasy
Hero, the task should not present a great obstacle.

TIME

During combat or other situations where game time is precisely
reckoned, Fantasy Hero uses twelve second “turns” which are di-
vided into one second “segments.” MERP and Rolemaster (RM)
employ one minute “turns” which are divided into ten second
“rounds.” For time conversion, we recommend the following:

I MERP Round = 3 FH segments

1 MERP Turn = 18 FHsegments or 1.5 £ turns
Dueto theway thevarious game mechanics work, our suggested time
conversion guideline is not exact.

STATS (CHARACTERISTICS)

The MERP/R M system uses perccntile values (1-100) to dcscribe a
character’s stats (characteristics). F H uses an open- endcd system
with most values falling in the 5-2@ range. We suggest the following
conversion guideline:

MERP stat = FH stat x 5

FHstat = MERP stat / 5 (with a minimum value of 8)
Thus, a MERP character with a stat value from @1 to 42 would have
an 8 value for his Fantasy Here charactersistic. The following con-
version table shows how MERP/RM stats and Fantasy Hero stats
relate.

MERERM Fantasy Hero

ST (Strength) STR (Strength)
AG (Agility) DEX  (Dexterity)
CcO (Constitution) CON  (Constitution),BODY
1G (Intelligence) INT (Intelligence)
IT (Intuition) EGO  (Ego)

PR (Presence) PRE (Presence)
AP (Appearance) COM  (Comeliness)
QU (Quickness) DEX  (Dexterity)
RE (Reasoning) INT (Intelligence)
ME (Memory) INT (Intelligence)
EM (Empathy) EGO (Ego)

When two MERP/RM stats correspond to one FH stat (i.e., DEX,
INT, and EGQO), use the higheststat. Average FH STR and BODY to
obtain the equivalent MERF/RM CO.

SKILLS AND SKILL BONUSES
MERP skills can be translated to Fantasy Here skills by simply
comparing the name of the skill. Bonuses may bc converted by using
the following conversion guideline:
+10 MERP bonus = +1 FH bonus

ARMOR AND WEAPONS

RM weapon skills are keyed to specific or individual weapons
(c.g.,arapier)rather than agroupingof weapons. In order to convert
to Fantasy Hero, simply turn to the chart on page 78 of the Fantasy
Hero guidelines to determine where to assign the weapon in terms of
the appropriate general weapon ski!l category.

Where weapon skills are broadly defined in terms of MERP’s
weapon categories, conversionis even easier. Fantasy Hero’s weapon
skill categories are fairly close to those found in MERP, so simply use
the following guidelines to find the equivalent label:

MERP Fantasy Hero
1-hand Edgcd Swords
1-hand Concussion Axes, Maces, Hammers, etc.
2-hand 2-hand
Pole Arms Pole Arms
Missilc Missile
Thrown Thrown, Javelin
SPELL CONVERSION

There is no room here to list each of the spell lists andthe myriad
spell descriptions found in MERP/RM, nor is there space to
demonstrate how to construct Fantasy Hero spells which correspond
to them. The easiest approach is to use the following guideline to
relate MERP/RM spell lists “learned/picked” to FH spell-caster
Character Points spent on spell construction:

1 MERP/RM spell list “learned/picked” =
10 to 15 FH Character Points

Note the common themes of the character’s spelllists and spells (e.g.,
“fire” in the Fue Law list) should be retained when converting.

CREATURE CONVERSION

Use following equivalences as guidelines for creature conversion:

MERP/RM Fantasy Hero

Offensive Bonus (OB)/15 oCV

Offensive Bonus (OB)/10 Damage Class

Defensive Bonus (DB)/7 DCV

Armor Type (AT)/2 resistant ED and PD
Armor Type (AT) x2 total ED and PD

Base Movement Rate/10 Move in inches per phase
Hits/10 BODY (min. 10)

When two F H stats are given for one relation (e.g., ED and PD for
Armor Type), average them before converting to MERP/RM. When
there are two relations given for one MERP,/RM characteristic (e.g.,
OB and A'T), calculate both resulting valuesand then average them
for the final value.
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accessories 79
actions 8,45-55
activi'ty roll 45-47
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adventures 35,38-39
sites 35,45,48
agility 10,14,74
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Aman 8,42
ambush 12,20
animals 37,57,
68,86-87,108-111
‘Animal Mastery’
speil list 66
Anumist 10,15,
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10,48
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ball 49,74
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49,51
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cover 74
down 70
directed spell
14,9,51,74
example 53,54
flank 70
melee 12,51
mussile 12,51,54
rear 12,70
results 52
shield 74
size 52,68,86-87
surpri'se 70
tables 68,70,74,76
avoidance roll 46-47
background 13,15,
28-29,45
example 28
options 13,15,
28-29,80
points 15,28-29
setting 34-35
Bard 10,15,62,80
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‘Blood Ways’
spell list 67
boats 79
body development
11,14,20,42-43
‘Bone/Muscle Ways’
spell list 66
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examples 22-33
movement 87
movement and
maneuver — see ‘skill’
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see ‘professions’
race — see ‘races’
resistance roll 20
skill — see ‘skills’
special 11,21,29,32
stat — see“stats’
totals 32-33

buying and selling
31,35,41,43-44,
45,79,82-83
‘Calm Spirits’
spelllist 64
camp sites 46
campaign 8
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capacity 79
chance 8,56
Channeling 8,14,20,
39,64-65,76
characters 4,10-33,34
class 14
creation 22-33
hit total 13
record sheet
13,20-21,22
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examples 22-33
Character Law &
Campaign Law 10
Character Record
Sheet 88
charge spell item 41,86
civilized areas 35,45
climate 44,82
climbing 12,51
clues 12,45,46
communication 55
concentration 57
concussion hits —
see ‘hits’
constitution 10,
13,14,42,50
contents, table of 2-3
‘Controlling Songs’
spell list 62
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‘Creations’ speil list 67
creatures 37,86-87,
108-111
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73,86-87
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73,86-87
primary 68,71,74
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spell list 64
development period
13,19
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duels 38,45
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Elves 22,94-96

encounter roll 46-47

encounters 35,38-39,
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encumbrance 21,31,32
example 32

equipment 21,31,
79,84-85
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Fourth Age 8
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‘Item Lore’ spell list 62
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example 19
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runes 10,12,14,
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