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imrodurlion 

ROLE PLAYING IN TOLKIEN'S WORLD 
INTRODUCTION 

The Mjddle�lh HQle Playing system (MERP) is designed to in­
troduce people to fantasy role playing (FRP) in J.R.R. Tolkien's 
Middle-earth. It is suitable for those who have never before played a 
fantasy role playing game, as well as more experienced garners who 
are looking for a realistiC, easy to play fantasy role playing (FRP) 
system designed for relatively low level adventures ( 1st-10th levels). 
II contains complete rules for handling most of the common situa­
tions that arise in FRP games, and a variety of tables that add a great 
deal of navor and detail to a game without decreasing playability. 

J.R.R. Tolk.ien's Middle-earth provides an ideal setting for a fan­
tasy role playing game. It is a renection of our world as we perceive it, 
as well as a construction of mythology by a great and learned man. 
Middle-earth is 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 way those close to Middle-earth can experience it in a new 
way, filling the gaps and discovering the mysteries that have always 
concerned them. 

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

In addition, 1.c.E. 's Roit!master Systems provide an expanded 
combat syStem, an expanded spdl system, a more nexible character 
development system, and guidelines for a campaign game or larger 
scale game. These systems allow MEH/� to be expanded to handle 
higher level characters and to increase Ihe variations and options 
available to the Gamemasler 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 Hction such as a novel (or a play, or a movie, etc.). In a 
novel the author determines the selling of the nO\'el along with theac· 
cions of all or the characters and thus the plot; hO\o"ever, in a role play­
ing game, the author (called the Gamemaster) only determines (he 
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 characters. 
In other words a fantasy role playing game is a "living" novel where 
interaction between the actors (characters) creates a constantly 
evolving plot. 

The Gamemasler also makes sure all of the characters perform ac· 
tions which are possible only within the framework orlhe sctting that 
he has developed (his "fantasy" world). This is where the "fantasy" 
part and the "game" part come imo the definition of a fantasy role 
playing game. A Gamemaster creates a sctting which is not limited by 
the realities of OUT world, and thus the setting falls into the genre of 
fiction known as "famasy", However. the Gamemaster usually uses a 
SCI of "rules" which define and conuol the physical realities of his 
fantasy world. The use of these rules [urns the process of creating the 
role playing "novel" into a game. 

Thus, a fantasy role playing (FRP) game is sel 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 plot is determined through the inter. 
action of the characters with one another 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 a s chess 
or bridge. A pll\)'er'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 
the players visualize the physical settings and other characters. In ad­
dition each player character should speak and react 10 the OIher 
p[arers as his character would. All of Ihis creates an air of involve­
ment, excitement, and realism (in a fantasy setting of course). 

The Gamemastcr has b�n described as the limited "author" of the 
FRP game; actually, he functions as more than this. The 
Gamemaster not only describes e\'erything which occurs in the 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 actuaUy played. He must develop the 
setting and scenarios for the plar 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 setting and the scenario is known 
onlr 10 the Gamemaster. In addition, the Oamemaster plays the roles 
of all of the characters and creatures who are not plarer 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 
back.ground 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 aClions. 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 pla}'ers during the game, the success or failure 
of these actions is determined by the rules, the characters' ralings, 
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 world where the fantastic is real and reality is 
limited only by the imaginal ion of the Garnemaster and the players 

� ___________________________________________ '_h'_m_'_'I _"_'� ________________________________ __ __ 
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FRP In /I1lddle-ellr(h 

ADVENTURING IN MIDDLE·EARTH 
You can bfo an Elf, or a Hobbit, or a Man, or e\'en an Orc with 

Mlddle-fiUrh RQle Plo}'ing (MERP). You can cat cakes in the Shire, 
�ruse 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. Baltic the Black Riders or spy on the 
men of Mordor - whatever you think it takes to accomplish your 
mission. But remember, dangers abound! 

A'ERPstirs your imagination and transforms your dreams into ac­
tion. By leUing you take part in 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 - the One - as 
a land for his Children, Middle-carth is a magical place populated by 
all sorts of s�cial 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: Orcs and Wargs, Trolls and 
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 magical realms 

. - or tonure souls and drive Free Folk into Darkness. 

" ../) 
------- /, 

However, Middle-carth al$O restmblcs our Old World, for the 
land of Endor shares most of the woes and wonders associated with 
the younger "world of men." Gr�d. avarice, prejudice, hate, and 
fear all stand in the way of happiness. The ongoing struggle of Good 
versus Evil and the tests of Fate dictate the fortunes of the enslaved 
and free alike. 

This is a selting ideally suited to heroic drama. It beckons brave, in­
quisitive, adventurous souls to undertake quests of fame or (ortune, 
or to endeavor to rescue unfortunate souls from the heinous grip of 
the omnipresent Shadow. 

So, by Eru. go forth and try your hand at the pleasures and pitfalls 
of MERP! And may Eru be with you . 

i 
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A SAMPLE FRP ADVENTURE 
This section is an example of a famas)' 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 aClions. Examples of these mechanisms and 
rules 8re presented in later sections. 

The player characters aTC traveling on fool from Rivendell to BTee 

along the Great East Road carrying a shipment of fine Dorwinion 

wine and some Gorl (an herb). The characters are: 

J) Boah Agonar, a male EI\'cn Mage who dresses strangely. 

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

fanatic tendencies. 
J) Naug Zigildiln. a Dwarven Warrior of unrevealed gender 

(to many, female O .... ·arves appear to be male). 

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

�A.nt similarity between these characters and any persons (real or 
FRP),uving or dead, may be pure coincidence. 

Near nightfall about 30 miles out of Rivendell in the Trollshaws, 
tM players decide to camp for the night. As the 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 small ruined to ..... er as e\'en· 
ing approaches. The Group does nOI know it but 3 Orcs are in the 
cellar of the tower and are JUSt becoming active as night falls. The 
following dialogue is an example of how part ofa fantasy role playing 
game might proceed. 

Gamem aster(G M): "You come to t he t op of a rise and see below you 
the ruins of a small tower in a shallow valley. The tower still has part 
of its roof standing. A small stream runs through the valley and there 

are the usual shrubs and trees - pines, oaks, and the like." lhe GM 
sketches out the valley and its contents on a shut of paper. 

While lht' GM sketches the physical silUation, the players discuss 
among themselllf!S what to do. They decide that lheir general courst' 
oj action wiff be to check out the tower as a shelter jor the night and 
possibly (J little adventure. However, each player must take separale 
action with his character to accomplish this objective, with coordina­
tion (Jnd cooperation handled by limited cummunication between the 
characters. 

GM: "What's your plan, and how do you each prepare?" 

Droggo: "We are planning 10 SCOUI out the tower for possible shelter. 

I will draw my short sword and move ahead of the others and seout 
out our route of approach, using available cover and moving as 
quietly as I can." 

Naug: "I take out my crossbow and load it. I will cover Droggo and 

move up when he signals." 

Chlnla Kari: "I draw my mace and shield and will move forward 

when Nallg does." 

Agonar: "I prepare and cast a Shield spell." He ro/Is two special diet' 

which together gi�'e a result be/ween 01 and /00. "My casting roll is a 
28." He succeeds. 

\�-�--

Sample FRP Ad�l.'nlu,t. 

GM: "Oroggo, make a maneuver roll to see how well you sneak up on 

the lOwer." Hero//sa47 (on theOI·OOdice), theGM ro/Isa 24 orienta­
lion rol/jor the Orcs, indicating 10 Ihe GM Ihal nothing is noticed by 

either side. "You succeed and notice nOlhing 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 signal." 

Droggo: "I back up slightly so that there is a tree between me and the 
to ..... er, and wave the rest of the group forward." 

Rest of Group: "We cardully move up." 

GM: "Each of you make a maneuver roll." They 101186, 35, and 46; 
the GM rolls a 62 jor the Orcs; neither side notices anything bur the 
Orcs are becoming more aClive and may move up the stairs and out­
side soon. "You all move up and notice nothing unusual." 

GM: "Here is a sketch of the to ..... er 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 holes in it. The wall opposite 

you has a hole where the main door used to be. You can see a lot of 

rubble but nothing else inside. to 

The players (or GM) then mark their posilions on the sketch. 

GM: "Everyone decide your action for this round." 

Droggo: "I very slowly move up to the wall on the right hand side of 

the tower and look in, using the wall for co\'er." 

Naug:" I mo\'e up behind Oroggo with my crossbow held ready." 

Chinla Kari: "I move up with Naug." 

Agonar: "I move up with Chima." 

____________ i 
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GM: "Everyone make a maneuver roll." They roll24, 89, 93. and 62; 

the Orcs roll a 6.5, and are still preparing (() come up the stairs. "You 
all move to the end of the right hand wall and look around it. You see 
a 15' 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 ,I 
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?" 

Oroggo: "I move very slowly into the tower along the inside of the 
right hand wall watching the stairs. "  

Chlnta Kari: " 1  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 1 can fire 
at either if something happens." 

Agonar: "I prepare my Levitate spell." 

GM: "Chinta Kari and Droggo, make maneuver rolls." Rolling ..... ell 
they roll 78 and 94; the Orcs roll a 73 and havefinished gelting ready 
and are starting up the stairs. "Droggo, you notice nothing but you 
have quietly moved around to the main door, Chima Kari, you 
moved over to the pile of rubble containing the chest and have re­

moved the rubble and found nothing. What do you do this round?" 

Agonar: "I cast my levitate spell and start to move up towards the 
roof." He rolls a 54, and succeeds il/levi/ating. 

Naug: "I remain ready to fire." 

Oroggo: "I 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 abom 4' this 
round, presenting a tempting target to any missile fire. Chinta Kari 
you realize that the chest is rusted but not locked; 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 down the stairs, "What do you do this 
round?" He rolls and de/ermines Ihat the Orcs are coming up the 
stairs. 

Chinta Kari: "I open the chest very, very quietly and look inside." 

Droggo: "I duck behind the pile of rubble next to the door and hide." 

AQonar: "I continue levitating to the roof, ..... atching out for Shards 
(a mythical monster that terrifi7S Agonar)". 

Naug: "I continue to cover the stairs and door." 

GM: MChinta Kari, make a roll." She roffs a /2. "You open the chest 
but it makes a creaking noise, you sce a rusty dagger and a small box 
inside. Agonar, you are 14' up and see no Shards. However, you, 
Naug, and Droggo all see three Orcs dressed in rigid leather and car­

rying short swords and equipment come up the stairs and turn to face 
Chinta Kari, who does not notice them. Naug you may fire." 

Naug: "I fire at the largest one." He rollsa 9 2  and refers 10 the Missile 
auack lable, giving the Ore 2/ hits and a "D" Puncture crilical. He 
rolls a 70 and the arc is shol lhrough the neck and dies (a really great 
shol). 
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g GM: "What do you plan to do this round1" 

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 
dogs!!!!'" 

Oroggo: "I continue to hide, with my short sword ready." 

Chinta Kati: "Since 1 don't notice the Orcs, I try to take the small box 
from the chest and put it into my cloak without anyone seeing me do 
it." 

The GM rolls /0 help determine a reaction for the two remaining 
Orcs. He rolls a 06 and a 9/. One arc decides to run. One decides to 
kil/ the puny human who has her back to him. The Gamemaster 
makes perception rolls for Agonar, Naug, and Droggo; they do not 
notice Chin/a Kari taking the small box. 

GM: "One On; turns and begins to run out the main door. The other 
drops his equipment and charges towards Chinta Kari, yelling and 
brandishing his short 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." 

Oroggo: "I swing at him as he runs past." 
He rolls a 02 and/umbles his short sword, he rolls a 49 and drops his 
weapon. 

GM: MAmazing move Droggo, the Orc doesn't even notice you and 
keeps going. Naug, you and the Ore 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; '" pick: up my shorl sword." 

Agonar: "I cast my Sleep spell at the Ore to try and save Chinta. 
have only prepared for one round so I have a -15 modification to my 
attack." 

Chinta Kari: "Since 1 am not very good in combat, I drop and pull 
the chest over me." The chest is big enough/or 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 Chima Kari will maneuver to 
pull the chest over her in time, then the Orc, who is quicker than 
Naug, will attack Chinta Kari, and finally Naug will attack the Ore. 
Droggo is out of aClion while recovering his weapon." 

Agonar rof/sa 68 altack, the are rof/sa / 7 Resistance Roll (Jnd goes 10 
sleep. Chinla Kari drops bul would nOt have avoided the Ore's attack 
if Agonar had no/ pu/ him to sleep. Naugfof/ows through on his at­
tack on the no ..... sleeping arc and gives him 40 hits, an "£" Slash 
critical and a "C"Crush critical, resulting in an unconscious arc with 
a broken leg. The arc and Ihe chest/af/ on Chima Kari giving her.5 
hils and an "A" Unbalance critical, which gives her 4 more hits and 
s/uns her jor I 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 going for help), leaving the 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 10 
recover his short sword but not his self-esteem. Chinta Kari may get a 
big surprise when she opens the small box she got without the rest of 
the group noticing (it has a poison needle trap on its latch which will 
strike her unless she is able 10 detect the trap and avoid setting it of I). 

./ ------------------------------ ----------� 
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8 Rules lmroduciion 

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 lake piace. Ideally, such rules are ahlelo handle most orlhe 
common situations that arise in a FRP game without detracting from 
the naver and detail of the plot or seuing of the game. 

This specific set of rules handles the physical realities of people, 
places and things in J.R.R. ToJkien's Middle-eanh. Se\:lions 2 and 3 

handle character creation, development, and capabilities. Section 4 

details most of the rules that affect the Gamemasler's task of sclting 
up and managing a world system (The Selting). Sections S and 6 
outline how to resolve commonly occurring actions and activity dur­
ing the players' adventures. Finally, Section 7 provides a variety of 
lists, tables, and record sheets that provide mechanisms for adding 
lii\rbr��nd detail to a game without decreasing playability. 

The Gamemaster and players should keep in mind that these 
"rules" are really only guidelines to aid in the creation and running of 
a fantasy role playing game. The Gamemaster should feel free to 
modify these rules to fit his (or her) view or 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 
Gamcmaster must be consistent and even·handed in his decisions or 
the players will lose the trust and confidence in him that is neccessary 
for a 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 10 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 firsl. 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 Sectioll I and 2. Then they should 
generate a character by following the procedure and examples 
outlined in detail in Section 3, referring 10 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 options are in a 
tactical (usually combat) situation. It is not necessary for the players 
to read Sections 4 or 5, 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 

Pla)'ing system and Tolkien's works are not described below; rather 
they are usually described when they are used in the lext. 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 Mt.""RP 

is a zo.sided die which gives a result between 0 and 9. If two of these 
dice arc used, a variel), of results can be obtained: 

1·100 Roll - Most rolls in MERP are "1-100" rolls (also called 
"D 100" 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 00 is achieved ("00" 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 arc less 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, stal rolls, rolls to learn spell lists, and rolls for 
background options. If a roll is open-ended: 

An initial r-IOO roll Mer 95 calls Jor a second I-JOO roll to be 
made and added to fhefirsf roll. If the seco" d roll is also over 
95, a fhird roll is made and added fO fhe sum oj fhe firsf fwo 
ff'�·uItS. This process is nm/inued until a roll under 96 occurs. 
The tOlal oblained by this process is the reSUlt of the "open­
ended" rolf (high). Theorelicolly fhere is no fim;f as 10 how big 
the totaJ of such a rof! could get. 
An initial I-roo roll under 06 col1sforo se('ond 1-/00 roll /0 be 

mode and SUblruCfed from lhe first roll. If the second roll is 
orer 95, a third roll is made and sublractellfrom the 10101 of Ihe 

firsl Iwo results. This process is continued until Q roll under 96 
occurs. The IOIaI oblained by Ihis process is fhe result of the 

"open-ended" roll (low). Theorelically there is no limit as /0 
how small fhe lOla! of such a roll could get. 

1-10 Rull - In instances when a result (roll) between I and 1 0  is re­
quired, only one die is rolled. This gives a result between 0 and 
9, but the 0 is trcaled as a 10. Such a roll is referred to as "1-10" 
or "DW", 

1-S Roll - Roll one die, divide by 2, and round up, 

S-SO Roll - Roll 1-10 five limes and sum the results. 

Other rulls - Any other rolls are variants of the above. 

\_----�/ 
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Aman: The continent \le_! of 

Middk-C'anh aero"., the GfCa{ 

Sea. It eonlain, ValinoI (lhe 

home of lhe l/aJar and the 
many EI"c') and Halls of 

A"'ai{ing (the pia,. of Ih. 

dead). 

Arda: (The Pia" •• Th. emi,. "'o,ld 
crealed by Eru through his 
",,,'ams Ih� Valar. including 
Middle-eanh and Arnall. 

Camp.ugR: ,\n ongoing fanla,y role 

playing game ",hich (a�c\ 

place as a ",riel of connected 
a,hemu, • .\, "i(h respect 10 
bolh time and circumstance. 

Chne" Oneil in AfERT' an action 

or a<;li,-ity h� a "chance" of 

succeeding or occurring. and 

this chance is ",ually gi\cn in 

the form of N �·I. Th" m�an, 
Ihal if a roll \1- 100) is made 

and the r(!;ul! is Ie'!' {han II. 
then the action OJ a'li"ily me­
=d, (Of occur,): olhe""". i( 
fails. 

Channtling: One of the realm' of 

mag,,-: a complet. de!.<:ription 
;, gi.-en in �ction 4.52. 

cnli<"MI Slrik�: Damage olher Ihan iuS! hit, which r .. ult, from au altack. 

lru: Illu"alar) The God and creator of Middle-earth Ihrough his ",rvam" the Valar. 

t::,.;,;,,"n': One of Ihe realm, of magic: a compicle descriplion is gh'en in Seclion 4.51. 

• ·oMnh A�e: The fourth recorded aj!e of Middic�arlh, beginning when the Throe 

Rings J"L'",d o<w Ihe .ea (after the deslruclion of Ihe One Ring and Sauron). 

t'umble: An eSpeCially ineffeclhe allad .... 'hieh yield, a result thaI is disadvanlageous 
to lhe attader. 

Gamtmaslu: The Gamesmaster, judge, referee, dungeonma,ler. eiC. The person 

r ... ponsible for �i'-ing life 10 a FRP game b� crealin� Ihe "'lIing. world events and 

other key ingredient'. He/she inlerprels silualions and rules, conlrols non·player 

char3C1e", and resol"e, conflicls. 

(;ruMP: A eollection of pla}'er Characlers. 

llils: Accumulaled pain and bleedinll, that can lead to ,hock and unconsciou,l1c>S 

(also called Concu .. ion Hits). Each character can lake a certain number of hits 
before he passes oul (determined by his lIody l)c<'dopmenl). 

u,'rl: A Character', I .... ·el is a mcasure of hi, currenl stage of skill de"dopmenl, and 

usuaU� i, represenlalive of hi, capabilities and power. 

Maiar: Lesser gods "ho lended Arda under Ihe direclion of the Valar. Tl1ey induded 
Sauron and probabl)' Ihe 1�lari (Gandalf, Saruman, Radagasl, and Iwo other 
"wizards"l. 

M.ne ... ·er: An aClion performed by a characler Ihat r<'<luires unillual concentralion. 
concentralion under pressure, or a risk (e,g" climbing a rof'C', balancing on a 

ledge. picking a lock. etc,). ManeU<'e" r<'<luiring mo,'ement are "Mo,ing 

MaMU"f'rS", and olher maneu\'ers are called "SIalic Manr ... ·ers�. 

Mor�o'h: (Melkor) The renegade Vala (see VaJar below) who co<'eled lord,hip mer 
Ihe ..-orld. He dominated Northern Middlt·earth during Ihe First Age. unlil he 

..-'" oHnhro..-n and CIll;I inlo Ihe wid b), Ihe other Valar and their host. Mor�oth 

was the embodiment and focus of darkness - evil incarnate. 

Mtlfco: Hand·lo·hand combal (i.e., combat not using projectiles, Sf'C'lls, or mi5�ik 
"..,apon�). 

Middle-tarlh: (Endor or Endore) One of the continents of Arda. The aClion and 

e"ents found in The Hobbil and The Lord oj Ihe Rings afe foculoed in Western 

Middle-eanh durin.: Ihe Third Age. 

N .. n·Pla)'�r Ch�""" .r: A being in a fanlasy role playing game wh�e aClions are not 
controlled by a player. but instead are conlrolled by the GarnemaSler. 

Opt"n.eod.d Roll: Set:: lhe Roll definition and the "Dice Rolling Convention," al the 

end of this section. 

P�f.J: Tbe ille of part of a charao:le" , offensive capability to aff<x1 one opponcnt'� 
anack. 

Pla)-." A participanl in a fant"')· role playinll game "'ho controls ODe character, hi, 
pla}'CT characler. 
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Pla}'u Chaflletu: A charaCler "'ho,,, actions and acti"ities are controlled by a player 
(as opposed 10 the Gamema'ter). 

r .. "",. Poiot.: A number which indicales ho,., many �pells 8 character may intrinsic· 
all)' ca\l each day (i.e., between r><'riods of rest) . 

Profn�(ln: (Character CIIIIS) t\ characlcr's profcs.\ioll � a rr/kl:lion of hiJ Inrining 
a"d thoughl palletns; in gamc terms, il affecls how much dfon is r<'<luired 10 
de"elop skill in <'arious ar= of eXf'C'rlise. 

Rtsistlnc. Roll: A dice roll which determines "'hether or nOI a character suece .. fuU)· 
res iSIS the effect of a 'pell, poi",n, di>ease, or some other form of adve-rsilY. 

Rnll: In MF.RP t ..... o different colored 2Q..Iided dice arc u",d 10 'esolve any activity re­

quiring a "Roll" (such dice are a"ailable in mOSI hobby and 10� stores), Each of 

th"'" die. has Iwo 5e\s of the numbers 0, 1,2,3,4,5,6,7,8, and 9. Th= dice can be 

used 10 obtain a 'ariely of resuit,. The,", rr.ult, are d .. cribed after Ihe definilions 
under �Dice Rolling Con,·mlion,". 

Ruund: The lime (10 seconds) r<'<luired 10 f'C'rforrn ODe MERP action. 

Sauron: The Dark Lord, tht Shado .... ·, Ihe Lord of the Rings, a Maiar (Iew:r god) who 
",,,cd M()r�Olh early in the first Age. In Ihe Second and Third Ages he forgC'd Ihe 
One lI.ing and ClIloI a shadow of .... -il, corruplion. and destrUClion Over much of 
Middle .. anh. The Third Age cnded afler Ihe deslruction of his Ring and he was 
"banished� from MiddJe-eanh. 

St-ssion: A single siuing of game ad<'cmurc. A number of .... ions form a campaign. 

Second Ag�: The ",cond recorded age of Middle .. anh. beginninlil aft.r Ihe overlhrow 
of MorgOlh "ilh the founding of the Ore)' Ha"ens and Lmdon. It ended when 
Elendil and Gil·gilad o,'erthrew Sauron and lsildur took Ihe One Ring. 

Song. TIl'" The Ainulindal;:, Em's Greal Music sung by Ihe Valar and Maiar which 
crealed and shaped Ihe World and ii, inhabilants, 

Sp<"l1 Lisl: A COlieclion of related spells "hich are organized according to Ic,·el. A 

character who ha, "Ieun."r a spdl liSi is able 10 caSI a ,pell from Ihat USt if ils 

Ie"el is less than or equal 10 hi, own eXf'C'ricnee le>'el. 

SI�t: One of the .liA physical and mcntal characteri�lic, which influence ho'" erfec­
Il\'d)' a characler is able 10 perform mOSI action� and acti<'ilie.l. 

Skill: Training in an area ",-hieh inlluences how cffe<:ti"el), a character i. able 10 per­

form a panicular action or aCli<;ly. "Skill Rank" i, a measure of Ihe effcci. 
i"encss of a sf'C'cific skill. 

Third ARe: The Third recorded age of Middle·earth, beginning ..... ith Sauron', defeal 

as a r .. uil of lhe Lasl Alliance of Men and El\'es. 11 ended aft"" lh� deStruClion of 
thr Ont Ring when Ihe last of the Keeper, of the Ring passed o\'er the Sea. 

V�br: The fift""n (inilially including MorgOlh) "Guardians of the ..... orld" and ser· 

vants of Eru. The)' ar� lesser �l!od," and many of Ihe peoples/beings of Middle· 
eanh worship them and hold Ihcm .acrC'd. 

Wild bea'IS' Traditional animal species lacking enchanted form Or abilili ... They are 
capable of ",cial organization, but lad culture. 
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2.0 TH E BASIC FACTORS DEFINING A CHARACTER 
In a fantasy role playing (FRP) game each participant except for 

the Gamemaster (OM) is a "player" and assumes the persona of one 

of the individual characters; these characters aTe the player 

characters (PC's). All of the other characters afe conlrolled by the 

Gamemasler and are called non-player characlers (NPC). There are a 

variety of faclOrs thai control what each player is capable of in a 
famasy role playing environment (e.g., menIal anributes, physical 

amibutes, background, physical appearance, skills, bonuses, eIC.). 

How each of these factors is handled in the Middle-earth RQle 

Playing system is described and discussed in this section. 

MERP is a role playing system designed to handle (simulate) 

characters between 1st 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 the entire 

system and want more detail, realism and higher level characters 

should consider I.C.E.'s modularized Rolrmasur systems. Arms 
LDw &: Claw Law details non-spell combat, with expanded critical 

table, expanded armor types, martial arts, and individual weapon 

attack tables. Spell taw details and expands spell lists and spell 

casting; it COll(ains 112 spell lists, over 2000 spells, spells up to 50th 

level, 1 5  types of spell-users, and evil spell lislS, Character Law &: 
Campaign Law presents an expanded character development system; 

with 19 professions and a more detailed treatment of slats and other 

factors affecting a character, 

2.1 MENTAL AND PHYSICAL STATISTICS 
The base menIal 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 100 for 

each of his stats. The value of a stat indicates how it rates relative to 

the same stat of olher characters. The lower the value of a Sial, 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 10 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 rellected by this stat. This stat affects a 

character's capabilities in defense, missile combat, movement and 

other maneuvers. This is the prime s lat for a Scout. 

CONSTITUTION (CO): The general health and wcll-being of the 

character. This stat affects a charact'Cr's capabilities to resist 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 slat 

for a Ranger. 

INTELLIGENCE (IG): The reasoning, memory, and common sense 

of the character. This slat affects a character's capabilities in 

activities that require thought or insight; for example, learning spell 

!i�.s (see Section 4.51), learning languages, reading runes. etc. This is 
the prime stat for a Magc. 

PRESENCE (PR): A character's courage, bearing, self esteem, 

charisma, and self-discipline. This stal 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 AinuJindltle, 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 apply to a character's skills and 

activities if his stats are high enough or low enough. These stal 

bonuses are given in Table 8T-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 betw�n 

stats and related skills are given in Table 8T -2. 

EXAMPLE:: One % ur sample characlers, Shen-Tyga, has a greal 
conSlilution, is very agile, and is very Slrong; however while his 

Presence is good, his Intelligence and Intuition are below average. 

His stats and bonus (from Table BT·!)for MERP are: 

Strcngth - - - - - 100 normal bonus is + 25 

Agility- - - - - - 95 normal bonus is + 1 5  
Conslilution - - - - 91 normal bonus is + 10 

Prcscnce- - - - - S4 normal bonus is + 5 
Intelligence- - - - 42 normal bonus is + 0  
Intuition - - - - - 23 normal bonus is -5 

Shen-Tyga will be good 01 jighling and skills involving physical 
mailers (e.g., Movement, Body /Jevelopmenl, Climfling, elc.), but 
he will be less competent wirh skills inmlving mental prowess (e.g., 
Reading Runes, Tracking, Spell Casting, erc.). 

2.2 RACE AND CULTURE 
There are a variety of races that a player may choose 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 

This is a list of Middle-eanh 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 
decide their uaits and capabilities. Appendix I (Section 8.0) provides 
del ailed descriptions of each of these races. 

Non·Mannish Races Mannish Cultures/Races 

Dwarves Beornings 
Umli Black Numenoreans 

Corsairs 
Half-elves Dorwinrim 
Noldor Elves Dunedain 
Sindar Elves Dunlendings 
Silvan Elves Easterlings 

Haradrim 
Hobbits Lossoth 

Rohirrim 
Common Orcs Rural Men 
Uruk·hai Urban Men 
Half-orcs Variags 

Woodmen 
Normal Tro!!s Woses 
Olog-hai 
Half·trolls 

2.22 SPECIAL RACIAL CAPABILITIES 

Certain characters receive special racial modifications to their stat 
bonuses and Resistance Rolls. These modific�tions are given in Table 
BT-3. 

2.23 PHYSICAL APPEARANCE 

In addition to each character's stats (which affect his capabilities 
during play) it is desirable 10 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 each race 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. 

Gtntn" Appraranct - 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. 

Ikmtanor - 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 Appearanct Factors - Factors such as height, weight, hair 
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 variet)' oflanguages are spoken in Middle-earth. Table ST -I lists 
some of these. Some languages are automatically known by all 
members of a given race. Olher languages may be learned through 
skill development (see Section 2.32). Each is known at one of 5 dif· 
ferenl ranks (see Table CGT-I). 

2.25 RACIAL I CULTURAL INTERACTION 

Certain races or cultures have certain inherent bias (hostility or 
friendliness) towards other races or cultures. The racial descriptions 
given in Section 2.21, summarize these attitudes. 
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EXAMPLE: Shen-Tygo is a Dunadan. He is 67" taff and weighs 240 

lb. He has brown hair and blue eyes, and 0 haughty demeanor. His 

stat bonuses Jor race are: 

Strength. 100 normal bonus is +25, race bonus is +5, 
total is + 30 

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

Constitution . . .  91 normal bonus is + 10, race bonus is + 10, 
tOlal is + 20 

Presence . . . . . .  84 norma! bonus is + 5, race bonus is + 5, 

Intelligence . 
total is + J O  

42 normal bonus is + 0 ,  race bonus is + 0, 
total is +0 

Intuition. . . .  23 normal bonus is ·5, race bonus is +0, 
' 

total is·5 

He also gets a +5 bonus on poison and disease Resistance Rolfs. 

He rolls a 34 Jor Appearanceand odds his + 10 Presence bonus to ob· 

tain on Appearance oj 44 (he is not good looking, but he is impres, 
sive). He is fluent in Westron, Adanaic, and Sindarin. He despises 

Corsairs and Black Numenoreans; and Dunlendings, Haradrim, 

Wargs, and Orcs are the traditional enemies oj his people. 

2.3 SKill RANKS 
As a character advances in levels he develops and trains in certain 

abilities called skills. His capability in each skill aff«ts his chances of 
accomplishing certain actions and activities (e.g., fighting, 
maneuvering, spell casting, etc.). As he develops and improves a skill 
his "skill rank" with that skill will increase, indicating a 
corresponding increase in his abilitit:s and bonuses with thaI skill. 
2.31 SKilL RANK BONUSES 

Most skills have a skill rank bonus, which is generally included as 
pan of a total skill bonus. Different skills use Ihis 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 the rank is 0 and + 5 if the rank is I. 

The bonus increases by 5 for each ofranks 2 to 10, 2 for each of ranks 
11·20, and I for each rank above 20. 

2.32 PRIMARY SKILLS 

These arc the skills which arc most commonly used 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), 10 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 10 50 feet plus the 
skill bonus OR up to double that if a running maneuver is successfully 
completed (sec Section 6.4). Moving/Maneuvering skills must be 
developed separately for each of the 5 types of armor (no armor, soft 
leather, rigid leather, chain and plate). The number of skill ranks 
which may be developed is limited by the armor type: no armor - 2, 
soft leather - 3, rigid leather - 5, chain - 7, and plate - 9. Each 
armor type also has a penally 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 movemem which is 
unusual or performed under stress. Whcn used for these purposes the 
bonus is added 10 a "moving maneuver roll" (sec Section 6.SI). This 
bonus is NOT used if another skill specifically applies to thc activity. 
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WEAPON SKilLS (08) - 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: I-Handed Edged, I-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 thai weapon. In cerlain cir· 
cumstances all or pan of this Offensive Bonus may be used 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-I. 

I-Hilnded Edged - These weapons include the broadsword, dagger. 
handaxe. scimitar, and short sword. They may be used with a shield. 

I·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 - Thest weapons include the javelin, spear, mounted 
lance, and halbard. The ja"clin and spear may be used with a shield, 
or they may be ustd 2-Handed. When riding on a !Tained mount. a 
mounted lance may be used with a shield. 

ThrO\4'n - In addition !O being used in melee. certain weapons may 
be used to attack from a distance. Thest weapons include the daililer, 
handaxe. short sword, club, hammer, mace, net. javelin, and spear. 
They may be used with a shield. 

Missile - These weapons may not be used in melee. but they may be 
used (0 attack from a distance (the range is given in Table CST·I). 
Missile weapons include the bola, sling, composite bow, crossbow, 
long bow, and short bow. Only the sling may be used with a shield. 

CI-:NERAL SKILLS - These skills affect how a character climbs, 
rides, swims and tracks. The skill bonus for the appropri:ue skill is 
added to a "maneuver roll" when these aClivities are auempted (see 
Section 6.5). 

Oimb (MM) - This skill is used 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 
IO'/round as a "medium" maneuver (see Section 6.51). 

Ride (MM) - This skill is used when an animal is ridden (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 (sce Section 6.42). 

Swim (MM) - This skill is used when a character is swimming. The 
Gamemaster should assign high difficulty to swimming in armor. We 
suggest: plate -absurd, chain -extremely hard, rigid leather -very 
hard, soft leather - hard, and heavy dothes- medium. Other factors 
such as treacherous water might increase the difficulty. 

Track (SM) - This skill is uscd when attempting to follow or inter· 
pret tracks. 
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EXAMPLE: Shen· Tyga likes to use a Battle·Axe when hefights with 

a two·handed weapon. His OB with a Battle-Axe is mOdified by + 5 

when attacking opponents wearing {'hain or plate, while it is modified 

by -5 when allacking opponents in rigid leather, sojt leather, and no 

armor (see Table CST· I). When using a Bailie-Axe, affack rolls are 

resoh'ed on the l·Handed Weaponsatfack table, withjumblesoccur­

ring when an unmodified roll oj 01, 02, 03, 04, or 05 occurs. lj a 

critical strike is obtained with the Ballle·Axe, il is called Ihe primary 

critical and is resO/I'ed on the Slash Critical Table CT·]. if the 

primary critical is a "C", "D", or "E': a secondary crilical two steps 

lower (an "A '� "8", or "C" respectively) is resolved on the Crush 

Critical Table CT·!. 

MAGICAL SKILLS - These skills affect a char:;.cter's ability (0 cast 
spells from runes, to cast spens from items, and to attack with an 
elemental spell. 

Read Runes (SM) - This skill represents a character's ability to 
dctermine 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 to !earn 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) - This skill represents a character's ability to deter· 
mine what spells and abilities are imbedded in an item (Olher than in 
rune paper or eertain special items. see Se<:tion 4.56). It also affects 
his ability to cast spells from lhe item. The process used is the same as 
for reading runes. except that the Use Items skill bonus is used. 

Dil'Kted Spells (08) - 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 dirc-cted spells is 
added 10 any "attack rolls" made with those spells (see Section 6.6). 
Directed spells include all of the "bolt" spells but not the "ball" spells 
(the Base Spells bonus is 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 ·1 0 to ·60 
depending upon the cover that is available. 

SUBTERFUGE SKILl,S - These skills affect how a chara;::ter am­
bushes, stalks, hides, picks locks, and disarms traps. The skill bonus 
for the appropriate skill is added to a "maneu\'er roll" when these ac· 
tivities are attempted (see Section 6.5). 

Ambush (SP) - I f a character manages to move directly behind an 
opponent, he may make a maneuver roll to "ambush" him with a 
melee anack. If the maneuver roll is not successful, a normal melee 
attack may be made. If it is successful. a normal melee anack may be 
made and any critical that results may ha\'e the skill RANK for am· 
bush added to it if the ambusher wishes (he rna) decide after the 
critical roll). 

Stalk/Hide (MM/SM) - This skill affects ho ..... 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) \0 ancmpt 10 detect the stalk· 
ing/hiding character. 

Pick Locks (SM) - This skill affects attempts 10 pick locks. 

Disarm Traps (SM) - This skill affects attempts to disarm traps. 
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MISCt:L1.ANt:OUS SKILI.S AND CAPAHILlTIt:S - These skills j. ACT1NG (PR)This bonus is used for impersonating Olhers, devising 
differ in various ways from Ihe normal skill rank and bonus system. � new identities, elc. 
Each skill is detailed as to what its differences arc. r:/t�9 CAVING (IG) This bonus is used for determining the natural course 
Perception (SM) - This skill affeCls how much information and and lay of a cave or cavern (pass or chamber) and for attempJing 
clues a character gels through observation. It may be used to detect restricted movement in a cave. 
traps, 10 observe characters aHempting to stalk or hide, 10 find hid- . ,� CONTORTIONS (AG) This bonus is used for manipulating one's den doors, elc. If a character states that he is watching or examining tjA: body in order 10 move through smail openings or absorb sudden 
an area or place, the Gamemaster should make a static maneuver roll crushing impact (Olher than falls). Helps escapes from bonds, etc. 
modified byrheperception skill bonus of the eharaclerto determine \9 IT Th' 

b . d . b d f if the character nOlices or detects anything. The Gamemaster may \'1: COOKERY ( )  IS . .  onus IS use when detectmg � o�, or 
keep this roll secret, revealing only what the character has observed. preparing a�d neutrahzl?g dangerous herbs and fo�d mgredlenls. 
W ' h I __ , o r' h P ' b  b 5 ( S ·  Includes pOison preparatIOns as well as normal cookmg. eaTIng a e met muul les t e erceptlOn onus y - see eCllons 
6.52 and 6.82). This bonus may be used to modify an opponent's \�l\.1 OAN�E (IG) :his b�nus is u.sed f?r attempting to recreate a dance 
maneuver roll for stalking or hiding (see above). ,one WItnesses, mcludmg magical ntuals, etc. 
Body Oevelopment (SP) - This skill represents a character's ability 'I" �;t DIVING (AG) This bonus is used for com rolled falling maneuvers. 
to withstand pain, shock and bleeding. Each lime thai a character's .. G FLETCHING (AG) This bonus is used for making an arrow out of 
rank in this skill increases by one, the character rolls 1 - 10 and in- t�' available wood, metal, paper, and/or feathers. 
creases his skill rank bonus by this amount (the normal skill .rank ;1FORAGING (IT) This bonus is used for finding any local source of bonuses do NOT apply). Each character starts the game With a ,\"1. potable water, herbs, or edible plants and animals. special bonus for this skill of 5 (already included on the Character u' Record Sheet). The total skill bonus for this skill is called the ,\��l �A�B�ING (IT) This bonus is used for playing any game with a 
"character's hit IOtal": the number of concussion hits that the slgmficant clement of luck. 
character can absorb (due to damage he takes from altacksand other \.ft�ERDlNG (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 constilU- /.I.�t LEATHER-WORKING (AG) This bonus is used for working with 
tion, he dies due to massive shock and internal bleeding. 7 hides and creating leather goods (e.g., leather armor, bolas, etc.). 
�pell Lists (SP) - This s.kill determines when a spel� list is le�rned ��MEDrrATION (PR) This bonus is used for entering, leaVing, and 
(I.e., when spells on that list may be cast). Each spell list rank glves a ��) exploiting meditational uances. 
200)'0 chance o

.
f �learnil.lg" a chos�1l spell list (see Section ? 6); th.US t. \ MUSIC (AG) This bonus is used for using any one ins[Tumcm, and when a rank 01 5 IS obtained there IS a 100070 chance oflearnmg the Itst ��r, . . I I . . . any olle written mUSH:a anguage. (aulOmatic). Spell list skill rank may only be developed for one spell 

list at a lime. Ifat the end ofa development period (adolescence, ap­
prenliceship, or when a new level is reached) a character has a spell 
list rank between 1 and 5, a roll should bemadeto sec if the spell list is 
learned. If the roll is less than or equal 10 the the spell list skill rank 
multip lied by 20, the spell list is learned. If the spell list is not learned 

(1 ct\PUBLIC-SPEAKING (PR) This bonus is used for impressing, enter­
taining, or manipulating other individuals or groups. 

.VROPE-MASn.:RV (IG) This bonus is used for knot recognition, �O knot-tying, braiding, and splicing or when making a maneuver while 
suspended from a rope or analogous flexible line, or when throwing a 

the skill rank remains the same. When a list is learned. Ihe spell list line. 
skill rank is reduced to O. If a skill rank of 5 is obtained during a �.�� ROWING (ST) This bonus is used for self-powered boat maneuvers, development period. the spell list is immediately learned (with the If including rowing, poling, etc. 
spell list skill rank being reduced to 0) AND the character may ,Q , . . . . , 
develop the spelllisl skill rank for another spell list in order to take a 11'l,I SAILING (IT) Th

d
lS bonus IS used for s�ullng maneu\ers and water-

. .  .... lore (e.g. kllOwle ge about bays). chance of [earnmg a second list (201l7G chance per rank). .i,, ' 
Languages (SP) _ This skill mUSI be developed separately for each \" SJG�A�JN G  (IG) This bonus is used for any form of signal com-
language. The skill rank in this area determines how well a character :"\i munlca\!on. 

. .  .. . . speaks and reads a language (see Table CGT-l). Languages arc ,"; SKIING (AG) ThiS bonus IS used for skIIng or slldmg maneuvers. 
described in Section 2.24. <f* SMITHING (5T)This bonus is used for working with normal metals 

�' 10 creale or repair desired objects (e .g., metal armor and weapons). 
2.33 SECONDARY SKILLS .. 9" STAR-GAZING (IT) This bonus is used for determining dates, 

These are skills that are nOI used as often as primary skills during tr directions, and locations when the stars are visible. Especially useful 
adventuring. They arc often tied to, or indicative of, a character's for navigallon. 
backgro.und or family trade, thus any background options used for A9(lTRAP-BUJ LDINC ([G) ThiS bonus IS used for bmldmg Iraps out of these skills are more effecllve than those used for pnmary skills (see )" avatlab1c resources. ThiS bonus subtracls from any perception rolls Section 2.32). Players may use development pomts from any related (see Secllon 2.32) made for a trap constructed using this skill. skill category to develop these skills (see SeClion 3.6). The character ,1 

" , ' . 
record does not provide for these skills, but the playersean keep track �r T.RICKERV (P�) �hlS bonus IS used �or �n) m�neuvers m.volvmg 
of the skill ranks on Ihe back of their character records or on a shght of hand: plckmg pockets, confusmg Sight ITlcks, and shght-of-
separate piece of paper. The Gamemaster should decide which secon- hand diversions. 
dary skills are appropriate for his game and info.fro the players. A Ii,'o\ l.(,TUMBLING (A G) This bon�s i� used for �orizontal. dives, rolling, 
short description of some suggested secondary skIlls and what thelT or vaultmg maneuvers, or swmgmg on stanonary objects. 
bonuses are lIsed for follo�s (the bonus forthe stat in parenthesis is ,,;"\WEATHtR-WATCHING (IT) This bonus is used for determining 
used as part of the IOtal skill bonus): the local weather pattern for the nexi 24 hours. 
ACRORATICS (AG) This bonus is used for in-air maneuvers or sw- ,.yWOOD-CARVING (AG) This bonus is used for fashioning an ob-
inging on objects. Helps reduce the effects of falls. U;'·; ject out of wood, bone, or similar material. 

-------,�--'-" 
/ 
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2.4 PROFESSIONS 
Each character must have a profession, sometimes called a 

character class. A character's profession renects the fact that his 
early training and apprenticeship halle moulded his thought patterns, 
thereby affecting his ability to develop cerlain skills and 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 Slat 
Profession Bonuses 

Spell Restrictions 

Agility 
+ I per level on all weapon skills 
+ I per level on all general skills 
+ 2 per le\'el on subterfuge skills 
+ 3  per level on perception 
May learn open spell lislS from one realm 
(his choice). He may only cast 1st, 2nd, 3Td, 
4th and 5th level spells. 

A Scout is a character trained in maneuvering, observation, ambush, 
and to a limited extent, combat. His primary areas of development 
are subterfuge and general skills, and he can also de\"elop skills with 
weapons and armor, However, it is very difficult for him 10 learn \0 

use spt'lls or magic items. In certain societies and circumstances a 
Scout makes an excellent thief or assassin. 

WARRIOR (Fighter): 

Prime Stat Strength 

Profession Bonuses - + 3 per level on weapon skills 
+ I per level on general skills 
+ 2 per level on body development 

Spt'll Restrictions May learn open spell lists from one realm 
(his choi�). He may only cast 1st. 2nd and 
3rd level spells. 

A Warrior is a character trained in the ans of combat and fighting. 
His primary areas of development arc weapon skills, maneuvering in 
armor, and body development. It is difficult for a Warrlorto I�arn 10 
use subterfuge, spells, magic items, and languages; he has little 
interest in or aptitude for such pursuits. 

� ,-------

ProfrSSions 

RANGER (Tracker): 

Prime Stat - Constitution 
Profession Bonuses - + 2 per level on weapon skills 

Spt'll ReSlrictions 

+ 3 per level on all general skills 
+ 2 per level on perception 
+2 per le\'el on stalking/hiding 

- May learn open Channeling Spell lists and 
Ranger spell lislS, however he may only cast 
1st, 2nd, 3rd, 4th and Sth le\'eI spells from 
the open Channeling lists (no restrictions 
on his Ranger lislS). 

A Ranger is a character trained in outdoor skills and combat. His 
primary area of deve-lopment is general skills, but he can develop 
respectable fighting skills and can learn his own Ranger spells and 
open Channeling spells. 

BARD (jack-of-all-trades); 

Prime Stat Presence 
Profession Bonuses - + I per level on weapon skills 

+ I per level on general skills 

Spell Restrictions 

+ I per level on subterfuge skills 
+ I per level on magical skills 
+ I per level on bast spell attacks 
+ I per level on perception 

r ... lay learn open Essence spell lists and Bard 
spell lists, however he may only cast 1st, 
2nd, 3rd, 4th and Sth level spells from the 
open Essence lists (no restrictions on his 
Bard lists). 

A Bard is a character with some training in almost all of the categories 
of skills. His only primary area of development is languages, but he 
can learn his own Bard spell lists and open Essence spell lists and he 
can develop to a limited degree, weapon skills and maneuvering 
skills. 



Background 

MAGE (Magician): 
Prime Stat - Intelligence 
Profession Bonuses + 2 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 

Spell Restrictions - May learn open Essence spell lists and Mage 
spell lists. 

A Magc is a character trained in the casting of spells which draw their 
power from thc Essence, the power that exists in everyone and 
everything. His primary areas of development are magical skills and 
learning spell lists. It is very difficult for a Mage to learn to use 
weapons and armor; the Mage relies on his spells rather than arms or 
normal maneuvers. A Mage miy not wear any armor, helm, or 
greaves when casting spells. This applies to all characters casting 
spells of the Essence (see Section 4.5). 

2.5 BACKGROUND 
Each race has a cerlain number of "background points" which 

each character may apply to Ihe 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 {Q each option (see Section 2.21). The Gamemaster 
may choose to assign options in his own manner. Alternatively, he 
may choose 10 allow the players to choose from or roll on the 
Background Options Table CGT-2. 
2.51 BACKGROUND OPTIONS 

SPECIAL ABILITIES - These are cerlain 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 10 adventure rather than stay 
home on the farm. The Gamemaster may make up special abilities 
designed for a charactcr. Altcrnatively, the player may choose from 
or roll on Table CGT-l. For each background point placed into this 
background option, the character receives one special ability. 
SPECIAl. ITf:MS - These are magic or unusual items that the 
charactcr 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 him 10 roll on Table CGT -2. For each background 
point placed inlO this background option, the character receives one 
special item. These items are keyed to the specific player character , or 
alternatively are keyed 10 the character's profession and race. Each 
time any character attempts to use an item not specifically keyed 10 
them. they must make a maneuver roll modified by his Use Items skill 
bonus (see Section 2.32). This makes such items much harder 10 sell. 
Spells from these itcms are always cast with no modifications for 
preparation time (i.e., they have instantaneous effect, see Section 
4.55). 

ANIMIST (Cleric): 
Prime Stal - Intuition 
Profession Bonuscs + I per level on readIng runes 

+ I per level on using items 
+ I per level on all general skills 
+ 1 per le\'el on directed spell attacks 
+ 1 per level on base spell attacks 
+ I per level on perception 

" 

Spell Restrictions - May learn open Channeling spell lists and 
Animist spell lists. 

An Animist is a charactcr trained in the casting of spells which draw 
their power from the Valarthrough Channeling. His primary areas of 
development are learning spells, but he is capable of development in 
any of thc categories of skills. Hc may not wear any metal armor, 
metal helm, or metal �reaves while casting spells. This applies to at! 
characters casting spells of Channeling (see Section 4.5). 

MONEY - This is the cxtra amount of money that the character 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-i and receives the 
money indicated in addition to his normal 1 gold pieces. 
HOBBY SKILL RANKS - These are developed skill ranks that are 
not necessarily relal.ed to (he charaCier's race or profession. 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 be increased by 5. 

STAT INCREASES - This option indicates enhanced stats. For 
each background point placed inlO this background option, the value 
of one stal may be increased by two OR the values of three stats may 
be increased by one each. No stat may be increased {Q more than 101 
through this method. 
I.ANGUAGES - 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, Ihe character learns one extra language 
to skill rank 5. 

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 10 money and one 
to an item and one to a language, the Gamemaster might tell him that 
he is a merchant's son. I fhe assigned 2 points to special capabilities, I 
10 money, and 2 to Slats, he might be a farmer's son who has left the 
farm for adventure. This is up to the GamemaSler, although the 
player characler concerned may have some input. The amount of 
detail that goes into this depends upon the amount of effon that the 
Gamemasler is able and willing to put imo 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 clIperience points which the Gamemaster 

awards 10 charactC'rs for certain activities and achievements. 
Normally, a character starts play as a lSI Ic\'cl character and his kycl 
increases as he acquires experience points from his advenlures. A 
character's level does not necessarily increast each lime he gains 
expc-rience points; it incrcas('s when his experience poim 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 that a 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 poinls awards are guidelines and the GllmemaSler 
should feel free 10 modify them ,,·hene,·u common sense indicates 
thill they lITe OUI 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 �ssion of play. 

NOTE: All oj Ihese fotals may be mulfipfied by4 ijrheactivi­
ty has ne�'er been perjormed bejore by rhe CharaCler, by 2 if 
Ihe activily has only been perjormed once iwjore, and by Yi 
if it has become rouline. 

I) HIT POINTS - AI the end ora battle, a character receives one ex­
perience poin! for each hit he received during the bailIe (providinl! 
they were not cured during the bailIe). 

2)CRITICAL POINTS - These points are awarded for anycriticals 

inflicted on a foc regardless of their effect. The experience points 
awarded are based upon the level of the foe and ate modified depen­
ding upon the state of the foc and the combat . Table ET -3 summariz­
ed these points. 

3) KILL POINTS - These experience points are awarded for killing 
an active opponent or rendering him unconscious. This must occur in 
a combat situation (i.e . .  a true connict, not a practice or staged 
fight). An active opponem is one Ihat is not dead or unconscious. 
These points all go to the combatant who delivers the blow that 

knocks out or kills the opponent. The experience points awarded for 
�killing" a character are given in Table ET -I. These experience points 
are reduced by (he 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. 

Experiencr Points 

EXAMPLE: For (his example and the rest oj the examples in Sec­
rion 2.61. we wi/{ be rejerring the sample adventure presentl!d in 
Section 1.2. In thai ad�'enlure, Naug (2nd le�el), Agonar(4th le�el), 
Droggo (lst levd) and Chinla Kari (2nd le�el) decided 10 explore 
and camp in a ruined tower that COntained 3 Orcs (one ISl le�·el, one 
2nd le�el and one 41h level) who 'Were breaking camp to /raveljor 
the n ight. The rl'Sultingencoumerended 'Wilh 2 Orcs dead and I arc 
ha�ing fled. 

Naug killed the 4th le�'el leader outright, and since this is only the 
second arc Ihat Naug has kiffed he gets double the normal 300 ex­
perience points (ep), (hot is, 600experiencepoints. Nobody gels ex­
perience points jor the one lhat got away (Droggo blew his chance 
when he jumbled). Agonar put the 2nd ICl'el are 10 sleep, but only 
gets J 30ep because he is 4th le�el and has pul Orcs 10 sleep bejore. 

If Droggo had Ihrown a dogger al the arc and given him a "8': 
Punclurecritical bejore Naug killed Irim, then Droggo 'Would hal'e 
gOllen 40experiencepoims(/Ojorthp "8"x4jora4th le�el/O('). In 
Ihis situation, Naug would only have gotten 520 points, 2 x (3()() 
normal ep - Ihe 40ep Ihal Droggo gOI). 

The "£u and ''C'' criticals delivered by Naug on lire sleeping arc 
would normally be .... orth 50 ep (25 x 2nd lel·e/) and 30ep (1.5 x 2nd 
level) respeclil'efy. Ho ... ��·er, he was a{rf'ady un!'onsrious (asleep), 
so lhe 80 ep is mulliplied by 1110 and Naug only gets 8 points. 

Chima received IOOexperience points becaUSf' oj the ''A "critical 
she lOok when the Orcand Ihechestjell on her. She also receiws 9 
experience points jar the 9 hits she look. 

So jor combat, Naug gets a IOtal oj 608 ep, Agonar gelS 130 ep, 
Chima gets 109 cp, 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 (Set 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 successjully scouled the area (the GAt ronks 
this a Medium maneuI'er) jor 50 ep. He also snuck (or sneaked) 
across the lOwer 'Withoul lhe Orcs hearing him (a Light maneu�er), 
heard the Orcs coming (a Medium maneu�'er), and hid Of Ihe main 
door (a Medium maneuver) jor a 10101 oj I/O ep. Chinta success­
jully cleared rubble (an Easy maneu\'er) jor 5 ep, and she opened 
the chest bur nOl quietly so she received no experience poinls. The 
successjul laking and hiding oj Ihe small box (0 Hard maneuI'er) 
gi�es her a t0101 0/ 105 ep. 

5) SPEtL POINTS - These points ate awarded for casting spells 
during a combat situation (both intrinsic spells and spells from runes 

and items). Casting a spell thai 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 summariled in the Table ET·2: 

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

EXAMPLE: Agonarcasl Le�itate. which would ha�ehelpedin adif­
jerenl situation by keeping him sajt' jrom melee. Ho .... el·f'r in this 
situalion it did nothing to help the group or himself, so Ire gt'ts no 
points jor it. His Sleep spell was a lSI {e�'el spell, so as a 4th le�'el 
character he gets 70 ep. 
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Experience Pain! Tables 

LEVEL OF THE CHARA<''TER DELlvt�RING THE �KILLlN(;� BLOW 

OPPONENrs 
LEvt:L 

1 J • , 6 

''''OT.�: If lh� opponcnl'\ le\'eI is greater than '10. an c<tra �o point. is a"'ard�d for each le,'cl m'cr 10. 

1 • , 

U:VEL or nn.: <'HARACT[R CASTING THE SPELL 

SPt:u. 
u:n:L 

2 J • 
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6) IDEA POINTS - These experience points are given for ideas and 
plans that lead to the accomplishment of a goat or a successful event, 
action or adventure. The Gamemaster should keep track of ideas, 

plans and suggestions made by player characters that prove 10 be 
useful or successful. After an event, action or adventure is completed 
and experience poinls from 1) to 5) above have been awarded, the 
resulting experience points to ALL group members are totaled. The 

Gamcmastcr should award half oflhis total as "idea points", dividing 
it among the characters who came up with ideas based upon their 
respective contributions. This is very subjective, so the GamemaSler 
doesn't need to keep an exact tally of ideas and can usually rely on his 

general impressions of Ihc advemure, 
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Experience Points 

EXAMPLE: Afler calculating the experience points for combat, 
maneuvers, and �pells, the Gamemasler now calculates the lotalsjor 
each character, and a lotal for the group (half oj which are awarded 
as idea points): 

Agonar Chima Droggo Naug 

combat 130 1119 0 "" 
maneuver 0 10) 1 10 0 half 
spells 10 0 0 0 lO(al (mal -- --

"" '" 110 .. JJJ2 56' 
idea poims 110 " '50 "0 
(O!al )10 "" )611 ". 

The objeclive and goal of Ihe group was 10 carefully check Out the 
ruined rower as a possible campsite or adl'emure site. Drogga and 
Naug worked direclly rowards this wilh Droggo taking Ihe initiative 
and Naug backing him up. Droggo gels mare idea poinls because he 
performed new acrions each turn and essenlially made a good choice 
each lum, while Naug just "wailed/or something to kill". Agonar 
also per/armed as a back up, bur his unplanned and unnecessary 
Levitale spell used up valuable rime und did nOlhing to accomplish 
Ihe goal ojthe group, 10 scout and bepreparedjordanger. He could 
ha�'e prepared a sleep spell and be ready when danger (Ihe Orcs) ap­
peared. Chin to, of course, losl control whenjaced with Ihepossibil­
ity oj lreasure and personal gain; she did nOlhing la achieve Ihe 
group's objeclh'e. She only had the obvious idea to gel 10 the loot 
jirsl, and disregarded bOlh her own and Ihe group's safelY and goals. 
So, Droggo gels 2jO out oj Ihe j66 idea pail/IS, Naug gels 160, 
Agonar gels J 10, and Chinta Kari gels 46. 

This prot'ess involves some �'ery subjeclive decisions on Ihe 
Gamemas/er's pari and takes praclice. The actual suggesliol/s made 

by the players during plal/ning should be taken into account. II 
Agonar had aCLUally suggesled Ihal he, Chima, and Naug provide 
support as Droggo SCOUTed Ihings out, he would have gOllen more 
idea points. 

7) TRAVEL POINTS - A character receives one experience point 
for each mile traveled on land in an unfamilar area, and one ex­
perience point for every 10 miles if firing or at sea. The character 
must be conscious and interacling with his environment. r.,-Iulliply by 
Y:x in civilized areas, by 2x in moderately dangerous areas, and by 3x 
in extremely dangerous areas. 

EXAMPLE: The group has traveled 30 miles jrom Rivendell 
Ihrough the moderatefy dangerous Trollshaws region. Thus each 
charaaer gels 60 experience points (30 miles x 2 jar moderately 
dangerous) jar Ira�'ef. 

8) MISCELLANEOUS POINTS - Most of the experience point 

guidelines concern action in a tactical situation (i.e., a situation in­

volving detailed and precise activity usually under lime consnaints, 
such as fighting, maneuvering and exploring). It is more difficult to 
award experience points for activities and accomplishments in a 

strategic environmcnl (i.e., less snuclUred than the tactical cnviron­
ment). Travel points reneel the experience gained by traveling 

through new and stimulating regions. The Gamemaster should 

award miscellaneous experience points for the other strategic activi­
ties nOI involving navel (e.g., figuring out a riddle or e1ue, planning a 
successful trip or adventure, etc.). 

-



Character Levels 

These points may also be awarded by the Gamemaster for events 
that have special 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 

misce((aneous experience points for achieving their objective in a 

relatively effective manner. He gives Droggo 150epfor taking the ini· 

tiative and most of the reasonable risk. He gives Agonar and Naug 

J{)() ep apiece for their solid support activity. whife he gives Chinta 

only 50 ep because she disregarded her own safety and the group's 

when she went after a potential treasure. However, Chima gets the 

reward of having the small box without the rest of the group knowing 

that she has it. 

2.62 CHARACTER LEVELS 

The level for each character 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. 

EXAl\.WLE: 1/ the Gamemaster decides 10 immediately reward ex­

perience points after I his adventure, the points are totaled as follows: 

OLD OLD EP NEW NEW 
EP LEVEL GAINED EP LEVEL 

Agonar 43480 4th 470 43950 41h 
Chinta 23400 '"d 370 23770 '"d 
Droggo 19764 I" 510 20334 '"d 
Naug 28940 '"d 928 29868 '"d 

Droggos tOlal experience points has passed 2()()(J(), so he advances 

from lst fevel to 2nd level. So now he must allocate hisdevelopmenl 

poinlS /0 his skills in order to increase his skiff ranks, and then he 

must update his Character Record Sheet. /f Naug had golten 132 

more poinls, he would have admnced 10 3rd level. The Of her lWO 

characlers are not even dose /0 advancing a level. 

ET-S - EXPERIENCE POINT TABLE 

t;XPt;RIENCE POINT 
U:VEL TOTAL Rt:QUJRED 

0 10000 

, \ 0 & 0 '  , 20000 

3 '1 0  tc'1 30000 
, ' tJ;€'('J 1  40000 
5 '1 l'.>pdl 50000 

6 s� .,., 70000 

7 "�"o' 90000 
8 'til .,1 1 10000 

9 . , � "' IJOOOO 

10 I?�ab' 150000 

i9 

2.63 ADVANCING A LEVEL 

When a character advances (goes up) a level, he may develop skills 
(increase his skill ranks) and update his bonuses. To develop a ski!! he 
allocates development points to it (Set 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 
poinls 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: 
I) 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 le\'el bonuses for the character's profession. 
5) Retotal any skill bonuses affected by 2) and 3). 
6) Increase your Power Point total (see 4.55). 
7) Mark the character's new level. 

, ---------- ------------------ -----------�/ 
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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. In the Middle-earth 

Role Playing system (MERP), each player should keep track of his 

one character (his player character) on a Character Record Sheet. 
The Character Record Sheet (RS.I) has places for all of (he 
imponam statistics and factors which are important to a character. 

The Gamemaster may want 10 use Character Record Sheets for 
cenain crucial non-player characters (NPC's). but in general he only 
needs to keep Hack of their levels. This allows him to refer to Ihe 
Master Character Table ST -3 in order to obtain non-player character 

bonuses required during play. 
The rest of this section discusses the Character Record Sheet and 

the different 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 ril1 in all of the appropriate spaces (this process is described 

step by step in Section 3) and add the values in each of the rows, 

putting the result in the "Iotal" 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 

CharaCier Record Sheer to keep track of the character's supplies, 
equipmelll 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 cerlain activities. The basic classifica­

tions for skill bonuses are the Offensive Bonu.ses (DB), 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 ski!! 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), Ihe stat bonus (.see Section 2.12), the profession bonus (see Sec­

tion 2.4), item bonuses (see Se<.:tion 4.56), and any special bonuses. If 
a bonus space contains an "X" then that speciric type of bonus 
doesn't apply to that skill. If  a space already has a number in iI, then it 
is a fixed bonus and does not change. 

As a skill rank is increased by onc through developmenl (see Sec­

lion 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

ment and Maneuver skill ranks are limited by the number of boxes on 
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. All other skills are not limited as to how high the 
skill ranks can go; space considerations aJlow only 15 boxes 10 be in· 

cluded on the Character Record Sheet. 

Offensiv(' Bonuses (OR) - Offensive Bonuses include all of Ihe 
weapon skills bonuses, the Directed Spells skill bonus, and the Base 
Spells 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 arc applied to the various attack tables. 

Keeping Track of a Chorocier 

Def('nsivl" Bonus (DB) and Ddensive 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 Re<.:ord Sheet with a space for the type of armor being 

worn, a space for the extra bonus added to the Defensive Bonus when 

the character is using a shield against an opponent, a space to 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: 5hen-Tyga wears chain, a helm, arm greaves and leg 
greaves: 

Armor-chain 
Shield-(-25) 

Helm- Yes 

Arm Greaves -Yes 
Leg Greaves -Yes 

50 his Perceplion Bonus (due 10 helm), hisOjjensive Bonuses (due 

to arm greaves) and his MovemelT/ and Maneuver Bonuses(due /0 leg 
greaves) are af{ decreased by 5. 

Moving Maneuver Bonuses (MM) - Moving Maneuver Bonuses in­
clude all skill bonuses for skills involving a lot of movement: move­
menl and general maneuver, climbing, riding, swimming, and stalk­

ing. These bonuses are added to maneuver rolls which are resolved on 
the Moving Maneuver Table MT-l. 

Slatic Maneuver Bonuses (SM) - Static Maneuver Bonuses include 
all skill bonuses for skills not involving much movement: tracking, 
hiding, picking locks, disarming traps, reading runes, using items. 
perception. and leadership. These bonuses arc added to manem'er 
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 the number of hits which a character can take 
before passing OUI (see Section 2.32). The Ambush Bonus is a 
modification to critical rolls resulting from a sneak attack on the rear 

of an opponent (.see Section 2.32). The Stalk/Hide Bonus is a Moving 
Maneuver Bonus for Stalking (avoiding detection during 
movement), and a Stalic 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 anack affe<.:IS the 
character. The types of attacks are Essence spells, Channeling spells, 
Poisons, and Diseases. The attack's level (caster level if it is a spell, at­

tack level if a poison or disease) is cross-indexed with {he target's 
(defender's) level on the Resistance Table RRT to obtain a single 

number. In order to successfully resist the attack. the Resistance Roll 
must be greater than or equal to this number (sec the example in Se<.:­

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 ST-3. 
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2.75 OTHER CAPABILITIES 

Other information is kept on the Character RlXord Sheet. This in­
formation is not used as much during playas the skill bonuses, but it 
is still imponantlO kcep track of it. 

Languages - In the slXtion of his Charactcr RlXord Sheet marked 
"LANGUAGES", the player should record each of the languages 
that he knows and the "rank" 10 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 rlXord 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 spclilist if he has already 
learned the list; if he has not completed learning the list (see Section 
3.6), he should pUI the percentage chance which he has in the 
"chance" box. 

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

Armor, Shields, Helmets and Grea'·es - Normal armor (plate, 
chain, rigid leather, and soft leather) covers from the shoulders 10 
mid-thigh, and to the middle of the upper arms. Characters may also 
elect to wear helmets, arm greaves, and lor leg greaves. These pieces 
of equipmem 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). 

Helms and greaves may be metal or leather. Once a piece of leather 
equipment (helm or greaves) has protected the wearer from one 
critical, it wiU be worthless until replaced or repaired. Metal equip­
ment has no such limitations if properly kept up and repaired. It is 
assumed that a character performs such maintenance. 

Shields may only bc used with I-Handed weapons (see Table 
CST-I), and they require the full use of one arm. When using a shield 
a character 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 aUow characters to be left­
handed (101IJo chance) or ambidextrous(2G!o chance). 

Encumbrance - The movement and maneu,'er 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. A burden of I Sib. or less will result in no penalty. It is assumed 
that smaller characters are rugged enough to bear this weight. This is 
particularly true for non-human races. 

Table BT -5 gives the penalty for carrying excess weight based upon 
the weight of the character. To this penalty the character adds his 
Slrength bonus (if positive), giving his "Encumbrance Penalty". This 
penalty is applied to ALL movement and moving maneuvers. If run­
ning or attempting to run, the encumbrance penalty is applied before 
the doubling effect for doubled movement. An example of Ihis can 
be found in Section 3.72). 
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StalS - In the "ST ATS" section of his Character Record Sheet, the 
character should record his stats. The stats are numbers between I 
and 102 that represent the physical and mental capabilities of the 
character (see Section 2.1). These values are placed next to the stats in 
the column marked "value". Each stat value has a normal bonus 
(from Table 8T -1) and a race bonus (from Table 8T -3); each of these 
is placed in the appropriate column. The sum of these two bonuses is 
placed in the "total" column and is used as a stat bonus for calculating 
skill bonuses. 

CODstant 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 space is also 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

ranh 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 to 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 injecl their own Personality 
into their character, which is very acceplable 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, it is 
important to carefully consider your character's personality. 

MOTIVA nON - Anothcr question that should be answered about 

the charaCTer is: What is his motivation? What are his objectives in 
the game? It may be to adventure and have a good time. It may beto 
amass as much gold, wealth, and magic items as possible. It may be to 
kill and fight. IT might be 10 defeat the evil minions of Sauron and 
make thc world safe for Humanity (or Hobbitity or Elfity or 
Dwarfity or Entity). It might be 10 defeat the naive 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 nesh him out. 

AliGNMI<:NT _ 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, oUI for yourself)? In Middle-earth 
terms the evil dudes arc usually (but not always) dominated by 
Sauron and are out to destroy the good guys (who either are 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 feel that Sauron would win regardless of what he 

as an individual might do, so why bother resisting. - Is he a 

hedonist? Good or evil, his prime concern would be to enjoy himself. 
All of these are interesting examples; there are many other options 
thaI add dimension and complexity to a character. 

--------------- __ __ ___ _ ____ ----'1 
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3.0 CREATING AND MOLDING A CHARACTER 

In a Fantasy Rol{' Playing game each participant (player) except 
for the Gamemaster (GM) assumes the persona of onc of the 
individual characters - his player character. Each player must first 
"generatc" his player character in order 10 determine the character's 
altribules, background, physical appearance. skills, elC.; in short. he 
must determine all of the various factors that control whal the 
character is capable of doing in a Fantasy Role Playing environment. 
To generate a character the player should perform each of the 
follOwing sleps (as described in Sections 3 . 1 - 3.8): 

1) Decide in general what type of character 10 play. 
2) Roll the character's stats (see Section 2.1). 

3) Choose a race for the character. 
4) Develop the character's adolescence skills. 

5) Choose a profession for the character. 
6) Choo� the character's background options. 

7) Develop the character's apprenticeship skills. 
8) Outfit the character. 

9) Total the character's penalties and bonuses. 
10) Develop a prrsona for the character. 

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. U� a pencil. since you will be changing and updating your 
character regularly. The various pans of Ihe Character R«:ord Sheet 
and what needs to go in them are discussed in Section 2.7. Some of 
the generation steps are interchangeable - primarily stat generation. 
race choice, and profession choice. 

If Ihe Gamemaster and players wish 10 avoid the process of 
generating characters. Ihey can use the MasterCharacter Table ST-J. 
which gives average bonuses for the various professions and levels. 

Ikfore beginning 10 generate a character. a player should make a 
general d«:ision as to what type of character he wants to ha\·e. This 
decision should concern the character's profession, race, and his 
physical and mental attributes. 

EXAMPLE: The player that wiff be developing and controlling the 
character in this example and the rest oj the examples presented in 
Seclion 3 has read The Lord 0/ the Rings and wonts to play a 
character similar 10 Arogorn II. Thus in general, he wants 10 generale 

a characler who is a Dunudan Runger wilh good phySical stalS. This 
example charocter will be caffed Varak Tafluk. 

To give the readers an idea oj lhe dif/erenL Iypes of characters that 

may be developed, here are some ojthe characters/rom The Lord 0/ 

lh� Rings (usuall)' 0/ very high /e"el) and their races and professions 

in MERP terms. 

Aragorn II 
Elrond 
�omer 
FrOOo 
Galadriel 
Gandalf 
GimiJi 
Glorfindel 
Legolas 
Radagast 

Dtinadan Ranger. 
Half-elf Animist. 
Rohir Warrior. 
Hobbit Scout. 

- Noldor Elf Mage. 
- Human Mage (really one of the ISlari). 
- Dwarf Warrior. 
- Noldor Elf Bard. 
- Sindar Elf Warrior. 
- "Iuman Animist (really one of the lstari). 

BT·! - STAT BONUS TABLE 

POWER 
STAT "ONUS rOI/'rriTS' 

102+ + 31 , 
101 + 30 3 

100 +25 3 

98-99 +20 2 

95-97 + I l  2 

90·" + 10 I 

15·89 + s  I 
25·14 0 0 

10·24 ·s 0 

s·' ·10 0 

'"' ·IS 0 

2 ·20 0 

1 ·25 0 

• - 1'0"'" �m\ a,� '<'Qu;,w fo, ca.mnK ��II�t >«S«t,on 4.33 I. I'M numbrr (t.a.-

�-d upon I"'dl,.cnc� 0, Intullion) gi •• n ibo"f IS muillpliw by tl>e d.ara.:ttt'.Ic,·d w 
oblaln Ihe charact.,·s po,.;., point 10111. 
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3.1 GENERATING STATISTICS 
First the player must generate the stats which determine his mental 

and physical prowess (see Section 2.11 for descriptions of the 6 stats). 

To determine the stats for a character, first make 6 rolls (1-100) and 

record them on a piece of paper. Ignore rolls 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 (see Section 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-I) should also be recorded. 

Elves have cenain advantages over the "mortal" races (see Section 
2.21), and in terms of a fantasy role playing gamc this is reflected by a 

restriction on how they assign Iheir slats. Each Noldor Elf must 

assign his highest slat to his Presence, each Sindar Elf must assign one 

of his two highest stats to his Presence, and each Silvan Elf must 

assign one of his three highest stats 10 his Presence. 
Keep in mind that when a profession for the character is chosen 

(see Sections 2.4 and 3.4), the value assigned to the prime stat for the 
character may be replaced with a value of 90. Thus it is often a good 

idea to assign your lowest stat to the prime stal. 

BT-2 - STAT BONUS EFFECI TABLE 

APPLICABLE 
SKILL or ABILITY STAT 

Movemenc and Maneuver: 
No Armor and Leather AG 
Chain and Plate ST 

Md� OB ST 
Missile and Thrown 08 AG 
Climb AG 
Ride IT 
Swim AG 
Track IG 
Ambush -

Stalk/Hide PR 
Pick Lock IG 
Disarm Trap IT 
Read RUIle$ IG 
Use Items IT 
Oire<:ted Spells AG 
Pereeptioll IT 
Leadership and Influence PR 
Body Oevelopmem CO 
Oefensiye Bonus AG 
Essense Resistance Roll IG 
Channeling RR IT 
RR versus Poison CO 
RR versus Disease CO 
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EXAMPLE: Our character, Varak Tanuk, makes 6slal rolls: 91, 98, 
07, 44, 85, 28. Since Ihe 07 is less Ihan 20, he rolls again and gets a 63. 
These are the 6 �'alues Ihal he may assign 10 his s/als: 91, 98, 44, 85, 
28, and 63. The player has read aboul Aragorn the Rangerand thinks 
Ihat he wants to be that type of character. Varak wants 10 be slrong, 
quick, and stiff be able /0 cast some spells. Since a Ranger has Con­
stitution as a prime stat, he knows that he wif/ be able to replace one 
of his {ow rolls (the 28) with a 90 when he chooses his profession. So 
he assigns his 6 slats as follows: 

- - - - - BONUSES - - - - -

STAl'S Abbr. Value Norm Rlll'e Tolal 

Strength (5T) J'- ,,"-
Agility (AG) JL .±iO. 
Constitulion (COJ -""- -'oJ> 
Intelligence (lG) -"'- -±"-
Intuition (IT) -">- .zL 
Pre,encc (PR) -"'- -±.!L 
Appearance (AP) 

He had to place his 85 in Intuition in order 10 ha'l'e one power point 
per lew{ (see Table 8T-l), olherwise he would be unable to cast spells 
(see Section 4.5). Varak has also looked up his sIal bonuses from 
Table 8T-l and recorded them. 

- -

-

��, ""'i-
fi) ",;�" 'f"'tf4F�'�-'- Jl'� �, ,,., 

---,"1" -,--

;..,.. -:...;",,> 
-�""'''' 

.�----�y 
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3.2 CHOOSING RACE AND CULTURE 
There arc a variety of races (and cultures) that a player may choose 

for his character in Middle-earth. TheS( races arc described in &-e. 
tioll 2.21; thcy include cenain 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 
cenain 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 (S« Table BT-3). 

The Gamemasler may wish 10 restrict the pla)'ers'choices to cerlain 

"acceptable" races. For example, a gamemaster rna)' not ..... anl to 

allow pla)'er character Orcs or Trolls b«ause members of those races 

are usually not free enough of external domination (evil masters, 
such as NazgCll or Sauron) to be controlled by a player. However, a 
Gamemaster running a game set in the 4th Age of Middle-eanh (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 arc usually suitable for 
player characters the Gamemaster should read the race descriptions 

in Section 2.21. The Race Table COT-3 gives races which we suggest 
might be suitable. 

The Oamemaster may wish to require a random determination 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, elC. 
These Characteristics and their significance are described in Section 
2.21 for each race (and culture). The Oamemaster must d«ide 
whether to assign these characteristics or whether the players may 

choose the characteristics within the limits given in the race descrip­

tions. 
To obtain Ihe character's Appearance (AP), make a roll (1-100) 

and then add the character's stat bonus for Presence (sec Table 
BT-I). The Appearance may not exceed 100 through this method, 

although it may reach 101 (but nOI 102) by using background options 
(see Section 2.S I). If the Gamemaster allows it, a character may ex-

EXAMPLE: Still lhinking oj Arogorn, Varak chooses 10 be a 

Dunadan (lhe singular oj Dunedain). He records Ihis in {he "RACE" 

space, and loob up and r«ords his special racial modificalionsjrom 
Table BT-J. 

NAME: 
RACl:.: 

HEIGHT: 

Wl:.IGHT: 

HAIR: 
EYES: 

DE�IEANOR: 

""" T�o1K. 

DSIJAOIIN 
" '..58 

=> Uos. 

.... � 

,,�(t 

" ... 

Essen,!.' RR 
Ctlanneiing RR 
Poison RR 
Di�C'as!.' RR 

.U IG_ 

" IT_ 
" CO_ 
M CO_ 

� ----------------

Choosing Race and Culture 

change his Appearance with one of his stats. We suggesl that this only 
be allowed if Ihe character's Appearance is increased by the ex­
change. 

Ajter reading the racial description oj Ihe Dunadan in Seclion 

2.ZI, the player decides thlJt Varak will be 6:5", 110 lb., wilh black 

hair, grey eyes, and a sUm demeanor. He also records which 

languages (and 10 what rank) a Dunadan knows. A 77 is rolled jor 

Appearance; and with a Presence SlOl bonus oj + 5, Varak:t Ap­

pearance is 81 (fairly good-looking). He decides nOl {O exchange lhis 

82 wilh one oj his slais. 

STATS Atltlr. 

51 rengl 11 (ST) 
Agitil)' (AG) 
Con�liluuon (CO) 
Inlelhg!.'nc!.' (lG) 

Inlnition (11 ) 
Presen",e (PR) 
Appcaran"' ... (AP) 

u 
u 
" 
" 

- - - - - 80NUSES - - _ _ _  

V�lul' Nurm Rlln TuM 

..!JL '-"- .t..!.. 
J L - ±O. 
...... =- """-
.!I!L c£L ..to. 
.8L � -il 

OJ � ..il 
...... 

_ RR 
RR 

""- RR 
.±'- - "" 



Rare Tables 

" 

lSI Roll 

ROLL RACE: 

i�S 

" - This dassificalion includes many separate races (or cullures). 
a second roll may be made 10 delermine the race (or culture). 

Dlinadan 

+5 0 0 
+5 0 +10 0 

0 +5 0 
,5 
0 

" 

ST·l - LANGUAGES OF MIDDLE·EARTH-

0 0 
0 +5 

0 ,5 
,10 ,10 

� 
;;;; 

ESS 
.5O 

-',+20 

ResiSlanC1' Roll 

Modificalions 

CH!'J' , pOS 

+ 2O:X,,; , 
+30 10' �jl� 

0 ,45 'g_j � 5 '0.-
+M) iT 0 :':10 : -" >+ 10' R • ,.;§ 
+20 0 0 0 
0 0 0 0 
0 0 +5 +5 

0 0 .eSr'iJ; l;' -f,-.s(l 
0 0 < '<' l Oll' 100 

= �, 
0 0 !-'! > 10 -¥:'t"lik 
0-..;"" 'Hi 0 \1;:- + IP� :.v 100 if: ,>C, .," vcY ' 

0 0 + 10 0 
0 0 >20 +5 
0 0 -t 20 +5 

\to oil -"(15-'" is; 
_::.4- = � 0 0,-

0 0 " "' � 
)(1:\': ESS _ b>encc; CHN _Channeling; POS- Poi",n; DIS- Oiscasc, ST -Slrcngth: AG _ AgiHly; CO-Constitution; IG -Int�lIig�nc�; IT -Intuition; PR - Pre'en,e. 

I I 
, 

I 
! 

\ 



3.3 ADOLESCENCE SKILL DEVELOPMENT 
Table CGT-5 indicates what skills a character develops during his 

adolescence (early life), and also how much the skill rank is increased 
in each skill. The significance and mechanics of skills are described in 
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 Tank boxes indicated below for each skill. Some skills are not 
included on the tables below because no race develops those skills 
during adolescence. 

CGT-I - LANGUAGE RANK TABLE 

Rank I - Allows basic "erbal communication through simple phrases 
(e.g., Safe to cat?, Danger ahead?, What is c05t1, Where is 
bathroom? etc.). No reading or writing. 

Rank 2 - Allows sp�ch on very simple subjeclS 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 J - Allo"s sp.:ech wilh a fluency equivalent to lhal of an a"erage 
native speaker, but without the \Onal qualities (i.e., the speech 
would be accented). Allows the ability to read and wrile 
moderately simple passages but not for SUbtle concepts (i.e., 
about fiflh grade II.""vel). 

Rank 4 - Speech as in Rank 3, and Ihe ability to read and write as an 
a"erage literate man (i.e., about ninth grade I("vel). 

Rank 5 - Allows absolute fluency with 110 accent and lotal literacy. 

Adolescence Skill [)evelopmem 

EXAMPLE: Varak mUSl now record the skill ranks, languages, and 
spell lists obrained during his Adolescence (set! Table COT-5). 

Varak really gets lucky when he rolls to lry and learn a spell list. 

Needing ro rol/ (1-/00) "10" or less, he rolls an ''04'' and learns a spell 
list. He chooses "Moving Ways" and records it. Varak also gets 6 
ranks of language; he chooses one more rank in Quenya, J ranks in 
Rohirric, and one each in Hobbirish and Silvan. He would like to 
have picked Khut.dul (Dwarvish), bul the Oamemaster ruled that he 
would not have had rhe opportunity during his youth. 

ti\Nl;UA(;t:"-i RANK SPEI,I, LISTS china 

I,  • ., " 1'I6'IINf;r "'�$ I x  I JlD"��'1!. 
2) w=_ S 2) I I 
II Qu�'fA. � 3) I 
4, S',",DUJN S 4, I 
l) IilOIlIJlJl',,- , 5, 
6, H.8,,'UH , 6) 
7, SI�V",", / 7) 

Varak marks his Adolescence skill ranks with "X's" in the ap­
propriateboxes (see Table COT-5). He marks one box each inNoAr­

mor, Rigid Learher, Missile weapons, 2-Handed weapons, 
Polearms, Riding, Swimming, Reading Runes, and Using Ilems. He 
marks rwo boxes in Chain and J-H Edged weapons. Finally, he 
marks rhree boxes in Body Development. 

SKILLS SCTJo Rank 2"70 Rank 

MOVEMENT AND MANEUVER: 

No Armor 
Soft Lealher 
Rigiu Le,llher 
Chain 

� 0 · .. · .. ·-.·.· ... ·.· .... M3Jl;mum ...... 

DO 0 .. · .... ···-·-········-·Num�r···· 

\8l D D D D  .. ··········· .......... of ...... 
,;)<;l � D D D D D  ··· ...... -.. -·Ranks··· 

WEAPON SKILLS (Offensive Bonuses): 
]·H Edged J:iC � D D D D D D D D  
2·Handed �DDDDDDDDD 

Mi�i� � D D D D D D D D D  
Pole·arms I!i:I D D D D D D D O D  

(;ENERAL SKILLS: 

Ride t)!:I D D D D D D D D D  
Swim rifDDDDDDDDD 

MAGICAL SKILLS: 

00000 
00000 
00000 
00000 

00000 
O O O D O  

Reali RUjl(�s i:8i D D D D D D D D D  O D O D O  
U s.:  Item, t!!i O O D D DO D OD D D O O D  

MISC. SKILLS AND BONUSFS: 

Hody ikwl. � � � D D O D O O D  O O D O O  

\�---------------------------------------------

, 
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�:3 'I!::;'; � '" 

'''! 
• • 

! 
- ., ., .� • � • 

MO"f..MENT • � � ., • 
AND MANEUVER: Q � 

I I I 
Sofl Leather- 0 3 0 0 0 0 0 0 0 

Rigid Leather- 3 0 0 I I I 0 3 3 3 
Chain- 3 0 0 0 0 2 2 0 2 J 

SKILLS: 

\-H Edged- 0 '0' I 2 0 2 2 I I .; 2 t:'f2 0 4 0 
I-Ii Concussion· 4 3 0 Q I 0 0 0 0 O""Oif-&' J J 

2-Handed- 0 I 0 0 0 I 0 0 0 '1/:-,, 0 di 0 0 
Thrown- ., l 0 0 0 I : � I 4 I 

Missile· 0 0 2 , " , " , 0 0 , 
Pole-arms- 0 0 0 0 , 0 

GF..NERAI. SKIU..s: 

Climb- , 0 2 2 0 0 0 0 0 0 0 o .J 3 , I 
Ride- 0 0 0 , 0 2 8 0 4 0 0 0 , 0 

Swim- 0 0 2 3 S 0 , 2 0 0 0 
� 

Ambush- 0 • . 0 0 0 0 0 0 0 0 2 I , , 
Stalk/Hide- 2 S 4 0 0 0 0 0 0 4 0 0 0 
Pick Locks- , 0 0 0 0 0 0 0 0 0 0 0 0 

Disarm Traps- L;,O 0 0 0 0 0 0 0 0 0 0 0 
"',::; ,'<': 

Reading Runes- 0 2 0 0 ,0 0 0 0 0.. 0 0 0 0 
Use Items- 0 0 0 0 0 0 0 0 0 0 0 0 0 

Body [)evelopment- 2 3 2 J 2 2 2 2 ) 
Perception· 0 0 0 0 I '4 � 

'70 CHANCE Ot' GElTING 
3<'� 5 A SPt:U. UST* ) 2 , ) ) " s 

t 4 4 4 2 2 2 2 

• <h, II ltoor ; , I ii , ; , ""' , 
chosen a profession for his character, because the choice mU$t be made within restrictions of his profession (scr Seclion 2.4) and race {set' 

t - This allows the ra<.:c (up to a 
and dc"clop them, or a 

/ , 
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3.4 CHOOSING A PROFESSION 
After a character's Slats 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 Oil his 
Character Record Sheet. The Gamesmasler may wish to restrict cer­

tain races from choosing certain professions (e.g., Dwarves and 
Hobbits rna)' not be Mages or Bards). Suggestions for such restric­

tions appropriate to Midd[e�arth are summarized in thedescriplions 
of the individual 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 a Scout, 
Intelligence for a Mage, Intuition for an Animist, Constitution for a 
Ranger. and Pre�nce for a Bard. If the pla),er wishes he may replace 
the value previously assignw to his character's prime stat with a 90. 

The character should then choose a realm of magic (see �tion 
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 stal (if his realm is Essence) or his Intuition stat (if his 
realm is Channeling). 

The character should also total his stat bonuses at {his point and 
record that he is 1st level and has 10000 Experience Points. 

EXAMPLE: Varak chooses to become a Ranger. He records Ihis, 
along wilh lhe olher jaclOrs determined al lhis time: his Realm (for 
casling spells) is Channeling (since he isa Ranger), his lel'el is lsI. and 
he has 10000 experience poinls. He also (cleverly) decides 10 rep/ace 
his prime Slot as a Ranger, ConSlitution. with a 90. This is done and 
Ihe slot bonus is upgraded/rom + 0 10 + 10. Sin('e his Realm is Chan­

neling his Power Poinls are determined by Intuition; from Table 
BT-I, we look up and record that his PO'tr.'ef Point lotal is I. Finally, 
Vorak totals his normal stat bonuses and his racial stat bonuses to ob· 

loin his toml Slot bonus. 

PROFESSION: �N(,1.Il. 

lEVEL: I 

- - - - - uO,,"Ust:s - - - - -
�,..rATS 

Strenith 
Agility 

Constitution 

1lllclligcn�e 

IlllUilion 

Pre*nc� 

Appearanl'(' 

Abbr. Vlllue 

(ST) .lJL 
lAG) -'lL 
(CO) ..... 
(lG) .!I!I.. 
(IT) -"'-
(PR) ...... 
trW) 

REALM: 1-1I_HI'<UIN(r 
POWER POINTS: 1 

EXPERIENCE POINTS: jl),OOO 

NQrm Ibee Total 

..... .ti. .±-" 
�,. .H. � 
..i:lo.. .ill. ...... 
.HI.. .±Q. ..±.O. 
...... .HI.. � 

""'"- .H. ..rJ. 

Choosing (J Profession 

3.5 BACKGROUND OPTIONS AND DETAILS 
Each play�r charact�r has a c�rtain number of "BaCkground 

Points" based upon his race (as indicated in th� last row of Table 

COT-5). These points must be allocated to the "Background 

Options" d�scribed in Section 2.SI.  The Oamemaster may decid� to 

assign lh�se options in his own manner. or h� may allow the play�rs 10 
choose from or roll on the Background Option Tables COT·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 Oamemaster can base this background upon the 
character's race. profession, and background option choices, as well 
as the selting of the game. This is up 10 Ihe Gamemast�r even though 
the player character concerned may have some input. 

EXAMPLt:: Varak must now allocate his background option 
points; he has 3 points since he is a /Junedain (see Table CGT·S). He 
pUIS one point into Special Abilities, one into Special Items, and one 

into Hobby Skill Ranks (see Section 2.51). His Gamemaster has 

decided to allow Ihe players to choose/rom Ihe Background Option 
Table CGT-) instead o/having 10 rof!. 

Varak chooses " Very Observant" as his special ability since he is a 
Ranger, and records h is + I{J iJonU.f in the "Special" column of the 
Track skill row and the Perception skill row. He also writes "Very 
Obserl'ant" nexi 10 SPECIAL on the Character Record Sheet. 

SPECIAL: 

Track 

Perceplion . .  

IG_ 

1'1' __ 

Varak chooses a + 15 broadsword as his special item, and records a 
+ 15 in the "11f!m "column o/the I·H Edged row. 

WI::APON SKILLS (Offcnsh'c Bonuses): 

I-II Eugcd . ST_ 

Finally, he chooses to put his hobby skill ranks into Caving (0 secon­
dary skill, Section 2.33). Since it is a secondary skill he gets S skill 
runks and records them. 

SECONDARY SKILLS: 

�q,=::"'","=�=== i!§� �·:g�ODOO 0 00000 
_ D O O O O O O O O O  00000 

Based upon these choices, Ihe Gamemasterand player get together 
and decide upon a brief oUlline oj his background. Varok is the 
younger son o/Canae Tanuk, a Dlinadan Ranger 0/ Northern Ar­
nor. All o/his/amily but his/other were killed in on Orcatlack when 

he was young. He was trained by his father in Caving and 
Woodsmanship. He is exceptionally sharp-eyed and observant. His 

/alherdisappeured whell he was 17, leaving only his + IS broadsword 
Ihat Varak carries. Varak plans to/ind oul whal happened to him as 

soon as he finishes his apprenticeship under his/uther's best friend, 
Pralorn Durban. The Gamemaster plans to /Iesh OUI this 

background as Varak advenluresand/inds out more derails about his 
/amily. 



Buckground Oplions 

Increase one stat by 2 
or Increase each of three Slats by 1 

A81UTY 

'i/:ii""' 
A"p!!(ial "+ 5 bonus 10' anyone primary.skilL ""; "'!;'!V!,Jr',,i.' � 
A special ... 15 bonus in a secondary skill. 

_ ''''' " 4h 
wil)1 l1 type of': ammal: Starl ��:,�j�l�) 

animal of; that i)'J:<'(e.g., rl 
. cal, . et .. \). An)' maneuver ."P'"W\'� ''''''''',iLS;I' 

_ ,  'anImal Rwivdfa spedal .+ 25 bonus.' ,"C! I"'&""rio """'"""i5."''', ""':,;> .#.. .C=. "" 02, 'V 

71-75 

Infravision: abilily (0 sec sourcc:s of heat in darkness. Range 
is up to 100' (ahernalively, anr one other sense may be 
enhanced in a similar manner). 

Rc:sistan(:e: a !pecilll + 10 �nus to �5,a'llai 
ad ver�y , t\()rmally Eikn� s1lcll$, Chan dtpoiM,ord�. sef ' 

;<.�. '0': 
Proficient wilh spells: start having learned one extra spdllist 
(Ihis background option may only be obtained ollce). The 
type of spell lis! is still limited by profession and race. 

1.6-80 AdePt at moving maneuver,: ,II special +,10 bOnus __ ,,�" 
�. ejJi 0c m�in.!�

'!I;lIItUV�S_ 

81-85 Very observant: a special -t 10 bonus to perception ami 
tracking. 

, ' 
JJghtnin&. react ions: 

91·95 Charismatic: a special -t 10 to leadership and innuence, 

= 

1\ I I  

4, -+:1 spell adder item: Allowsthe easterto cast oneadd,itional 
�:tii spell-pcr day without expendinr; power poinu (see. Seciion � 4.56). It is )uggtst«lthat such iteOJsbe at least )'Jong llnd � hand-held. . ;;q;;. .'." >,,;,,"�b1 ��,� 

Daily spell item. an item whkh allows a spell to becast a cer­
tain number of times a dar without expending poower pooints 
(see Section 4.56): a 1st level spell four times a day, a 2nd 
kvelspell three times a day, a 3rd level Speil lwice a day. or a 

4th le"el spell onee a day, The player may choose anr spell 
(4th level or lower) and the trpe of item (if the GM deems it 
appropriate) OR the Gamemastcr and player may agree on a 
�pccial magic item (e.g., a canteen that refills once a dar, a 
rope that ties and unties itself. a backpack "'hich is 
weightless regardless of contents, CIC.). 

+ 15 bQnus magidtem <II abo\·t) OR 
rat>Ovc'l:� , "  ' - .�".". 

+ 2'spdl ltdder' (as. 
";' ;0> 

l'o'O Tt:: II mullipJe rolls or �hoi� .. are taken hom thi\ table. It " suggested that Ihe 

player ha,·c the ,'hoi", of ha,inll all ot Ihe abililie. joined in onc item Or ,prtad 

Ihrou�houl '''"0 Or mOre separate ilem,. The +'s (bonus .. ) on item and �pell adders 
would Ii' to a total of laken in One ilem. 

-- ,$.-0'» 
ROLL AMOUNT 

01"()2 1 9o 
OJ"()5 2 gp 
06·15 5 gp 
16-25 10gp 

- ,"-H IS II' f - " 31>45 lOgp 
46-55 30 gp 
56..{i5 35 gp 
66-iO "'gp 

il! 71-75 50 gp 
- 76-SO Wop 

81·8S 70 "  
86·90 80 gp 
91-94 l00gp 
95-97 125 gp 

, 98·9') l50 gp ;
-
00 200" "oZ-

/ 
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3.6 APPRENTICESHIP SKILL DEVELOPMENT 
Afler background oplions and a profession have been chosen each 

character must devclop skills during his apprC'nliceship. Based upon 
his profession, the character re(:C'ivC's a certain number of Skill 
dcvdopmcnt poims in each of the skill categories as indicated in 

Table CGT·4. This process is also used each lime that a character's 

level increases. The various skills and categories are described in 
Section 2.32. 

The development points in a givcn category may be used towards 
increasing skill ranks (see Section 2.3) in that category. A skill rank 
may � increased by onC' (and one only), by using one of these 
development poims. A skill Tank may be increased by two by using a 

total of three development points. A skill rank may not be incr�ased 
by mor� than 2 ranks during th� apprenticeship. 

The exo:�ption to these rules are the Movement and Maneuver 
skills. A character may allocate to any of the Movement and 

Maneuv�r skills as many of his developm�nt points that he has 

available in the Movement and Maneuver category (and those he 
transfers). Eal;h point inueases the skill rank by one, regardless of 
how many points are allocated to that skill. 

r.XAMPtE: Varak must now develop his skifls during his Appren­
ticeship. Remember that some skills have already had their ronks in­
creaseq during Adolescence skill development. He checks Table 
CGT-4 andjinds out how many development points he gers in each 
category: 

Weapon Skills - 3  Body Devc[opment - 2  

General Skills - . Languages - I  

Subterfuge SkiUs - 2  Movemcnt and Maneuver - 2 

Magical Skills - 0 Spell Lists - I  

Varak decides (0 concenrrate his weapon de�'elopment in I-H 
Edged weapons and puts all 3 oj his Weapon Skiff points into /-H 
Edged, increasing that skill rank by 2. Remember (exceptjor More· 
menl and Maneuver skills), on allocalion oj I point increases a skill 
rank by I, but on af/ocarion oj 3 points only increases a skill rank by 
2. He also puts both oj his MOI'emetJI and Muneuver points inl0 
Rigid Lea/her, increasing his Rigid Leuther skill rank by 2, 

MOVEMENT AND MANEUVER: 

No Armor ·)IlU ------·-··--·-·-M3Ximum----

Solt Leather OLi U ------------·-·------···Numboer---

Rigid LeatlKr ��llC '1 0····-··-·· .... ···-·-·--01"----

('ham �gDoonD ·-·-.. ··· .... --Rallh--

WEAI'ON SKILLS (Offellsive Honuses): 
I-II I.:dgtd I:!i'I�KI�ODDDoD U UDDO 

l-H COII(ussiUIi O D D O D D O !J lJ O  0 0 0 0 0  
2-lIandcd �U O o O O OD OO LJ U LJ O D  
Thru",n D O U o u o n o o o  O O D O [J  
,\II"lk 
l'nk·'IIII!" 

KUUI Il .UljUliU U U U O O  

�U U U U I  II H J U U  U U U LJLJ 

Looking at his 2 points in Sublerjuge Skills. he decides 10 pu/ one 
point intO Stalk/Hide and one point into Disarm Traps. He PUIS one 
oj his General Skills points into Track and one jnLO Climb, and 
decides to rransjer the other 2 General Skills pOints 10 Body Develop­
ment, resulting in a tOlal oj 3 points jor Body De�'elopment (since 
development points normally lfansfer at a rate of 2 to f). 

Apprenticeship Skill Dt�'lopmfnl 

TRANSFERRING DEVELOPMENT POINTS - Ikvelopment 

points that ha\'e not been u� may b( transfered to another 
I;at�gor)'. H the category that the points are transferred 10 has an 
initial development point totallhat is zero (e.g., Weapon Skills for a 

Mage or Spell Lists for Warriors and Scouts), then that category 
receives one development point for ev�ry four transferred. If the 
category that the points ar� transferred to has an initial development 
point IOta I that is not zero, then that category receives one 
development point for every two transferred. Points may be 
transfered from several categories. Unused points are lost. Points 
from any category or combination of categories may b( used to 
develop the Perl;eplion skill (i.e., transferred on a 1 to I basis), 

SPELL LlSW - Each development point used on a spell list gives a 
20'1f I;hancc of "learning" (s� Section 4,5) a spell list, thus using 5 

points gives a 100'1. chance of leaming a list. A given character may 

only roll onl;e during apprenticeship to le,am a spell list. If acharacler 

atlempts 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 100'10 chance of 
learning a list, the character may expend more points to take a chance 

of learning a second list (20'7. chance per point), A character's 

profession (see Section 2.4) and race (see Section 2.21) determine 
which spell lists he may learn. 

GENERAL SKILLS: 
Climb 14 0 0 0 0 0 0 0 0 0  0 0 0 0 0  
!tide �OOOO O DOOO 00000 
S"im pia:OOO O OO OO O 00000 
Trlld �OOOO OO OO O 00000 

SUHTERJ.·UGf. SKI U.s: 
Ambush 0000000000 00000 
Stalk/Hide /i'l'Oo OOOODDO 00000 
Pid Lock 0000000000 0 0 0 0 0  
Di�rrn Trap OllOOo OO DOOO 0 0 0 0 0  

He uses the 3 points Ihat he has in Body Development to increase 
that skill's rank by 2. Since pointsjrom any calegory can be usedjor 
Perception (on a I to I basis), he uses his Language point 10 increase 
his Perception skill runk by one. 

MAGICAL SKILLS: 
.ttad Runes 
Use IIcm� 
D,rC\Cted Spells 

�OOOOOo OO O 00000 
MUOooO OODO 00000 
0000000000 00000 

MISe. SKILLS AND HONUSES: 
Perceptiun 
80dy Dcve!. 

�O O OO D O DOO 0 0 0 0 0  
�����O O O O D 00000 

Finally, he uses h is point in Spell USIS 10 try and learn the "Nature's 
Guises"lis/. This gives him a )O�. c�unce oj learning the list (rolling 
leu Ihan or equal to 20), He rolls an 84 and does nO/ learn the list. 
However, he records the list and thejact that he hasa 20% chance (0 

build on when he reaches the next leve/. 

SPt:I.LU !n's ehllnct 
l )  r\Oy,..t", W"'iS [X I 
2) N"'TU�I:.'S ,"UIU'" 1 .2.0 I 
31 ___________ [ J 

• 
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CGT-4 DEVELOPMENT POINT TABLE 
PROFESSION 

CATF.GORY WARRIOR MAGE ANIMIST SCOUT RANGER I BARD 
.\Io"emem and Maneuvc) )- , I I I 2 , 
Wcapon Skills , , I ) ) 2 
General Skill 2 2 2 ) '- 2 
Subterfuge Skills 2 , I , 2. 2 

QI" '''I Skill, , , , I , 0 3 
Body Dc:,'dopmem ) I I I 2 2 I 
Languages , , 2 I I 3 

pdl Lists · , , , 0 I 2 
• - Special see above. 

CATEGORIF-S: 

MUV":MENT 
ANI) MANElJ\'[R: WEAPON SKJU.S: SURn:R.·UGt� SKILl.S: GENERAL SKILLS: MAGICAL SKILl.'; 

No Armor J -Handed Edged Ambush Climb R..-ading Runes 
Sof! L ... alher 1·Handed Concussion Stalk/Hide Ride Use Items 
Rigid Leather 2-Handed Pick Locks Swim Direeled Spell� 
Chain Thrown Disarm Traps Track 
Plate Missile 

Pole-arms 
SPEll .. LISTS; Each spell lis\ is learned separately. 

LANGUAGES: Skill in each language is de,'eloped separatdy. 

801)'1' IlEVt:LOPMENT: Determines a chara�lcr's hits. 
Pt:RCt:PTlO,� - Tllis skill may be dt:veloped with points from any category or combination of �alt:guries. 

3.7 READYING THE PLAYER CHARACTER 
Once the player has completed lhe steps oullined 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 OUTFITIING 

Each character begins the game with two normal weapons of his 
choice (in addition to any special items). He must have a skill rank of 
1 or more in each weapon skillihat applies to the weapons. He begins 
wilh one set 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 bell, 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 with more money 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-5 
wilh this cash. If the character has enough money, these purchases 
may include herbs (see Table ST -5) and items with magic bonuses (see 
Table ST-4, Table ST-1, and Section 4.56). The Gamemaster may 
wish 10 make other equipment available. The players can keep track 
of Iheir supplies and equipment on the back of their Character 
Record Sheets. 

EXAMPLE: Varak mUSl now de/ermine whal equipment and sup­
plies he wiff carr)'. As starting equipment, he rna)' automalicalfy 
choose to have: 

His + 15  sword (only weighs 3 1b) 
Rigid Lealher Armor 
A Handaxe 
A Composite Bow 

Weapons belt 
Clothes (includes boots & cloak), personal effects 

weight in lb. 

, 
wear 

5 

, 
wear 
wear • 

" 
Varak has 2 gold pieces to spend on other equipment (from the 

Equipment and Price Tuble ST-4). He decides /0 buy: 

gp 'P bp cp ,po weight in lb. 

, 0 0 0 0 Starting equipment I I  
0 2 5 0 0 Leather helm wear 
, 5 5 0 0 Shield 1 5  
0 ) 0 0 0 Dagger I 
0 0 0 0 2 Quivers of 20 Arrows each 6 
, 0 2 0 0 Backpack 2 
0 0 2 , , Bedroll 5 
0 0 0 0 Tarp 4 

0 , 0 , Rint and steel y, 
0 2 4 0 0 100' superior rope 6 
0 0 0 5 5 torches 5 
, 0 , 1 , Waters kin (full) 

0 0 0 0 Trail rations (I week) 14 

5 2 5 '10 � lb. 

• gp '" goldpiece; sp '" silvcr piece; etc. 

Varak decides againsl arm greaves (-5 to OB) and leg greaves (-5 10 
Movemef// and Maneuvers). due to the cost and penalties. Thesepur· 
chuses (eave him wilh 4 sil�'er pieces, 8 bronze pieces, 7 copper pieces, 
and 5 lin pieces. 

j 
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3.72 CALCULATING THE ENCUMBRANCE PENALTY 

After the charaCltr has been outlitted, the player should lotal the 
weights of all of the character's equipment and supplies (other than 
dothesand armor), rounding down to the nearest pound. lflhe total 
is over IS pounds, a penally may result. Table BT -S gives the penalty 
for carrying excess weight; this penalTy is applied to ALL movement 
and moving maneuvers. If running or 3\lcmpting to run (see Section 
6.41). the encumbrance penally is applied before the doubling efrect 
for doublC'd movement. This penalty should be placed in the "EN­
CUMBRANCE PENALTY" space on the Character Record Sheet. 

3.73 TOTALING THE BONUSES 

Al lhis point Ihe player must determine and lotal his bonuses for 
skills and other capabilities. 

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. 

StilI Bonuses: For each stat. the stat bonus is obtained from Table 
DT-I .  and the racial stat bonus modificlltion is obl.ained fTOm Table 
8T·3. Both are written in the appropriate space next to the stats on 
the Character Record Sheet, and then the lotals are written next to 
them. These stat bonuses are also recorded on the bonus line of any 
skill to which they apply (see Seclion 2.7). 
Professional Bonuses: Each profession receives bonuses for cenain 
skills and skill calegories (see Senion 2.4). These bonuses are record· 
ed on the appropriate bonus lines on the Character Record Sheet. 

Item Bonuses: Certain magic items provide bonuses 10 certain skills. 
These bonuses should be recorded on the Character Record Sheet. 

Spedal Bonuses: These bonuses can come from baCkground options, 
spells, armor penalties, etc. Some of these bonuses are already on the 
Character Record Sheet. Total these bonuses for each skill and place 
them in the appropriatespaceson the playerCharacler Record Shttt. 

Finally for each skill. all of the bonuses arc summed 10 obtain the 
10lal bonus which is used in play. 

NOTE: No "MOI/emenl and Maneu�'er" bonus for a gh'en 
character can exceed the sum of his Agility Slut bonus + 10. 

EncumbranCf' and IJQIIUS6 

EXAMPLE: In the example in the P"I';OUS section, Voruk equipf}'d 
himself andfigured OUi how much weight he was carrying, 70 Vi lb. 
He checks Table 8T-5, and finds his penalty is -15. Since he is ex­

tremely strong, he has a strength bonus of +15, resulting in an En­
('umbrance Penalty Of O. Por a normal person (with no strength 
bonus), the Encumbrance Penalty would be -15. People have teased 
Varak that he would make a good pack animal (the teasing does not 
usua{{y last long and is not repealed). 

Varak would start incurring a penalty if he picked up 10 more 
pounds of Sluff, so he te{{s the Gamemusler that a laI 0/ the heavy 
stuf/(bockpock, waterskin, rapt', most of the rations, bedroll, farp, 
and torches) is in hisbockpack. Then even ifheemersafight or has to 
run away carrying someone, he can drop his pack and his Encum· 
brance penallY will not cause him to suffer much (it can never be 
greater than 0). 

ENCUr-,lBItANCE PENAl.TY: ST -I-� + -JS = .....±.Sl.-

BT4 - 'SKltL RANK BONUSES TABI;E 
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o 
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Bringing u Characler /0 Lifl.' 

EXAMPU:: Varak now fills in all of his bonuMs and totals them. 
His item and special bonuses area + J 5 broadsword, -5 to Perception 
when wearing a helmel, and + JO to Tracking and Perception. 

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

The Stat bonuses come straight from his Character Record Sheet, 

SKILL RANKS 

SKILLS 5% Rank 20/0 Rank 

MOVEMENT AND MANEUVER: 

No Armor 
Son Leather 
Rigid Lealher 
Chain 
PialI.' 

Ci!I 0 ....... ······ ......... Maximum ..... . 
o � 0 .... ··········-·········N umber··· 

0lI � i:i!l 0 D · ·····················-o f······ 

i:i!:i�00000 ···············Ranks··· 

0 0 0 0 0 0 0 0 0-···················· 

WEAPON SKILLS (Offensive Bonuses): 
1·11 Edged §(g:§�OODOOO 0 0 0 0 0  
I·H Com:ussion 0 0 0 0 0 0 0 0 0 0  0 0 0 0 0  
2·Handcd i)!lO O O O OO O O O 0 0 0 0 0  
Thrown 0 0 0 0 0 0 0 0 0 0  0 0 0 0 0  
Missile � D O D O D O O O D 0 0 0 0 0  
Pole·arms �D O O O D O D O D 0 0 0 0 0  

GENERAL SKILLS: 
Climb 
Ride 
Swim 
Track 

� D D D D O D D D D 0 0 0 0 0  
� D D U OD ODOO 0 0 0 0 0  
�O O O O O O O O O 0 0 0 0 0  
� O D O D O O O D O  0 0 0 0 0  

SUBTERfUGE SKIl,LS: 
Ambush 
Slalk/Hide 
Pick Lock 
Disarm Trap 

0 0 0 0 0 0 0 0 0 0  0 0 0 0 0  
&0 0 0 0 0 0 0 0 0 O D O D O  
D O D D D O D D D O  0 0 0 0 0  
�DD O D O D O D O 0 0 0 0 0  

MAGICAL SKILLS: 
Read Runes 
Use hcms 
Dir�led Spells 

� O D O O O O O O O 0 0 0 0 0  
� D DO O D O D O D 0 0 0 00 
0000000000 0 0 0 0 0  

MISe. SKILLS ANI) BONUSES: 
Pereeplion 
Body [)e\·cl. 

Armor- I'lL 
Shidd - (·us) 
Helrn- �u. 
Arm Grca.'cs- Ifo 
leg Grcan:s- HQ 

� O D D D O D D D D  00000 
� � � ® � D D O O O 00000 

Base Spells 
1.eadership and Influence 
Defen�ive Bonus 
Essence RR 
Channeling RR 

Poison RR 
Uiscasc RR 

SECONDARY SKILLS: 
CJW/foIGr :!illill lill li!:l IillO O D D O  00000 ='-'"",,'=== 0 0 0 0 0 0 0 0 0 0  0 0 0 0 0  

3.8 BRINGING A PLAYER CHARACTER TO LIFE 

Rank 

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 persona entirely different from his own, or 
some medium between the two extremes. 

JJ 

and the Skill rank bonuses areobtainedfrom Table BT-4 (-25 jorskill 
rank 0, and 5 times the skill rank otherwise). 

For each skill rank in Body Development, Varak may roll DJ - 10. 
He rolls: 5, 8, 4, 3, and4;for a tOlalof24. Thisplus hisstat bonus oj 
+ 20 and the standard +5, gh·e Varak 49 hits. Thus he can take 49 
hits in damage before he passes OUI. 

Stat 

AG� 
AG� 
AG.±..1Q. 
ST +u 
ST...±M 

ST +,u 

ST HS 
ST-iM 
AG.±JQ. 
AG..±J2 
H-±>J 

AG +.1D 
IT...:tl. 
AG.±!9 
IG-'" 

IT....!:£ 
CO� 

,= 
pR...±£ 
AG..ili 
IG...ril 
IT..rl.. 
CO� 
CO� 

SKILL BONUSES 

Prof Item Spec Spec 

,0 
�15 
�)O 
45 

-W 

±"'­
" 

Tolal 

..±.I£ MM 
...:.lIl MM 
� MM 
-10 /o,IM 
::.-"'2.. MM 

+�OB 
�OB 
�OB 
-=-11.. OB 
:1:lL 011 
.±1!" OB 

±JJL MM 
.;t11. M;\\ 
.±hi MM 
.±lL SM 

-15 SP 

� SP 
-1.1 SM 
-+10 SM 

.±LSM 
.l.1Q. SM 

-=l! OB 

+J7SM 
-t'i<l SP 

...±Q.. OB 
..:H... SM 
-I-Jo DB 
� "" 
..±.L RR 
.±M. RR 

� "" 

EXAMPLE: Varak is a noble person, dn·oled 10 fighting evil in the 
form oj Ihe minions oj Sauron. Unjortunately, he lends to carry this 
to an extreme; to him mereassocialion with a known agent ofSauron 
should bepunished by quick execution. Likewise, hejee!s that many 
neutral people who steal or perjorm "evil" acts must be destroyed. 
His motivation is to become as powerful as possible, so as to most ef­
fectively thwart the plans ojthe Dark Lord. He also wants to find his 
father (living or dead), if it does not interfere with his personal war 
againsl evil. 

- .--�--------------- ���_/ 



J4 The World System 

4.0 TH E WORLD SYSTEM - TH E GAMEMASTER'S TASK 

In order to run a fantasy role playing game a Gamemaslcr must 
devtlop and outline all ofthe basic componentS ofa "World System". 
These components are similar to lhe components ora novel or play: 

I) A sening must be developeod for action 10 take place in. 
2) The characters who inhabil lhe sening must be sketched out. 

3) A general plot or scenario must be outlined. 

4) Decisions must be made concerning how to handle cenain 
elements of role playing (e.g., adventures, magic, religion. 
heating, poisons, CIC.). 

Developing the componenlS mentioned above requires a lot of 
work and effon on the part of the GamC'master. 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 
M£RP provide the quidelines for handling the various elements of 
role playing. A Oamemaster 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 Oamemastershould first and 
foremost read and absorb J.K.K. Tolkien's works, primarily The 
Hobbit and The Lord oj 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 crealUres - Elves, Hobbits, Dunedain, Wizards, 
Ents, Nazgftl, Orcs, Trolls, Dragons, 8alrog$, etc. And ofcoursc the 
novels are intertwined with a plot of tculy epic proportions (the 
struggle of the Free Peoples against the Dark Lord, Sauron of 
Mordor, and his minions). 

Iron Crown Enterprises' (I.e.E.) Campaign and Adventure 

Guidebook jor Middle-nuth provides a wealth of general informa­
tion on Middle-eanh. 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"x]6" 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.K. Tolkien. 

Iron Crown Enterprises' Middle-earth Campaign Modules provide 
even more detail concerning specific regions of Middle-earth. These 
modules provide a view ofTolkien'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 adventure locations 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 Hof� Playing systrm includes a very simple 
sample adventure module, THE LAST BRIDGE, which is designed 
to be played by a beginning Gamemaster and group. THE LAST 
RRI DOE includes the inn at the "Last 8ridge" on the road from 8ree 
to RivendeJ1, the Trollshaws region, a Troll lair, and a ruined castle. 
After beginning a group in this area a Oamemasler can outline and 
design an area of his own in Middle-earth, or he can use one of 
l.C.E.'s Modules set in an adjacent region or another section of 

\ i 
-

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

Whichever approach a Oamemaster 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 various elements of a fantasy role playing game and present 
some of the problems and situations that may arise during play. 

4.1 THE SETIING 
The setting for a game can vary according to the amount of time, 

effort, or money a Oamemaster is willing to spend. Fortunately for a 
Oamemaster 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 Oamemasters gradually 
into fantasy role playing, MERP will simplify the process of 

constructing and designing a setting for a game. The three basic types 
of seningsdefined in M£RPare: civilized areas, the countryside. and 
adventure sites. Each type of stlling 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. 

------------------- --- ---



The Setling 

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 Se<;tion 5.1.  

A civilized area can be as 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 Part III for a 
complete example) can be described by providing: 

I} Maps and layouts. 
2) A description of inhabitants and visitors. 
3) A price list of available services, supplies and equipment. 
4) Some sort of outline of available information and clues. 
5) An outline of available healing and re<;uperation 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 selling 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 in ambushes, fights, meeting, 
sighlings, etc. These activities and how to resolve them are detailed in 
section 5.2. Basically, the countryside is the general setting in which 
the civilized areas and adventure sites arc placed. 

The coulliryside that a Gamemaster uses can be represented by a 
simple pencil sketch of a small area with the primary terrain features, 
the locations of the civilized areas, and the locations of the adventure 
sites all marked. Alternatively, the countryside can include all of 
Middle-earth in a \'ery 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 MERP are good examples of a detailed countryside. [n 
general, an adequate countryside (see Part [II  for a complete exam­
pic) can be described by providing: 

I) A sketch map of the overall world. 
2) Detailed maps of the specific area in which the adventures occur. 
3) The location of civilized areas and adventure sites. 

4) Sketches of typical terrain 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). 

)j 

4.13 ADVENTURE SITES 

Adventure sites 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 features are 
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 advenlUre site varies from a 
simple cave (for an example see the Troll cave in ParI III), to a ruined 
castle (for an example see the castle in Part III), to the complexity of 
ruined cities and hollowed out mounlains. In general, an adventure 

site (see Part III for two complete examples) can be described by pro­

viding: 

I) 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. 

Physical 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, walis, corridors, 
towers, etc. and their relationship to one anOlher. The layouts in Part 
III pro�'ide an example of how to approach designing adventure sites. 

Hazards - In order for an adventure 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 obslacles like sheer 
walls, chasms, collapsing walls, etc. Their location should be marked 
on the adventure site's physical layouts. The adventure sites in Part 
III provide examples of some of these hazards. 

Goals and Objectives - Characters have to have some reason to visit 
an adventure site. This can take the form ofa mission, such as rescu­
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 10 fight, 1001, and 
pillage - the key word being LOOT. 
Treasure - Table ST'{) provides a list of some of the types oftreasure 
that might be found in an adventure site: money, gems, weapons, 
armor. magic items. spells on scrolls, spells in 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· 
tie money or items. 

--------------------_ . .  _---- - --_/ 
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4.2 THE NON·PLAYER CHARACTERS (NPC's) 
A fantasy role playing game not only n�ds settings (see Seelion 

4.1), it also needs characters and creatur" to inhabit those swings. 

The player characters provide the adventurers for a game, but it is up 

to the Oamemaster (or his choice ofpJaying aids) to provide the rest 

of his world's population, the non-player characters and creatures. 

or course, the Gamemaster does nOI need to develop the emire 

population of Mjddle�arth; he need only sketch out the nonptayer 

characters that are required for interaction with the playercharacler. 

For a simple game, the non-player characters usually r�uir� 
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 I.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 I II  
gives the non-player characters required by that adventure. These 
characters should provide a good sample of the various types of non­
player characters and creatures that are useful in fantasy role playing. 

The Master Character Table (ST-3) provides average bonuses for 

characters, based on profession and level. The rest of Section 4.2 will 
outline some of the most important classes of non-player characters 
and creatures. 

When dedding what non-player characters do in a given silllation 
or how they react, a Gamemaster may wish to make an open-ended 
'"reaction roll". As a very general guideline, if the reaction roll is hiah 
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 rcaction should be based upon how high or low 

the reaction roll is. 

EXAMPLE: In the sample adventure presenled in Part I (p6), three 
Orcs exit their camp at dusk by 'Walking up 0 flight of stoirs 10 the 
ground floor of a ruined (ower. The first hin! they gl'l Of danger is 
when their leader is shot through the neck and dropped. The two re­
maining Orcs look aroufld and see a female human kneeling over a 
chest with her back 10 them, a Owarfwith a still 'smoking" (ond thus 
unloaded) crossbow, and un Elf levitaling about 14' ow!r the Oworf. 

Th(>ir options in order of aggressiveness are to: attack the O ... ·or/. 
attock the kneeling humun. draw a short bo .... , fakr cover ond fight 
defensi�'ely, slowly retreat lookiflg/or possible openings toartack, Qr 
/fee. The Gomemaster tokes in10 account the death of lheir leader 
(arc leaders usually lead through intimidation), and makes a reac­
tion roll for each Orc (high being aggressive). The first arc rolls 06 
and flees for his life (or to "gel help"), the second rolls a 91 ond 
"bravely"decides toal/ock the nearest and a/course " .... eakest .. oppo­
flent, the kneeliflg /emale human .... ith her back 10 him. 

If he had rol/ed much abo�'e the 91, hr would have charged Ihe 
sneaky (but tough) Dwarf who shot his leader. If he had rolled a 
medium roll, he would have drawn a missile weapon or taken some 
defensive type action. OJ course, on a 10 .... roll he would have joined 
his buddy Qnd run away. 

NQII-Player ChQruClers 

4.21 THE GENERAL POPULACE 

The first step in outlining the non-player characters is to determine 

the races and cultures which inhabit the world al 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 2.21 and 

Appendix I (Section 8.0). 
Ncxt the Gamemaster must decide which races and cultures inhabit 

the specific region of Middle-eanh in which his game is to take place. 

The example adventure in MERP (Pan I I I) 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). 
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4.22 HOSTILE POPULATIONS 

The members of races or cultures which are hostile to the player 

characler� mUSI be defined in moredelailthan the general populace. 
This must be done because the 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, cvil creatures, and evil or neutral 

Men. For beginning games, we suggest that the player characters not 

be evil, since evil groups of characters afe 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 this is not always true as 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

leresling, but it may be too complex a situation for an ineXperienced 

Gamemaster to handle. We suggest that for beginning fantasy role 

players (he inhabitants of adventure sites be hostile. 

Keep in mind that intelligent inhabitants of an adventure site will _ 

require ccrtain features in an ad\'enture site: a reason for being there, 

a food 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 things. 

Thinking Rl/lct's - 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 nO[ 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-hoslile 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-eanh. 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 10 heal one of their characters). 

Monsters and Other Creatures - In addition to characters and 
animaJs, Middle-earth adventure sites may have a variety of monsters 
and intelligent creatures. Tolkien's writings are full of creatures such 
as Dragons, Giant Spiders, Balrogs, Wargs, Kraken, Ems 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 T olkien'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 racial 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. 

This is a list of special Middle-earth creatures that may be used by 

Gamemasters within the Mt.1iP rules. Other creatures may be in­
vented or used, but the Gamemaster must decide their traits and 
capabilities. Appendix 2 (Section 9.0) provides detailed descriptions 
of each of these creatures. 

Balrogs Mearas 

Crebain Mewlips 
Dragon Mumakil 
Dumbeldors Nazgul 
Great Eagles Olog-hai 
Ems 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 wam to have non-player 
characters that associate or adventure with Ihe group of player 

characters. This is often necessary when there are not enough player 
characters to make a group large enough to handle a particular 
adventure. In  addition, it is often helpful to have allies or a powerful 
friend to help balance overly powerful 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. 
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Hiring Non.playu Charactus - 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 al a given 

time and civilized area (see Section 8 . 1  for an example). The number 
of available characters should be limited in the smaller civilized areas. 

In Middle-earth Warriors and Scouts should be the most available, 
with Bards and Rangers being less common, Animists being rare, and 
Mages being even rarer. 

To hire a non-player character, the Gamemaster should require a 
roll on the Influence and Interaction Column of Ihe Slatic Maneuver 
Table (MT -2). For a given civilized area the Gamemasler should rate 
the difficulty of hiring non-player characters who are looking 10 go 
adventuring. The following ratings for difficulty are based upon the 
offer made by the character attempting to hire. They might be ap­
plicable for the sample adventure in Section 8.0 (it should vary based 

upon how many players there are). A "share" is the total money value 
or non-magic treasure (gp, sp, bp, cp, tp, and gems; see Section 4.8) 

obtained during Ihe adventure divided by the number of non-hired 
members. 

Difficulty Offer Made 

Routine - I 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 -. I gp (or more) per day. 
Ha.nl - 5-9 sp per day. 

Very Hard - 1-4 sp per day. 
Elltremely Hard- A half of a share. 

Sheer Folly - A quarter of a share. 
Absurd - " Come adventure with us" 

After being hired, the Gamemasler 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. A relatively low roll would indicate an unwill­
ingness to enter or deal with the situation, 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 oflhis is the meeting between Frodo 
and Sam with Faramir and the Rangers of hhilien 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 heaJing, information and help. 

Guardians - While hired characters and allies are more passive ex­

amples of the Iype 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 was a 
guardian for Frodo and his friends for a little while after they left the 
Old Forest. When they were about 10 be destroyed by Wights, Frodo 

summoned Tom Bombadil by reciting a verse. We suggest thaI 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 activilie5 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 as simple as a 
ruined lower inhabited with bandits and their treasure (the player 
characters want the loot). On the other hand, a plol can be as 
complex as the plot in The Lord of the Rings. We suggest a simple 
plot for beginners. Part III provides such a plot with a castle holding 
the possibility for treasure and adventure. 

4.31 GENERAL POLITICS 

Sketching out the general politics for agame helps the Gamemaster 
make decisions concerning the actions of non-player characters. It 
also helps him make the player characters' backgrounds come to life. 
It provides a framework for the general course of events in the 
regions that the player characters travel through. For example, a war 
or armed raid may be taking place in an area where the player 
characters are adventuring. 

The World Politics - ThepoliticsofMiddle-earthduringtheSecond 
and Third Ages are fairly simple: Sauron and his forces are trying to 
take over the known world through direct conflict (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 cuhures have their own internal politics and 
objectives. The specific political situation (How powerful is Sauron? 
What is he doing? 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.e.E.'s ClJmpaign and Adventure Guidebook to 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 thaI he wishes, restricted only by the history of the earlier 
ages. During this period, we suggest the main political organizations 
be empires, kingdoms, guilds, religious groups, and the like. Much of 
the conflict in Middle-earth can result because of conflicts between 
such groups. Truly e\'il (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 objectilles and plans of any significant non-player characters 
should be noted. The objectille of a farmer would be to bring in his 
crops; shopkeepers and traders want to sett high and buy low; loca! 
officials want to collect taxes and keep things peaceful; etc. More 
unusual characters may have personal objectives that connict or 
coincide with the player characters. Such objectives should be 
carefully thought out. 

The Plot al1d Typical Ad�enrures 

4.33 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
tilles. A good adventure should halle 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 player character to an adllenture 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
formation that he has on the mission. Often the non-playercharacter 
has ulterior motives 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 bt� re5Cuing 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 _ Raiding is an adventure designed to attack, fight and loot. 
It doesn't have to be keyed to a specific adventure site. Player 
characters are out for any appropriate fight with a suitable reward 
(lfeasure and experience points). 

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

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 
combatants are not trying to injure or kill one another, 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 sellled 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 is {he first to draw blood using only "A " criticals 
(see above), to a due! 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 through chance. Encounters 
can occur in civilized areas or the coufllryside, 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 unique ties 10 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

key approach to the utilization of great power was a factor relating to 
the nature of those possessing the gift. The Valar laid down their 
direct guardianship of Middle-earth in stages, at the end of the First 
Age and with the downfall of Numenor. 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 
not use force unless it was absolutely necessary to combat Darkness, 
and then only 10 the degree needed. As a result of this approach, they 
appeared far weaker than they really were. 

The other masters of magic in Middle-earth employed their 
abilities in relative secret. Men and Hobbits were not great friends of 
spells and often were unaware of their usage outside of fairy tales and 
legends. This created an atmosphere where magical occurrences were 

rarely seen and often became merged or confused with natural 
evems. 

One of the primary reasons for this subtle and senet use of magic 
and spells is the presence of Sauron in Mordor. Sauron is not one 10 
restrain 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
tribute to the restraint found in those who possess the ability to wield 
spells. Some are weary or concerned about upsetting the balance of 
things, to be sure, but others are doubtlessly 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
etmh Role Playing system. Spell usage falls into 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 and two realms of magic, in order to provide 
a more usable framework for low level adventures. For higher level 
spells and a more detailed framework, LC.E's Spell Law provides an 
expanded spell system with three realms of magic, over 2500 spells, 
and over 150 spell lists. 
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4.51 ESSENCE 

The Essence realm utilizes the power that exists in everyone and 
everything of and in Arda, and in particular Middle-earth. Essence in 
Middle-earth has its source in The Song (The Ainulinda1e) 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 spells. 
Most of the truly powerful Essence spells deal with forces elemental 
in nature: fire. earth, water, wind, light, cold, etc. The more inert 
material that is on the person of someone casting Essence spells. the 
more difficult it becomes 10 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 subtle and low level (e.g., 
healing, detection, etc.). More powerful and higher level spells not 
included in MERP might require active consent of the Valar (the 
Valar include 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. 



40 

4.53 SPELL LISTS 

A spell list is an ordering of spells based upon the correlation of 
spell level. intricacy of the spell, and potency of the spell. All spells in 
a lisl have some common characteristics and attributes, although 

each may have vastly different effects and applications. A character 
does not gain the ability to cast individual spells; instead he "learns" 

(sec Section 4.54) an entire spell iisl of related spells and is limited 
only by his level and the level of the spells. 

The spell iisis are in Section 7.1.  Each speli lisl falls into one of six 
groups: Essence Open Lim, Mage ListS, Bard Lists, Channeling 
Open Lists, Animist Lists, and Ranger Lists. These classifications 
d�ermine which spell lists are learnable by which professions (sec 
Section 2.4). Each spell on a spell iisl is preceded by a num�r 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 .  

•. 504 LEARNING SPELL LISTS 

A character may "learn" spell lists during his adolescence skill 
development (see Section 3.3), during his apprenticeship skill 
development (sec Section 3.6), and when he advances a level (see Ste­
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. oncc a character learns a spdl list he may cast any spell 
on that1ist that is his level or lower. Certain professions may only cast 
spells up to a certain level (see Section 2.4). 

•. 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 levd AND he has enough power 
points. Certain professions are limited as to the highesl level spell lhal 
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
lion 6.6). Even when casting a non-attack spell a roll must be made 
and resolved on the Base Attack Table (AT-9) to delennine if the 
spell fails. 

Power Poines - Each character has a certain number of power 

points available to use for caseing 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·I for the appropriate stat and 
multiplying t.he 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 to Case Spells - It takes one round of action to cast a 
spell (sec Section 6.3). However, up 10 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 lhe spell. 

+ 0 - if caster spends 2 rounds preparing the spell. 

-I S - if caster spends I round preparing the spell. 

-30 - if casler spends 0 rounds preparing the spell. 
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4.56 MAGIC ITEMS 

Cenain items are magical in nature; they either have magical 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 more spells 
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 spell item is usable by a given character betwttn 8 hour periods 
of rest. Bonus spell items should be held or worn. 

A + I spell .dder allows a character to cast one extra spell betwttn 
8 hour periods of rest in addition to those which he can normally cast 
by using his power points; a + 2 spell adder allows 2 additional spells; 
a + 3 spell adder allows J additional spells; etc. 

A x2 spell multiplier doubles the number of power points available 

to a character between 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 + 5 lock pick. a sct of + 15 chain, etc.) add their 
bonus to the total skill bonus of any sk.ill 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 + S iock pick would increase 
his Pick Lock skill bonus by 5, and a set of + I S chain would increase 
his Defensive Bonus by IS. The use of such items does not usually re. 
quire a Using Items stalic maneuver roll (see Section 2.32). Their 
bonuses apply to any appropriate rolls by any character using them . 

EXAMPLE: A few SQmp/e magic items and their costs/ol/ow: 

sll�rr of fireballS - 500 gp + 5 cp 

100 gp since it is a "Starr' charge item 
5 cp - normal Quarterstaff price 

400 gp - since Firebalt is a 6th level spell 

Rod of Waterbolts - 180 gp + J cp 

30 gp since it is a "Rod" charge item 
3 cp - an estimate of a rod price 

150 gp - since Waterbalt is a 4th level spell 

Wand of Shock Bolts - 40 gp + I cp 

10 gp since it is a "Wand" charge item 
I cp - an estimate of a wand price 

30 gp - since Shock Boll is a 2nd level spell 

Wand of Calm II - 70 gp + I cp 

Calm II is a 2nd level spell just like Shock Bolt, but it is a 
Channeling spell so Ihe price doubles. 

DIIKlj:er �'ith Dail}' lI(twire pf"r day) Levitate Spell - 245 gp + 3 sp 

20 gp since it is a "Daily" item 

3 sp - since it is a dagger 
22S gp - ISO gp since Levitate is a 4th level spell, 75 gp since it is 

twice per day instead of once. 

Ring with Daily U Lel'ilate Spell - 490 gp + ring price. Price of 
Dagger above is doubled since a ring is smaller. 

POlion or Haste I - 100 gp 

10 gp - for a vial of Potion 
90 gp - since Haste I is a 61h lel'el spell 

+ IS magic Handan - [2S0sp = 125 gp 

5 sp cost of a normal + 0 handaxe 
:'1250 - multiplying factor due to + IS 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 '( have to have learned the list 
which they come from. Spells from this type of item fall into one of 
several categories: 

RUde Piper: A scroll with a spell inscribed on iI, the spell may only be 
cast once from the rune paper before it disappears. A piece of rune 
paper may be reused by placing another rune on it by using a spell 
from the Spell Way list (see Section 7.12), 

Polion: A vial of special liquid with a spell "in" it. The spell takes im­
mediate effect when swallowed (no roll necessary to use); it only has 
effect once. A potion may use the spell to directly effect Ihe characler 
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 
cenain number of time5 each day. 

Charge Spell Item: A magic item containing a spell that may only be 
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: 

Minimum Maximum 
length It Charges 

Wand - I' iO 

Rod- 2.S· lO 

Staff - " 100 

RASE PRICES: 

Wand _ 10 gp + the normal cost of the item 
Rod - 30 gp + the normal cost of the item 

_ 100 + the normal cost of the item 

Maximum 
Spell Level 

2nd 
" h  

100h 
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Normally in order for a character to use an item or rune, he must 

successfully make a Siatic maneuller roU on the Reading Runes and 
Using Items column of Table MT-2. Special items obtained from a 

background option (see Section 2.SI) do not require such a roll from 

the character that they are keyed to. A Gamemaster may wish to in­

clude other special items that do not require a Reading Runes roll or a 
Using Items roll, 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·4 to determine the base 
price of the item. The base prices for items containing spells (not in­
cluding the COSt of the spell itselO are included in Table ST· 7. 

If a magic item has a bonus (see above) or is especially lightweight, 

its base price is muiliplied by a factor gillen in Table 5T -7. If a magic 
item contains a spell there is an additional cost added to the base 
price. Table 5T-7 gives these multipliers and additional costs. 

These prices are for buying magic items. Normally, only 50010 of 
these prices may be obtained 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. 

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

HP,.; UJ-' 
ITEM 

OR BONUS 

-�, ---- --
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2 
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4.6 RELIGION 
Middle-earth is a vast continent which is the home of numerous 

races and cultures. Most have their own god or gods and have thdr 
own sct 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 Irue in northwestern Middle.earth, where 

the Elves and enlightened Men know of lhe Irue nature of those on 
high. 

Eru and the Vallir 
Eru is Arda's One God, and the Valar aTC his servants. II is the 

Valar who live in Amon. EfU originally assigned them the guardian. 
ship of the world and - allhough they removed themse!\'cs from 
dirttt interaction with Middle-earth following the Downfall of 
Ntimenor in S.A. ]]19 - they still attempt to maintain the balance 
of things. Through their agents (the Wi�ards or ISfan) 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 
comballing power with power. Both the Wizards and Sauron are 
lesser Valar, those beings called Maiur. 

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

The fiflun greater Valar are often called the Powers of Arda or 
Ainur. It is they who are most revered by the inhabitants of �-liddle­
earth. Within their group the eight Armar ("Exalled'� are preemi­
nent: 

M ...... i _ Kin' of the VaJar. Wind lord. Mam'r of the Air Bnd Weatl>cr. 

V.,,,b - Qu«n Ortbe VaJar. Ladyofthc Start. Spirit of Licht. Also !,"lllled EllNrerhor 

EWfltdri. 
U"'o _ Ott"n Lord. M�CT of the W"CTS. 
"1I1i - The Smith. M ... ter of the Earth. Lord ofCrlfu. Maker of Mountains. Make, 

of l)wan·fS. Alio taoed MaMI. 
Y.�.nIlM _ NourishCT. Mistress of the E.rth. GiYer of fruiu. Ke.:pcr of Plants. Also 

tilled K�m�nld,i. 
N'",o _ Mamr of Spiril$. Ke.:per of tho Dud. Doom.maltCT. Lord of the Halls of 

A",·aitins. Also called Mllrrdos. 
]'10"1 .... _ MimMS of Gritf, Pity. and Suff�.in'. The w�pcr. The Conscience. 

OroBlt _ The 1·lunuman. Tamn" of Beam. FO'e)t Lord. �1�er of Ihe Wilds. Horn. 

bloWn". Also cilled A,,,,,,. Aid,""". or TIlII,,,,,. 
MottO(� - The �Bl.ack Enemy'"""""once the m;,.t.tle,t orlhe Aratar. lnd ind«daU tM 

"'Iiar. but he fell from grace and has be<:n a..1 into t,", Void. Named Mdkt)l"("He ""00 
aris.es in Mi;hl"), he �ame juJou. of II.U lord Eru and ,"",�e\ed po .... er. He ..... Kin, of 

DarkD4t Ind Ihe orilin of Evil - E"il incarnate. 

The Glhe, li� aruler "'alar are: n .. , MimC"Sli of flowCTI and Song; 1AsY. Dan<:er 

and Mistre$sor Youth and Celebration; Irmo, DrfiUn Malter, Lord of "'ision$, Lor$t,,; 
£.sit, Ilealer; and V.iri, Weave, of Fate, wife of Mlndol. 

Remember that the Valar are worshipped by many peoples undel 
different names and with unique beliefs. Some folk revere specific 
Valar above all others simply because the Vala has power over 
locatty significant natural influences. For instance. U1mo might 
have more significance 10 a coaslal race, and he might be called by a 
IOtally foreign name. 

Rfligious Worship 

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

'---

Rtligion 

4.7 INJURY, DEATH, AND HEALING 
During the course of a game characters will likely receive damage 

in Ihe 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 separare Iypes 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 (he coma a roll on Table 
IHT·l is required once a day as described below. In this case the col­
umn headings referring to rounds are used 10 refer 10 the number of 
dll)'s after death. 

I f a body is injured enough to cause death (see Section 4.72) and 
the soul has departed (or is Lifekept, su Section 4.74), it will begin 
to dttay normally (a Preservation spell witt halt this. see Section 
4.74). As soon as all injuries leading to death have been cured, the 
decay will slow (sec paragraph above). As a body decays the main ef­
fect is the deterioration of stats due to a lack of oxygen now to the 
brain. Each round after death has occurred, a roll must be made on 
Table IHT-I for each of the character's stals \0 see if that stat is 
reduced. Once any stat reaches zero or below, the character's soul 
will nOI return to his body through normal means (spells or herbs). 

4.71 INJURIES 

Injuries can occur as a resUlt of anacks, fumbles, failure, and 
speJts. Injury takes the form of hits. hilS per round, slUnned rounds, 
subtractions from activity. and spttific injuries to various parts of 
the body. These injuries are derailed in Senion 6.65. 

IHT·I - STAT DETERIORATION TABLE 
KOUNf) AHER DEATH 

ROLl. ISI.filh 71h-18rh 

1 - 10 0 0 
1 1 -25 0 0 
26-50 0 I 
" -7� I 2 
76-90 I 2 
\1 1 - 00  I J 

;"'U·' }.' ;'�umbo:r re,uit ;, the anmu,I( Tho \1�' ...  educed. 

IHT·2 RECOVERY TABLE 

St�\'ERITV 

TV",.: UF I .'JUKY I.IGIIT MEDIUM 
Burn/Tissue 3 day� 10 day� 
Bone/)\.t us.de/Tendon S days 1 5  days 
H ... ad/[nternal Organs 2 w ... eb 2 months 

IHT·3 - L1fEGIVING U·FECT 

A N D  PRICE TABLE 

LEVEL or t;. CHANCE or OA \'S KEQUIREO 
CASTER fAILURE fOR RECOVERY 

12th 1OV,"o � Days lXad 100 � Da)s Dead 
15th Sv,' • .  \ Days D�all 50 .X Oap Ikad 
17th 2'10 � Days Dcall 20 x Days Dead 
20t h 1 flo .\ Oap Dead 5 x Day� Dead 
25th I ..,'.  x Da}".� l>ead nunc 

Ant' l81h 

0 
I 
2 
J 
4 
, 

S":VJ:RE 

2� da)'s 
35 da)'s 
I'aries 

SUGGESn:o 
I'RICE 

ISO liP 
250 liP 
350 liP 
500 liP 
800 liP 



Injury, /HQlh, and flta/ing 

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) Exeusive HI ... - If a character r«ei\'cs more hilS than the sum of 

his Body Development hit tOlal (.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 Arlre a Number o( 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 healing is very important. It deter­

mines how often characters die and how much time and money are 

required for r«overy from injury. Injuries heal naturally and may 

be temporarily patched as follows: 

Hits - One every hour if resting, one every ] hours if not resting. 

Hits per round - A bandage and compress will Stop 1,2 or ] hits per 
round (or reduce a hits per round "wound" by ]), so long as the 

character does not do more than walk during the next 8 hours (the 
hits per round start again if he d()t!; more than walk). A tourniquet 

will stop 4 to 10 hits per round (rom a limb wound, but until the 

wound is healed the tourniquet must be loosened once every 24 
rounds and ] hits per round must be taken for 5 rounds (or the limb 

will be lost). 

SublT1lclions 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 IHT·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, 

elc.). 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 pre-vent the soul from leaving the body. The 

spell! that heal injuries are specifically defined in the spell lisl 

descriptions (Section 7.1). 

The Preservation spell on the Direct Channel list (see Section 

7.15) halts decay of the body so that the deterioration of Slats 

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 (he 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 reo 
quired. Lifegiving is at least a 12th b'el spell, and will vary depen­

ding upon the level of the character casting it as given in Table 
IHT-J. This assumes that an Animist of that level is available. Each 

Lifegiving spell (based upon level) may only be attempted once for a 

"dead" character, but the nexl time that character "dies" each spell 
may be used again. 

4J 

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 le\'el of the spell limes the level of the 

spellcaster (in gp). This price is often treated as a "donation". Cer­

tain Animists may hul 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 alternalive 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-]) 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. navor, and realism. Many of these elements have already 

been discussed in Section 4, but all of the elements of a real world 

can not bt covert<!. A few of the more imponam 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 10 a plague created 

by the Dark Lord to decimate the populations of certain regions. 

Table $T-5 gives a summary of the source and effect of certain 

diseases. 

BUYING - Many areas of Middle-earth will operate on a barter 
system: thaI is, trading and exchanging goods of approximately 
equal value. Cash values can be a comparative standard for those us­

ing bartcr. 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 ST -4 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 to sell goods in a 

civilized area they can automatically get 50'10 of the nonnal price; 

thaI is, if a buyer can be found (e.g., a buyer for a staff Ihat casts 

fireballs mighl be hard 10 find at a country inn). 

A character can attempt to get more than 500], by making a static 

maneuver (see Section 6.52) on the Innuence and Interaction S«tion 

of the Slatic Maneuver Table MT·2. Of course, he runs the risk of 

not being able to sell the goods. The Gamemasler 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 70GJo , the difficulty should 
drop for a 2nd roll). 



MONEY - We suggest that money be in the form of coins, each 

weighing \4 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 80ld pieces (gp) 

I gold piece (gp) "" 10 silver pieces (sp) 

I silver pie� (sp) == 1 0  bronze pieces (bp) 

I bronze piece (bp) = 1 0  copper pieces (cp) 

I copper piece (cp) = 10 tin pieces (tp) 

Mithril coins are very rare and may not be taken for full value 

everywhere. In Middle-tanh, Mithril coins are more common in ear­

ly to mid-Third age, their value at the time dropping to 50 gp or even 

10 gp. 

NOTE: Except lor Milhril coins the �'alue 01 each type 01 

coin is 10 times the value 01 (he next lo'tlt't!r coin. Thus lht! 

�'alue of an amounr 01 money (01 less than 10 gp) can IH 
.... rit/en as a j digit number, with the 1st digit representing 
gold pieces, the 2nd silver, the 3rd bronze, the 4th copper 

and thelasllin (e.g., 63251 is6gp, 3 sp, 2 bp, 5 cp, and I tp). 

Then costs and prices can be added and subtracted as base 

10 numbers (see the example in Section 3.71). 

ST-8 WEATHER T�E 
The first figure rep'('SenIS Ihe mean in illche�; the 5tcond or parellthetieal 

is the probability number. Roll the dice each day, and a roll equal to or less 
Ihau the probability number means that there will be pfe<:ipitation that day; 
the lower 11M: number, the hea"ier the pre<:ipitation during a given time. 

Computation of the type of preeipitatioll is keyed 10 the area's 
temperature for thc gi�en day: 5no ... · - bdo�' 3]:0; sled - al )20; nin -
abo"e 32°. When il sno"'� th",re is a I "71 chancr of hail. and a 4� chance of 
all ice storm. ' = SOlllo chance of dewar fug, but no further precipitation. 

Kuin}' _ hOI ur warm; one or two dry months; wet lhe resl of the year; fre-
quem heavy rains. 

lIumid and tempc'nlle - precipilalion in all seasons; light to moderate 
pre<:ipilalion spread o,'cr many days. although heavy downpours oc�ur on 
occasion: heal'y fogs in hrghlands or alung coasts. 

Wei lind Dry - distinct and elllreme wet and dry seasons: H'ry heavy 
precipitation during wet �ason; lillie or 110 precipilation during dry period. 

Or)' - areas wilh cold or hal climales: modesl precipilation concenLrat�d 
during warm-moderate IC!Up<'ralure periods; dry Ihe rest of the year. ��; light 10 negligible precipitation; rapid 

!sTANDARD " 
Munlhs H,i" Itumid 

, , " ,' ,," y",,,, 
, Nar"'llin (Wimer) lOS' (90) 2" (20) 

2 ,'lliinlli (Wimer) 9" (85) 2.5" (25) 

J C;"lItron (Wimer) 10.5" (90) ).5" (20) 

, (; .. irith (Spring) lOS' (90) 4" (75) 

, l.Olhrun (S"''''�J 8" (SO) 4.5" (SO) I , ' ,;m ; "",;"" ' " '''"' 'Y' "" 
,,',,' 

, (;u'elh (Summer) 2.5" (25) 4,3" (SO) 
8 Urlli (Summer) 1 .5"(5) 4" (7S) 

9 hanMlh (Summer) 2" (20) 6.5" (95) 

'0 .'llillr�klh (Foil) 5" (50) 6.5" (90) 
I I  Hilhlli (Foil) 6" (60) 3" (45) 

12 Girithron (Foil) ," I'U1 2.5"'"" 
, , , , y.;;;::-

2" (20) 

1 .5"(15)  

2" (02) 

I,S" (IS) 

2" (20) 

'" l1m 

3" (30) 

)" (30) 

2.5" (25) 
3.5" (35) 

2.S" (25) 

'''-' 1151 

WtQlher/lrld Money 

WEATHt:R - Determining the daily weather is important when 

adventuring. Table ST -8 provides a method for determining the 

temperature and precipitation of a given day. The Gamemaster 

should: 

1) Determine the month. 

2)Determine the general climate of the area (e.g., warm and 

humid, cool and dry, hot and dry, etc.). 

J)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., I 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. 

STANDARD TEMPERATURES 
The followillil table gives temperature t(lllge§ for a variery of I 

Gamemaster should (a) note the size of Ihc range, (b) roll the 
O!;ales. The 

dice. and 
ratures. (e) apply the result wilh high rolls �orresponding 10 high lempe 

"0< Warm Tempc'n.!t C�I Cold 

1 60-15 45-65 10-50 0-35 
2 55-70 40-60 045 (-20)-30 
J 55-75 45-60 10-55 (-10)-40 
, 65-85 50-70 25-65 15-55 
5 7'-95 60-90 = 6 80-105 70-95 

50-75 
60-90 

20-60 
40-80 

(-40)-0 
(·50)-0 
(-45)-10 
(-2S)-25 
()40 
2<>-SO � 

, , !Kl-IJ5 85-105 = 
• 8 90-115 80-105 

9 75-100 65-95 
1 0  70-90 60-85 
I I  6H3 "-75 
1 2  60-113 50-70 

, Wet and I)r)' 

I" (10) 

.25" (02) 

.25" (02) 

.75� (OS) 
2.5" (20) 

,-' "m 

)" ()O) 

4.5� (45) 

5" (SO) 

I I" (95) 

12" (99) 

'" 170) 

6'-95 
70·100 
55-85 
45·70 
30·65 
20·55 

U,,· 

_2'" (02) 

.25" (02) 

.25" 

.25" (03) 

.25" (OJ) 

1.5" (l5) 

l.5"(l5) 

1.5" (I') 
I" (10) 

.25" tOJ) 

, 

45-85 
40-80 
30-60 
20-55 
10-45 
040 

Mid 

- (01 ') 

- (01') 

- (Ol') 

- (Ill') 

-"" .. " 
, .... ,"'1 
- (OI') 

- (Ol') 

- (OI') 

- (Ol ') 

-tOJ') 

.. (0 ' - , 

lS-60 
35-65 
2O-SO 
..... 

(-20)-30 
(-30)- 15 
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5.0 ACTION IN TH E STRATEGIC ENVIRONMENT 

The snategic environment consists of the civi lized areas and the 
countryside (see Section 4.1). Compared to tactical action (see Sec­
tion 6.0), which usually takes place in adventure sites, action thaI 
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 orten 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 ",nd 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 
Gamemasler 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 facililies for food and lodging, 
even if it is only swill or table scraps and a barn. Table ST -4 gives 
some suggested prices for foO<! and lodging at a norma1 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 describe!! in Section 
4.41. Information on missions that non-player characters want per­
formed should be made available al 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 activities 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. 
Often it will help to get the locals drunk or in a good mood to 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 10 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 bonus 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 hOI 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 snategic environment turns into action in 
the tactical environment (i.e .. fighting, stealing, running, etc.). A 
Gamemaster should make an open-ended "activity roll" each day in 
a civilized area to determine the likelihood of an "encounter". If this 
roll is very high, then some encounter may occur. How high the roll 
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 brawl in the 
tavern or inn that the player characters are visiting, an attempt to 
mug (on the street or in their quarlers) 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 usuaily are attempting to get 

from one place to another (see Section 5.3, for activity in the 
countryside while seaching for something). The Gamema5!er 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 characters are moving or aClive, and 12 hours 
if they are resting, sleeping or hiding. Distance is generally measured 
in miles. 

5.21 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 group is hacking its way 
through a jungle or dense growth, 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. 

I f traveling at night, the movement rate is norma! for groups with 
all members capable of seeing at night. For groups with no 
characters capable of seeing at night, movement is lowered to IOIlJ. 

of normal. For groups consisting of at least half of its characters 
capable of seeing at night, the movement rate is 75'i'n of the normal 
rate; it is 50llJo if fewer than half are capable of night vision. 



.. 

5.22 CAMP SITES FOR RESTING AND SLEEPING 

While Iraveling it is assumed that the group rests for about IS 
minutes every 2 hours (10 minutes per hour in mountainous terrain); 
Ihis is figured into the strategic movement rales given in Table ST -9. 
A group can travel S 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 E[ves and Dwarves) can travel at 
night and sleep during the day. If the group has only traveled for 8 
hours it is assumed that Ihey have found a good, defensible camp 
site. Otherwist, the GamemaSlcr should make an open-ended roll to 
help him dttide Iht' 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 5 shifts), 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 10 randomly determine when 
the encounter occurs. Only lhe 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 itself in the position of being pursued 
through Ihe countryside by hostile forces. This may take the form of 
being chased by another group (direct pursuit), or it might take the 
form of a general hue and cry (Le., 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: 

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

2) The pursuing group must make a (Tacking 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 co\'er 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 SUCCC5S" before a "success" in­
creases the distance separating the groups by 200' (most 
of the time this can be ignored). 

4) If the tracking maneuver is a "panial success", the 
distance separating the groups is increased by the move­
ment rate of the pursued group. 

5) The other tracking maneuver results 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
suers can cover in one hour, the pursuit is ended (less for very heavy 
rain, more for light rain). 

Aclivity in Ilrt CQl4nlrysidt 

5.24 ENCOUNTERS 

Basically, at certain times the Gamemaster makes an open-ended 
IIctivlty roll to see how much action there is in the area comaining 
the pia)'er characters. Then one of the players makes an open-ended 
."old.nce roll to determine how well the group avoids any activity. 
The difference between these two rolls is cross-indexed with the den­
sity of habitation on Ihe Encounter Table ST-IO. 

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-IO 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 mO\'ing through Ihe countryside; they 

are actively searching for someplace or something. The objett 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 area being searched. A search for a specification site is usually 
the resul! of information obtained in the form of maps. rumors or 
other clues (see Section 5.13). 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 specific herbs are found. Each hour a group searches in such 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: 

I) The difficulty of finding the herb is obtained from Table 
ST -5, giving a modification 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 
AnimiSl 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 
1 - 5  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 dedde 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 subjecl to separate encounter rolls. 
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" Tactical Action 

6.0 ACTION IN THE TACTICAL ENVIRONMENT 

In a tactical situation, action is resolved in terms of ffX!t and 
seconds. During the MERP tactical sequence, each character may 
take only one action once every 10 Sttonds; 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 
seconds 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 
weapon or a bow; an unconscious character can perform no action, 
except perhaps breathing; etc.). The Gamemaster is of course the 
final authority on these matters. 

Certain spells allow morc than one action in a round (e.g., Haste I 
allows 2 actions to be performed in one round). The use of spe!is to 
move (e.g., Levitation, Flying, Wind walking, etc.) count as the sole 
aclion 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 descripl.ion, these subtractions from activity 
apply to all bonuses except thc Defensive Bonus and Resistance Roll 
bonuses. 

The Gamemaster and the players should divide up the work in· 
volved in controlting a tactical combat situation. The Gamemaster 
has to handle the physical layout and all of the non-player 
characters, but the players can heip with other factors. One player 
should keep track of the damage taken and status of each character 
(a sheet 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 increase its playability. If beginning fantasy role 
players have mastered 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 playing pieces representing the 
characters and other combatants. Many possibilities exist for such 
play aids, and the Gamemaster may elect to use whiche,'er seems 
most appropriate for his game and for a particular situation. Below 
we present a rew of the most helpful display tcrhniqucs 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 I" = 50'. For a larger sur­

face, \" = 20' or I" = 10'would be more appropriate. You can 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 playing piece be us­
ed to represent the position of each character. These can be as 

elaborate as the players and Gamemaster wish. Suggestions indude: 
commercia!!y available miniatures (sma!! statues of various types of 
fantasy inhabitants and creatures), chess pieces, coins, or Y2" square 
to I" square pieces of cardboard marked with the characters names. 
The cardboard pieces are particularly cas)' 10 make and use; they can 
be colored or decorated to aid the flavor of play. 

We have included in MERP two sheets of 8 Yi" x II" paper (hex 
paper) with different sized grids consisting of hexagons placed on 
them. These sheets make keeping track of distances easier; just 

count the number of hexagons between two points. Jfplaying 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 his action or puts it into an "oppor­
tunity state"): 

I) 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). 

At the 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 wi!! take. The actions 
are then resolved in the order specified by the sequence above. The 
fo!!owing sections describe how to resolve the various actions. The 
sample adventure presented in Se(lion 1.2 is a good example of ac­
tions taken on a round by round basis. 



Preparing and Casting Spells 

OPPORTUNITY ACTION - When it comes time during a round 
to resolve an action, each character has the option of putting his ac­

tion into an "opportunity" state - in eFfect, delaying his action until 

he wishes to resolve it. He may not perform any other action un!il 
his opponunity action is canceled (at the end of a round) or resolved 

(at anytime he decides). He may initiate his action any time later in 

the curren! round, or any lime during a following round. Oppor­

tunity actions rcprescn! activities like: waiting for a 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 wilhoUl 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. 

ST- l l  - ACTION TARLE 

ADDITIONAL IN.·ORMATION 

ALTION AND OPTIONS 

Prepare a Spell May take 10' movemem later. 

Cast a Spell I\.hy take 20' movement laler. 

Missile Allack May take 10' movcment laler, 

Loading/Reloading May lake 10' movement later. 

l\.'lissile Parry Half of OB i� �ublracted from one rni�sile al· 
lack. May later take half mo\'ement 011: laler 
make a melee atlack wilh half his OR 

Mm ing Maneuver The manuever may nO! cover a diSlance of o\'er 
half thill of llie character's normal movcmen!. 

Melee Altack May take 10' mo"emen!. May shift equipment, 
in which �ilS� OtTcnsive Bonus is lowered by 30 
for each item shifted (drawn, shealhed or 
unslung). Part of lhe Ot! ma�' be u�ed to parry 
one opponent's allac� (a melee parry), 

Mo,ement Mo"ement is decreased by 10' for each item 

shifted. 

Stilli\.· Maneu,cr No additional action allowed. 

CANCEL ACTION - Any aClion may tie canc�l�d bo:forc il il rrsohed. The 

�ha,a,,'er may Ih,'n perf"'''' one of Ihc follo"ing actions during ,h� appropriate pari 
of lhe round: 

II �le1ee "'Ilh half no,mal Oft�n,i'. Ilonu\. 

2) �l"'e half of hIS normal movement. 

3) Ma�e a maneu'w mo,hEed hy ·30. 

Ol'l'OItTUNlTY ACTION _ Any aClion may be delayed 0)' making the a"lIon an 

opronunily aLlion. Onc'c an �dlOIi i, dela)'ed. no Olher aelion may lak� pi"", unlil 

Ihe "prortunity ",'uon " re",h'ed or cancelod. Howe,er Ihe opponuml)' aclion may 

he initial�o.i al any l nnc d uring Ihe ,'unent ro u lld or a follo", ing round , 

NOTL II a Gamema".r i, u,ing Taclllg for Ihe characler> (sec Se<:tion 6.83). "change 

of la,·,,'� ma) 3LCOmpan) mo"emenl. e'en if Ihc mo\'ement j, mad� in "dd;lIon 10 
anolher aClion, 
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[XAMPU:: The/ol/owing actions were taken on a round by round 

basis by the participants in the sample adventure presented in Part 

[ (p6). The actions begin with the player characters lO'/rom the 

tower and ready ro move up and with the Orcs waking up in the 

basemen I 0/ the tower and preparing to break camp and leave. 

PLAYER· NON·PLAYER 
CHARACTERS CHARACfERS 

�OU�D A,ooar nin .. D,,,"o "q Or, 11 Or, '2 � "  
Mo,·, ),10'·' M�' Mo", - - _p.-cpar, 10 1<1.'< _ _ _  

Pt,�. Mo,·. Mo .. Opport. - -finish J<1litl& rc.ad)· - -
S!'<ll Attaok 

CUI Sla,io Statio <>wo" MO>Ie Mo,·, Mo>< 

''''' Mao,u'·" M ..... u<er Atw:k 
h",en.) Ifail,) (oucc ... 1 
Move Statk St.tio -" Mo,', Mo", 1001"". 

Mall<'U"<f Man .. , .. Att",k (di<o) 
(." ,,,,,,,) (.u«<>o) (fl£<» 

P"pare Movi .. "''''" ?>Im'c ••• Mo" • Mo", 
S!,dl Man ... ", Attack ''''''' 

(.u""es.) (fumbles) 

• Ca" Mo,jltj: Out From Auack �. Run, Attu' 
S!'<l1 Mancu,· .. �umblc �, (I""') Cltint. 
(Ore) If.lih) (hits) ( .. I ..... ) 
Fio..ts T.k" k«o'·<T' Cka ... = "" captu,ed, 
do�'n, Cri'kal. "upon. �, Away. 

Round 6 is a good example 0/ action sequencing: 

/) Agnnar's- spell is cast first and Ore #3 is put to sleep. 

2) There is no missile fire. 

3) Chima Kari maneuvers (and jails) to get under the chest bejore 
Orc #3 can attack her. 

4) Naug attaeks Ore #3 who isjal/ing asleep and isdown, breaking 

Ihe Ore's leg. Both Orc #3 and the chest/aI/on Chima Kari who 

takes an "II " Unbalance critical, 
5) Orr 1/] is out /he door and begins /0 run away. 

6) There are no static actions, excepl perhaps Droggn eOnlemplat­

ing his/umble. 

6.3 PREPARING AND CASTING SPELLS 
The number of rounds that a character (the caster) spends prepar­

ing a spell affects the effeetiwness of a spell by modifying the attack 

roll when the spell is cast. The modifications are: 

·30 for no preparation rounds 

·15 for one prepara'ion 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 Ihe spcJl is put into an opportunity state; see Section 6.2). 
During a preparation round, a character may also moYe up to to feet 
when movement is resolved. In the sample adventure in Seclion 1.2, 

Agonar pTt�pared his spell during the round that the Ore moved 

towards Chinta KarL 

I! requires one round's action to actually cast a spell and have it 
lake 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 

Levitate spell in Section [.2's sample adventure). All spells must 

make an "attack" roll even if the spell doesn't actually atlack 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-S, and all 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 Ore attempted to attack Chinta 
Kuri. 

-- -----



6.4 MOVEM ENT 
Movement is simultaneous for all characters. If there are conflicts 

(opponents have both specified movement), players should write 
down where they intend 10 move. The Gamemaster should use com­
mon sense to interpret the intent of each character, and characters 
should be able to modify theiT actual movement during play in order 
to react 10 circumstances. Each 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). Terrain 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 wishes to 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 rcsult to the Moving Maneuver Table MT-1. I f  the 
result is an "F", then a s«ond roll must be made on the Maneuver 
Failure Table FT -4. Otherwise thc result is a number. If the number 
is 100, I.he character may move up to double his normal movement 
rate. For every increment of 10 that the number is under 1 00  the 
doubled movement rale is decreased by 10'. For every increment of 
10 that the number is over 1 00  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 1 5  

rounds before having to rest; or he could run for 10 rounds reducing 
his running capability to S, rest for 2 rounds and gel 4 rounds of run­
ning capability back for a total of9, and then run for 9 more rounds 
before being forced 10 rest. 

EXAMPLE: Looking at the sample ad�'enture in Pan I (p6), the 
fleeing Orc (tl2) leaves the main door and begins to nm. His normal 

movement rate is 55' per round (50'plus his Movemeflt and Maneuver 

bonus in Rigid Leather of of 5), so his running rate would be ilO'per 

round. The Gamemaster deems his running a light maneuver, rolls a 

38, and adds the Orc's Movement and Maneuver bonus to get a total 
of 43. Referring to the Moving Maneuver Table (MT-I) under a 

"light" maneuver, we get a result of 90. Thus the Orc moves 10'(/00 
minus resull from Table MT-J) less than his normal running rate, 

fOO'. 

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 a mounted 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 thai may be performed from horseback (e.g., attacking, firing a 
bow, picking up a passenger, etc.). The roll normally required to 
perform any such mounted action is modified by adding theresult of 
the maneuver roll and subnacting 100 (in addition to normal modi­
fications). 

If the character wishes to gallop and take a mounted action, both 
maneuver rolls would be required. Cerlain 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 I (p6) 
Tu/gas and his mount could move os the Orc begins to run; the 
horse only has to move 20' to get next to the Orc so no maneuver roll 

is required to gallop. Howet"er, Tulgas must make a maneuver roll 

for mounted action (in th is case a melee al/ack). The Gamemaster 

rutes this maneuver a "medium" maneuver, Tulgas rolls a 66, his 
Riding Bonus is 30, and his total of96 results in an "80" result from 
the Moving Maneuver Table (MT-l). Tulgas'Offensive Bonus with 

his Mounted Lance is 50, so he adds 30 (OB of 50 + his riding 
maneul'er result - 100) to his attack on the Ore. 

6.5 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.) are maneuvers and 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 differenlly. 



Maneu�ers and Allacks 

6.51 MOVING MANEUVERS 

Moving Maneuvers include climbing. swimming, riding, stalking, 
and an)' 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 Gamemasler should assign it a 

difficult)': routine, easy, light, medium, hard, very hard, extremely 

hard, sheer foliy, 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 difl1culty of "ab· 
surd -10" since the world record is only around 28'). Assigning dif· 
ficuhy requires a familiarity with the Moving Maneuver Table MT·' 
and a subjective decision by the Gamemaster (practice and ex­
perience will help). 

After the difficulty is assigned, the character may then dcride 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 
limited action as described in Section 6.2. 

If the character decides to proceed with the maneu�er, 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 IT-4. A number result indicates the per­
centage of the attempted maneuver that was accomplished. To sum­
marize: 

I)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. 

5)The total is applied to the l\Ioving Maneuver Table 
MT-!. 

EXAMPLE: In Ihe sample ad�'enlUre presenled in Part I (p6), 
Chima Kari decides 10 try and lUff! over a large chesl and get under 
it before an Orc which is Irying to kill her ('an swing. Considering 
Ihe situalion (Chinta Kari has her back to the Orc), the GamemaSler 
rates the maneuver as "Extremely Hard", but Chinta Karidecides to 
Iry anyway. She rolls an 03 (J -](0) and mUSI roll again and subtracf 
the second roll from fhe firsl (il is an open·ended roff); her second 
roll is a 61, resulting in a tOfal of-59. Her MO�'ement and Maneuver 
bonus is + 10, giving a lotal maneuver roll oj -39: nOI 100 swift. 
This gives a resull of "Failure"from the Moving Maneuver Table 
(MT-I). Chima Kari's Failure roll is a 74 and is modified by +]0 
due to Ihedijficulty ojfhe maneu�'er (Extremely Hard), which gives 
an "84". Checking Ihe Moving Maneuver Failure Table (FT-4), we 
see thai Chinla Kari hasjaffen down, taken 3 hits and isal ·20 10 a('­
tMty jor 3 rounds. 

]j she had rolled a 78 on her maneuver roll she would have a foral 
maneu�'er roll oj98 (78 + 20), jor a result oj "50". Thus she would 
have been 50 per cent oj the way through her maneuver when the 
Orc could attack (he could make a maneuver roll to swing earlier, 
see Section 6. 7). The Gamemaslercould rule thal lhe chest aCls like 
a shield and would give Chima Kari a +15 bonus 10 her Defensi�e 
Bonus. ]n Iheoriginalsampleadvemure, theOrc waspullo sleep by 
Agonar and beal upon by Naug, causing rhe Orc and Ihe chesl 10 
jail on Chima Kari, giving her an "A " crifical. 
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6.52 STATIC MANEUVERS 

Static Maneuvers include tracking, hiding, picking locks, Hisarm­
ing Iraps, 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 ver)' difficult or complex. He may also allow a 
character to decrease the difficulty of appropriate maneuvers by us­
ing multiple rounds. 

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

I) The Gamemaster assigns a difficulty 10 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. 
5) The total is applied to the Static Maneuver Table MT-2. 

€]E?5i --... 

6.6 ATTACKS 
This section describes attacks and the process used to resolve 

them. A very detailed example combat is included to illustrate 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) anacks. Each type of attack 
is normally resolved during a different part of the round. If a 
character's action for a round is an attack (spell, missile, or mclcr), 
he may move up to lO' during the proper pan oCthe round (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 OS) if necessary. 

If a character's action is melee, he has the option of moving the 10' 
just before melee auar.:ks are resolved (i.e., the movement is a charge 
and thus part of the attack). The attacker may also shift an item 
(e.g., draw a weapon, unsling a shield, 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 
IOtal to Ihe appropriate attack table. The result will usually require a 
second roll on the Fumble and Failure Table, a critical table, or the 

Resistance Roll Table. Applicable modifications are given on the at­
tack tables, and special anack properties are given in the Statistics 

tables: the Weapon Statistics Table CST-I, the Animal Statistics 
Table CST-2, and the Spell Statistics Table CST-3. To summarize: 

I) Anacker makes an open-ended attack roll. 
2) Han UM (unmodified) result is obtained proceed to 4. 
3) All applicable modifications are made to the roll. 
4) The total is applied 10 the appropriate attack table. 
S) The result may require a roll on a second table. 

- - - - --------
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6.61 SEQUENCING ATIACKS OF THE SAME TYPE 

All spell attacks are resolved simultaneously. All missile and 
thrown allacks are resolved simultaneously. Melee attacks afC 
resolv� oneal a lime; the character with the highest Movement and 
Maneuver Bonus resolves his attack first, then the character with the 
second highest proctt<is, etc. If the Movement and Maneu\'er 
bonusn of several meleeing characters are equal. those attacks aTC 
resolved simultaneously. 

If a character's attack is an opportunity action (delayed from a 
previous round, or 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 allack 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 
limited movement. If more Ihan one foe is available, the character 
must choose one 10 attack. He may attack one foe and use his shield 
bonus against another (see Section 2.75). if it is physically possible. 

Meltt Parrying - A character may "parry" the melee attack of the 
target he is attacking in melee. He may reduce his Offensh'e Bonus 
by any amount (but nOI to less than 0), and his target's melee attack 
roll is then modified downward by Ihal amount. In effect, the 
character may use all or part of his Offensive Bonus to subtract from 
Ihe melee attack roll of one of his adjacent foes. The character still 
makes a melee attack roll against the foc 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 characlt'T 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
lion 6.2), the Gamemaster may wish to require the characters 10 in­
dicate or write down their target and the amount they wish to parry 
wilh. 

Missile Parrying - I f a character has a shield 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 lhe anack 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 unmodified roll falls within these ranges. 
Modified rolls falling ill10 these ranges are treated as the next lower 
(or higher) result. 

6.64 MAXIMUM ANO MINIMUM RESULT LIMITATIONS 

The anack tables have maximum and minimum results. If a 
modified anack roll exceeds a maximum result, the roll is treated as 
the highest nOIl-UM result allowed. If a modified attack roll is less 
than the minimum resuh, 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 resuh. On the Bolt ABack 
Table AT-7 the maximum result is determined by the spell type; on 
the animal attack tables (fable AT-5 and Table AT -6) the maximum 
result is determined by the animal's size (small, medium, large or 
huge). 
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6.65 ATTACK RESULTS 

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

FUMBLES AND FAILURES - If an attack roll results in an "P' 
result, the attack has failed and a failure roll must be made on the 
Fumble and Failure Tables FT- I. FT-2, FT-], or FT·4. A 
Fumble/Failure roll is modified only by Ihe type of weapon or spell 
used to make the attack. If the attack is made with a weapon, a Fum­
ble oceurs if the original unmodified roll is within the fumble range 
of the weapon being used (see Table CST-I for the various ranges). 
Animal attacks which fail merely result in no damage being given. 

HITS - The number resuhs on all of the altack tables except the 
Base Attack Table AT-9 equal the number of hilS delivered to the 
target. 

CRiTICALS - The leiter resuhs (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· I , CST-2, and CST-]). 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 Ihe ap­
propriate critical column. Finally. the results of the critical are ap· 
plied to the targct. 

If the target takes a crilical reSUlt that Ia:;ts for a certain 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 cr;ticals give very s�ific damage to targets that receive 
them. All of the damage specified by criticals should be self­
explanatory except for the following very common results: 

+ /I hits. - This many hits (/I) are taken in addition 10 the 
normal hit result derived from the attack table used (e.g., 
" +  5 hils."). 

/I hits per round. - Each round after the crit is taken, the 
target takes this many (/I) additional hits due to pain and 
bleeding (e.g., "3 hits/round. "). 

Stunned /I rounds. - The target is stunned for this many (/I) 
rounds, during which he may nOt attack and may only parry 
with 50'7t of his Offensive bonus. Any other action requires 
a maneuver roll modified by ·5O(e.g., "Stunned 5 rounds."). 

� 11 10 activity. - All of the target's bonuses (except DB and 
RR's) arc lowered by the If (e.g .. "-10 to acti\·ity."). 



Resolving A llucks 

RESIST ANCI': ROLLS - Non-failure 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 10 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 altack roll modification, the 

targel'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 RK 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 10 resist vary from spell 10 spell, but 
are uniformly bad. 

EXAMPLE: Suppose that in the sample adventure presented in Part 

I (p6) : Orc 112 de(.'ided to unsling hisshield and attack Naug with his 
shorz.sword, Orc 113 decided to drop his short sword and draw his 
2-Handed sword, and Naug decided to draw his handaxeand unsling 
his shield. They would all end up nexl to ea{'h other, Orc 112 on Naugs 
le/t and Orc 113 on Naugs right. Agonar decides to prepare his spell 

for a 2nd round since Chinta Kari is in no immediate danger(asan Elj 
he thinks 0/ Naug as "only a Dwarj), while Chinta Kari hearing the 
shouts slill ducks under the chest. Droggo Slarts to sneak up behind 
the Orcs. 

The pertinent bOllus for the combatants are: 

M,.neu>'f' 

O. ARMOR D. Shio>ld Bonu. WEAPON Hiu 

NauB " chain '" ,,, ;0 Handaxe .. 
Oren '" r.leather '" y" . ,  Short Sword 22 

Ore.) ., 1.leathel , No " 2·Haoded Sword '" 
Oroggo 3S !!One JO No . ., Short Sword " 
Agonar • none " No . " Spells " 
Chima '" r.le-ather " v. dO Mace " 

- All wmbatants are right·handed. 

Due 10 Ihe re/ative Maneuver bonuses, Orc 112 will attack/irst and 
arc 113 and Naug will attack simultaneously (the rest are per/arming 
other actions this roulld). Naug has 10 use his shield against Orc Ill, 
he decides 10 use 20 0/his OB to parry Orc 113 (subtracI20/rom arc 
113s allack), and he decides 10 use his remaining 45 DB to allack Orc 
113. The Orcs decide to allack with all a/their OB's and nol to parry 
(Orcs are like that). 

Orc 112 rolls an 86, his OB 0/40 (50 -10/or a shorr sword against 
chain) is added, Naugs DB 0/ 10 and his shield bonus of 25 are sub­
tracted, and Ihe total 0/91 is obtained. Crossindexing this with chain 
on Table AT-I, we see that Naug has taken 8 hits bu/ no aitical. 

arc 113 and Naug altack simultaneously (if Naug had been stunned 
by arc 112's attack, he would not have been able to attack, bur he 
could have parried with half of his OB, 33). Orc 113 rolls a 98, since 
this is be/ween 96 and J{)(), he rolls again (gets a 14) and adds ilIa his 

first roll. This gives a tOlal 0/ 112. He adds his DB 0/40, he subtraCis 
Naug's DB 0/ 10 and his parry oj 20, and the IOlal oj 122 is oblained. 
Checking Table A T-3, we see that Naug has taken 24 hits and a "C" 
crifical (the Oro' have rolled well). 

Naug rolls a 93, adds the portion oj his OB that is used to allack 
(+ 45), subtracts Ore 113's DB 0/5, and obtains a total 0/ 133. From 
Table A T-l, we see that Orc 113 takes 18 hilS and a"D" ai/ieal. 

Checking the Weapon S/atistics Table (ST-l), we see Ihal a 
2-Handed sword gh'es a Slash primary ait kal and a Crush secondary 
critical. So Naug has taken a "C" Slash critical, an "A " Crush and a 
total of 32 hits. Orc 113 has laken 18 hits and a "D" slash aitical. 
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Naug's "e" Slash aitieal is a 32 (the actual roll): he takes 5 more 
hits and since he is wearing leg greaves he takes no further damage 
from this slash critical. His "A " crush critical is a 58 (ro/l) minus 20 
(for being an "A " critical)/ora 38: he lakes 5 more hilS and is stunned 
1 round. Naug was "lucky':' he has "only" taken 42 hits (out 0/ 46 
be/ore he pa35es out) and is stunned one round. Orc 113 aitical isa 28 
(roll) plus 10/or being a "D"critical/ora 38; the Ore takes 3 more hils 
jora lotal 0/21 (2 more and hepasses out), he takes I hit per round, 
and he musl subtract -5/rom all 0/ his bonuses. 

Things don'l look good for Naug: both 0/ his opponents are 
unslunned. he is stunned, and if he takes 5 more hits he will lose con­
sciousness. 

The next round starts with the above siluation, and with Droggo 
behind On' 112, Agonar ready to Casl his sleep spell (having prepared 
for 2 rounds to avoid the penallY), and Chinta Kari sti// under the 
chest (she is starring to peelc our), Agonar wif( auaclcjirst lJecause he 
is casling a spell. Oroggo will strike next because 0/ his maneuver 
bonus of + 40. Naug can not ullack (he is stunned, and may only 
parry wilh half of his DB) and the Orcs will allack simultaneously 
because arc 113s maneuver bonus has been reduced 10 Oby the results 
0/ the critical. 

Agonar rolls a 01, this is an unmodified ro// and lhe spell 
aUlOmatically fails as indicated on Table A T-9. Agonar rolls a 98 (a 
roll 0/88 + 10/or using a Class F spell) on lhe Spell Failure Table 
(FT-3), causing the spell to affect Agonar. Agonar makes a 
Resistance Roll (from Table RR T he sees that he needs 50 0rabove 10 
resist); rolling a 3 7, he fails to resist and/alls asleep. Not goodjor the 
home team, its all up to Omggo the Hobbit. 

Droggo deddes 10 Ambush Ore 112 (see Section 2.3), rolls a 
maneuver roll 0/87 to do it, and succeeds (Droggo has an Ambush 
Skill Rank of 2). He rolls hisallack ro/l 0/65, adds his DB 0/35, adds 
+ 10 because he is using a short sword against leather armor, adds a 
bonus 0/ J 5 foraf/ank attuck and 20/ora rear attack and 20/orasur­
prise ullock, subtracts IO/or lhe Orcs OB (but nOl lhe shield), and 
obtains a total 0/ 155. This is reduced to 150, the maximum possible 
result on Table A T-l. The Orc takes 12 hits and an "E" Slash critical. 
Oroggo rolls a 78 (a ro// a/58 + 20for being an "E" crilical), however 
his Ambush skill rank 0/2 may be added to this 10 give an 80. Droggo 
chooses 10 do this and Ore 112s carotid artery is severed, his neck is 
broken, and he dies in one round. 

OJ course, Orc 112 may nOI allack (or do much oj anything except 
gurgle). Orc 113 winds up to take hisswing with his 2-Handed sword, 
and rolls a 04. Un/ortunalely for the Ore, Ihis is a/umble (2-Handed 
swords jumble on a OJ-OS, unmodified). Thefumble ro/l is a 28, he 
gives himself 2 hits for a total 0/23 hits. The Orc passes oul and 
drops. Naug can't belie�'e what happened. Chinta Kari slarts to gel 
out/rom under the chest, while Oroggo wipes all his short sword and 
Agonar snores as he/louts to the ground. The group has really cut it a 
lillie dose (to death) this time. 



6.66 RANGE AND RELOADING 

Characters may use certain weapons for missile auacks against 

targets which are not adjacent. The Weapon Statistics Table CST-l 

indicates which weapons are allowed to attack at a given distance by 
giving them a base range. For each weapon with a b� range, the 

table gives short, medium. long and maximum ranges; each range 

gives a modification 10 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 Df 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 
missil e  attack roll made by thaI weapon. Unless the load/reload 
time is 0, loading or reloading counts as the action for a round, but 
the character may still move up to 10'. 

EXAMPLE: A compusile bow has a base range 0/ 75', so when il is 
/ired al a larget bel .... een O'and 75'away Ihere is no modification 10 
the OB (lhis isshorl range). When a composite bow isfired al a targel 
bet .... een 76'and 150'a ..... ay, themodijicQtion lo theOB is-25 (medium 
range). Bet .... een 151' and 225' the modificQ/ion to the DB is -50 (long 
range), and between 226' and 100' the modification is -75'(maximum 
range). Shots at a target more lhan ]00' a .... ay aff' no/ al/o .... ed. 

A composile bow normally takes I round /0 load or reload withoUl 
penalty, and Ihus ('ould be fired once every olher round without 
penalty. Ho .... ever it may be reloaded in 0 rounds ("reload(O) at -25 to 
OB") andfired the round immediately/allowing a round in which it 
was/ired, ifthe OBjorlhat round is reduced by25. Thusjiring every 
round results in a -25 penalty to the firer's OB. 

A characler named Sheynk fires his composite bow at an arc and 
misses. The next round he has two options/or reloading: he can fire 
again with a -25 10 h is OB (normally 55), resulting in a missile attack 
on the Ore wilh a +300B OR hecan spend the round reloading. He 
decides 10 spend Ihe round reloading, and then in the third round he 
may fire with his/ul/ 55 OB. 

Corif/;c/;ng AC/;Ofl!i 

6.7 CONFLICTING ACTIONS 
Sometimes the actions of IWO or more characters may connict, 

and Ihe Gamemaster must resolve the problem. In general, both 
should make connict rolls modified by their respe1:tive Movement 

and Maneuver bonus. The Gamemaster gives each roll a difficulty 
and obtains results from the Moving Maneu\'er Table (MT-l). Then 

the character with the higher of the two results succeeds, and the dif­
ference between the two results gives the Gamemasler some idea of 
how successful he was. The same result by both characters means a 
draw of some kind, and Ihe Gamesmaster must decide what hap· 
pens. These conflict rolls 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 mOSI common connicts occurs when one character at­
tempts 10 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 
thaI character before he maneuvers away. Both characters make 
conflict rolls. If the character who has chosen melee has the higher 
result, the allack is resolved normally and then the maneuver is 

resoh'ed if the maneuvering character is still functioning. If the 

maneuvering character's result is higher, he may perform his 

maneuver befote the other character can attack. If there is a draw 
(equal results), it is suggested that thc 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 Seclion 6.2), Ihe meleeing 

character may inlercept, stop Ihe movement and attack. 

EXAMPLE: In Ihesampleodventurein Part I (p6) one arc decides 
to flee out the main door 0/ the lower past Droggo who ""as hiding 
with his weapon ready (opportunitymefeestale). In thiscaseDroggo 
could automalicaffy attack. Suppose however Ihal Ihe arc is Slan­
ding next 10 a window faced by Naug wilh a blood-stained battle-axe, 
who has obviously choosen melee attack as his action. The Orc has 
choS4!n to make a moving maneuver to leap out the window bejore 
Naug can attack. Naug tells the Gamemaster that he ""ants to attack 
be/ore the arc can get away. The Gamemaster rates Naug's conflict 
roll as "light" and the arc's as a "medium". Both Naug and (he Ore 
hal'e + 0 Movemenl and Alaneuver bonuses. 

The Ore rolls an 87, obtaining a result 0/ "70" from the Moving 
Maneuver Table (MT-I). 1/ /'laug rolls a 56 orabo�·e. he will attack 
the Orc, and if the arc is slill able (good luck arc) he will attempl his 
maneuver when movement is resolved. 1/ Naug rolls a 40 or less the 
arc will get 10 attempt his maneuver immediately, and if he makes il 
through Ihe window Naug will be unable 10 allack (he may cancel his 
attack and take Y1 his normal mo�·emenl). 1/ Naug rolls belween 41 
and 55, there is a draw. The Gamemaster decides thaI Nuug may al­
tack with VI his OB be/ore Ihe arc makes his maneuver. 0/ course 
Naug maye/eci to wail and see if the arc makes it through Ihe win· 
dow (If tile arc blows ii, /'laug can waste him). 



Miscelfunet)us Tactical FaclOrs 

6.8 MISCELLANEOUS FACTORS 
There are a variety of things that come up during tactical situa­

tions that cannOt beco\'cred 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. $everal techniques dcscribed below aid thesc 
decisions. 

8.81 ORIENTATION ROllS 

If a character takes a confusing action (c.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-l with the 
result indicating how much action is allowed the next (or current) 
round, or by how much bonuses are reduced. 

EXAMPLE: The arc ill the previous example successjully leaps 
through the window. The Gamemasler rates the orientalioll rol/ as 
"easy", and then makes all orientation roll oj 52, modi/ied by the 
Ore's Perception bonus oj +5 jor a  10/01 oj 57. From Table MT-I a 
resull oj "90" is obtained. So any bonuses next round are reduced by 
100 - 90 .. /0, and any mOl'ement is 90% ojnormal. OJ course, this 
same process is also used jor player charaelers. 

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 rot! from all characters who might notice it. 
These rol1s are resolved on the Stalic Maneuver Table MT-2. Alter­
natively, the Gamemaster may use the rolls to aid in making a sub­
jective decision. 

EXAMPLE: In thesampleadventllrein Part I (P6) three Orcs climb 
the stairs onto (he groundjlooroj(he lo ..... er. Droggo is hiding next 10 
the main door. The Gamemaster mighl allow Perception rolfsjor Ihe 
Orcs 10 notice him. Droggo has made Q successjul Hiding sIal it' 
maneu l·er. so the Gamemaster rotes I he Orcs' Perception rolls as "Ex­
tremely Hard", giving a modification oj -30. The Orcs' rolls are 13, 
57, and 1J3 (the last roll was a 98 wjth a second rolloj35 oddedsince 
the first was bet ..... een 96 and JOO): modified by the -30 and thl'ir 
perception bonuses oj +5, the /oral rolls are -01, 32, and 108. The 
first arc notices nothing (perhaps because Naug's crossbow bo/! is 

about to kill him) and Ihe second Ore nOlices nOlhing. The third Ore 
realizes thaI Naug, Agonar and Chima Kari are in the to ..... er and con­
siders the possiblily oj o/her opponents in hiding, bUI he does flOt see 
Droggo. Ij his roll had tolal/e(1 111 or higher. he would have seen 
Droggo. 

" 

6.83 FACING 

The Gamemasler may wish to use some sort of mechanism (s� 
Section 6. 1) for keeping track of which way each character is facing, 
since it really helps determine ..... hat each character b aware of and 
what he is capable of doing. 

6.84 COMMUNICATION BETWEEN CHARACTERS 

When characters talk or plan in the midst of combat, it is assumed 
that they are talking OUI loud and may be heard by (heir [Del. Of 
course if they are dose together they may speak softly or whisper, If 
a long complicated discussion arises or a complex suggestion is made 
by one character to another, that should constitute their action for 
that round. 

I f a group of characters holds a discussion on what 10 do or where 
to go, the amount of real time spell1 talking by thc players should be 
treated by the Gamemaster as the time spent talking in the game by 
the characters. FO! example, if the 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 SH EETS 

The Middle-earth RQle Pfu}'ing system contains a'I\um�r of lists, 
tables and sheets which are used to play the game and to aid the 
Gamemaster and players. The spelllisls contain the descriptions and 
parameters of spells thai certain 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 lilie at the lOp. 

followed by a summary of the spells on that list. 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 I through 10). Each spell's area of effect, 
duration, and range are listed in the summaries. A key to some of the 
abbreviations and notation used in the spell summaries and 
descriptions is provided below. 

A.8BREVIATIONS: 
rd - round (10 seconds) 

min - minute (60 seconds or 6 rounds) 

hr - hour (60 minutes or 360 rounds) 

d.y - 24 hours (1440 minutes or 8640 rounds) 
,
. - inche!l 

. - feet 

mi - mile!l 

eu' - cubic fect 

It x It x It - the physical dimensions of an area or object 

R - radius 

1M - per level of caster 

- - Effect lasts only an instant 

• - The spell is an instantaneous spell and any rolls required to cast it 
(i.e., attack rolls) are not modified because of the number of prepara­
tion rounds taken. 

(' - Either the spell requires concentration (see below) to cast or to 
control, or the spell will last as long 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 upermanent" in the sense 
that the physical or mental condition created by the spell is real. The 
wpermanent" condition created may be disturbed by another spell or 
natural physical forces. For eJ!ample, Freeze Water will create a "per­
manent" condition of water being frozen, but the ice so created wi11 
melt normally. Similarly, anything "permanently" created or altered 
by a spdl will deteriorate and disperse according to normal physical 
laws and properties. 

IJ t.'. chance - This is the percentage chance of an event occurring. 
Roll i - 100 and if the roll is lessthan or equal to the It given, the event 
occurs; otherwise, it docs not. 

Utime" I '  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 ;otlme" 
once for each complete increment of # points (pts) that the target 
failed to resist by. Suppose for example. a spell (Blinding) indicates 
"10 min I 10 pt of failure of RR". If the target needed to roll a SO 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: 
Are. or ErlKt: 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., 
IO'R/lvl 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 casler 
wishes. 

Duration: The duration of a spell determines how long the effects of 
the spell last. The duration can be only for an instant (-), for a fixed 
amount of time (e.g., I min), for an amount ofeime dependent upon 
the caster's level (e.g., I min/lv\), for as long as the caster concen­
trates (C), or indefinite (P or varies). The duration given is an upper 
limit, and (he 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). 

Radge: 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 (seH), touching the 
target (touch), a fixed distance (e.g., 100'), or a distance dependent 
upon the caster's level (e.g., 1O'/lvl). The range given is an upper limit 
and spells may be cast at a target (or take effect) at lesser ranges. Ira 
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 directly attack a target or to affect the senses of a target. 
Since the elements are real, no Re!listance Rolisare 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's force. If the spell has a target capableof resisting, it must make 
a Resistance Roll to see ifi! is affected by the spell. Most base attack 
spells fall into this class. 

(P) - Passive spell: These spells usually only indirectly or passi\·ely 
affect a target. Thus if a Resistance Roll (Gi:!memaster'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 a target 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 RoU, but it is modified by 
-SO. Most healing spells fall into this class. 

(I) - Informational spell: These spells involve gathering information 
through means that do not require any Resistance Rolls. 

NOTE: A largel is capable of resiSling a spell ifil isa living 

crealure OR If il is magical or enchanted OR if il has special 

pro�rlies .... hich might resisl Ihe spell (Gamemasler'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 - Any intelligent creature, including all humanoid types, en­
chanted creatures, etc. 

Concentration - If a caster "concentrates", he may not perform 

any action other than moving up to 10' each round. Ifhe is attacked 
and given hits, he must make an orientation roll to maintain con­
centration. Concentration is automatically broken if the character 
is stunned or rendered 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). 

Inorganic - Not of or deri\'ing from living organisms (e.g., iron, 

copper. silver, water, glass, etc.). 

Organ - A differentiated part of an organism, adapted for a 
specific function (e.g., a liver is an organ, a heart is an organ, the 
muscles in a leg are not an organ). 

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

v 
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57 

AREA 0'- EFFFCr DURATION RANGE 

1 -·RESIST HEAT I ul1gn I minllvt 10' 
2--RESISTCOlD 1 target 1 minllvl to' 
]--SlYEARS I target tO minll�1 10' 

, 4--BALANCE · I target varies 10' 
�--NIOHT VISION I tarlet 10 mm!lvl 10' 
6-·SIDEVtSION 1 targn 10 minltvi 10' 
7 _ ·SOUNDING I largot 10 minllvl 10' 
8--WATERVISION I tarlet IO minllvl 10' 
9--WAT£RLUNGS I tarlet IO mio/lvl 10' 
LO-GASlUNGS 1 1arlet IOminllvt 10' 

1 -RESIST HEA. T (U) Target is totally protected from all natural heat t0 200 
degrees F. and add§ + 10 to RR's 'IS. heat spells and -lOto elemental heat and 
firr spell attacks. 
2 - RESIST COLD (VI As Resist Heat, except protects against natural cold 
10 -30 degrees F and modifies spells involving cold by 10. 
J-SLY EARS (UI Target's hearing is augmented 10 double normal effee­
tivene§s. 
4-BALANCE (U*) Adds + 50 to any rolls for onr slow maneuver (e.g., 
walking a 3" beaml. 
5- NIGHT VISION (U) Target can see 100' in normal darkness (r.g., night 
or dark rooms) as if it werr daylight. Magical darkness will reduce this spell's 
effects. 
6-SIDEVISION (UI Target has a 300 drgree field of vision, all around ex­
cept for diret:tly brhind him. 
1 -S0UNDING (U) Target's voice has its loudness tripled. This has no effect 
on spell casting capabilities. 
8 - WA Tt.:R VISION (U) As Nightvision, except target can see 100' in water, 
even murky water. 
9- WA TERLUNGS (UI Target can breathe water as if it were normal air, 
but he will be unable to function in air (he will pass out but not dir). 

10-GASLUNGS (U) As Waterlungs, except target can brrathr any gas as if 
it were normal air. 

ESSENCE HAND 
AREA OF EFTECT DURATION RANGE 

I-·VIBRATIONS upto5Lb I minll.1 ,or 
2-·SHIElD · _or I minllvl _or 
3--STAYING upto5 Lb I minllvl '00' 
4--TELEKINESISc upto 5 lb ! minll�l ,or 
5--DEFLECfIONS · L missile '00' 
6--VIBRATIONS up to20lb L miniM '00' 
7--BLADETURN ' I meltt attack ,or 
8-·STAYING up lo20lb 1 mjnll�1 '00' 
9-.TELEKINESIS c upto20lb I m.in/I�L '00' 

10-AIMING ' c t missile I rod T 

1- VIBRATIONS {n Causes an object (up to 5 lb. massl lO vibrate rapidly; 
if fragile it may break (roll a RR). If it is an object lhat is being held, the 
holdrr must make a 11.11. or fumble it (rach round). 

2-SHIt:LD {PI Creates an in�isible force shield in front of the caster; it 
subtracts 25 from melee and missile altacks and functions as a normal shield 
(e.g., it is operated as if held by the caster) if lhecaster is nOI already using 
one. 
3-ST A YING (J-') Exerts 5 lb. of pressure on a person or object. Object can­
not be moved by staying alone, and pressure can only be in one direction. 

4-TELEKINESIS (F) One objet:t can be moved (up to Sib. ill mass), I'/sec­
ond with no acceleration. Living beings or items in contact with a living bcillg 
grt a normal RR based on the living being. If the caster SlOPS concentration 
bdore the duration is up, the objeet rrmains stationary as if it had ''Staying'' 
thrown on it. 

5-DEfLECTIONS (P) Caster can deflect any one missile Ihat passes 
within 100' of him; this caU!;es 100 to be subtracted from the missile's attack 
(missile must pas§ through caster's firld of vision). 
6 - VIBRATIONS (t') AS above, rllcepl mass limit is 20 Ibs. 
7 - BLADETURN (�'*I As Deflections I, rxcept its effect is against 1 melee 
altack. 
8-STA YIr"ro'G (F) AS abovr, except mass limit is 20 Ibs. 
9-TELEKlr"ro'F..SIS (F) AS abovr, except mass limit is 20 Ibs. 
IO-AIMING (P) By concentrating on thr mind of a missile firer and the 
flight of the missile, the caster causes + 5010 be added to the attack roll ofthe 
missile. The caster must concemrate, lOuch the firer and see the missile for 
the emire round that the missilr is fired. 
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ILLUSIONS ' 
AREA m' nn:cr I)URATION NANGE 

1-.$OUNDMIItAGE IO'R 10 minlJ�l ".' 
2--UNSEEN , W"" mu 24 hr .. 
}--lIGHT MIRAGE ''''' 10 miniM H'" 
4--INVISIRTUIT I tllf� rna!< 24 h. '" 
�-.TASTE/SMELl MIRAGE '''' ID minllv! '00' 
6--[LLUSION II ,'ar;e. "luirs ,"alin 
1 _  .PHANTAS!<.I [ c  '''' I min/lv) '00' 

8--[NVISIBILITY '''' ma.1 24 II, lO' 
9--ILLUSION HI "aries .'arj�, v�rici 
IO-PHANTASM II c ,'aries vari ... .arici 
I -SOUND MIRAGE (E) This illusion creates any set of simple immobile 
sounds coming from an area of up to IO'R. II can dampen normal sounds in 
the area to the loudness of a normal con.·crsalion. 

2- UNSEEN (El A single objcct (or being) is made invisible (I garment, I 
nak� body, cIC.) until 24 hrs. pas.o;OR Ihc objttt iSSlruck: by a violent blow 
(being hil by a wcapon. falling. etc.) OR Ihe objet.:1 (or being) makes an al­
tack. 

J - LIGHT MI RAGt: (El This illusion creales any simplc immobile image or 
scene in an area of up to 10'R. II can dampen normal lighl in Ihe area 10 the 
briahlness of candldighl. 

4- INVISI81L1T\' (E) As Un�n, exccpl c\'crylhinll wilhin I' of lhe larlcl 
is invi�ibleas long as il starts and remains wilhin the I'R. 

5- T ASTE/SMELL M1RAGt:: (t:, Creates any set ofsimplc immobile taSles 
or smclls in an area of up to ]O'R. It can dampen normal tastes and smells in 
thc area. 

6-1LLUSION II (E) This illusion crcates a simple immobile image or scelle 
up 10 an area of IO'R. One of the following oplions may also be chosen: a) an 
eXira sense can be added 10 the illusion (the corresponding "Mirage" spell 
muSt be known) OR b) the duration can be doubled OR c) Ihe range can be 
doubled OR d) the radius of effect can be dOUbled. 

1 -PHA,"IT ASM I (E) This illusion crcates the image of one objcct or being, 
that will movc howc\'cr the casler wants while he concentrates. Whcn the 
caster stops concentrating the image remains, but SlOps moving (the casler 
can resume concentration later and resume moving the phantasm). Tbe im, 
"ge can be any si?e that would fit in a IO'R sphere. 

1I- INVISI81L1TY (E) As above, excepl the radius is up 10 10'. 
'- ILLUSION III (t:) As Illusion II. ex�pt TWO options are allowed. 

IO- PHANTASM II (E) As Phantasm I, except oneoftheoplionsfrom Illu­
sions ] I may also be chosen OR two images r;an be created and mm'ed (both 
images must be within the caSler's fidd of vision). 

,"lUTE; TheM' s{N"lf5 ru:tua"y Cff'Qtc a physicol chunge which affects the 
senses. No RRs are required or allowed. Detection of thl' use of thesf sPfIlJ' 
can only be accomplishf'd through rhe use of Qthf'r $ptl/s, rhe use of u SI'Il5" 
(j/hu than the sense(s) offl'cfed by the illusion, or u Pfrceplion ro/l based on 
how belil'l'able Ihl' illusion is. 

''---
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UNBARRING WAYS 
AREA or EtT[.(..1" DURATION RANGE 

I --LOCK I lock '''' 
2- ·MAGIC I.OCK I door I miniM louell 
3-·LOCKLOII.E I loc" tOuch 
4--OPENING I I lock louch 
5-·TRAPLOII.E I lrap touch 
6-·DISARM I I lrlp to\lcll 
7-·JAMMING I d� , '" 
8--WEAKENING I d� , '" 
9--OPENING II ""'. ,�" 
IO-UNDOOII. I d� , '" 
1 - I.OCI{ (t') Caster can cause an�' IIxk he can � within 100' to be locked 
(the lock is JUSt normally locked and can be unlocked normally). 
2-MAGIC LOCK (t") A door (or container) can be magically "Iocked�; the 
door can be broken normally or the spell can be dispelled but otherwise the 
door cannOI be opened. 

J- LOCKtORE (I) Gi .. es the caSler a + 20 modification on picking thc lock 
analY7.ed, and + 10 co anyorn:' to whom he describes the lock. 

4-OPENING I (I') When cast on a lock there is a 20'1. chance a normal lock 
will open, and a 45'7. chance that a 'Magic Lock' ..... iIl open (failure means 
there is a !O�!. chan�e of selling off attached traps). Rolls are open-ended. 
and the quality of Ihe lock may modify the roll. 
s-TRAPl.QR.: (I) As Locklore, e){cept that it applies to disarming traps. 
(i-DISARM I (t') As Opening I. e�cepl its chances apply todisarming traps. 

1-JAMMING (t") Caus.esa doorloupan<! and jam into its frame(roI1 1-100 
for severity, ranging from slightly stuck to unopenable.) 

8 -WE:AKt:NING (t') Reduces the inherent strength of a dool by SO�. 

9- OPENING II (n As Opening I, except chances are40'1, for normal locb 
and 90-,,. for

� II "Magic LockM. 
IO-UNIHlOK (F) Will vaporize a non-magic door up 10 �" Ihkk, 10' high 
and 10' wide- (if the door is thicker than 6M it will vaporize 6"). Doors made of 
spaial material lO'iIl get a RR. 

SPELL WAYS 
AKJ:.A Of u:n:c..T DURATION RANGE 

I -·SI'ELL STORE I $pell yaries KJ' 
2-·CANCEL ESSENCE ·c �" e �" 
3-·RUNE I I �ht\"1 Yari� , louch 
4_ -CANCEL CHANNEL. " �lf e �" 
5--RUNE II I $hffl "aries Iooell 
6--DlSPEL ESSENCE · ,.R e �" 
1--RUNE IJ! , �� ''"'' ,�. 
1!--DtSI'EI. CIIANNEUNG ' '''' e -" 
9-·RUNE V I _!>ttl ¥aries touch 
to-SIGN OF STUNNtNG I cu' yanes louell 
I-SPELL STORE (UI Caster may cast this spell in addition to, and just 
before, Ihe spell he wants to store; then th(' stored spell may be cast at any 
time, with no penalty. The Storing spell costs the same number of po ... · er 
points as the spell stored and no other spell may be cast while a spell is stored. 
2 -CANCEl_ t::SSENCE (P) This spell helps protect the casler from E$scncc 

spell allacb. When the Cancel Essence casler is allacked by a spell of the 
Essence realm, the attacker must makea RR against the Cancel Essen�spell. 
If the allacker's RR is successful, the attack spell procea:ls normally. Other­
wise, the attack spcll has no effect. 

J- RUNE I (f) This spell inscribes a spell on a specially prepared piC1:e of 
paper (call('d run!:" palX'r); the rune can Ih!:"n be used to cast theinscribcd spell 
once (using the normal procedure for casting spells). The caster must cast the 
Rune spell and then the spell to be inscribed. Rune I can only inscribe I sl le,'e] 
spells. The rune paper can be reused. 

4-CANCEL CUANNELING (P) As Cancel Essence, CJL:�pt only Chan­
neling spells are affected. 

5-RUNE II (t") As Rune I .  except Ist,2nd M spells may be inscribed. 

6- DISPEL ESSt:NCF. (PI As Cancel Essence, except dispelling effect is in 
a IO'R about the caster and any already e�isting spells in the radius must save 
(with a +)0 modlflcarlon) or be canceled. 

1-RUNE III (f) IV; Rune I, excepr ]SI-)rd Ivl spells may be inscribed. 

8-DlSP.:L CHANNELING (P) As Dispel Essen�, ex�pt only Channel­
ing spdls arc affected. 
9-RUNE V (t) As Rune I, excepl ]st-5th Ivl spelb may be inscribed. 

IO-SIGN O.'STUNNING (F) Inscribes a �SignM ona non-mobile surface. A 
Sign can be trillSered by one of the following (decided by caSler): after a 
chosen period of time. ccrtain movements, certain sounds, louch, reading, 
etc. Stun.� the Iriggering victim fOi 10 minllO pI of RR failure, 
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ESSENCE'S WAYS 
AREA OF EfTOCf DURATION RANGE 

l - ·DETECTESSENCE c "R l minllvl ,.,. 
2-·TEXT ANALYSIS I c lUI l min/lvl -" 
J-.DETECT CHANNEL, c " R  I minllvl ,.,. 
"-·DETECT INVISIBLE c " R  I minllvl ,.,. 
5 -·DETECT TRAPS c " R  I minllvl ,.,. 
6-·TEXT ANALYSIS II c le�1 l min/lv! -" 
7-·DETECT EVIL c " R  l minllvl ,.,. 
8-·LOCATIONc I targd I minllvl ,.,. 
9-·PERCEIVE POWER c " R  I min/l.'1 ,.,. 
IO-DELVING l ilem louch 

I -DETECT ESSENCE (P) Delecls any ilem or active spell from Ihe Essence 
realm; each round casler can concentrate on any 5'R area within Ihe range. 
2-TEXT ANALYSIS I 0) Caster can read text wrillen in an unknown 
language, bul onl�' underslands basic conceplS from il. 
3-DETECT CHANNELING (P) As Detect Essence, e�cept realm is Chan· 
neling. 
4-Vl."I1:CT INVISIBLE (P) As Detect Essence, except detects invisible 
Ihings; all allacks against an invisible thing so detected are modified by -50. 
No attack can normally be made without some form of detection. 
5 -DETECT TRAPS (P) As Delect Essenl'e, except il gives a 15", chance of 
detCCling a trap (certain traps may receive modifications to this chance). 
6-TEXT ANALYSIS II (I) As TelCl Analysis I, except gives a complele 
technical analysis ("ocabulary and syntax) but not an understanding of 
idioms (jargon), subtle implications or cultura! references. 
1-DETECT EVIL (P) As Detect Essence, excepl detects if a being or item is 
evil OR if an item was created by evil OR ifan item was used by a very evil per· 
son for an ClClended period. 
8-LOCA TION (P) Gives the direction and distance of any specific object or 
place that the caster is familiar with OR has had de<;eribed in detail. 
9-PERCEIVE POWER (P) As Deleet Essence, except il will give an 
estimate of the power (level or polency) of Ihe person or item that casted the 
spell examined. 
10-DELVING (I) Gives significam details about an item's construction and 
purpose (not specific powers). 

SPIRIT MASTERY 
, 

AREA OF EHH." DURATION RANGE 

I -·SLEEP V "aries varies "" 
2-·CHARM KIND t larget I hrl1vl '00' 

3-·SLEEP VII varies .'aries >0O' 
4--CONfUSION I large! .aries ,.,. 
S--SUGGESTION I large! varies "" 
6-·SLEEP X varies varies ,.,. 
7-·HOLD KINDc I targCl C '''' 
8-·MASTER OFKIND I target 10 min/lvl '" 
9-.TRUECHARM i largcl I hrllvl ,.,. 
10-QUEST I {arlltl varies "" 

I -SLEEP V (n Causes largel{s) 10 fall into a natural sleep; the 10tal number 
ofle"els that can be affected is 5 (e.g. five level I largets; one kvcl4 target and 
one level I target; two level 2 targets and one level I target; elc.). Ali largets 
must be in casler's field of vision. 
2 - CHARM KIND (F) Target (which must be humanoid) believes casler is a 
good friend. 
3-SLEEP VII (F) As Sleep V, ClCcepl a total of1 levels can be affected. 
,,- CON FUSION (F) Targel is  incapable of making decisions or initialing ac· 
lion for I rnd/5 pi of RR failure. The targel may continue 10 fight current 
foes or aCI in self·defense, 
S - SVGGESTION (F) Targel will follow a single suggested act that is nOI 
completeh' alien to him (e.g., he will not commit suicide. blind himself, elc.). 
6 - StEEP X (F) As Sleep V, e�cept a total of 10 levels may be affected. 
7 - HOLD KIND (F) Humanoid larget is held to 25� of normal action for as 
long as Ihe caster concenlTates. 
8 - MASTER OF KIND (F) Target must obey caster as in Suggestion for the 
duration of the spell, Caster ma�' employ any number of non·alien sugges­
tions. 
9_ TRUE CHARM (F) As Charm Kind, except any sentient creature may be 
affecled. 
IO-QUEST (n Target is given one task; failure results in a penalty deter· 
mined by the Gamemaster (Iask must be wilhin capabilities of larget). The 
penalty should be a minor handicap; such as a drop in stats OR a phobia (c. g . .  
fear ofspidcrs, fear of water , elc.) or some other mental iltness OR a physical 
disabi1it�· (e.g .. a limp. rheumalism, scars, elc.). 

ESSENCE PERCEPTIONS 

1-·fAMILlAR 
�2':·PR£SENCE I ·c 

l-·LlSTEN c 

AREAOF EFFEcr DURATION 

! larg" P 
to'R I mdllvl 
varies I minIM 

4-·PRESENCE lI!·c JO'R l rnd/M self 
S-·LONG EAR c varies l minllvl 100' 
6-·WATCH c varies I minllv! 10' 
7 -·LONG EYE c varies I minllvl 100' 
8-.QBSERVE c vanes I min/lvl tOO' 
9-·PRESENCE \' SO'R I rndllvl self 
10-TELEPATHY c I largC! I rndllvl 10' 

" 

1 -FAMILIAR (P) The caster can allune himself 10 a small animal (to be 
called his familiar). The caster must obtain the animal (can be no more than 
10% of caSler's own mass) and cast Ihe spell on the animal once/day for I 

week (concentrating for 2 hrs/day). The casler can then contro! the familiar 
and view the world through its senses by concentraling on il (must be wilhin 
50'/M). If the animal is killed the caster will be at -25 for all actions for 2 
weeks. 
2-PRESENCE (P*) When he concentrates, caster is aware of Ihe presence 
of all sentient/thinking beings within 10'; i.e., the caster knows where they 
are. He also gets a feeling of which are imelligcnl and which are animals. 
3- LISTEN (V) Caster can pick a point up to 10' away, and as longas he con· 
ccmrates he will hear as if he were at that point (Ihere can be interveningob· 
jects such as walls). He may stop concentrating and later continue as long as 
the duration of the spell has not ClCpired. 

4- PRESENCE III (P*) As Presence I, except that Ihe radius of awareness is 
30'. 
5-LONG EAR (U) As Lislen except that caster's DOint of hearing may be 
moved independently up to 100' away (moves al IO'/rnd). if he is physically 
able to go Ihere (i.c., he could not send his point of hearing Ihrough walls or 
closed doors). 
6- WATCH (U) As Listen, except the casler sees from Ihe Ii"ed point (it can 
rotate). 
7 - LONG EYE (U) As Long Ear, excepl the caster sees from tile moving 
point (it can rotate). 
8-08S.:RVI� (UI As Lislen and Watch, ClCcepl caster can listen and watch at 
the same time and the range is 100'. 
9-PRESENCE III (p.) As Presence I, exccpt that the radius of awareness is 
50'. 
10- TELEPATHY (P) Caster can read Ihe surface thoughts of one targeL If 
Ihe target makes a RR by more than 25 he realizes what is happening. 



7.12 SPELl liSTS FOR MAGES ONlY 

EARTH LAW 
AREA OF [fFEer DURATION RANGE 

I -·ENCHANTED ROPE ( One rope C IO'/lvl 
2--LOOSEN EARTH 100 cu' P H)()' 
3--CRUSH STONE 2"x2�xr '''" 

4 __ EARTHWALL 100x1O'xU' I min/I�I '''" 

S_-CRACKSCALL IOC() cu' WO' 
6--STONEWALL 100xlO'xl' I min/lvl H)()' 
7--STONE/EARTH 100cu' ,. H)()' 
g --EARTHWALL TRUE IUxIO'xl' P '00' 
9-·EAKTHIMUD lOO cu' P '00' 
IO_EARTH/STONE lOOcu' P H'" 

1_ ENCHANTED ROPE (F) If caster holds one end of a rope he can cause 
the rope to move up to its length (within the range) in any direction and to tie 
itself in knots (it cannot attack or tie up a moving or active being). 
2 - LOOSEN EARTH (F) Loosens 100 cu' of earth to the consistency of 
plowed ground. 
3 _ CRUSH STONE (F) Crushes a slone or section of stone (up to 2"x2 xr) 
to the consistem;y of a powder. This includes non-enchanted stone and gems. 
If a maneuver roll is made, this spell can affect sling stones. 
4-t:ARTHWALL (E) Surrtmons a wall of packed earth up to IO'x\O'x(3' at 
base, I' at top); must rest on solid surface. It can be dug through at the lOp in 
10 man-rounds. 
5 -CRACKS CALL (F) Any already existing cracks or naws in a section of 
inanimate malerial (up to \O'x\O'xIO') will extend to their limit. 
6 -STONEWALL (E) As Earthwall, except wall is up to 10'xlO'xl' ofstone 
and il has the durabiIit)· of normal stone. 
7-STONE"7EARTH (F) Changes 100 cu' of normal stone to packed earth; 
change is gradual and takes 3 rods. 
S- EARTHWALL TRUE (E) As Earthwall, excepl dural ion is permanent. 
9-EARTU/MUD (F) As Stone/Earth, except changes earth to soft mud. 
10-EARTH/�iTOJ'\li': (1-') As StonelEarth, except changes packed earth to 
solid stone and loose earth to gravel. 

ICE LAW 
ARF.A OF EH'ECf DURATIO," RANG" 

I -,f'kEEZE LIQUID ( I (ll'/lvl P ,IT 
2-·COOLSOUDc t (ll'/lvl 241u W' 
3-·WALL OFCOLD 100xlQ'xI' I rnd/lvl '00' 
4-·COOL AIRt HXXl cu'/lvl ", '00' 
5--CH1LL SOLiD c I cu'/lvl ", W' 
6-·ICE BOLT t target WO' 
7--COLDBALL (ZO') 2.' '00' 
8-·WALLOftCE 100 .• IO'xl' P '00' 
'1--CALL.COLD 2O'x2O'x2O' I rnd/lvl ,. 
IO-C]RCLEOF COLD ZO'Rx2{)'Al' I rnd/lvl -" 

I -FREF-ZE UQUID (F) Any inanimate liquid (I cu'/lvl) can be cooled 10 
free�ing at a ratt of I co'/rnd of concemralion (temp_ cannot be lower than 
-30 degrees Fl. 
I-COOL SOLID (F) Any solid, inanimate, non·meml material (I cu'/Ivl) 
can be cooled to -20 degrees F at a rate of I cu'/rnd of concentralion. 
3-WALL OF COLD (E) Creates a transparent wall of intense cold (up to 
lO'xlO'xl ,), anyone passing through takes an "A" cold critical (no RR). 
4-CooL AIR (1-:) The temperalure of the air in an enclosed area may be 
lowered at a rate of 10 degrees F per round of concentration (to a maximum 
of -20 degrees Fl. When Ihe concentration ceases the air will warm normally. 
5-CHILL SOLID m As Cool Solid, except material can be cooled 10 -200 
degrees F, al a rate of -100 degrees/rnd of concentralion. 
6- ICF. BOLT (E) A  boh of ice is shot from the palm oflhe caster; results are 
determined on the Bolt Attack Table. 
7 -COLD BALL (E) A I 'ball of cold is shot from the palm ofthecaster, it ex­
plodes at a point chosen by the casler to affect a 20'R area: results are deter­
mined on lhe Ball Attack Table. 
S-WALL OF ICE (E) Summons a wall of icc up to IO'xIO' (2' al base, I '  al 
top); it must be affixed 10 a solid surface. It can be melted (wall takes 100 
hilS), chipped through (50 man-rounds) or toppled (if one end is nOl againsl a 
waU). 
9-CALL COLD (E) AsCall Flame on the Fire Law list, except that it creatt:S 
a cube of cold (up to 2O'x20'xZO') that drlivers cold criticals. 
10-CIRCLE OF COI.O (E) As Wall of Cold, except the "wall" is up to 20' 
high and forms a circle (up 10 20'R and I ' lhick) with the caster at Ihecemer (it 
is non-mobile). 

Spell Lists/Mages 

LIGHT LAW 
AREA OF U"n:er DURATiON RAN(;E 

I --PROJECrED LIGHT t 50' beam 10 min/lvl -" 
2--SHOCKBOLT I targel '''" 
J-.LJGHT I IO'R IO min/lvl louth 

4--SHADE lOO'R IO m;n/tvl '''" 
5--SUODEN LJGHT IO'R '''" 

6--DARK W, 10 min/lvl loueh 
7-·lIGHT V c  "'" 10 m;n/lvl loueh 

8-·SHOCK BOLT I lar�t 2"" 

9--DARK e SO'R 10 min/lvl \Ouch 
IO-UGHTNING BOLT t (ar,eI '''" 

I-PROJECTED LIGHT (f') A SO' beam of light (like a nash light) springs 
from the casler's palm. He can turn it on or off by opening or closing his 
hand. 
2 -SHOCK HOL"!' (E) A boll of intense, charged light is shot from the palm 
of the easter; results are determined on the Bolt Attack Table. 
3- tiGHT 1 It") Lights a IO'R area about lhe point touched. 
4 -SHADI': (n All shadows and darkness in a 100' radius around the chosen 
center point deepen, aiding hiding by + 25. 
5 -SUODEN LIGHT (F) Causes a 10'R burst of intense light, all those inside 
the radius are stunned I rod/S pi of RR failure. 
6- DARK (F) As Light, except fhat a IO'R of darkness rtsults. It is the 
equivalent of a dark, moonless nighl. 
7 _ LIGHT V (f) As above, except radius can be varied up to SO' (the size of 
the radius can be changed by concentrating I round). 
8 -SHOCK HOLl" (E) As above, except range is 300'. 
9_llAHK ,t·) As above, CXCepl radius can Ix varied up 10 SO' (as in Light V). 

10- LIGHTNING BOtT (E) As Shock Bolt, except a Lightning Bolt is shot. 

FIRE LAW 
AREA OF EFrEer DURATION RAJ','GE 

I - -BOIL LlQUlDc I eu'/lvl P ,. 
2--WARMSOUDc I cu'/lvl 24 hr .. 
3-·WOODFIRES '" " 

4_·WALL OF FIRE IO'xlO'x6� I rnd/lvl '00' 

S--IIEATSOLIDe I eu'/lvl , ", "" 

6--FIRE BOLT I target '00' 

7--CALL FLAM£ 10'xlO'xlO' I rnd/lvl "" 

8 --FIRE BALL 10'R '00' 

'1-·AURA Of FLAME l ob)'"'"'t I rndJlvl lOuch 

IO-CIKCLE AFI.AME IO'R I rnd/lyl -" 

I _ BOIL LIQUID (F) Any inanimate liquid (I cu'/Iv!) can be heated 10 boil­
ing at a rate of I cu'/rnd of concentration. 
2 - WARM SOI.IV (F) Any solid inanimate, non-metal material (I cu'/M) 
can be warmed to 100 degrees F at a rate of I cu'/rnd of concentration. 
3 - WOODJ."iRt:S (F) Causes any wood (or any inanimate organic material) 
that Ihe caster chooses within I' of caster's palm to ignite and start burning. 
4 _ WALL OF FlRt; (t;) Creates an opaque wall of fire (up to IO'xIO'x6"). 
One end must rest on a solid surface. Anyone passing through it takes an "A" 

heat critical (NO RR). 
S -HEAT SOUD (n As Warm Solid, except material can be heated to 500 
degrees at a rate of 100 degrees/rnd of concentration. 
6 _ FIRE BOI.T (E) A bolt of fire is shot from lhe palm of the caster; results 
are determined on Ihe Bolt Attack Table. 
7 -CAU, }"LAM!:: (E) Creales an opaque cube of name (up to lO'xlO'xlO'); 
it takes 1 complete rod of concemralion for the cube to form and become ef­
fective. One side must rest on a solid surface. Anyone in it or passing through 
takes an "A H heat crilical (NO RR). 
S- t"lRt: BALL (E) A I'  ball of fire is shot lrom the palm of the caster, it �x­
plodes at a point chosen by the caster to affect a 10'R area; results arc deter· 
mined on Ihe Ball AHack Table. 
9- AURA or FLAME (E) The caster may touch one object (that takes up an 
area of up 10 a YR) and create an aura of name around it. The name will not 
affect Ihe "aster or the hOlder of the object (if any), but anyone clse touching 
the object will take a �B" heat crit. If cast on a weapon and Ihe wcapon is used 
to deliver a r10rmal critical, the weapon will also deliver a "B" heat cril. 
10-CTRCI.E An.AMi: (E) As Wall of Fire, except theMwall" is 10' high and 
forms a 10' R circle (6" thick) wilh the casler at the center (it is nonmobile). 



Spell LislslMuges 

LOFTY BRIDGE 
.... RE .... 0.' .:rrF£T DUILHION RANGE 

I -·LEAPING ' I !ar,e! 1 m' I., 

2-·l.ANDlNG· I ta,,� unt;! lands I., 
l--LEA \'ING (100') l Iar .... 10 
4--LEVITATION I Lar.t! I minllvl 10 
s-·n Y (1,'/,nd) I lar.t! I minllvl 10 
6-·PORT .... L 1'�6'.>J· I md/Iv! I�h 
7 --Ft Y (tSO'/md) I I"", I min/h-I 10 
S--lON(; DOOR (100') i larlC' 10 
9-·LEA VINC (JOO') I !al,'" 10 
10-TELEPORT I !"" t! 10 

I -I.EAPI .... 'G (V-) Allows lht largel lo leap 5O' la!eraliy or 20' venically (or 
somt combinalion of lateral and vertical movtmtn!) in the round that Ihe 
ipell was cast. 

2 - LANDING (V'") Allows the target to land safely in a fall up 10 a diSlance 
equal 10 20' per le,·ct ofca.oller, and to lake thaI distance offlhe severilyofany 
longer fall (e.g., a 2nd level caster could reduce the effects ofa 50' fall to a 10' 
fall). 
3-I.EAVING IV) Casler teleports target to a point up to 100' away, but 
there can bI.' no intervening barricrs in a direct line between the larget and the 
point (for Ihese purposes a barricr is anything he could not physkal1y go 
through; dosed doors and bars are barriers; a pit is not), 
4- LEVITATION (V) Allows target 10 move up and down vertically at a rate 
of up to 10'/md; horizontal movement is possible only through normal 
means. 
s- fl. Y (U) As Levitation, txcept target can fly (move horizontally and ver­
tiC'J.lIy) at a rate of up to 1S'/md (or S MPH). 

6- PORTA L (U) Opens a porta! 3'x6'd' in any solid surface, through which 
anyone or anything can pan. The surface appean; unaffected but shimmers 
slightly (a perception roll would be nt'CCuary to nOike it). 

7 _ fLY (U) As above, except la/get nies ttl a rate of up tu I SO'/rnd. 

A-LONG DOOR (U) As Leaving. excepl c35ter can pass Ihrough barriers by 
specifying cxacl distances. 
9- LEAVING (U) As above, excepl larget can be moved up to 300'. 
10-ITI.F.PORT (V) As Long Door, excepl movement range is 10 miles/M. 
Thil spell is "ery risky. Thecasler has Ihe following chanm for error (targel 
arrives off<enter): Never seen place bUI have description and loca­
tion _50"': visited brieny for I hr. -2S�I; lived in 24 hr.'" 1O'i.; lived in I 
..... eek'" I�; hved in I yr . .. . Ol lil. In case of error: firsl determine direction of 
error Irandomly), then determine diSlance of error (make an open-ended rol1 
for number of feet). 

WATER LAW 
.... w£A OfD'n:.l..T DURATION RANGE 

I -·CONDENSATION� , !ou�h 
2-·FOG C .... LI_ 10·RI1.1 , IOO/Ivt 
3-·WATERWAL L c  to'xtO'xl' C I., 

4--W .... TER BOLT r �arge! I" 
3-·UNFOG tO'1t , I., 

6--C .... LM WATER c IW, C 100' 
7 __ w .... TERW .... LI_ TRUE to'�IO'xt '  I min/l"1 I" 
8--CLE .... N w .... TER 1000 cu'/tvt , I" 
9-·W .... TEkBOLT I LarileL ,., 
lO-C .... LL RAI7'l lOO'RI1 .. 1 IOmin/hl lOO'l1vl 

I - CONDENSATION (t') Conde uses I cu' of water from the surrounding 
air; lakes between 1 rnd in the most humid areas and 10 min. in Ihe driest 
desert. 

2 -FOG CA.LL (n Creates a dense nalLlral fog within the radius of effect. 
The fog obK"Urcs vision and subtracts 50 from all missile anacks whkh must 
pass Ihrough il. 
3-WATERWA.LL (E) Creates a IO':1II0'xl' wall of water, all mo,'emenl 
through requires a maneu,'er roll modified by -40. Attacks Ihrough it are 
modified by ·SO. It must be afrlJ{cd to a solid or liquid surface. 

4- WATER HOLl (E) A bolt of waler is $hOl from Ihe palm of the casler; 
results del ermined on Ihe Bolt Auack Table. 
S-UNFOG It) DisptrScs fog in an area up 10 Ihe radius of effect. 

6-CALM WATER In Water within radius is calmed; waves are cut by 20'in 
center and less lowards the perimeter. 

1- W A Tt:KW ALL TRVE (E) As Waterwall, except C35ter need not concen­
trate and the duration is I min/lvI. 

8-CLEAN WATER W) Remo\'es all sediment and dissol\'ed substances 
from a volume ofwaler up to 1000 cu'/Iv!. 
9 - W ATER HOLT (t:) As above. except range is 300'. 
10- CAU. RAIN In If there ale douds in Ihe sky, it rains outdoors for the 
duration of the spell. 

" 

LIVING CHANGE 
.... KF.A OJ' ErrF£T DURATION RANGE 

I --RUN ' I tar .... IOminllvl 10 
2--Sf'EED I' I Larget I md 10' 
l--SELF SIZE CH .... NGING ><if ! miniM _If 
4--SPRINT • I !&ri<'t 10 min/hi 10 
' --CH .... NGE Of "'IND I target. IO min/h'1 10 
6--HASTE I '  I !ar, ... I md 10 
7 --SPEED JII • vari� .- 'a 
8-·FAST SPRINT ' J lar, ... 10 mini"" 10 
9-·SIZECH .... NGING l Iar  .... IO minlhl 10 
IO-HASTE Ill ' variC'S .-;ui"s 10 

1 -RUN I (f'", Target may run (2x "'alking pace) wilhout tiring. but once he 
stops 01 performs some other action the spell is canceled. 
2-SPE.}:D I «(0) Target may act at I"'ice his normal rate (200�. or normal 
activity), but immediately afterwards mUlit spend a number of rounds equal 
10 the rounds speeded at half rate. 
3- SEI.F SIZt: CHANGING (n Caster may shrink to 'Ii his normal mass 
(height in normal situations): there is no decrease in his strength. Castel may 
also enlarge to \Ii his normal mass, and there is no increase in his strength (ex­
cept for movement purposes). 

4- SPRINT IP) As Run I, e ..... cept larget may move at 3x walking pace. 

S-CHANGE OF kIND (F) CaSter can alter target's form tothe form of any 
desired humanoid race, the targel's mass cannOI change by more than 10'1,. 

6- HASTE 1 (.'0) As Speed I, except no half rate penalty round follows the 
haste round. 

1- SPEED III It'·) As Speed 1, except duration is 3 rounds for 1 target OR 2 
rounds for I targel and 1 round for 1 other target OR any OIhercombination 
of targets and rounds that tOlal 3 rounds of speed. 

I-FAST SPRINT ("'.' As Run I, except target may move at 4x walking 
pace_ 
9-SIZE CHANGING (F) As Self Size Changing, except m35S change i� 
limiled to 10'i. of his mass/lvl and it can be cast on any material thai is living 
or was once li"ing. 
10-HASTE III (P) As Speed II I, except no half rate penalty rounds follow 
the haste rounds. 

WIND LAW 
.... REA OF EFFECT UURATlON R .... NGE 

I --BREEZE C .... LL' "'OOM I rnd/M _J< 
2-· .... IRW .... Ll, 1O'x10'x3' C I., 
)-·COr·lDENS .... T10N � , , T 
4 _ ·STUN CLOUD ,., O m'  10 
S--AIRSTO]>, IO'R C IW 
6-·STUN CLOUD W, 6rnd W' 
7-·V .... CUUM ,., 100' 
8-·AIRSTOP, 20'R C 100' 
9--STUN CLOUD "" Om' '" 
IO-DE .... THCLOUO ,., tOrnd IW 

I -HREt:ZE CALL (n Causes a swirling breeze to arise from around his per· 
son which will blow in a set direction. II drives away allY suspended or 
gaseous matter (duSI, clouds. cle.) and subtracts 30 from all missile attacks 
passing through it. The bree:.te affects a 20' cone (casler HI lip, 20' al base). 
2- AIRW ALI. If' Creates a transparent 10'xJO'x)' wall of dense churning 
air. all mO"ement through it requires a maneuver roll with a-25 modification. 
Attacks through it are modified by -50. 

3-CONDt:NSA TlON (F) Condenses 1 cu' of water from the surrounding 
air into the cupped hands of the e35ler (he may allow the water 10 o"crnow in· 

10 a container held under his hands). The caSler must concenlrate while the 
water condenses; it takes I md in the most humid climates and 10 rounds in 
Ihe most dry climates (in belween else .... htre). 
4 -STUN CLOUI) If) Creates a 5'R cloud of charged gas pan ides: deli"ers a 
'"'C" electricity critical on 1st and 2nd rounds, a �B� on rounds 3 and 4, and an 
"A � on rounds S and 6. II driflS with the wind and affects all "'ithin its radius. 
RR's arc allowed. 
S- AIRSTOP <n Cuts all generalized air movement (i.e., "'ind) by up to 30 
MPH in a 10'R. 
6 - STUN CLOVU (t') As abov�, exc�pt radius is 10'. 
7 - VACUVM (".) Creates a S'R near·vacuum. An in radius lah a "B�impact 
critical, as air leaves and rushes back in. RR's ar� allowed. 
I- AIRSTOP (t") As above. except radius is 20', 
9-STVN CLOVIl (t) As above. except radius is 20'. 
10- DEATH CLOVU (F) '\5 Stun Cloud, ncept radius is 5'R: delivers an 
"E� 011 rounds I and 2, a HO" on rounds 3 and 4. a "C" on rounds 5 and 6, a 
"B� on rounds 7 lUI 8, and an "A" on rounds 9 and 10. 



7.13 SPELL LISTS FOR BARDS ONLY 

CONTROLLING SONGS 

I - ·CALM SONG c 
2-·HOLDING SONGc 
3-·STUNSONGc 
4_ ·SILEI'o'T SONG n 
'--SLEEP SOJ'lolG c 
6--CHARM SONG c 
7_·FEAR'SSONGc 
8_-CAL\1 SONG TRUEc 
9_·STUN SONG TRUEc 
10-fORGETTING SONG 

ARF-A OF u'n:cr 
I I,UICI 
I UUiC! 
I largcl 
I lugd 
I .11i<'! 
I !;I.riC! 
I larict 
I laracI 
I IUgd 
I llrget 

nUkATiON 

c 
C 
C 
C 
C 
C 
C 
vane. 
vanfl. 
" 

HANGE 

SO' 
SO' 
50' 
SO' 
SO' 
SO' 
SO' 
SO' 
SO' 
SO' 

I-CAlM SONG (n Targel is �almed and cannot lake any aggressive (of­
fensive) action. while Ihe CMler plays/sings (requires concemralion) and 
keeps the larget ""ilhin sight or "'ilhin the spell's range. 
2- HOI.DlNG SONG (f) As Calm Song, except target can only take 25'7. of 
normal action. 
J-STUN SONG (t.) As Calm SonK, exCept largd is Slunned. 
4-SU.ENCE S01'to'G W) As Calm Song, except larget may nOI speak. 
S -SlEEP SONG (t') As Calm Song, except target falls imo a light sltcp. 
6-CHARM SONG (n As Calm Song, excepltargct believes caSler is it Kood 
friend, and ifthecMlcr plays/sings for alleast J rounds thcdfoxi oflhe spell 
lasu for 10 minutes after Ihe taster stops, 
7 -n:AR'S SONG (F) As Calm Song, except target fears eas!cr and aHempt.� 
10 gel away from him. 
3-CAI.M SONG TRUt: (F) As Calm Song, except that afler IhecMlcr SlOps 
playing/singing Ihe effetl .... ill tontinu(' for the number of rounds the caster 
hM already played/sung (e.g., if Ihe caSler sings for 3 rounds Ihen after he 
Stops Ihe lariet wit! remain calm for ) more rounds). 
9-STllN SONG TRUE (F) AI; Calm Soni True, ('xcepl larget is stunned. 
IO-FORGt:TflNG SO,"'iG (F) Target will forgel what transpired in a cer­
lain period of limespedfied by Ihccaster (within I day/I�I). The length of the 
time period is equal to the amount of lime Ihe cMt('r plars/sings, 

ITEM LORE 
ARF-A OF En'ECT IlURA noll' RANG •. 

I --JEWEL/METAI. ASSESS. I objecl !Ouch 
Z--ITEM ASSESSMENT l objC-C1 !Ouch 
J-·DETECT PO\\'eR l objC"C! touch 
4 _,ITEM ANALYSIS I object touch 
S -·ASSESSMENT TRUE I Obje<.:l touch 
6-·SIGNIFICANCE l obje<.:l louch 
7--DETECTCURSE l obje<.:1 !Ouch 
R--OkIGIN l obJC"CI louch 
9--ITEM ANALYSIS II l objC-C1 louch 
10- HISTORY I object !Ouch 

I -JF.WEL/METAL ASSESSMENT (I) Casler can assess the \'aluc of 
je .. eb and metals to "'ithin lQ';. for any market he desires (allows him 10 
calculate different values for th(' different cullures he is familiar wilh.) 
2-ITI::M ASSESSMEN'r (I) As Je .... el & Melal Assessment, except any 
crafled ilem may be assessed (the magic OIpabilities are nOI included). 
J -Dt:TECl' POWER (I) Detects power (enchantmcl1l) in an item: also gi\'cs 
Ihc realm of power and an estimalC of how powerful it is. 

4- ITEM ANA.LYSIS I (f) Caster has a 10''', chan �"t' for each ability of deter· 
mining what enchanled abilities Ihe item has. This includes all bonuses and 
spells: roU Onte ror each, Initially, a character may only cast this spell on�"t'on 
a sh'en item; howevcr, each time Ihc charat!cr goes up a le\'el he may casllhi.� 
�peJ] again on the ilem. 
S-ASSt:.'iSMENT TRUE (l) As llem Assessment, except anYlhing can be 
as�C"Ssed, such as livestOCk, houses, boats, etc, (magical abilities arc still not 
a�essable). 
6 -SIGNIFlCAJ'liCE (I) Determines if the item el(amined has any cultural or 
historical significance, and givC$ a rough idea of .... hal significance. 
7 -DETECT CURSE (I) Detects if an item has a curse on il. and it gives an 
image of thl' person who cursed Ihe ilem. 
8-0RIGI,'IrIS (I) Gi,'cs the race and nature of the being "'ho made Ihe ilem, 
and .... hen and where it .. as made (within 100 miles and 100 years), 
11- 1'1'1:1\1 ANAl" YSIS II (I) As Ilem Analysis I. e.'lcept there is a 20ot'. ch31t�e 
for tach ability. 
10 -HISTORY (I) Gi"es Ihe casICr a random vision of some paSt e\'ent Ihat 
Ihe item .... as presem at. The �hanl'c of obtaining a spcdfic evenl is I�. if the 
asc oflhe item is over 99)'cars; otherwise, the chancc is (100 - the item's age in 
yearS)"lI. 

Sprll Lisl$/Bards 

LORE 
AREA Of U ..... :CT UURATION RA:'�Gt 

I - STUDY I c <If C "If 
2-LEARN LANGUAGE II c <If C <If 
J -LANGUAGE LORE I lexl louch 
4- MIND'S LORE I I larSeI I rnd SO' 
S-STUDY IJ c .If C .If 
6-INTEItPRETING EAR c I spt�kc' C .If 
7-LEARN LANGUAGE III c .If C .If 
8-MIND'S LORE 111 ' Iarlel , ,., SO' 
9_STUDY III c <If C "If 
IO-PASSAGE ORIGINc .If C .If 

I - STUDY I (U) When concentrating .... ilh Ihis spell, the caster can retain 
anYlhing he reads or learns as if he had a ph010graphic memory .... ith total 
recall. It docs nol arfet! his comprehension. 
2- U:ARN I.ANGUAGE II (U) When concentrating .... ith Ihis spell. the raIC 
at which the caster can learn a language is doubled. This means that any 
developmenl of language skill is doubled in effecliveness (i.�., one develop· 
menl poinl increascsa lanKuagcskil1 2 ranks and 3 poinLS increascsit 4 ranks). 
J-I.ANGUAGF. LORE (I) Caster karns .... hat language a piece of te.'lt is 
writlen in. He may also learn the idenlity of the author if the caster has seen 
his work beforc or if the author is nOle .... orthy or distint!ive. 
4-MINO'S WRE I (P) CaSler can $Can the tarlet's mind, and receive pan of 
the target's knowledge (conscious and unconscious) concerning one vcry 
specific topic. There is a 10";'. chance for each piece of inrormatiOn that the 
targel hM 011 the lopic. The target gelS a RR. 

S-STUU\' II lU) As Study I, e.cept casler can also read at 2x normal ralC, 
6- INTERPRF.TING EAR (P) Allo .... s caster to underSland one speaker 
regardless of what language he is speaking. Thecasler mar choose a differenl 
speaker each round. 
7 -LEARN lANGUAGE III (U) As Learn Language II. ellcepttearning rate 
is 3.\. 
8- MIND'S I.ORE III (PI As Mlnd's Lore I ,  ellcept 30'11 or knowledge is ob­
tained, 
9- STUOV III (UI A� Study I, execl't caster can also read al Jx {he lIormal 
rate. 
10-PASSAGt: ORIGIN (I) As Language lore ClIcepl Ihal lhe caster can 
also lel1 if thc [clIt has be1:n uarulaled: and if so what the original languale 
was. From the dialect and idioms, he can also lell the approximate date Ihal 
the tellt was Originally wrillen and the region in which it was wrillen. 

SOUND CONTROL 
AREA OF U'n:CT DURATION RANCE 

I -,tONG WHISPER ' C I pOint C SO'/M 
2 __ S1LENCE lO'R I minIM -" 
3--SONO SOUNDINO II • J sonl: �W'" 2x Wnl'S 
4--SONG II' 1 tarJlcts IS song uw", 
5 _ ,SONtC LAWc IO"R C "" 
6-·GREAT SONG · W'R U W", a.< SOnl 
7-·SILENCE SO" 1 min/1"1 -" 
8--SONG SOUNDING HI • 1 �rIJ, U w", )XWnll'S 
9--SONG III • 3 tarlel> UW", uW", 
to-SONIC lAW , "'0" C ,," 
I- I.ONG WHISPER (P) CaSter's whisper can be directed to any poinl that 
he picks within 50'/lvl. 
l - SIU:NCE (F) DURATION:I min/lvl RANGE: S Any sounds 
originating within up to 10' of Ihe caster's body cannOt be heard oUlside the 
radius. 
J-SONG SOU""'OING II (P) If east lhe round before a spell on Ihe Con­
trolling SonKS list, it doubles the range oflhe Song. 
4-S0NG II (F") ]f cast the round before a spell on the Controlling Songs 
list, it allows 2 targets to be affected. 
S- SONIC LAW (n DURATION: C RANGE: S Caster may manipulate 
sound within 10' of his body. He can Cfeate an� sound he wants. and if he 
desires, thai sound 0111 be heard outside the TlIdius. 
"'- GREAT SONG (P) As Song II, eXl'Cpt cveryone within a 10' R or the 
castcr is a target of Ihe �pell from the Controlling SonKS list. 
7 - SII.ENCE (t") A� abo\'e, except radius is 50', 
S-SONG SOUNDING III (r*) As above, except range increaSC"'i�)x. 
9-S0l'iG HI (P)As Song II, ex�pl that il intrcases Ihenumber oftargeu to 
3, 
IO-S0"'IC I.AW (n As above, except radius is 100'. 



Spt!1I LislslRongers 

7.14 SPELL LISTS FOR RANGERS ONLY 

PATH MASTERY 
AREA Qt' En'ECT DURATlO:or.· RANGE 

I -·PATHLORE W, �" 
2-·TRAP DETECfION c '" I min/lvl >if 
3-·TRACKINGc �" C �" 
4-·PATH TALE -" �" 
�--PATHFINDINGc 1 m; R C I mile 
6--TRACKS LORE touch 
7-_DETECf AMBUSH '"' 10 min/lvl �" 
B--PASSING LORE touch 
9--PATHFlNOINGc 5 mi R C S mil"'l 
10-ANIMAL TONGUES �" 1 minll.1 �" 

NOT!::: For the purposes of these spells, a "path" can be a road, highway, 
trail, or any .... orn track caused by the passage of animals or men. It may also 
bea corridor. underground passage, or tunnel; unlessspecilically limited by a 
particular spell. 
1 -P ",THLORE (I) CaSler acquires a visual image of the nearest deSlination 
in both directions along any one palh upon .... hich heSlands. For this purpose, 
a deslinalion is any man-made struclUre (bridge, house, castle, town, gate, 
door, elc.) or physical barrier (the end of the path, a ford, a crossroads, a 
chasm, etc.). 
1- TR",P DETECTION (P) Caster has a 750}0 chance of detecting any out­

, door trap wilhin the S'R concentrated upon. A different S'R may be chosen 
each round. 
3- TRACKING (I) Caster gets a + SO bonus when tracking. 
4-PATH T .... tE (I) Caster acquires visual image of any user(s) of a given 
path within a period of up to I hr/lvl. 
5- PATHnNIlING (I) Caster gels a mental diagram of the locations and 
routes of any and all paths within a I mile radius. This spell can only be used 
outdoors. 
6- TRACKS LORE (I) Caster acquires a visual image oflhe being Ihat lefl a 
particular set of tracks. Provides + 15 bonus for tracking the being thaI left 
the tracks, 
7 -DETECT AMBUSII (P) Allows caster to detect any hostile beings within 
a 50'R: pro .. ides direction, but not the distance 10 the danger. 
8-PASSING LORE (I) Caster acquires a .. isual and aural (sound) image of 
all beings who have passed within a 50'R of the objecl he touches within a 
period of up to I hr/lvl. 
9-PATHnNDlNG (I) As above, except tile area of effect is a 5 mile R. 

iO-ANIMAL TONGUES (U) Caster gains knowledge of any one animal 
language (a member ofllle species must be within 100') for the duration of the 
spell, 

MOVING WAYS 
AREA OF EFFECf DURATION RAi"iGE 

1--STONERUNNING �" 1 minllvl �" 
2--UMBWALKING �" t min/lv! �" 
3--SWIMMING· .. r 5 min/lvl �" 
4--SANDRUNNING �If 1 min/lvl �If 
5 __ WATERWALKING �" I miniM -" 
6-_LlMBRUNNING �If I min/l .. 1 �" 
7 --TRACELESS PASSING c �If C �" 
8--TRACK HIDING c C "" 
9--WATERRUNNING �" I min/lvl �If 
to-SWIMMING TRUE · �" .5 min/lvl �" 

I-STONERUNNING (F) Allows casler 10 run on SlOne surfaces angled up 
to 75 degrees as if he were on level ground, 
2 - UMBW AI-KING (F) Allows caster to walk along nearly horizontal tree 
limbs (thaI can support the wcighl) as if he were on level ground. 
3-SWIMMING (.'.) Enables target 10 swim without tiring or expending 
energy. 
4,-SANDRUNNING (F) As ${onerunning, except caster can run on sandy 
surfaces as if they were firm ground. 
S -WA TERWALKING (F) Allows caster to walk on waler as if he were on 

_ level dry ground: maneuver rolls may be required on rougll water. 
6-L1MBRUNNING (F) As Limbwalking, except caster can run along 
limbs_ 
1 -TRACELESS PASSING (f) As long as the caster concentrates he can 

walk witllout leaving tracks or other visible signs of his passing. 
8-TRACK HIDING (f) As Traceless Passing except tllat the caster can also 
hide tracks of any I other being whose tracks he follows. 

9-WATE:RRUNNING (f) As Waterwalking, except caster can run on 
watcr, 
10-SWIMMING TRUE: (P) As Swimming, except target can swim as fast 
as lie cou!d rnn. 
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NATURE'S GUISES 
AREA Qt' DnLT DURATION RANGE 

t--HUES �" 1 min/lvl �" 
2--SHADE 'OO� 10 min/lvi touch 
3-_FREEZE c 1 cu'/rnd C '" 
4-..sILENT MOVES -" t minlM �If 
S --SELF CLOAKING c -" C _If 
6--LlGHT 10'R 10 minllv! touch 
7--DARKNESS 10'R 10 min/lvl touch 
8--SHADOW �If I hr/lvl .If 
'l--PLANT FACADE �" 1 min/l.'1 �" 
to-BLANK THOUGHTS c �If C �If 

1 - HUES (F) Caster and equipment within " of his bod}' takes on the 
physical coloration of an organic object he chooses and is in contact with. 
Gives a -I- SO bonus to hiding attempts. 
2- SHADE (fl Ail shadows and darkness in a 100'R around the point touch. 
ed deepen. aiding hiding by +25. 
3-rREEZE: (F) Any inanimate liquid (I cu'/lv]) can be cooled to freezing at 
a ratc of I cu'lrnd of conccntration (temp, cannot be !ower than -30 degrees 
F, 
4-SltENT MOVES (f) Caster can move silently, so long as he does not 
create asound originaling more than I' from his body(e.g . •  slamming a door, 
hitting a 4' long branch, etc.). 
S-SELl CWAKING (F) As long as he does nOI move (he may make small 
movements such as breathing and flexing muscles), the caster blends into sur­
rounding terrain. and adds + 75 to hiding bonus. 
6- LIGHT (F) Lights a IO'R area about the point touched. 
1 - DARKNr.ss (f) As Light except that a 10'R of darkness results. It is the 
equivalent of a dark, mOOllless nigbt. 
8 - SHADOW (I') Caster and equipment within I' of his body appear to be a 
shadow, and thus become almost invisible in dark and shadowy areas. 
9-PLANT FACADE (I') Caster can appear 10 be as any I type of plant. but 
effect is purely visual: caster will not change size, and will not smell or feel like 
the plant. 

to-BLANK THOUGHTS (U) As long as caster concentrates, his mental 
patterns will appear to be those of a local animal that he chooses_ This wi!! 
dcceivc

'
dcte(:tion spells such as prmn�e, 

NATURE'S WAYS 

I - -WATERFINDING 
2--FlRE STARTING 
3--HEAT RESISTANCE · c 
4--COlD RESISTANCE · c 
.5--FOOD FINDING 
6--SfERILIZATIOl\' 
7--SHElTER FINDING 
B--LESSER TRAPS 
9--WEATHER PRE\)Jc' 
IO-NATURE'S AWARE. c 

AII.}:A, m- Et"t'ECI 

I mile R 
1" 
�" 
.If 
1 mil .  R 
I cu'/Ivl 
! mile R 
'-ar;('S 
1 mil. R 
100' R 

DURATION RANGE 

�" 
P touch 
I miniM .If 
I min/I_I �" 

�" 
touch 
-" 

P tou,h 
_If 

C �" 

1 -W A T!::R FINDING (I) Locates all sources of running surface water, ex­
posed groundwatcr, etc, exceeding 1 gallon: caster learns approximately size 
and quality of sources, 
1-FIRE STARTING (F) Causes any wood (or any inanimate organic 
materia) that the caster chooses within I' of casler's palm to ignite and start 
burning (if it will ignite at a lemp. less Ihan or equal to that of wood). 
3-HEAT RESISTANCE (UO) Prote(:ts caster from natural heal up to 200 
degrees F and adds + 20 to RR \'s. heat or -20 \'S. elemental fire attacks. 
4-COLD RESISTANCE (U") Protects casler from natural cold to -20 
degrees, and adds + 20 to RR vS. cold or -20 vs. elemental cold attacks. 
5 - fOOD FINDING (II CaSler learns location, type and approximate quan­
tity of all edible food sources (either dead animal mailer. or any plant). 
6-STERILIZA TlON (P) Sterilizes up 10 I cu'/h'l of any inanimate solid or 
liquid. That is, il eliminates living creatures smaller than \1," in length, but it 
will not affect larger creatures or inanimale poisons or other material. 
7 -SHELTER FINDING (I) Caster learns location, type, and approximate 
size of closest walerproof, covered space exceeding 125 cu': shelter muSI bave 
an entry exceeding 2'R bordering on open air. 
8-LESSER TRAPS (f) Caster can construct a minor outdoor trap in I 
minute: this trap can deliver a "B� critical hil 10 any one person (e.g .• a 
shallow spiked pit, a snare that mangles the victim, etc.). 
9-WEATHER PREDICTION (I) Allows 9So;. chance of predicting time, 
nature and severity of weather over the next 24 hr. period. 
10-NATURE'S A W AREr"ro'E:SS (II Allows caSler to monitor animate activ_ 
ity in the arca (i.e., movement, combat, and maneuvers). This spell rna}' only 
be used if the radius of effect contains plants and/or animals, for il is they 
who gi .. e the casler the information sought 



1.15 OPEN CHANNELING SPELl. LISTS 

DETECTION MASTERY 
AREA or t:rn;(.T DURATION RANG.: 

I -·DETECT CHANNEl. c ,', I min/lvl '" 
2--DETECT ESSENCE r ,., I min/lvl ". 
}-.DETECT EVILc ,� I minIM ". 
4--DETECTCURSEc ,. l min/M ". 
'--LOCATIONc I UlrI�1 I min/IY1 100' 
6--DETEcr TRAPS c ,. I miniM '" 
7 __ LOCATlON c I lar!CI I min/h·1 "" 
8_·DETECT INVISIBLE , ,', I minJlvl ". 
!I-·LOCATION c I targe! I min/l.1 >00' 
IO-CURSE TALES I CUn;t 10' 

1- ln.TECT CHANNI-:LlNG (P) Deleels any item or active spell front lhe 
channeling realm; he can COncentrate on any S'R area .. ·;thin the range eath 
round. 
2 - DI:.TECT t:SSENCE (PI As Detect Channeling, except realm is c:ssence. 
J -DETECT EVIL (P) As Detect ChanllCling, except detects if a being or 
item is evil OR if an item .. ·as created by e,·il OR if an item was long used by a 
very evil person. 
4-DlTECT CURS.: (P) As Detect Channeling, except detects curses On 
people or things. 
!i -LOCA nON (P) Gives 'he direction and distance of any specific objecl or 
place that the caster ;s familiar .... ith OR has had described in delail. 
6 - DETECT TRAPS (PI As Detecl Channeling, except it gives a 75 .... chance 
of detecting a lrap (certain enchanted traps may receive modifications 10 this 
chance). 
1- LOCA nON (P) As above, except range is 300'. 
8- Dtn:cr INVISIRI.E (P) As Detect Channeling. except detec,s invisible 
things; all attacks against an in .. isible thing so dClected are modified by -SO (if 
Ihe altack were olherwise impossible). 
!I- LOCATION (P) As above, eJ(cep' range is �OO'. 
IO- CURSE TALES (I) Casler can dClermine na,ure and origin of any I 
curse, including lilt identity of Ihe originator of the curse. 

SOUND/LIGHT WAYS 
AREA OF EFn:cr nURATION RANG.: 

t _.PROJECTED LIGHT 5O' bnm  10minllvi �If 
2--SPEECH I ,  I larget C 10' 
J -·lIGHT IO'R 10 mjn/l�1 IOIKh 

4-·QUIET I'R I minllvt 100' 
3--SUDDEN LIGHT 100r 100' 
6--SPEECH I I  c I largcl C 10' 
7-..sIlOCK BOLT I ,argel 100' 
8_.SILENCE IO'R I miniM 100' 
!I--UTTERLIGHT IO'R I miniM tl)llch 
10- WAITI/'oIG LIGHT IO'R _aria; touch 

I - PROJECTED LIGHT (f) A SO' beam of light (like a nashligh,) springs 
from the cas,er's palm. He can turn it on or off by opening or dosing his 
hand. 
2_SPEF.CH I (P) Target is able to communicate basic ideas in a specific 
language of someone within 10' (hungry, Ihirsty, bathroom, peace, c,e.). 
J- LIGHT (F) Lights a IO'R area abom 'he point touched. The light pro­
duced is equivalent to torchlight. Iflhe poim is On a mo .. ing being or objec" 
the area will mOlle with it. 4-QUIET m Crea'es a I'R area around the target, into and om of which 
sound cannot travel. The area is centered on the target and will mOlle if he 
'''''. 

!i-SUDDEN LIGHT (f)Cau$CS a IO'R sphere of intense light. all within it 
must make a RR or Ihey are stunned for 1 rnd/S pI failure of RR. 
6 -SPEECH II (P) As Speech I, ncepl caster can communica,e in more com­
plex concepts, although ,here is a good chance of misinterpretations. 
1_ SHOCK BOLT (E) A bolt of intense, charged light is shot from the palm 
of the caster: results arc determined on the Boh Anack Table. 
8-SILENCE (F) As Quiet. except radius is 10'. 

,- urn:RLlGHT I (n As Light, except i, is 'he equi"alen, of full daylight: 
il also cancels all magically created darkness. 
10-W AJTlNG LIGHT (t') As Light, eJ(cept it can delay the action of 'he 
spell until up to 24 hour/M passes O R  a being passes OR a certain word is 
said, etc. 

Spell Lis/slOpen Channeling 

CALM SPIRITS 
AREA m· Et'n:cr DURATION RANGE 

I --CALM I I larid I min/lvl 1011._ 
2-·CALM I J  2tatlet$ I mlnJlvl--· 

-
100' 

3 --HOLD KINtH I lar,C! C 100' 
• -·LONG CALM t .arStt I min/hi lOO' 
S--STUNNIf'lG' t 'ilfJel ,·aries 50' 
6_·CAlM III .l larlC!s I min/lYl 100' 
7 --CALM IV 4 .arSftl I minIM 100' 
8--GOLDEN SLU"lIIERS ' I larllfl ,-ariell 50' 
9--CALM V 31arleu I min/lvt 100' 
1O-811NDING ' I .arse. ,·arks 5(l' 
I - CALM I (l') Targel will take no Ruressi\·e/offensi .. e aClion, and will 
fight only if anad:ed. 
Z -t.:AlM II (F) As Calm I. eJ(rept 2 1argcts may be affected. Both must be in 
the caster's field of vision when Ihe spell is cast. 

J- HOLD KIND (F) Any I being may be held to 251,'. of normal activity for 
as long as the caSler cona:ntrates. 
4-I.ONG CALM (t') As Calm I, except that the range is 300'. 
!i-STUNNI/'O(; (F*) Casler points his arm (elbow locked and fist clenched) 
a' 'he tarset and channels raw power from his deity: large! is stunned for I 
rnd/lO pt failure of RR. 
6-CAI.M III (f) As Calm II, CJ(cept 3 ,argels rna)" be affected. 

1-CALM 1\' (n As Calm II. except 4 ,argets may be affected. 

8-GOLOEN SLUMBERS (P) As Stunning. except targel falls into a deep 
sleep for I rnd/lO pt failure of RR. 
9-CALM V (f) As Calm II, eJ(cept S largelS may be affected. 
Ill- BLINDING (P) As Stunning, except tarll:et is blinded for 10min/iOpt 
failure of RR. 

SURFACE WAYS 

1-·HEAl. lO 
2--FROST/8URN REliEF [ 
3--STUN REller I '  
4-·REGENERATION I '  c 
5 -·fROST/BURN RELIEF I I  
(I-·AWAKENING 
7-·HEAL30 
8--FROST IIIURN REL"F IJI 
9--STUN REI.JEF I I I '  
Ill-REGENERATION III' c 

AREA m' Un:CT 
I la'&tt 
I burn area 
I larlle! 
I .arlltt 
_aritS 
I lar,et 
I ta'lIe1 
'"1ltin 
I .arllf' 
I tar8cI 

I - HEAL 10 (V) Heals 1 - 10 concussion hits. 

DURATION RANGI': 

P .ouch 
P louch 
P touch 
C touch 
P ,-, 
P ,-, 
P Il)Ilch 
P touch 
P touch 
C louch 

2-t'ROST/BVRN HELIEI-' I (V) Will heal one area of mild frOSlbile or an 
area of first degree burns. 
J-STUN KI::L1E.-1 (U*) Relie'·es targe! of I rnd·s worth of stun erfect. i.e., 
target is stunned for one round lc:ss ,h., before spell was cas' (in addilion to 
normal decrease). 
4 - REGENEKA nON I (U-) Reduces 'he concussion hit damage ,hal the 
target has lak�n by I hi' for each round that the caSler concentrales. 
S -FROST IBVRN REUEI-' II (V) AS Fros,/Burn Relief I .  eJ(cepl 2 areas of 
mild damage OR I area of moderate damage (e.g., 2nd degree burn) can be 
healed. 
6-AWAKE/'riiING (U) Awakens target instantly. 

7 - Ht:AL SO tU) As Heal 10 exrep. Ihal it heals S - SO con�ussiOn hiu. 
8-FROST/BURN REI.II·:.·11I (U) As FrontlBurn Relief I,  except J areas of 
mild damage OR I area of severe damase (e.g., 3rd degree burn) OR a �om­
bination of I mild and I moderate area can be healed. 

9 -STlJN RELI Ef III (U-) As Stlln Relief 1. except tha, 'artlet is relieved of 
up to 3 rounds of Sllin effects. 
IO-REGt:NERATION III (V*) As Rcgencration I, eJ(YI Ihal 3 hits per 
round are healed. ,.-/ 

/ 
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Spell ListslOpen Channeling 

PROTECTIONS 
AREA Qt' En'Et.T I)URATION RANGE 

I -_PRAYER I targtt I min/lvl HX' 
2-·BLESS 1 target I min/lvl 100' 
3--RESISTANCE I target I min/lvl 100' 
4--RESIST EI.EMENTS I lllJgfi I min/lvl 100' 
j - -PLAI'IT FACADE .If I min/lvl .If 

6--UNDERW_ BREATH. .If I min/lvl .If 
7 __ AN1MAI. FACADE .If I min/lv] .If 
8--SHAOOW .If 1 11,11.'1 .If 
9--DEFLECfIONS ORG_ ' .If .If 
10-TURNINGS ORGANIC ' .If "" 

1 -PRA V[R tV) Target gels a + 10 bonus to any resistance rolls (RR) and 
maneuver rolls. 
2- BLr.ss (V) Target gets a + 10 bonus to his defens;"e bonus (DB) and any 
maneuver rolls_ 
J -RESIST ANCt: (V) Targel gets a + 5 bonus 10 his RR and DB. 

4-RF'sIST ELEMENTS (V) Protects caSler from natural heat up to 200 
degr� F and '1atural 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 FACADE (E) Allows caster to appear as any I type of plant 
within 10'10 of his own si7-c. He will not smell or fed like the plant: it is a pure­
ly visual illusion. 
6-VNDER'Y A TER BREATHING (U) Caster is able to brealhe normally 
under w/lter as well as in air. 
1-ANIMAL FACADE (E) As plant facade, e:tcept caster can appear as any 
I type of animal. 
11-SHADOW U') Caster appears as a shadow: provides near invisibility in 
dark areas. 
9-DEt'LEc'TIONS ORGANIC (P) Deflects I missile fired at the caster: 
subtract 100 from the missile's auack roll: missile must be at least partially of 
organic composition, 
10-TURNINGS ORGANIC (}'.) As Deflections Organic, except that a 
melee attack roll has 100 sublracted. 

SPELL DEFENSE 
AREA OF EFFECT DURATION RAN('E 

] --PII.OTECTION I I target I minIM 10' 
2--AFtEA PROTECTION I c I.' I min/lvl 10' 
) _ _  NEUTRALIZE CURSEr I cur"" 1 minllvl loucll 
4--PROTECTION II I target 1 min/h'l I. 
S--AREA PROTECTION II c 10'11. I minllvl 10' 
6--REMOVECURSE 1 curse P touell 
7 __ NEUTRAUZE CURSI!j.:i:: 1 curse j Itr/lvj I. 

8--CANCEL5PELL I spell P ,. 
9-_PROTECflON III J larget t min/Jvl 10' 
to-AREA PROTECT. HI c to'R F min/lvl W 

I-PROTECTION I (P) Sub!racts 10 from all elemental a!lack rolls against 
the target, and adds 10 to all of the target's RR's vs. spells. 
2-AREA PROTECIlON I (P) As Protection I except all beings within 10' II. 

of target get the benefits when the casler concentrates, 
3-NEUTRALIZE CURSE (F) Nullifies the effects of a curse for the dura­
tion of this spelL The curse is nOl dispelled aud takes effect again afterwards. 
The curse gets a RR modified by -20 to avoid being neutralized. 
4-PROTECTION " (P) As Protection \, except that the bouuses are 20. 

S-AREA FROTt:c'TIQN II (P) As Area Protection I. except that the 
bonuses arc 20_ 

6-REMOV.: CURS!:: (}') Cancels a curse if the curse faits a RR: the target 
level is the level of the original curse caster aod the allack level is the level of 
thecaster of this spell. Once this spell is ca.o;t on a given curse, it cannot be cast 
again by the same spell-user untiJlle has gone up another level of e:tperience. 
1- NELrfRALIZE CURSE (F) As above, except curse is nullified for I 
hr 1M of the caster. 
8- CANCEL SPELL (F) As Remove Curse e.\cept that any one existing spell 
may be canceled. 
9-PROTEcnON III (P) As Protection I e:tcept that the oonuscs arc 30. 
IO-AREA PROTE<'TION III (P) As Area Protection I except that the 
bonuses arc 30. 

" 

NATURE'S MOVEMENT 
ARF,.A or EfHCf DURATION RANGE 

l - -L1MBWALKING .If I minIM .If 
2--WATERWALKING .If I minIM .If 
l--SWIMMIN G '  .If 5 min/lvl .If 

4--SANDRUNNING .If 1 min/lvl .If 

S --MERGING ORGANlC .If 1 min/lvl .If 
6--L1MBRUNNING .If I minl1vl .If 

7--STONERUNNING .If I min/lvl .If 

8--WATERRUNNING .If I min/lvl .If 

9--WINDWALKING .If 1 min/lvl .If 
10-SW1MMING TRUE ' .If S min/lvl .If 
1 -LlMBWALKING (F) Allows caster to walk along nearly horizontal (ree 
limbs (thai can support the weight) as if he were on level ground. 
1-WATERWALKING (F) Allows caster to walk (up to SO' per round) on 
water a.� if he were on le\'e1 dry ground: maneuver rolls may be required on 
rough waler. 
3-SWIMMING (P) Enables target to swim without tiring or c:tpending 
energy_ 
4- SANDRUNNING (F) As Limbwalking, except caster can rUII Oil sandy 
surfaces. 
5-MERGING ORGANIC (F) Allows caster to merge up \0 I' deep into 
organic material (at least pari of body must be withill I' of Ihe surface of the 
material). He is inactive, but aware of surrounding activity_ The caster can­
not move whiie merged, but may exit at any time. 
6-UMBRVNNING (n As Limbwalking, e:tcept caster can run along 
limbs. 
7 -STONt:RUNNING (I') As Limbwalking, except caster can run on stone 
surfaces angled up \0 75 degrees. 
II-WATERRUNNING (n As Waterwalking, e:tcept caster can run on 
water. 
9- WINDW ALKING (n Allowscaster towalk on movingair(wind): move­
ment must be at a constant height. Maneuver rolls may be required in tur­
bulence. 
10- SWIMMING TRVF: (1'.) As Swimming, except target can swim as fa.o;t 
a.o; he could run. 

NATURE'S LORE 
AREA or EFrF.CJ DURATION RANGE 

I--TRAP I}ETECTION � '" I minllvl I. 
2--NATUII.E'SAWARE_ c tOO'R C .11 
3--STOII.M PREDICTION ] mill,,] R "" 
4-_WEATHER PREDlC. I mill,,1 R .11 
S--NATURE'SAWARE. c 300'R C .11 
6--BREEZE CALL 20' CODe I rdllvl .11 
7--WAITING AWARENESS 10'R I llr/lvl .11 
8--FOGCAlL 10'11,'1 II. P IO'lIvl 
9-_NA TURE'S AWARE, c ,",," C "" 
10-WEATHER PREDIC. I millvl II. .11 

1-TRAP Dt:Tt:<-TION (F) Caster has a 75"70 chance or detecting any oul­
door lrap within Ihe 5'R co"cenlrated upon. A different YR may be chosen 
each round, 
2-NA TURE'S AWARENESS (I) Allows caster 10 monitor animate aClivity 
in the area (i.e., movement, combat and maneuvers). This spell may only be 
used if Ihe radius of effect contains plants and/or animals. 
J -STORM PRF.DlCTION (I) Gives caster a 95'lo chance of predicting time 
and type of an)' rain or storms within 15 min over lIext 24 hour period. 
4-WEATHER PREDICTION (I) As Storm Prediction. except il predicts 
the time frame. nature and severit� of the general stale of the weather. 
5-NATURE'S AWARENESS (I) As abo"e, except that the radius is 300'. 
6- BREEZE CALL (F) Caster causes a swirling breeze 10 arise from around 
his person which will blow ill a set direction. II drives away any suspended or 
gaseous matter (dust, clouds. etc.) and subtracts 30 from all missile attacks 
pa.o;sing through il. The breeze affects a 20' cOne (casler at tip, 20' at base) and 
has a wind speed of 10 mph. 
1- WAITING AWARENESS (I) As NalUre's Awareness, except that it 
allow, the caster to set the spell on �alarm": any animate activity in the radius 
will cause caster to be alerted. 
II- H)G CAU. (F) Creates a dense natural fog within the radius of effect. 
The fog obscures vision and subtracts 50 from all missile allacks. 
9- NATVRE'S AWARENF,SS (I) As abo"e, excepl lhat radius is 500'. 
IO- Wl:ATHER PRt:mCTION (I) As above, except that the prediction 
period is I day/lv!. 
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7.16 SPELL LISTS FOR ANIMISTS ONLY 

PLANT MASTERY 
AREA m' £H'Ii:CT UUkATiON RANGE 

l --PLANT LORE I plam touch 
2 --PLANT TONGUES �If I mi n/Iv] �If 
}--tNSTANT HERB. CURES I herb touch 
4--HERB MASTERY I herb r louch 
S-·PlANT LOCATION I miR I mile 
6--HERB CLEANSING I herb r W 
1-·SPEED GROWTH WR I day W 
8_·HERB PRODUCTION I herb r touch 
9-.PI..ANTGRO\\'T1i I plant r ,ouch 
IO-PLANT CONTROL J plant J min/Iv] '00' 

l-PLA,"IT LORE (I) CaSler learns nature and hislory of any I plant. 
2-PL" .... 'T TONGUr.s (U) Caster gains knowledge of any one plan] 
ianguage(a member orthe species must be within 100,) for lhe duralion of the 
spell, 
J-INSTANT Ht:RBAL CURES (U) Allows caster 10 cause any I herb to 
become capable of being applied taking effect instamly. When the herb is 
SUbsequently used. its benefits/dangers will be immediately felt. 
4- HERB MASTERY (U) Allows caster to double the potency of any I herb 
(growing or dead); spell may be employed but once per dose of herb. It must 
be cast immediately before the herbis used. It can becast onahalf ofa dose at 
a time in order to get the effect of a full dose. 
S - PLANT LOCA nON (1') Caster ean locate members of any I species of 
plan!, or he can find out whllt spedes 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 (n Allows caster to increase speed of growth of any 1 
species of plant wilhin the radius of effect by xlOO (e.g., llll of the grass in a 
IO'R). 
8 -HERB PRODUCTION (V) AJ10ws easler to grow an herb by planting the 
proper seed: the resulting herb is sterile and tllkes 1-10 rds to grow. 
9- PL.ANTGROWTH (Fl Aliows easter to double thesizcof any I plant: re­
quires I day growth. IF the plant is nO! already fully mature, it will achieve 
twice its normal sile when il does reach full maturity. 
10- PLANT CONTROI_ (f) Caster can control the automatit.: and/or men­
tal processes of any I plant. Caster can also control the plant's movements, if 
the plant is capable of movement 

DIRECT CHANNELING 
AREA OF E:FFECT DURATION RANGE: 

I-·PRESERVATION , ""'" 1 hr/tvt ",' 
2-·tNTUITIONS [ �" �" 
J-·OREAM I -" -" 
4-·LlFEKEEPING "od, I hr/lvl ",' 
5-·INTUITIONS til �" �" 
6-·DEATH"S TALE , ""'" W 
7-·PRESERVATION 1 body 1 day/h'l W' 
8--INTUITIONS V self �" 
9-·DREAMS til �Of _Of 
to-LiFEKEEP[NG 1 bod)' 1 da)'/Ivl W' 
1- PRF...5ERVA TlON (V) Caster can preserve a bod)'; preventing any fur­
ther dett'rioralion or damage (e.g., bleeding, cell breakdown, decomposi­
tion, etc.), A coma results if the target is still alive; the spell will NOT prevent 
death (the target's soul leaving his body). 
2-INTVITIONS I (I) Caster gains a vision of what will probabl�' happen in 
the next minute if he takes a specified actiot!. 
J -DREAM I (I) Caster has a dream relating to a topic he chooses. He must 
sleep or meditate for al least S hours. 
4- Llt'EKEEPING (I) Caster can prevent the soul of a "dead" body from 
leaving, thus preventing actual death and enabling the fallen being to regain 
heal1h via simple bodily repairs (Preservation is required to preserve the 
bndy). Ufeke-eping must be cast upon the target within 2 minutes (12 rounds) 
of �death�, or the soul will leave the body. Returning a soul to a bod�' would 
be a 12th level (or higher) spell. 
S-INTVITIONS III (i) As Imuitions I ,  except the time wan is 3 minutes. 
6-DEA TH'S T AL.E (I) Caster gets a vision of the evems surrounding the 
death of any J dead being through the eyes of the deceased. He also gets a 
vie .... of tht' killer. Corpse must have died within a number of �'ears equal to 
caster's le�'el. 

7 _ PRF...5ERV ATION (U) As abovt', except the duration is 1 day/lv1. 
II -INTUITIONS V (I) As Intuitions I. except the duration is I day/lvl. 
9-DREAMS III (I) As Orea'n I, except the limit is 3 dreams/S hours. They 
may concern different topics. 
10-LI .. I::KI::EPING (Vj As above, except that the duration is I day/lvl. 

----

Spell L iSISI Animists 

, 
ANIMAL MASTERY 

AREA Qt- En'l::CT IlURA-TlON RANGE: 

I -·ANIMAL SLEEP I animal 1 min/hi '00' 
2-·C\'OAKING "Of t min/lvl �" 
3--SUMMONS I ,  t min 'W 
4 __ ANIMAL TONGUES -" I minll"1 -" 
S -_ANIMAL MASTERY c I animal C '00' 
6--SUMMONS 111 c varies '00' 
7--ANIMAL LOCATION t mi. R I mile 
8-·BEFRIENDINGc ",'R C �" 
9-·ANIMAL EMPATHY c 1 animal C 'W 
IO-SUMMONS V c C '00' 

\-ANIMAl, SLEEP (F) Puts an animal to sle-ep; will nOI affect enchanted 
ereawres or " intelligent" creawres. For thest' purposes an animal is creature 
of limited intelligence, operating primarily through training or instinct. 
2 -CLOAKING (E) Allows caster to blend into surrounding terrain and 
become undiscoverable by animals. Gives a + 30 bonus to hiding from 
olhers. 
3 -SVMMONS I (F) Caster can summon a lirsilevel non·intelligent creature 
who will remain for one minule and then disappear. The caster can control 
the creature when he concentrates. The general type of creature can bt' 
sped lied by the caster but exa�lly what the creature is should be determined 
randomly (e.g., Ihe caster could specify four legged hooved, and could get a 
7.ebra, horse, camel, etc.). 

4- ANIMAL TONGUES (U) Caster gains knowledge of any one animal 
language (a member of the species must be within 100,) for the duration of the 
spell. For this purpose, animal languages include any forms of COfllnlUnica­
tion. 
S-A,'iIMAL MASTERY (F) Allows caster to control the actions of any I 
animal when he concentrate,. 
6-SUMMONS III (f) As Summons I, except caster can summOIl a lrd level 
creature for I minute OR a 1st  Ievd for 3 ",illute, OR thr�"" bl levd's for I 

minute OR etc. In other words, tht' sum total of the (level) x (minutes) of all 
CrealUrl'S cannot exceed 3. 
7 - ANI!\-tAI. I.OCA nON (PI Casler can locate members orany ! species of 
animal, or he can lind out what species are in the area. 

8-BU'RIt:NDING (f/AII animals within SO' will act friendlylOward ,.ast�ri 
however, the caster does not control them. 
\l-ANI�AL EMPATHY (P) Casler can understand and visualize the 
thoughts and emotions of allY 1 animal. 
10-SVMMONS \' (F) As SummOIlS III, except the sum total cannot excecd 
5. 

BONE/MUSCLE WAYS 
AREA or nn:cr OURATION RA:'�GE: 

t--SPRAIN REPAIR 1 .prain r touch 
2--MINOR FRAC. REPAIR I br .. ak r touch 
3-·MUSCLE REPAIR 1 muscle r touch 
4--CART1LAGE REPAIR I joint r touch 
S-_TENDON REPAIR 1 tendon P touch 
6--MAJOR FRAC. REPAIR I break r touch 
7 -,JOINING ' 1 limb r touch 
8--TOOTH REPAIR I tooth P touch 
9--SKULL REPAIR 1 .kul! r touch 
to-JOINT REPAIR I joint r touch 

I -SPRAIN REPAIR (U) Repair I sprain. 
2- MINOR }-·RA(.'·VRE REPAIR (V) Mend I simple fracture (not com­
pound fractures, ,halters, joint damage, or skull damage); reco\'er),lime 1-10 
he. 
l- MVSCLE REPAIR (V) Repairs I damaged muscle (not organs such as 
the heart); recover)" time 1-10 hr. 
4- CARTILAGE REPAIR (V) Repairs all damaged cartilage around one 
joint; recovery time 1-10 hr. 
5- TENDON REPAIR(V) Repairsonedamagedtendon; recovery time )·10 
hL 
6- MAJOR FRACTURE REPAIR (U) Mends I simple or compound frac­
lUre (nOI shatters, joint damage, or skull damage); recovery limt' 1-10 hr. 
7-JOINIJ'Io'G (U-) When used wilh the Joining spells on the other healing 
lists (Blood Ways and Organ Ways). caster can reallach one severed limb; 
recovery time 1·10 days. 

8-TOOTH REPAIR (V) This spell can repair an�' tooth damage: including 
ca\'ities, abscesses, and cracked or chipped teeth. If a tooth is knocked OUI or 
shattered, this spell will make it whole if most of the tooth can be recovered. 

9- SKVLL REPAIR (V) Mends any I skull fracture (not shattcrC'd art'as); 
re�overy time 1 - I O hr. 
10-JOINT REPAIR (V) Repairs I damaged joint (not shattered joints); 
recovery time ! - 1 0  days. 
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BLOOD WAYS 
AREA OF D"t:Cl· DUIlATION KASG.: 

I--CLOTTING I I LMlei I' lou�h 
2--CUT REPAIR I I tar,tt I' louch 
J--MINOR VESSEL REPAIR l lar,ct I' touch 
4--CLOTIING V I tar,eI I' louch 
S--CUT REPAIR 1Il ] tar,el P touch 
6-·101AJOII VESSEL REPAIR I wound P louch 
7--JOINIJ'IlO " I limb P touch 
8-·81.000 TRANSFUSIQN t tar,el I' louch 
1l-·MASS CLOTtING I tarlel P louch 
to-MASS CUT REPAIR I tar,el P louch 

I -CLOTfING I (UI Target's blood loss (hiu/rnd) is reduced by I ,  for I 
hour he may not fight or mo'·e faster Ihan a walking pace without reopening 
y,ound, and thus laking the blocxl loss again. 
2-cm R.EPAIR I (U) Target's blood loss (hil$/rnd) is reduced by I . . 

J- MINOR VESSEL REPAIR IU)Target's blood loss (hin/round) is reduc­
ed by 3. This ren�u the repair of minor blood n:sse1s, so it ... i11 not affect 
damage 10 major arteries or veins (bleeding from one wound totaling 5 
hiU/rnd or more). 
4-CLOn·ING V (U) As Clotting I ucept that target's blood loss (hits/rnd) 
is reduced by 5. 

5 -CUT REPA,IR III (U) As Cut Repair I except that target's blood loss is 
reduced by J. 
6-MAJOR VESSEL REPAJR (U) Repairs all damage to any I artery or vein 
(bleeding from II single wound lotaling 5 hiu/rnd is major vessel damage). 

1-JOINING (U-) When used with the Joining spells on th(' other healing 
li$u (Bone/Muscle Ways and Organ Ways), caster can reattach one severed 
limb; re<:overy time 1-10 days. 
1- BLOOD TRANSrUSION (U) The caster can Hansfer III pint of blood 
from a willing (or urn;on$l;ious) blood donor to another chara('ter (who has 
taken bleeding damage, i.e, hits/rnd). The caster must place one hand on the 
donor and his other hand on the wounded character, Each III pint transfered 
will remove 50 hits from the character while the donor is at -20 to his activity 
for 12 hours. A character may not both be a donor and receive a transfusion 
within 12 hours. 
IJ-MASS CLOTnNG (U) As Clotting J except the target's blood loss 
(hilS/rnd) is reduced by an amount equal to the caster's level. 

IO-MASS Cur REPAIR (U) As Cut Repair I except that thelarget's blood 
loss (hilS/rnd) is reduced by an amount cqua1 to the caster'� lev('!. 

ORGAN WAYS 
AREA or t:f'f'r..cr DURATION RANGE 

I --NASAL REPAIR I � P louch 
2--MINOft NERVE REPAIR t area P louch 
3--MtNOR EAR REPAIR I car P touch 
4--MINOR EYE REPAIR t eye P touch 
S-·MAJOft NERVE REPAIR I alea I' louch 
6--MAJOM EAR REPAIR I ear P touch 
7--JOINING" I limb P touch 
8--MA10M EYE REPAII{ I t)'C P touch 
1l--J'IlERVE REPAIR TRUE 1 ;UCI P touch 
IO_ORGAN REPAIR l orpn P touch 

I - NASAL REPAIR (U) Repairs any nose damage short of complete nose 
I�. 
2- MINOtt NERVE REPAIR (U) Repairs any minor nen·e damage in I 
area: recovery time 1 - \0 hrs. 
J-MINOR EAR REPAIR (ll) Repairs any external ear damage, including 
ear loss (regeneration takes 1-10 hours). 
4- MINOR EYE REPAIR CU) Repairs any minor eye damage (e.g., corn('al 
$l;ratch, detached retina, or removal of foreign object). 
5- MAJOR NERVE REPAIR (U) As Minor Nerve Repair excepl that it 
repairs any I area or major nerve damage: recOvery time 1 - 10 hours. 

Ii-MAJOR EAR Rt:PAIR lUI As MinOI Ear Repair except that it repairs 
any irllcrnal ear damagc (e.g., reSlore hcaring). 

1-JOINING (U-) When used "'ith the Joining spells on the other healing 
lists (Blood Ways and Bone/Mu§cle Ways), caster can reattach one severed 
limb: reco\·ery time 1-10 days. 

3- MAJOR EYE REPAIR (U) As Minor Eye Repair except that it repairs 
any eye damage shorl of complete eye loss. 
9- NERVE REPAIRTRUE(U)AsMajor Nerve Repair except that r�o\"ery 
is instantaneous. 
10-ORGAN REPAJR IU) Repairs damage to I organ that has not been 
completely destro�'ed: recovery time 1 - 10 hours: does not affect brain. 
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PURIFICATIONS 
A R.:A Of' UITCT DURATION RANCE 

I --PURIFY FooDIWATER ,'R .. 
2--DETECT DISEASE c " R  1 minl1\'. '''' 
3--DISEASE PURIF. I la/let P ,. 
4--0ETECT POlSON c n \ minl1vl "'. 
S--POISON PURIFICATION I tarlet P ",. 
6--0ISEASE RESISTANCE I lariel 1 min/lv\ .. 
7--POISON RESISTANCE I larget \ minllvi .. 
8--NEUTRALIZE DISEASE WR P .. 
9--NEUTRALIZE POISON 10'11 P ",. 
IO-MEt-ITAL CURES I larici P ",. 
1-PURIFY rOOD/WATER (PI Eliminales any disease or poi,on in any 
food and water within the radius. Special or magical diseases or poisons may 
be givt'n RR's if they arc powerful enough. 
2- Ot:.TECT DISEASE {PI Detects any disease or source of disease; each 
round caster can ronCerltrate on anyone S'R area within the range. 
J -DISEASE PURl FICA TION {PI Stops spread of disease (including in fec­
tion) already in the body of I target: thus. no further damage due to the 
disease will <xx:ur in the target's body. 

4- 0t:.TECT POISON (P) As Detect Oisease except that only poison is 
detected. 
5 -POISON PURIFlCA TION (P) Neutralizes any 1 poison in the system of 
I targel. Damage already sustained is not cured. 

6- DlSEASE RESISTANCt: (I)) Target gets an additional HH against 
diseases (i.e., 2 11.11.', may be rolled, the one which is more favorable for the 
larget is u$l;d). 

1_ POISON RESISTANCE (U) As Disease Resistance except that target 
,elS an additional RR against poisons rather than diseases. 
/! -NEUTRALIZE DISEASE (P) All diseases in a 10'11. are neutrali�ed (i.e., 
stuililed and destroyed). 
9-NElJTRALIZE POISON (P) All poisons in a 10'11. are rendered ineffec-
tive. 

10-MENTAL CURES (P) Target is cured of any I mental disease (Le., 
neuroses, paranoia, phobias, psychoses, etc.)_ Complete r�overy takes 1·50 
days. 

CREATIONS 
",MEA Of En-EeT DUIlATlON RANGE 

I -·SUST AIN SELF _If t day _If 
2-·AIRWALL , 100dO'u· C ". 
J_.WATER PRODUCTtON P ,. 
._.fooD PRODUCTION P I. 
S--WATERWALL c 1000010·xl· C ". 
6--WOOOWALI. 100x20",r l min/M ,.. 
7-·EAMTHWALL IO'xtO'x2' 1 min/lvl ". 
8-·ICEWAU_ lO"xlO'�lS P ". 
9-·NUTRIENT CONJURES P '" 
10-BARRIER PIT SOO-tOOOcu· ,> ". 

I -SUSTAIN SELr (UI Caster receives 0111 n�essary nutrition and water for 
I day. 
2- AIRW ALL (EI Creiltes a transparerll 10'x 10"'3' .... a11 of dense churning 
air, CUIS all mo,·ement and anacks through it by 50r... 

J-WA T.;R PRODUCTION (PI Caster can produce sufficient water in any 
available receptacle to supply any person for one day. 
4 _  FOOD PRODUCTION (P) Caster can produce sufrlcient food from Ihe 
surrounding area to feed I hearty appetite for I day. If the food is not con­
sumed williin 24 hours of when it is produced, it will go bad. 
5- WATF.RWALL IE) Creates 10'x'10'xl '  wall of water, cuts all movement 
and attacks through il by 80'/0. 
6-WooI>WAI.L (E) Creat .... s a wall of wood up to IO'x20'x2", its weighl 
must rest on a solid surface. II can � burned through (50 hits for a 2' It hole) 
OR chopped through (20 man-rounds) OR il may be toppled if Olle end is nOt 
against a wall (olher than the supporting surface). 
1- EARTHWALL (E) As Wood .. ·all, e�cept the wall is up to IO'�IO'x(3' at 
base, I' at top) of packed earth: and it can only be dug through (10 man· 
rounds at top)_ 
II- ICEWAL.L(EJ AsWoodwal1. except wallisup to lO'xlO'x(2'al base, 1'31 
top): it can be melted through (lOO hit5) OR chipped through (SO man­
rouods) OR toppled jf not against a wall. 
9- NUTRIENT CO,�J URES (n Caster cOIn produce I loaf ofwa�bread that 
weighs 2 oz. and will supp·ort I being for I day: the loaf will lose potency in I 
month, 
10-RA RRIER piT (E) Opens a pit (500.:u' in Slone: JOOOcu' in earth or ice), 
the entire pit mUSI be within 50' of caster. 
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7.2 TACTICAL AND COMBAT TABLES 
These tables arc organized \0 increase their case of usc during 

play. Most of the tables T('quired 10 resolve combat are includl.'d in 
this section. 

CST-l - ANIMALS STATISTICS TABU:i 
A1TACK.Tl'Pt: jAbhre.-illlil)nl 

Pinther/lkak (Pi) 
Bile (8i) 
ClawlTalon (CI) 
Horn/Tusk/Slinger (Ho) or (51) 
Gl1lpPlelGrasP/EJwdop/SwaJlow (Gr) 
RamiButt/BuhlShli 
Tiny animals 
Stomp/Trample 

""aIl/Cnuhu 
""W./Kkku• 
WreslJingiT iK� les··· 

eR Cru�h ,mu;a1. 
SL - Sla�h cfllKal. 

(Raj or (Ra) 
(Ti) 
(Ts) 

(Fa) or (eT) 
(fi) 
(WT) 

PU - Puncture critical. 
UB - Unbalance 'fIIKal. 

ATTACK 

TABLE 

TOOth and aaw 
. Tooth lind Cia .... 

Tooth and Claw 
Tooth and Claw 

Grapplinl and Unbalancini 
Grawling and Unbalancin, 

Tooth and Claw 
Tooth and Claw 
Tooth and aa"" 
Tooth and Claw 

Grappling and Unbalancing 

GR - Grapplt' nillcal. 

TC - Tooth and Claw A!lack Table. 

Animul Sialislicsolid AfI(1ck Tubles 

' , 

PRIMAWY SE(;O,'\'IlAR'I' 
CRIT CRIT 

SL CR' 
PU SL(C) 

• 
SL rU(lw 
PU CR(C)" 
GR UB(q 
UB CR(q· 

SL(n -
CR CR' 
CR CR' 

UB(A) -
GRIAl 

UG - Grappling ;;and Unbalancing Allad Tabk. 

PRIMARY CRIT - Th.- typ<: of critkal deli.'ered by the weapon; a letter in parentheses i" di(at.-� th.-maximum nitieal that can be obtained (,I" non� i� gl�en it i� 
"E'"). Higher cdtkals ar.- treah,:d a. the maximum. 

SECONDARY CRIT 1 f a critkal higher 1han an MA" is obtained thell a !>econd ,ritieal Ol lhi. typ<: is ddi,'ered in addition to the pnmary cfltkal. This M'Con. 
dary critical is one step less se�ere than is indicated by lhe allad, result (e.g .. an "E" r�ult dcli"e� a MD" secondary criti,al. a " C"' deli'e� a ·'S"'. etc.l. Ead. 
cntteal i� rolled S<'paratel)-. A leller in parcnthese� ind,,;at� the ma.�imUIl1 critical lhat can be obtained (If nOlle is gilcn it is "'lr) . 
• - For thesc attach ani)' "'large" and "'h uge'" auacks get the S('(,:ondary ,'riucal listcd abo�e . 

•• 11 a character fall�, this attack i� rolled with the number of f�et fallen added to the roll and the .-haractc,'s agilit)· (only) subtra,-lcd. The Sil'- of the attack is 
ba!.cd upon dh.ance fallen; I '.10' (Small), 1 1 '·50' (tlkrJium), 51 '-100' (Large). over 100' (Huge) . 

••• n.cs<: allack Iype� afe for hand·to·hand attach. The attacker's OB is his slrcllgth bonu\ plu.� his agilil)' bonus. 

T-5 - TOOHI AND etA W A IT ACK AT·6 - GRAPPLING AND UNHALANCING ArrACK TAHLE 

l.EAnIOl LEATHER 
HULL t>L.ATE CIIAI," HI(;lU SOIT "'"0,"'.: HOLI. nAn: <.:IIAlN RI(;Jl) SOIT ,"OSt: 

M 01-02 - - - - - - - - - Attock Failure- - - - - - - - - M 01-02 - - - - - - - - -Attack Failure- - - - - - - _ _  

03-45 0 0 0 0 " 0.1.45 0 0 0 0 0 
46-5() 0 0 0 0 I 46·50 0 0 0 0 0 
51-55 0 0 0 0 2 51·55 0 0 0 0 0 
,...., I 0 0 I 4 l6-<>O I 0 0 0 0 
61-6.5 I I I 2 n 61·65 I 0 0 0 I 
66-70 2 2 2 4 'T 66-70 2T I 0 I I 
71·75 J J J , 8T 71·75 2A 2T I J 2 
76·80 4 4 , 1T 9A ?"·IHI JA JT 2 4T 4 
81·85 l l 7T 'T lOA 81·85 JA 4A 4T 6T l 

116-90 , 'T 8T lOA 12A '6-90 4A 4A IT IT IT 
91·9S 'T 1T 9A IIA I l B  1}1·9S 4A lA 6T SA 8T 

96-100 1T 'A lOA 12A "B 96·100 lB 6A 7A 9. lor 
IOI·IOS 7A 9A IIA IlB IlB IOI·J()5 lB 7A 8A lOA IIA 

- - - -MAX RESULTS-SMALL ATTACKS- - - - - - - -MAX RESULTS-SMALL ATTACKS- - - -
106-1 J() SA lOA 1 2B 1 10 17C H16· 1 I0 6C ,B lOA 1213 J4A 
1 1 1· 1 1 5  'A l i B  IlB 16C 1'Ie 1 1 1 · 1 1 5  7C 'Ie l i B  IJB IlA 
1 16-12Q lOB l i B J4e I7C 2()D 116·120 8C JOC . I2B I4C 16B 

- - -MAX ItI;SUt.. TS-MEDIUM ATrACKS- - - - - - �II'X II.ESU U S - MEOIUM ATTACKS - - -
121·125 J4B 110 ISC lOC 26D 121·125 IOD l ie J4B 16C IBB 
126·1)0 16B IBC lOC 2J0 2SI! 126-130 l i D 131) 16C IOC 2()B 
1 31-133 IJJC we 22D 2lD JOE 131·13S I2D IlD J8C 200 22C 

- - - -MAX RESULTS-LARGE ATTACKS - _ _ _  - - - -MAX RESULTS- LARGE ATTACKS- - - -
136· r 40 we 2JD 26D JOE J6E 1 .\6· 1 4 0 14E " D  22C 260 l8C 
141·145 no 2lD 29E BE 3SE 141·14.5 161; 2JE 2lD 2SI) )OC 
146·150 2410 27E J2E J6E "'E 14"·150 J8E lJE 271; JOI; llD 

- MAX RESULTS HUGI; ATTACKS - - - - MAX RESU L TS - H UGE A TTAC KS- - - -



Fumbltand Failure Tables 

80 

8 1  86 

87-89 

90 

9 1 - 96 

97 99 

100 

101 106 

107 · 109 

1 10 

I I I  116 

1 1 7 - 1 19 

120 

IT.I 

, 
"""" , ""km. 

, ,..., 

. )'OIIr u-�apon and 
r�aliry. Somned J round... 

BOO �" """ ,...." "'� .. "" y � 
a!temp, lo maim )"00,,,,1/ as}<W' 
..... apan break.. Roll a "C •• la.h <Tir 

, 

Unb.,li ... -able mIShandling of)O\<, 
,,·eopon. Any frimdly (omoouml in 
)CU' t-idn"] taw" oW cru.sh 

�,umb�
.
ot",. on UTL\een "nag,na!) 

<kuruW ",rrl •. You art tony 
conji&o-d. Stunntd 3 rounds. 

Worll mo ... S<:en i
.
n "lie •. 'o()_to 

aC!i�'iry from a pulled groin. Foe " 
uunned 1 ,ounds la"ghing. 

y"" 'taW'" and �all i 

You break )'Oll' 
inepme«. Stun""d 4 ,ounds. 

You ,Iumblt and drit-e the /'<lin, of 
)O\<r "'wptln inw the groond. 
Scwnned 5 rounds, If mounl.d: )OU 
pule ,",U./I JU fur and tak£. a "C' 

, 
,wIdrnl). S",nned 

m""",menr "'itn)O\<r mounl',, ·90 w 
acti�il)' for ""�t 3 rounds rryi"l to 

. Roll a "D" 

Modi(j""ti<;>"" 
·20 _ I·H Concussion 
·10 - j.H SI .. hUli 
.0 _ l·Harul.J 

� 10 _ Pol. Arms 

+ 20 Muun,<d 

IT·' -

" d, .,,, .k" 
rmonds to draw a ne,,' u-e"pon or 6 
rounds !O "m'ng bow. 

�umblt' ammunition when . .  I� �n
_
g� 

Ym, scallt'T ,dl of your ammunlfion 
0I.t'T a /0 1001 radi ... area. 

. You are stun�d 
/t)f 4 rol",d< of aclion. Good Iud,. 
,...,. 
Yvu let JOur tIT""" fly m ... h 100 
won. Yoo -"'ike 20 fur "lOrr of 
ta'l:el. Yo" a .... at ·30 ""Iidly far 3 

: 00 � '" ,""� 'M' ':"" ""'" " " 

baron. Ir ,lips and in I,)'ing to 
rITOt'.r il.)'01l knock it 51eet in J,anl 
"I,... 

iti Ii 's,,-,)ou !".'. 
Th m!Ssil� goes rhrough )'01" hand. 
Hand ustle'l. + 8 hil'. 2 1.11. IN' 

Slip and fall dau ... You, ,hOI I<ue, 

fletching on , 
II i, rrle"",d. + 5 hil<. ·10 to 
..ai"iry. S","ned 2 rounds. 

Til' of "eapon CalCh.-'
.
OII dO.\eSt . 

object �nJ breaks off. If applicable, 
W ubj",t WW an "A"I"'"'ture erll. 

"p )O\<r ,,-.:a/lOn. , 
«'uh no modifirolioru on Ihe ciosest 

. , bor. .. · ·  
Lrue � fiflJler. +4 hilS. Z hill per ;,; 
grOl<nd "'ith a I. + /0 hill. 2 h'll 
per round. ·30 10 acli"iry. Srunned 3 

" 
·20 - Sl;n� 
·10 - Shorl 1\01" 
.0 _ Composl« Bow 

� IO _ Lo�Bo" 
+20 Cr""'bo,,' 

IT·3 . SPE�L. 

. . . " h,u. 

. Snm""d I hour. 

i . Spell 
{lOu"" pomt>. Stunned J ,oonds. 

hi". Blmdtd and di-aJ Jar /0 
minUI" . 

SIr"in causes mild lrrok. +10 hit:!. 
Knodud "", far IZ hourl . 

s...."t"Tr mam ca""", mi>fire. + 5 hi". 
Stunned 3 munds. 

cau",� '�" !O 
b""k/in:. Ret'''' .... rok:. of W'8"' and 
ell.lt ... 'n "",Il eft""s. 

mi>f;,t, Knocked dau". +!O hit;. 
StunMd (> M'nds. 

, L 1.0,, ,>1, ',.�, 
'alti".,- ,mil II)' for 3 ",..ks. + 15 hi". 
Unron.aOUl for 3 hou". 

� I""n ,"""'" =.,,-e stroke. Pa,ul.y:.-d 
frum rhe ",.,ill dou'T\. 

) W""," 

, i . Stunned 

, i . . Stunned 

�1cntal I ll .. (USI 'n 

.. 

·20 - CI .... ')" S1><"1I. 
W - CIa", 'U· Spdl, 

• 0 - CI ... -po Sr<1I • 
.0, -
d' 

IT .. 

y 00 ftesi,o'� and fail (0 aer. 

y oo.'P"'� . 
lendom. + 7 iut>. ·20 to actit"ily. 
Stunned I round. 

YOI< break )O\<r ... "lin "'hm )'Oll fall. 
-+ 11 hi". ·10,,, acti.·it)". Stunned 1 
mund •. 

'" , , 

break [,ulh of )'0'" anm; they are 
,...-Iels. +30 hit>. Slunned 6 munds. 

""Iidry. S",nned 3 ,ound •. 

.hallen "')IOU fall. + /0 hll •. ·80 to 
",tn-'I'). Stunned " round" 

YOI< Jail and lhe ,"",bing ron�ion 
cau'e! a ) ... ar·long roma. 

"",i.( do.m. +30 hil<. 

, " 
.. �,- ., v", H..-d 
." . ,., .>0 - "'''.Hml 
·lO - "", ." - SI-«r Foil. 
>0 - �m .!() - Abomd 

·0 - �"' 



70 

AT-! I·HANDED SLASHING WEAPONS ATTACK TABU: 

U:ATHER 

ROLL PLAn: CHAIN lUCID SOIT NONI-; 
,"'� 

UM OI,.()8 � __ _ ..,. _ _ ..,. ..,.Possible Fumble ____ "i::"� _.� '.;;; 
09-35 0 0 0 0 0 
36-40 0 0 0 0 0 
41-45 0 0 0 0 0 
46-50 I 0 0 0 0 
SI·SS I I " 0 0 0 
...., , I 0 R;C���. 0 

+61� , - 2 0 0 
�'O 3 3 2 !t ;) 0 
11·75 ) 4 ) 5 0 
7�80 4 5 5 ]A 7 

81·85 5 6 6 9A 9A 
86-90 5 7 7A 100 lOA 
91·93 6 • 9A 12B- liB 

96-100 • 9 0·IOB I3B� He 
lQHOS 7 lOA liB ''''' 'ISC. 
106-110 • IIA l2B IlC I1D 
111·115 8A 12B l3C 17C 19D 
1 16-120 9A 13B IlC ISO 20D 
121-125 9A lJC 16C 19D 21E 
126·1)0 100 l'C I1D 20D 2JE 

"U I-'I)'� J' "' IlC 180 22D 25E 
1J€t-140 IIC "0 20D 23£ 27' 
'4'·145 l2D J10 liE 24E 28E 
1460150 l2E 186 22E 25E JO" 

AT-J 2-HANl>t:O WEAPONS ATrACK TABtt: 

LEATHER 
KOU. PLATE CHAIN )(11..;11) SOfT NONE 

UM 01-08 ____ - - - - -Possible Fumble---------
09-55 0 0 0 
56·60 , 0 0 
61-65 ) 0 0 
,PO 4 ) 0 
11.7$ , , 1 
,..., 6 7 4A 
$1.·85 '"' 7 , 7A 
...., , I I  'B 
91-95 , 12A 128 

96-100 I I  14A 1'< 
101-105 12A I6B I7C 

106-110 lJA ISB 19C 
111-\15 J4B 20C 22C 

116-120 158 �i 22C 240 
!lI-jlj loe 24C 27U 
126-110 I7C "D 29D 
131·]JS 190 l8D l2E 
136-140 20D 29E "E 
14]·]45 21E )IE llE 
146-1 50 22E JJE 40E 

CtUTlCALS --

T _ _ _  Critical roll is modified by -50 
A _ _ _  Critical roll is modified by -20 
B - - - Cri1ical roll is modified by-IO 
C _ _ _  Critical roll is modified by 0 
D - - - CrilicaJ roll is modified by + 10 
E - - - Crilical roll is modified by t 20 

0 0 
0 0 
0 0 
, 0 

8A 0 
lOA 0 
J3B lOA, 
15B I3B-
I7C 16< 
'OC 19D 
22C 120 
24C 250 

210 28£ 
290 JI£ 
liD llE 
JJ£ l6E 
J6E lOE 
58E 4lE 
40E 45E 
43E 48E 

The lylX' of crilical is delermirled by Ihe sp<"'ific ..... eapon or animal allHck 
being used (see Table CST· I arid Table CST·2). 

Weup<.mAIlw:k Tables 
AT-2 ..,. I·HANDED CONCUSSION WEAPONS ATTACK TABU: 

LI:ATHUt 

ROL.L PLATE CHAIN RIGm son NONE 
, - - """""., -

UM Ol� -- ..,. -�.:. ---Possible fllmbk- ..,. - - - "",_ "" ""  

09·35 0 0 0 0 0 
J6-<IJ I 0 0 0 0 
41-45 I I 0 0 0 
46-50 2 2 0 0 0 
51-55 3 3 0 0 0 

I� """ . 3 4 0 0 0 c . 
"WiR61·U . , 4 , 0 0 0 

*11). 5 6 2 ) 0 
11-75 5 7 ) 5 0 
76·80 6 8 4 , 0 
81-85 7 , 6 7A 6 
86-90 8 10 7A 8A 8 
91-95 8 II 8A 9A . 9A 

%-100 9 12A 90 lOB lOB 
'- [(H-IOSh 10 J)A lOB liB l2C 

lOb-I 10 lOA l4a liB l2B IJC 
1 1 1 - 1 1 5  I I A  IlB 12C IJC 141) 
116·1!O 120 16C IJC l'C llU 
121-125 llM J1C IlC llC 11O 
I 26·]}O llC ISC 16< J6U ISE 
IJldH loJC 190 J10 J1D 19E I e 13().I40 llD 20D 18" ISE HE 
141-14' "D liE 19E "E liE 
146-150 I6E . 22E 20E WE 2JE 

AT-4 MISSIU: WEAPONS ArrA..CK TAUt: 

LEATHER 
KOtL P'"ATE CHAIN RIGID SOfT NONt: 

UM OL-08 ...,.- - - - - - - -Possibk Fumble- - - - - ...: - -
09-�S 0 0 0 0 
56-60 0 0 0 0 
61-65 0 0 0 0 
66·70 0 0 0 0 
71-73 I 0 0 0 

7�80 2 2 0 4 
81·85 l 4 3 , 
J!6.'" 4 6 5 8A 
91-95 5 7 7A lOA 

96-100 , 8A 'A 12B 
101-105 7 lOA lOB lJB 
106·1 JO 8A lJB 128 14B 
[I I-J IS 9A J4B lJB 16< 
116-120 lOA J6B 15C I7C 
111-125 UB I7C J1C 19O 
126-1l0 II. 19<: 19D 20D 
131-135 12G lOU 21D 22D 
136·140 13C 22U 23D 2JE 
141-145 14D lJE 2SE 25E 
146-150 I5E llE 26E 26E 

Modificalions: 

+ Allacker's Offensive Bonus · Defender's Defensive Bonus 
+ IS - - - Flank altack.' 
+ 20 - - - Rear allae� (in addilion 10 lhc nank bonus).' 
+ 20 - - - Dcferlder surprised.' 
+ 20 - - - Deferlder Slurlned or do"·n.' 

.10 - - - For ea�h 10' lhal lhe aHac�er has mo�cd. 
·30 - - - If aHa,ker ura"ing, changing weapons. or unslinging 

a shield. 
·20 - - - If alla,ker has laken owr half of his hilS. 

0 
0 
0 
0 
0 
0 
0 
0 

8A 
108 
I I C  
lJC 
IlC 
J6D 
ISO 
20D 
llE 
lJE 
llE 
27E 

· variable - - - The defender may usc pari of his OB 1 0 parry ( s � 6 .62). 
, nOl a licable 1 0 m issile or I hro ..... n ..... eapons. 



WE.APON 

Club 
Ma� 

I 

Slar 

War HanuDer  

4 
2 

PRIMARY 
CRIT 

-

CR(O) 
CR 

�. 
, , 

SECONDARY 
CRIT 

,,""-

SL(i\} 

., 

8 CR PUlA) 

8ASt: 
RANGE t 

" 
lib " 1 

1 

2 
, 

6 �GR 
-4 i<4-J%t CR 10 '" I " • 1-_.k1"-,9.l .. E,�"'.i." I-HaBdtrl Sluhi.., Ailld -Tabk .-ilb' 5Itidd OR 2·Handtd �lb + 10 10 QB) 

Javelin 
Spear 

• ffi • 
S PU SL(A) 20 

2-H !'OLE ARMS (use 2-Ibnded A!lack Table ) 
MOunled r&Jict. , 7 PU 1.a.�H�";''''';·�:����;s -i"". Od':�-:�'" "'h) �. 

, SL 
Flail 
Quarterstaff 

�·HiDdcG 

, CR 
1 CR 
, ,-<,SL l�a' '''ISS,u,j;E;:;;j:'NS (IN.Y not be used in mdce) 

801. 
CompOSilc Bow 
Crossbow 

I':"·;:;;;;;�.� - . 

7 
• 
, 
, 
• 
6 

OR 
PU 
PU 

fIT- P:U 
PU 

eR(D) 

CR 
PU 

CR 

CR(A) .. 
". 
.. 

100' 
... 
SO' 

, 

SPECIAL MODIfiCATIONS 

·IO OB. 

+ 10 DB take MB� cTil if fumbled. 
U��t-6. MediUin il'lack:, "" 08. 
-10 DB. call UK from S' away. 
·S DB. can UK from S' away. 

..-15 08, talie ".·,d'iH( fumbled. -.108. can usc rtOit s' iI�')" ' 

+ S DB (chain/platt), -S (other) 
+ 10 08, lake .'Cft crit if fumbled. 
·IOOB. 

-s DB. lah MB� CrLl if fumbled . 
or Rdoad{O) al -2$ 10 08. 
+ 20 0B 10 50' . 

• - May not move willl tllcsc wcapons loaded and ready to fire. They may be carried in hand and fired as if reloading (p¢nalty applies). 
- Fumble range: if unmodified allack roll is less than or eQual lhis number the allack faib and a roll must be made on the Fumble Table. 

7J 

- Crush critical. PU - Puncture critica!. 
UB - Unbalance critical. 

GR - Glapple critical. UG - Grappling and Unbalancing Allaclt Table. 
- SLa.sh crilical. TC - Tooth and Claw Attack Table:. 

t - All non-Missile weapons with a range are treated as '"thrown ... ·eapolt$� (for skill purposes) ... ·hen used ;u mi§.'lila. 

Ip.II"',., CRJT - The tYlXof critical delivered by the weapon; a leiter in paremheses indicates the maximum nitical that can bc obtained (if none is given it is 
Hilher criticals are treated as the ma.limum. 

1��:���::�;C�R::1T - If a critical higl>cr than a "8� is obtain«! then a s«ond critical of lhu type is delivned in addition to tbe primary critical. Thi� s«ondary 
1= .-;cVCIC than is Indicaled by Ihc allad 'nul! lC.,., an "E" 'nul! !klwers a "C"s«ornlarycritical, a --eM delll'ers an �A ", etc.). Ea.·h critical 

I"",; .. range is bct ... ·ecn Ihe base lange and double the base rangc, and the OB modification is -25. Lon, range is bel ... ·ecn double the 
RANCE - The base range in f�t fOl the weapon to be thrown OJ fired. Short range is between I' and tile base range, a

�

�d

i

'�h'�:'.�';;';":
;
O�O�"�;:�;�'�:':;: :�, I 

\ 
\ 

'"_ ...... and tbe OB modirltation i� -SO. MD.)Iimum range is bet ... ·ecn triple the base riRge and four limes tbe base range, 
weapolI5 ma)" nOI be used if tbe ... ·ielder is engaged in me'�. The table below summa,ius Ihe various ranges. 

SHONT KANGE RANGE LON(; KM�GE MAXIMUM RANGJ r- --
I 

1 I'-J' 
I··S' 

" ·10' � 1'-1$' 
1'-20' 
1'-30' 
I'''''' 

-� 1'-50' 
1'-60' 
1'-7S' 

�. "'if. 1'-90' 

____ ..f __ . 

J'-4' i;. 
4'-0' 

6'·10' 
11'-20' 
16'-30' 
21'-40' 
J I '·60' 
41'--80' 

$1'·100' ..... 

61'·120' 
76'·150' 
91',180' 

7',9' 
'I'·I�' 
21'-30' 
JI'-45' 
41'-60' 

61'-90' 
HI'-llO' 
101'-ISO' 
\21'·180' 
15 1'-HS' 
IHI'·21O' 

10'-\2' 
16'-20' 
" ...... 
....... 
61'·80' 

91'-120' 
J2j'.16O' 
UI}1bl.r 
181'·240' 
226'-JOO' 
2711.JL5O' 

I 

-----, 
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-49 05 
06 20 

1 2 1 - 35 
36 50 

5 1 -65 

'66 - 79 

80 

81 86 

87 89 

190 

19 1  -96 

97-99 

100 

101 · 106 

107 109 

10 

d l - 1 16 

1 1 1 7  · 1 19 

1120 

cr-, - TARLE 
Wral< K"p. No ern" dnma,t, • 0 

, , ,,{ .b, . •  , .,,, ., ,, 
�.'" 

, , . ...... . � " � " '" ;. .... , 
. .' "", . S,,, .. '" , 

�rnI 

sIudd. If 110 ,hu/d: Jw�[d.,. broicm, 
arm "",Ie.... 

.40 I� arm :ry� '�R� .-+ '1:2 
C'f<' dam".td_ s. .. nnt"d 14 1'OC<rwb I{ 
"" 1It1m.: " I mon," """" '(5,,11.1. 

Blw 1m ..... : 
IUt'leJJ. T�_�mtl��. +8 h'll. 
�n .... d 2 rou...u. 

' " .':" <so" amm)". KnockM .lou." <1M !Mlnt<! 
far j rounds. 

.... 
,J. """""', ,J.,. •. • " ,,,. '" 
"",It' <l"nn�d. 

' w  "'�, 
,,, • .de oj heoJ. IJ IW ltd",. !�,,(/ 

"""hcd . ... 20 hi l<. 

;:.�<>PI W1d �,:':': :;::.h 

v_ 

"'" , 
V,rJ'rulnml}. 

oro. """" ':' : ' H, ... . " "  
OCII<"f)', ! 

J rounds. 

N,,' , , ,'�, "' .. " 
Im-arh and "",""<!'d for 12 IOUnd!. 
Poo, fool lht'n �,p''''J. 

C"",", �'P "5 , " 
rou...u . . -\a,,� I� foXIo>u.'''l 4 
"",nds. bu, IMn d,�, of "'"''I" (�I";' 

� � . '� ....,t�." StunnW 5 ,""nd!. 

m� , 
"�",�" " Drop, and d",. In 3 rwnili, 

t. ��r�. �"rt. 
Dtrs ,m"""/""ei)_ + h lull. hl\C' 
.. .".�. 

� - "T'" �tL""al 

-10 - "A" em",,) 

·10 _ "B" <'\!Ic.l 

,0 - "C" ","""01 :�� _ :�: <'''k�1 

cr-, -��A!'� TABLE 
""t.<IT" � 

.0. 
, !. I '" ,.. �"" 

, .i'
" .. ;;," "" •. 'I M", 

. " "  ' "" 
pn round. ·5 10 ",{it'il]_ 

' ''w"'' '' '''': 1 
hil.! /JeT """Id. SM.ntd I _nd. 

'''�M . ., .... ' M  /JeT�. -/0 ro oOCI"'r,. Stlinntd 1 

N"k brokrn. D'tl In r _"d 0/ 
mIen", agon,. 

arm. Arm ",eleu. + ! O  hju. I hn 
pc, round. 

��� 0fIt�. + JO hiu. Sn.n .... d 
for JO 'OI<nas. 

: :::,��t"" 
<""""� ,.'.<T "'-"<¢'Or' .. 
oppon.rnr for 1 round.. 

" 
u,iJu. w ,i,u, oj I=J. ... IS hJIl, IJno 
","1m: die., ,"""",/y. 

. " ", .. ,.. -"". 
Dm,>! and kIp;.,>! In," 
1UIC:OrlSCioo<Iru:Jl_ 

St.uh Juk_ 0..... .. , 
d.n ,n J rounds dur/o """'''"(" 
m!tmIll ""I:"n d<l...."... 

, +IO hll,s, 
8 hi" � round . .  /0 10 "'lit 'I� 
SlUnnrd for 4 ,ound... 

s.."" .-<ea/><m arm. 
rowM, Dou ... and ,,"COnK'''''! 

'mm«/""d}. 

:�' 15� (""rlCt )Olo' 
.. ropon is m"k 'n � J "",nds. 

I. 12 , 
Knock.d dou. ... fo, 6 
=""'. 
Set ... ,pm,:, _CoI.�,._e�_: 
Paral)'l:.,.J jromlh<-n",kdO<tn -
p.-r",,,,,,,.uly. +10 h .... 

, ':::'" ". 
"""'" , 

-so - "T'"uLI"al 

-20 - 'A'cntic�1 

W - "B· <ntL,,1 
,0 - "C'" critl"ol 

+ 10 _ ·0" eri[ieol 

," . -,- , 

cr-' -, 
_ TABU: 

G!ant-.ng blo.t. NOf>lmd.::t�. 
G"oc,", ' , . • J k, .. ' , ., N�:':I M ,� �M " "," 

I round. 

Sm': �""' " "',"{ '�' I ,,, ,.. 
.....nd . .su.nn�d I round. 

��fO�:":�n= 
I 

.' • ...,!. """,..d. D.tJ of � mIW"'t 
�rt fail ..... 

SlTi�.
, 

10 " ... apon ann. flo":,, b.okffl 
... !O hItS. SlImntd J round.. 

,,,", " s.w 
..... .ru,. -50 w acr"·'I).u", .M :  
�. 

Smlo<, " '"�': :.""'" � pwon ow. D .... in 6 rou...t.. 

""" " , K"��'�' 
JOT (> 1t(JI..,. + /0 hiu. If IW/w-Im: 
di", i",lantly. 

."', , 
. '"''".':'''''':''' and 'c.:..,.. ,p'ne Pa,<lI)'I:<"Il ffO'm rhe 

...-..-k dou ... p.mnannttl}. 

ScTfk� '''�h ryr Via illlt.:lnd), A 
Tt<ll �/I<". 

. • 1",,,. 

o h,u � round. -)0 W uc,i"ily 
Stunned 4 round.. 

N,,,'" '" , O OM 
""",nI("OO"', Dir, !ram ,","",-,I 
blffd,,,, and ,hock in (> ..... nd, 

, , Q:'ropon 
mock .'n .p.nn'''R .1<T.m for '" k<lSI J 

� 
, ' k,. A"", �=J 

[)oo,., and un<oruc""". 12 h,u P<1r 
ro"n,1. 

. , , ,"�� . ,Ok," 
Knockrd dov.n and , 
"",ndJ of."Cry mimI< ugcm� StlJ 

, ,." =. �"""' 
,,,,,,,,,,ed. d,n ,"', .... <Iy. Au"(5o>fIW' 
, ... 

, 
,� - "T" enILe') 

W - "A" "m".1 

" - "B"c,i,;<.1 

,0 - "C- c,;,k.1 
. .  0 - "D" cr;[k.! 

, " 

PhysiCQI Cril/eQ1 Tabln , cr4 - "':OR' < 
Fa .. ly ... ....Jc. +0 "iu. Z,' 

'" , ..:. ..... . , ... �:m� 
. ; . .' .. "

. 
:11:"":','-' II , 

e",,, uri " . 
+ 5 hirs. -/0 (O </CIi"Ii] "" 1 roundl. 

1lIoo , ., 'u, Sh,," 
rum """,. If?W .h",/d: +8 /u1.J and 
WUlnW 1 mwnd.. 

�-""- .. 

'::;'iO l . 
. -10 '0<1('1",1)' �� . T mdoru 10m and J"IInI ('I'II.JMJ. UI: 

IUd." . ..so 10 octid/)'. 

JI<ku"YI. Drop <In]tlllng (,,",td in 
Mnds. Sn.nntd J .0I<n<4. 

' , So.mbk ,  
an t'IlIbarr<U.li,\!: ptON' /)(ninon. 
So.nntd 6 .......ru. 

I 

• 

'
.
O /ft, a.-..:I ""'" IaN. s... ..... � ""'-... 

�. Paral)'l:,d from .. I!li" .to.. ... . 

d O 
lUI "nd ,.unned (> rounds. If "" 
hrlm, "","""",10." JOT 24 houri. 

, 
�n«', II ""'" J h=d ""ap:>n; l i n  

Ih""'-n backuard! JO lUi. Stun .... d 
" "" 

. 
" ,"' : s.Jn.'Ot)I F<lII 00.. ... and brt"Olo. boll! 

<ImI>. A 2 monlh rom<! .(""Its 

I Blow !>te<lks Itg. I- I. �'I> . . X! I<) 
""timy. Stunned I munJ 

:�:�:::a:'9 ��:��t�� 
rounds. If no hdtn, " .... 'Uk coma 

,"�I". , .. ,,,,,",, K�"d 
dou .... ou" In 11 "",nd! cWr /0 "  
on ... cd <"("tn. 

A"�",,:,, ''''' '''' 
<md • .ac....'<I)'! 5 1m l.ou r:r It, 
!>tok..n. Sn.nMd i fOUnds • .4() ,n 
"'!II'il). 

' 
j , .... "'" .. """" -' ..... nds. ·2tJ w aa" '''' If IW .h,tIJ· 

w"""'->CiUI<J lind upper <lrm 
..... ,,,,,z 

K';;"",' =":� 
",", ... 11,_ .\;0( n ... � 

� - .or <""".1 

W - "A"cri,i".1 

" - "B" <n!lc.l 

'0 - "C" cn""al 

� to _ "J)' «i[ieol 

- " . -,- , ,, ' 



-49-05 
06- 20 
2 1-35 
36-50 

5 1 -65 

66 79 

87 89 

90 

91 96 

97 99 

100 

, Tables 

An opppoffimity loS!. 

Pasling .trike . ... 1 hilS. 

Afrack 10 up� leg. If, bUI 
b'e� 1001<'. Stunned J ,ound. 

Shield ann entangled. If .hidd: ·50 

to actiliry "nril U " droppru. If no 

, , bur 
1til/ ron.IClOl<$. No acrid/)". 

V"«}I<$ neck. Knocked 
our. Sprained n...,k: ·60 10 ar,i. If)". 

, 

""h,� , d !;",",'" '" 
ch.!\l. Anm may not "" mot'ed unril 

enlOngiemen, ,<,"",.: • .1. ·75 to 
act;,·iry. 
, ' ,<o w 

act;"if)' dwe to n«k .pra," �nd 
'I1InfU'd 3 round.. If nOf: die from 

101 - lOt �:::.a._ -IOto�t"ity. 

1 1 1 - 1 16 

1 1 7  1 19 

120 

" .. apon vn mlpact, and 'I"nned 1 
roundJ, If no ,lid, annor' rake a "D' 

, 
Both leg, .napped up. Tumblel 10 
ground and k"",k.-d VI'I- .8(J!O 
<IC'lt'ity due 10 a b,:,,�en arm and a 

. + 20 hiB 

, , 
dlUl to nuruit'. lhock and "It -age 
asphyxiation. 

Modification" 
,� - "T" cri.ical 
,m - ·A-cri.ical 
,10 - "B' critic,.1 
.0 - "C. "itic.1 

' " - "D"cri",.l 
, m - "E" mtic.1 

S TARtEI:'b�' - SPELL 

+ 6 h;fl. 

+12 hiu. 

SUlgge",d by mong him,. +20 hUl. 

./0 10 aait·iry. Stunn<'d 1 round •. 

""' '.', ,,,Ok, . " h;u, ' h;� po 
TOImd. ·10 to ac''''''y. SrunMd J 
"",ndl. 

I . r . 
(lC( (J( ·30 (0 (lCat"i�f; 4 1"01<nd!. :::,mps 

. '  , . 10 h;" 
S,unned for 6 round!, fhen falll 
OwA, 

"<.·'''·I'Y, 2 hIt< I"" rGUnd. Srunned J 
=M>, 

H,= ,mk U ;" , 
Weapon "tICk and t'�P� "rukr 
body. Cltana ,hat """pan h"ak.. i. 

t ann . 
.0./5 hits_ Stunned 3 munds, Ann IS 
quite "",Ie". 

, ; 
Knocked ou, 
coma,t."I", 

.' , .. ,,,,", 
+6011,,,_ A I month 

, , h ,,,. "" D;�" ":w""y 
and jalll upan attacktT, "'hr, (hen 
wke> ? O hit' and ;" pinned fa' 6 
roo""" 

The unfO'tu1lllle l"mmOl dies 
inlWnrly. and any-ear ,,'Ill: i, 
",mQwd. 

Modification" 

m - Norm.l W""pcn 
10 - Magic Woapon 
.0 - Mithril W<'p<:lll 

· W  - Holy Weapo" 
,m - SI'ving II/ •• pcn 

---- --

Si�t of cremu'e aues you. +0 hirs. 

+ ,  hits. 

+ 8 hiu. 

+ /0 hiH. 

... 12 hill. 

+ / 5  h,!.!. 

Blas, ,n ,,, . 
monfh·long coma ,,,,,I,,. + 30 hUl. 

round. 

' . ... 15 hill , · I iI 
.1"" 10 moken rib •. Stunned J 
,GUM... 

",;" '" , """"" 
de;,n:ryed_ Did In 4 round., but IS 
ful/y acm'<' untIl then, 

1/ rl 

h�at!_ Drop: :�'�:e7�nr�ro=i�ing 
,,,,,nd,_ 

Modification" 

·]0 _ ·A"en",.l 
·]0 _ "B"CrI'IC.1 
+0 - OC·cri.ical 

. 10 - 'D'm'K,1 
... 20 _ "E-cnric.1 

73 



Spell Statistics and Attack Tablts 

AT-7 - BOLt SI'ELLS' ATIACK TABLE AT-8 BALL SPELLS ATTACK ABLE 

ROtL 

21-35 

J6-4il 

41;.4� 
... '" 
ll1,t 
56..., 
61-6' 
66-70 
71-7' " ... 
BI-as .it 
86,90 

91-95 
96-100 
IOI-IOS 
1()6.110 

LF.ATHt:R ·¥5 .... 
PLATE CHAIN RIGID son NONE ROLL ': ROLL PbqE-�CHAIN ,-

1 

. . ' 

} � '"  I'j 
o 0 
o 0 
o 0 
o 0 t-
I 0", 
I\. 0 

2 0 
6 J 4 3 8A 

7A 4 , 4A lOA 
1A � 6 �A liB 
&A .6A 7A 69 I2Ef SA 't-: ,..8t- 78 • I3B, 
9A "s.,8A, _' 9!', 'SB 14Bt: 

, "'lMAXlttt���ULTSFOR SHOCK"BOLl'S- -
9A 9B JOB lOB 15C 
lOA lOB lIB 12C 16C 
lOB l i B  12C 14C 18C 
l i B  12C BC 16C 20C 

-MAXIMUM RESULTS FOR WATER 8OL1'5-

01"()2 OJ::IO 
1 1 -20 
21-JS 
36-40 
41 .... S 
... SO SI-SS 
S6-00 
61-65 
66-70 
71-'S 
76-80 F.-BI-BS 
86-90 

91-95 
96-100 
JOI-IOS 
106-110 

12� IJC- 14C 18e " 22D 111-1 15 
IlC � 14C He --200 24D 116-120 13e :1� HG 16D 21D 26£ llI·J2S 
14C . 16 17D- 24& h28E� -: 126-1)0 

01 -04 UM 
OS"'" 09·12 
1)·16 
17-20 
21-24 

25-28 
29·32 
JJ.)6 
37·40 41-44 
4�8 
49-52 
53-56 
57'" 61-¥ 
6S·68 
69·72 
73·76 
n. .. 
81 ·84 
85-88 
89·92 

93-96 

F 
F 
o 

o 
1 

J 
4 

SA 
6A 
7. 

8A 
9A 
lOB -JIB Ill{" 
128 
l lB 
llC 
I.� 
14C 
ISC 
IlC 
16C 

97-99UM 19D 
100 U M  22E 

F 
F 
o 

9 
o 
I 
, 

J 
4 

SA 
6A 
7. 
8A 
9A 
lOB 
I I B.a· 
l iB 
12B 
J2B 
llC 
llC 
14C 
14C 
ISC 
180 
21E 

F 
F 
o 
o 
o 
o 
I 
2 
J 
4 

SA 
6A 
7A 
8A 
'A 
lOB 
lOB 
l iB  
UB 
12B 
12C 
llC 
IlC 
'''' 
J7D 
20E 

F F 
F 
<4-o 
o 
o 

?O ;; -iJ'-'1. 
4 

SA .. 
I 7A 
1 8A 
"'3 "'- 9A 
4' '�OB�._ �� 5 l iB 49-52 

6A I2B 53·56 
-J>.7 -'0:i� )lB .J- '$] 
'" &A'��14B 6.1--64 ' 

9A 15C 65·68 
lOA 16C 69-72 
lOA J7C -.:a- '3.76� 
118 liC '7� 
l iB  19C 
128 20C 

1 28 L 21£ 
l�-"", 2..� 
16D 28D 
19E 34E 

131·135 
136·140 

MA�L��I il:OR. ICE SOk1:S-
ISC 170 18E 26E 30E 
16D 180 19E 28E 32E 

13 1 - 135 -1--, T", A-.-G"ET-'-.. -O.,.,-)I-•. -ICA-T".'IO.,.N-S-.'----::�-;;;;;c.,=!tII'"�,.. -,.=--r! 
136·14{} .,. Aailily bomU,.l t aware that-the 5 .....1 1 jj about to akierred. 141-145 170 20E 20E 30E 34E 141·145 .,..' 

146-1 SO 18E 22E 22E 31E 36E 146.150 � OR �". 
-MAXIMUM RESULTS FOR FIRE AND LIGHTNING 1:I0LTS-

TAICETMOOmcAT:lO��:-'_ -_ --4 
• Aa!!ilY bonllS. � -10 to -60 if taraet la!o:tSt:ov"er. (mantuver �I aDd eM dc:cuiOD)� 
·20 if jUltt b@,f ihicld Iha' ·if' fKin • •  II.C� __ "'--. 

NO'rE: All F indicates spell failure and requires a spell failure roll (sce Table FT-J). 

.� ..",. '� 
'� � 

An ACKER M9D1�IC"TIONS: 
'+- -- Atticker�8ase Spells offeMive bollia; MISCEU,ANEOUS: (OM decision or special item, spell or ability), 

__ .... S�'s levd. "X UM - Unmodified rol1. 
+ 

+20 
+10 

+0 
·IS 
·38 

20 if larget is at lhe center point Ihal the caster choo:;('s for spell effcct . 
r-�---L--------------�� - - If caster spent 4 rounds preparin8 spell. 

SPELLS 
Shock Uolt 
Wlltt �1i 
Ice Boll 
fire Q9Jt 
Lightninlj: Bolt 
� 
Fire Ball 

- - If casla ,pent llouhdi priparil1J spell."" KANGE-MOmnCATIONS: 
+3j -0' 10 10' - _� If castq;spml 2 rgunds p[c-pari1lJ spell. 

I f  caster spent I round preparing spell. - - If casler spent 0 rounds prtparin8 spell. 

f -PRIMARY SECONDARY' 
CHIT CRIT 

EL 
1M •. 
1M CO 

·HE 
EL 1M 

_ CO 
HE 

-40 - 101' 10 2OQ' 
o -IJl loSO' ·j5-20I'to3OO' J 

-� _SJ' tO 100' -75 -)Ol'and up� � , 

SP[CI�L MOI>(fICATIONS CST-3 - SPELL 
+ JO DB against chain and plate. STATISTICS TABLE 

·1008 R&ainst plate and ngid: Ie&thtt. � 
·5 OB against plate and rilj:id le�lher. 

� 
+ 10 OB against chain and plate. 

". " 

T. 

PRJMAIV CRIT- helm: '\If ai$�1 d$tlvtred by Ihe spell; .!Jttter in puenlheses i�le5 Ihe.Dta.-qq.um aidal that cag � obIaiDed.(iLDQ,..Jle is---., 
Jiven it is "E"}�Hiaha crilical, �(' treated as the lIWIimum. r. 
HE - Heat critical. CO - Cold critical. EL - Electricit)· critical. 1M - Impact critical. 

SECOND�Y dUT, -l(a criticalJtiaher.lhan a -SMfs obtaiped then • .secon'd critical ofthi$ t)'J)C is delivered in addition 10 the primary critical. This secondatY,critkaJ i'Jwo $fep IcsS$eVerc than is illdicated by'lhe auack rC$ult (C,I, an HEM result deliYers a "C' secondary critical" . "C .. de1iv�1l 
.n ";A':, etc,), Only one: critical f9U" $ (I'Ia,de. < 

ii7 " ,�. 

'----



SIMIf CrlllC'(l1 Tables 

-49-05 
06 20 
2 1  35 
36 50 

5 1  65 

66- 79 

80 

81 86 

87 89 

90 

91 96 

97 99 

100 

101 106 

107 109 

1 10 

1 1 1 - 1 16 

120 

;:0.. 

CO .. · HM_' 
TABLE 

H", ,,, •. +Ohm. 

, ,, . . , ., .. 

",;""",d . • • " "  .. 
�',.�" F� ;  
Knocked (101.,. + 15 ""S. 5 h,1S pc> 
"",nd. If no MJm, a I mOnlh C01tI<I 

. .. ,. 
All "'lIan;C ma'tTlul On bac� 
.b'rO)<'<l. 1 h,/s pt"r "",nd. S{UJlMed 
I round. 

, , 
An� orl"nic lINd COttrUlg dtsl •. 
If no helm: hrod I"", dntro:d. 

"�"�""�P 
Sadl,-• ..I"" ,,,-,=d) d.., ro r"u 
unocaplabk €oMlllcm 

. A"� " ,�"
_

" 
.blrayed along �'''�.''':n4. Slunntd 
5 rounID. Ij no .hidd· Jo .. , unn und 

to , ... "" doi""fl ..... J h,u 1"" 
"",nd -60wam.uv. Scunned fo.6 

",," , 
""ltd llun 'n{� cfutluJ\l. P..-.a/y;:ed 
pcrm.m....,d). +15h,u. 

Blast fO ltg. ! h,u />n' wwnd -10 In 
",UtlN, If nv I�g <lrmor """"",,'. 
I ..... '· MI1Wg�. ·iO to acl"''',. 

and ..I"". 

, 
·20 - 'A" cm".1 

·10 _ "B" wn,,1 

.. 0 _ -C" cri""al 

+ 10 - "0" aiti".l 

,20 - "E" <n,ic�1 

Cold blan. -+ J /I,U. I 
1 _"" 

TABLE 

{otx ""-�'''' ,un.oytd. If no /oof. 
, ·30 

. A ="'� ''':' 
ccma land Mad cold) 'tjU/u. Lose-. 
no", ill a •• "oJ, of set�� fros,b",� 
"'" .hock. 

Knocked ou!. Lo� 01<1 .... taO. II no 
"""k armor: n«' I.! fro{C! <l7ld .:Un 

, 
.... , . • ...... u.,, '" , 
..,..,.d... SSCUU and btam ,m brurl� 
<md 1i/�1e..,. 

fro5lb"e. 5 hll< prr ", .. nd. ·JO fO 
acl"·")'. Sumned for 4 1"<lI<nd.!. 

s.� .m}:' fr"" � , , 

pd ..... D'el in 1} .... ndJd"" lo 
.hock and n""� d.a�. 

, , " 
" .... k corM .,."'u. r..-."')� from 
(he n«k dau1l. 

bot" a"", for I hour h hill per 
round. SlIInned for 5 roonID, 
Mru", " 
D",. in 6 inac,It'e 
and ·  .. f�wn_ 

, . , ... , ""' 
fr«� pucimt.! bod"y f/ .. ,tb. Dte! In 
J rouruU_ 

IIwo<.and! vi pit«> afl� f>." ",  
Uam..w mID (he £fI)UlId. 

·W - "A"w,k.1 

·10 - 'B"eritiul 

+0 - -C" "ri.kal 

+ 10 _ "f)" "fOIk.1 

+20 _ "E"cr� 

co-. - .� '-::-

""",,'00 ', , ..... �""M' 1 �'"'. 

. ' . . "". ,, ,. 
, . II "It,a! <lmw; llunMd 2 

, . .  �=m,, �_ 
I))t<'lll. s...,..... ,hock 'el"/u Vocum 
U <I Ik�ng ."g�tabk /or I month 

, arm. M",de una 
carliia,e mangkd, Ann " .. 1m. } 
hi!> pt"r round, Sf1<nntd 6 rm.ndl . 

':lead wike. 
�J -U;�:k�':t:lu 

If rw;>f: di'l ,num"ly "" bra,n u �d. 

!, . 
!>«omt, justd and 'mmobile. If nQI: 
knocked oul foT (, ""'m. 

e'perwoct. , 
�i"um 10 """,,,,.. .shock ,,7Id " .. fau 
bum •. f....." (101.1 and d",. in (, 
""'"'" 

,�"..,.rond"'lI)t'_ Sod '1UW1I' ,u.ll" 
pronda all "';'� .. l/h " I'� 
" 

1 "....,kl. If flO 
""ll. 

,. 
.1(1 - "A"c",ic.1 

·10 _ ·Wcmic.l 

.. 0 _ "C" <n""ol 

+ 10 - 'D" cri""ol 

.. 20 - """","k.1 

" -:.':� 

" '" " " 

" 

NI)( "'."" a �nudl. +0 Iul3. 

. . " " .. 

s.;,,, 1 �::;,''' ro." .,,"" 

�"'� ' , " f�' . " "". if �;' 

i. � <IJId _Iw. /f no lh.dd: 
,n.nntd' J round.!. 

, ' ''''", H''m .. 
Wuu.td. Knocktd' <Iou .. wid OI<{ fo,t 
I MY_ If 1'1(1 kdm: ,k .. U fracto..td. 
d'd in 3 "",nth 

. : ,., . 
-+ 15 hi!> . . /0 to </C",'uy. If no leg 
armor: -20 /0 <lC[I<'''Y and l ... nn.d J 
�""'. 

"r�a -+ Ii h'l.!. 
SUUlnru 5 1111U1ds. GmrlOf IPfllk /O'r 
J "nok. /f no n«k aml(Ol" 'VIC' /<>U 
,",u w d '  �:': . .  '" 
,t.a..IJ.On do... ... + 10 "u" A 
"""l=cIwly mood <hJmUIJ on "I(111n 

"uk rorna "" oJu 
.mmtdiauly. 

• ' I�", . 
.pra!< or «l! ..,r,d food "n,d healtd. 
+15 h",_ ·10 w""''''')' Slumit'd 7 

Vn:o ""' .. y . 

�'�k.�' bro... . -60 10 acl"/I). 
Stl<nned J round, 

RecIuud In "  gd.u.MItJ 1*/". T!")'" 
.pal""'-

" 
-10 .. "A"«LU",I 

-10 _ "B" <fI",,>1 

.0 - -C"w'LCol 

.. 10 - "0" en",·.1 

.. 10 "�"c",,<.l 



76 Base Spell and ResislOnce Roll Tables 

ROI.I. 

;;; '"'. �� U� 01-02 
0)"" 
05-08 

0\i,1f"'; • . 1).-)6; 

I'l.ATE & NO 
CIIAIN U:ATHU� ARMOR ROLL 
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78 Moving Munl'uvl'r Tubll' 

OPEN-ENDED 
ROLL 

,;: 1.=-rsJl down 
.�� . -- � 

(-150)- (-101) 
-51 

(-26) 

� O�" 
20 

·i 21-" 40 
41- 55 

J �.a ¥, -65 
. •  ' ,.or. 

66- 75 

Routine 

F 
10 
30 
50 
70, 
80 
90 
100 
100 
100 

1�i!'- 85 " ;: )� 
86- 95 100 

;t96� lOS , 1 10 -
106- 115 110 

jtI6"-� :U5' ,,-,0120 #f 
126- 135 120 

'!i36_ 145 130 , 
146- 155 130 

, 140 
140 
150 
150 

Easy Light 
0; F F 

F F 
,c J,O F 

30 10 
50 30 
60 50 
70 60 
80 70 
90 80 
100 90 
1 00  1 00  
1 00  100 
1 00  1 00  
1 1 0 1 00  
110 1 10 
120 1 1 0  
120 120 
130 120 
130 130 
140 130 

- ,"" 140 140 
150 140 
150 150 

F - Failure, roll on Moving Maneuver Failure Table FT-4. 

Very Extremely 
Medium Hard Hard 

F ,F F F 
F F F F 
F F F F 'J:�' ;  
F F F F F 
5 F F F F, 
10 5 F F F 
20 io 5 F t/�" .;;: F 
30 20 10 5 F 
40 )'0 20 10 
50 40 JO 20 5 
60 50- 40 30 , .Ill; 
70 60 50 40 20 
80 70 60 50 }�: 
90 80 70 60 30 

100 90 80 70 
100 100 90 80 
1 10 100 100 90 
1 10 1 10 100 
120 110 100 
120 120 110 
130 )20 110' -
130 130 120 
140 

N - A number result is I) the percemage of the allempted moving maneuver that is accomplished. A result o,er 100 indicates that the maneuver was 
accomplished AND the character performing the maneuver has (N . 1(0) II7u of his normal activity lefl for Ihe round, or 2) the chance of complete 
success, or 3) reduces activity by (lOO·N). 

; -50 Sl un(led, -]0 down. ·30 (mC limb OUI. 

7.3 GENERAL TABLES AND RECORD SHEETS 
Thc general tables serve a variety of purposes during character 

generation (Section 3) and character development (Sections 2 and 3). 
The rest of Ihe general lables 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. Some of 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. 

,�--�����--����--����--��������--
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ST-4 - EQUIPMENT AND PRICE TABLE ACCF.5S0RIES -
WEAPONS GOODS COST WEIGHT" NOTE 

Boou '" "b 
WEAPON ABBREV. 00>. WEIGHT TYPE C'"'. 9bp 2Ib 
BalIIc·Axt ('?a) 13., 1Ib :z,.H� """ Ubp 6I b  
""'"' ,\ (00) , .. "b Mi$$ile-' Pallls ",. l ib 

...... - <><l 100p 'lb , I·H Sla�hil\' '� Shirt '� lb. l ib 
O u b " (d) '" lib I-H COI)C:USlion Surcoat '" l ib 
ComP$J$rtr � (q!:) 11011 JIb " : .!t-- f, Arrows (20) .b. J Ib 400?. breakage .. "hen used. " ,  MI$ill ,-.::'1' 
CroSliOOw (di) 2�sp 8 Ib Missile Backpack lb, 2 Ib Holds 20 Ib, leu'. " 
Dag&tr (da) ),' l ib I-H Slashing Bedroll ( .... 001) 2b, ).lb Blanket. 
Flail ,no "" 6 Ib 2-Handed Caltrops (5) �bp 2 Ib 
Halbard (hb) 14�p 7Ib 2·H Pole Arm q bolt5 (20) Ijbp J Ib 15"- breaka,gt when Il5(d 
l-IaJldue (ha) ,,' l ib I-H Slashing Fire--itartine bow .,. _ S ib Tates 5 minutes. 
),Ydin (jo) ,,, "b I-H Pole Ann Ainl and sted 'b, .S lb Takes J minutes_ 
� ... lib) !"" JIb ),tiWle Pack and Pactrrame 3kp J Ib Holds "S ib, 2 cu',' 
M", (ma) '" SJb - -- I-H ConcusSIon Lanter!!.. I2bp 2 Ib Uthu 50' diameter. Mornin& SUlr """ '''' lib I·H Concussiol1 Lock pick til '" .51b + 5  bonus. MoUnted Lance Un<) '" 10lb 2-H P.oIe Arm Oil niUk )b, l ib 6 hr. reFill. 

, No (gn) '" J Ib I-H Concussion Peg�/Stakes (10) ., 2 Ib Wooden. 
Quartentaff (qs) '" "b 2-Handed Pitons/Stakes (10) 2b, J Ib Iron. 
Scimitar ,�) '0., "b I_H Slashing Pole (10') ,<, 8 Ib Wooden. 
Short Bo .... (sb) '" 2 Ib Missile Quivtt (holds 20) Ibp . S lb HoIliIi boIu/arTOWi • 
Shorl S .... ord 'M) 1" l ib I-H SIa.<.hing '''''' 'bp "b SO', � Slh1, (51) '" l ib Missile Rope (wpcrior) 12bp l ib >Jr, • 

\ "'" .,) 2)bp l ib I-H Poll; Arm Sack (SO Ib) '" 2(b Hokis 50 Ib, 3 cu', 
T"'cS:1Iand S",-ord (th) ... li b  2·Handed Scabbard "bp l ib Wlr Hilmm« (wh) U" l ib I-H Concuuion Tarp (5'><8') lb. "b 
Wh1p. 7 'wp) '" l ib I-H Siuhing Tent '" 9Ib Holds t .. ·o. 

Torch ),' l ib Lights 20' diameter. 
Water-kin (I pt) ' " OIb Weig,hl I Ib full, 
Weapon belt >h, l ib 

• • W.wu onIYCOURU,lr �,rird and I!OI. _ .. . 

PROTECTIVE EQUIPMENT 
t:QUIf'Mt:I'IIT COST WEIGtlT* 
Shield 5Sbp l5tb 
Leatbtr Ann CrnvC$ 2" 2 (b 
l.catikT l.q �ves '" 2Ib 
Metal Arm Grea� '" l ib 
Metal Lea GruYts '" lib 
Luther Hdm 2Sbp 2Ib 
Meta! Helm .,. l ib 

Son Leather Armor )" Illb 
Ri&id l.cail'ltf ArmoI" )0.. 141b 

, Chaln Armor 3Ssp -ii: 2O(b 
Plate-Armor lOo. " 'b 
, - Counls qain'l encumbra� I f calfi .d a n d no. " 0,". Th = "'eighl< are Nsood TRANSPORT -

UpOn equipmenl for. � hu .... �n {aboul S' 6" and ISO Ib), 
SI't:W' RIDING 

TRANSPORT COST Ut/tnd) CAPACJn' BONUS" 

; MulcJdonkcy 32 .. '20 ""'b - ,. 
Mature pony .... 1<. 180 Ib . , 
Light hone "" 200 200 'b •• FOOD AND LODGING - Medium horse: 60>. '". JOO 'b •• 
Heavy horse: 80>, 12. "" 'b • •  

GOOUS OR SERlo'ICE COST NOTE lesse:r warhorse 20g, 18. JID Ib ' " 
8m and Ale '" Pin!. Greater .artwist 7SIp··· ISO 37S lb . 30  8,,,,d, I�, Halr·pint. Camel Ill])'" 100 22,lb - U  
""� '" Pint. Elephant··· SOap·" 80 1000 lb - ,. 

I M"" ,,' Pint. fcn� service 2cp/mi varies Wine �. Pint. Coa.h service lcp/m; varies 
U,ht meal '" WIl,iOfl (S'long.) .. , SO 1500 lb Normal mc-al I" 

Small boat (10') ," "ariQ IOOO lb Heavy mea! 12tp 
Mtdium boat (20') I IIP ,.,., JOOO lb 

NonnaI �ions (I week) '" Normal JpoiIqe. Wci&ht ISlbi1. ... , """ 30' "'"" lOOO 'b 
Trail nlll.iofis (I week) 'bp Praerved. Wci&h! 1.111$. • - Thi$ is lho normal '. 'f Q r .... O>tm�nl in � Ixt",al ';Iuation. i . �· be doulll«l lf 
Gtfltbte.d (I week) lIP Prmrvtd. Wdlht 4 1bs_ I,," ridfr """ides 10 pUop (S« Stction 6 .• 2). 
Waybrtad {I moD1h) ISliP Preserved. Wci&h! 41ba. 
Poor lodging 1<. Communal sleC'Ping. ., - An Hpttially intfm&enl ani ..... 1 would Ct! In additional .. 10 bonus. but mi,ht 
,\verage lodging 2" Separate bedding_ ""'{ .... ote. 
Good IIJdging 22tp Separate room. , •• - Ral.ly avaiLabl< unless purcha>ed fro .... lord or ,,·tanh)" \kale. In SpttiailIUS. 
Stable '" Includes food for t><;,asl. 

� 
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82 Herbs, Poisol1$ clfld Dis«lses Table 
HERBS POISONS AND DISEASES TABLE 

NAME 
BON.; RO'AIK -
Arfalldas 
Burslhela� 
Edr!m --.-

CODES 

c-F-S 

I-S-7 
c+F-6 

BO,RN,.! i:XPOSURE RELIEF -

.-ORM/PREP 

stem/apply 
stalk/brew 
mOSS/ingest 

COST 

2" 

Il00p 
)IIP 

EFFECf 

Doubles rate of healing for fraclUres. 
Repairs shattered bones and joints. 
�cndl bon�. 

Aloe ,-.� (:H-4 . "" ._ leafliipplY '/;. j;!fJ:. 5bp§ )jgp " --- � 

''''''.. r: ''0 1% $d ,  Doublelll'healilli rate for Mm and minor Cull. 
.'� -' ',- . .'" 

CulkiU 
Joj<ljol)o 

Kel\'enlari 

• -2-< 
r- M-4 
I-T-3 

CIRCUlATOR\' REPAIR -
Anserke 11-0-6 

Belan 11-0-5 

Harry s-S-6 

,�ON'CUSSION Rt;LlEt' -
'Arl�;':;' - 1.":2 
Darsurlon " 
Drur , - Garil" 
Q:fijul-
�frcn� 
Rc� . , -
:Jburl 

' Y-'indamil" 

Ya\'t!halion 

o-M-} 
..",2 
a-Z·} 
�V·3 
c.M-3 
1-0-3 
.!·P.I 
c..c·7 

m·O-S 

Gt:NERAL PURPOSE HERBS -
Arkasu m·T-4 
Arlan c-M-2 

Athelas .-C-S 

Ananar I-F-4 

Delrean ,-C-2 
Felmather m·O·5 

Melandar c-F-] 

Y�-Ai ' iF 1-H-3 

kaf/applY 
Ieartapply 
berry/apply 

rOOi/apply 

Rut/ingest 

re$in/apply 

leaf/apply 
leaf/apply 
luf/fngdt 

Cllctu$lingQI 

lichen/ingest 
berry/ingQI 

nodulYbrew 
�k1Ye/brew 

fruil/illlHt 

fruit/ingest 

sap/apply 
root/ingest 

leaf/brew 

moss/apply 
bark/apply 

Jcafiillgesl 
moss/brew 
nutllnllQI 

'" 
109, 

758P 

"", 

"''', 

Il" 
3" 
,,, 
5Sgp 

,;;;: 9Og, 
JOaP 

'" 
hi> 

"'0" 
45gp 

!Zgp 
lb, 

""', 

8" 
3" 

105gp 
12sp 
,,,, .3gp 

'"" 

"'--

Heals 10 $Quariffm of burns . Cllr� riQStt,ite. 'Heais' 2_20 hiu r�ultinJ from rold. !-! 
Heals 1st and 2d degree burns, 1-10 hits resuhins from heat. 

SlOpS bleeding by douinS and sealins wounds. Takes 3 rnds 10 take effect. Patient 
cannot move for 5 minutes without wound reopening. 
Stops any bleedinS. Takes 1·]0 rnds to take effect. Palient canno, mo\'e for I hour 
without wound reopenins. 
lmmedialefy $IODs any form of bleeding. 

Heals 4-9 hilS. 8 = 

Hc�b I� hits. ,,'!, l-Ieals 1·10 h;I$. 0, 
Heals )() hit,.�; 

Heals 100 hih. '" 
Heals 10 hit$. 
Heab 2·20 hits. 'i! 

;" Heals ,-4 h;l$. r r 
!ita!! ).)OO m.s,;",,:Oi:,:o; 
Hcals 5·50 hils. 

Heals 2-12 hilS. Doubles ral� of healing for major wounds. 
Decongestant. Adds 20 to resistance vs commOIl cold. Speeds reeo.ery from 
respiratory illness by h_ 

Capable of curing anything while patient still alive. bUI healing onh as effecti.-e as 
lhe healer. Full erfe�t only in hands of an Mordained� king. 
Cures fe,'er. 
Repels any illseel, Smells foul. 
Allows a mental summons of one �friend". RanSe 300'x user's kvel. Relines coma. 
Adds 1010 Resislance Rolls againit disease for 1·10 days, 

�*' OIli' day�
. 
nutritioB. 

Lll't.pKESeK¥"l'�C?N (see �tioa". 7) - 2., ;E "" 
Ufete,;,Pin& (I day).' Dql1tfli • -1\-0·'- lear/ lngHt 

QiolosSe' ifuJ-F-§ '.� 
Oltl! __ -:'5- €J f..Q..6 

pove/ingest 
flower/inge$!' 

,fir""" ""', 
lOOgp 

Lifqivin. for Elves, if .iven within 7 days of death. 
Ufckeeping (2.20dJ,Y5). 

Pargen h-J-8 berry/ingest SOOg, Lifegiving. if given within 4 days. 

CODES _ The Codes 8i.'e a .mall lener for the climate lhal the herh (or poi",,") i, 
normally found in. a capital lener for the type of locale tha. the herb i, normall)' 
found in, and a numlxr for ti;e difficult)' of finding a dose ofluch a herb (!ott 5<-<lion 
4.733 . 
C U MATE CQDES : I.OCALE CODt:S: 

• a"d " Alpine 
, 00" " Breaks/wadi, 
, .... .,I ... tina cold C Coniferous (e,'erveen) fores, 
, ","ere cold (f�d) U Deciduous/mi .. d forest 
" hot and humid , F,.,h..-aoer coasts & bank, 
m mild t"",perate G Glader/snowfield 

.. mi·arid , .Ieaon/",rub 
cool temperaoe J Junglelrain for.,t 

DlFFICULH' OF n .... ·[)IN(;: " Mounta;n 
0 Ocean/sal'waw ,hore. 

Coo, Difficulty Mod. 
S Shon Va» 

I Routine ( • 30) , Tall @1l-1' 
E ... y (� 20) U Und<rvound (ca"ern, etc,) 
Light (.10) , Volcanic 

, :"kdium (+0) W Waste 
, Hard ( - 10) , "=,, 
, Ver), Hard 1-20) 
, bITemel)' Hard 1 -30) 
• Shl"<! FoUy ( -$0) 
, Absurd - " 

FORM/PREP Worm .�d Koqwlrffi P,...paralit1n), 

Brew _ Takes :!{l round, .fler ,,'a,.r is boiled. (hen it rna)' Ix dtun� . 

IngeS( _ May be .�'en. chewed. drunk. o. inhaled; "hich.,'<r .. aJ>Propri.,e . 

Appl), _ Takes 1_10 rounds (o prop .. e. The herb is lhen applied tothea,ea ofinjur)'. 

" ... le _ Poison i. mad. into a paso. "hich may be applied to edged or pointed 
",.apon,_ II ,,'ill r�main effeeli," for up 10 1 wrcl. or until an opponem i. muck. If. 
critical i.obtained (be opponent mu�l make. Resistano:' RoU Or hela�es ,hceffeel, If 
the r.sult of the anlck i. only hi ... the poison ;.gone. It may also be put into food Or 
drink, 

Liquid - A, paste, except il only remains effeeti •• for I hour. 

Po..-der _ May not be applied 10 weapom. il may Ix placed in food or dronk. 

COST: Normal cost if a,'ail.hle. 

U·H:L.T: A muimum of 1 do .. can takeeffeel On acha.-..c!ereach round The.ffeet 
;s baled nn a d"", weighing \>1 ounc�_ 

AOOlCfIOl'll: A Gamem"'ter may "'ish to make certain herb, addicti.'e. In such a 
C8". uS( of the herb "'ill become less effeel;'-e. and the herb "'ill Ix required 10 
opera!e ., full effecl;vene>s (see Me,.;" unokr STAT MODIFIERS ", an example)_ 

, 



I 

, 

, t:AATII.AGI-;, '" TI-;NDON REPAIR -
m·S-2 
t-F-S 
5·S·3 
m-O·4 

leaf/apply 
Malk/brew 
spine/brew 
flower/ingest 

Im'"',N Rt:PAI R "  PRESER\'ATION -
c·,\I·s 

m·O-J 
c·F-4 
s-S-tI 
$'S,S 
h·H 

rool/brew 
moss/brew 
root/brew 
clo"c/ingest 
grass/apply 
nodule/brew 

root/brew 

","p 
28" 
22gp 

IOlgp 
100p 

90gp 

""p 
"I" 

220Ep 

4,S,p 

>OsP 
"" ::;:,�tr���i::;:' cr. �� 

golkn4i'!�t . 2sp 
mushroom7itlJe¥ 1f)osp 
runa;UJlbrc-w I�p 

a-Z·9 
I-S,S 

bud/inKesl 
thorn/brew 

I-F-J ��naesl ��brew 
.... karJinlGl 

I '  (I�'I is l)or lIUacl. � .. d) -

fleas 
certain WO"'('5 
Vrd plant 

cerlain snakes 
Janar IrliSS 
Huhit bUIS 
certain hornets I"'N.O"S""li�i!�'I"'Ie. .. t9 - .'tU • (·M·t 1'" no:wet"/pa<;le'" 

. Mp.fpule li;af/pastt: 
Ieaf/powdn­
bal;Jptilt 

m;()'" clams/liqukl .� scorpionltiquid 
�Mi-

'\eatlPa!it� 
. �/pasle 
rootJpute 

'ZQgp 
,,, 

600gp 
-DIP 

I"" 
1_ 
"" 
34gp 
41gp 

14�p 

1'S4&p 

_ HlP 

'gp 
,." 
niP" 
121P 

Doubles rate of heallnl for hlament, canilase and muscle damilie. 
Mend� muscle damage. 
Heal� cartilage damage. 
Repairs sprains. 

Restores siglll. 

• 

I'reservation of organic material up 10 body sile for I day. 
Aeilores hearing. 
Re�toration of 1 organ. Side dfect: skin diseast a1(rtduced to 10"'. of normal). 

I'reservation of orpnic material up to body size for I wn'k. 
Rcpair� organ damage. 

AlIoWI siSh! �e an �J (6 h�. ji; 
Increases visuaLm:rc(1)tion.(ranle aiId 
Acute srn.c:lI!a.nd ta5le (I hi'). 
Hasic fl r,f'd,!lr...::c;,ll If'!' EnhallCC$ $/tIell aDd bealiii& (I IIT)_ 

RCSIQr('l; any stat looK'S other than thO$(' due to a8e. Aff«u only one �tal. 

" 

Dally use increases PR and AP by 5. Eff«t occurs after 10 days use and addiction 
rcsull$ after 2 \\"Cf:ks. Interruption of u.o;.e and withdr ..... al means loss of 10 from CO, 
S from IG, and S to I'R and AP. 

Slun relier (I rna). , . 4; • 
Keeps; 10 da)'l. 51un rdief(!.IO rnW). 
RrI1� 2 �nd.l; of Sllin errtcts. 

(1,'1 2) $10"" and painful death. 
(11'14) Severe asthma. 
(Ivl 8) Running death. Whenever able the "ictim will run (e"en to the point of 
death). 
(I\"I 'J Frtblemindcdness, 10 drops by 20. 
(h'l 2) Agility drops by S. 

(Ivl J) InsanilY. 
(IvI 1) Hearing loss. 

(11'1 10) KUi5'inSlantiy. 
1 Ovl S) Loss Onimb�rlK", 1 

• (Iv, 3) Destroys heari"" and alVai 10 hilJ. 

; Ov1 9) Kilts Elves, PuIJ 0I1lers Into a�: 
, {Ivl1) Gives--I •. I OOhiu. 

.,. ( .... �) Gives I-SO hilJ. , 
(M 2) Causes' luduai insanity, 

! (IvI 1) Kill!; in}12 !oundl. <". 
Qvl 3) Gives HOI!. hiu • 

Ov, �J Callses '-10 d"y coma. 
(IvI 9) ScaB skin, add alves 2.20 hilS. 
(Ivl ') SIo .... (I day) paralysb and lkall\. 

1 (Ivl 8) Slcrillu$."'ind lives '-50 hits: 
l-(lvI 6) Gives�;-io hilt. .... 

(M 

= 



ST-6 - TREASURE TABLE 

(;EMS ,\0"'10 JEWt�LRY - Gems and Je",clry arc forms of wcalth that arc 
morc portable than most money. Thcy arc also more easily idcntifiable and 
morc difficul! to asse�. 

MO,�E\' _ ThcGamemaster should keep in mind that mosl money in Ihe 
world at large is in the form of lin pieces (II') and copper pic.:cs (cp), 
followcd in decreasing frequency by bronlc piece!; (bp). silver pieces (sp), 
gold piccl:� (�p), and mithril piecc� (mp). Oflcn thc sheer wcighl of !he 
monc)' ill a Irca.>urc will limit the amoullt which can be carried away. 

NORMAL t.:QUIPMENT - Many treasures will include lOIS of rlOrmal 
equipment (i.e .. .... eapons, rope, tools, clothing. booh. and manuseripts, 
et�.). 

LlGIlT t.:oUIPMt:i'ro'T - The "'eighl of equipmcnt (c.g., ""capons, 
armor, �hields. food, ctc.) is oftcn a big hindrance to a character. A piece 
of equipment ",hich is lightcr than normal is often \'ery valuablc 10 a 
character. 

80NUS SN:U. ITEMS - Sec Section 4.56. 

MAGIC rn:MS WITH RONUSE..� - See Section 4.56. 

MAGIC ITI::MS CONTAININ(; SI't:t.I$ - Sec $cction 4.56. 
SI'U':IAL ITEMS - The Gamcmastn may create (make up) any magic 
item that he "'anIS. Often these do not fall into the !;3.1egorics above. A 
good example of this type of iH.'m is a �slaytll&� "'eapon . ..... hich ..... ill be 
�pecially dl:adly against certain creatures. For uample. a sword of "'Orc· 
slaying" is "ealeU ali a normal sword against all non·Orc foes; ho",'e\"C'r if il 
is u!>Cd 10 gl"e a cf1tical to a Orc. th� crilltal is reso!>'ed I .... icc (1 .... 0 rolls in· 
5te�d of 0111:) and both results are appiled 10 tile Orc. 
AII:TIFACrS _ Artifacts are special ilems that are �ery powerful, and 
often {':onlain multiple po .... ers and abilities. The One True Ring and the 
El",,:n rings of po .... er arc e�all1plcs of anifa�ts, Usually thcse items hal'e a 
hiSlor}' and a cultural or political sillnificancc. 

MONEY, GEMS AND JEWt:tRV CHART First roll 10 

determtne the �it� of the trc:uure (the number of rolls allowed). Ihen make 
a number of rolls to dctermine the actual composilion. 

SIZE: 
FIRST , (;OInposilioll 
11:01.1. lI:olls 

01·30 I 
31·" 2 
,.." , --->?� 
7('.,}() • 

91:00 , 

COMPOSITION: 

Rt:LATIVE RICHNESS 
RQLL VC'ry Poor p- NonrIal '"" Yuy Rich 
01·10 50 'P 500 tp 1000 Ip 5000 'P 1(l((WJ tp 
1 1,20 100 tp 1500 tp 3000 II' 7500 IP 5000 'P 
n·lO 500 'p 2500 II' """ 'P l ooo ep IOOOO cj, 

�I·JS 1000 II' 500 ", '00> '" )750cp"'it l � bp 
36·40 2000 tp 750 cp 1500 cp 2500 cp 2000 bp 
41·43 300 cp 1000 cp 2000 cp '("l bp 25051' 
-*'" ... "" 12�ep 2SO bp .soo bpw= JO(Jsp 
"·55 ""' ''' I SO bp JOO bp 600 bl!_ 4{Jo 51' 
56·60 600 'P 200 bp 350 bp 70 sp 60 "  
61 ·M 70 bp 250bp "' '' '" 'P W "  
64-70 W bp  lO'P 50 .p 1 I0sp- 100gp 
71·75 90bp 3S sp " .p 1511'1 i25 Sp 
76·80 100 bp .. " 70 sp 25 III' ISO liP 
81·8S 125p SO sp ' "  35 tiP 2 mp 
�90 Ij sp "'P 10,1'1 4S t!p' Gem(2S01 
9l·94 2Qsp 7 gp, U SP  Qem(60) GC'fn(300) 
95·97 J gp 8 "  Gem(20) Gcm(SO) Jw.(4OO) 
9K·'J9 5 "  Gem(lO) GCI1l(50) , mp Jw.{6(0) 

00 Gem(IO) J.w.(2.!5) J ..... (100) J ..... {5(0) Jw.(IOOO) 

"m�: : J" . _ Je .. -�try. 

Treo�ure Tu/-� 

DETER M I N I N G  T H E  COMPOSITION OF AI 
TREASURE - :'I05t of Ihe time a Gamemas.ter will chOO$C a treasure 
Ihat i� appropriatc for a particular ad�enlure !iite. Ho .... e\·cr, il is of len 
useful to be able 10 quickly generate a random treMure or part of a 
treasure. 

The charts below are includcd 10 help the Gamemaster in Ihi5 task. The 

Camemaster must assign a rclalive richness (veTY poor, poor, normal, rich 
or very rich) 10 Ihe trcasure's wealth (money, gems and jewelry) and 10 Ihe 
Ireasure's magic ilem COntent. The richness of these facto" may differ: for 
example, a treasurc mi&ht be \'ery rieh in terms of weallh, but poor in terms 

of magic ilems. Each (hart has a section for delermining the size of the 
treasurt': alternativcly the Gamemasler rna>' decide on the Sill'. The sile of 
Ihe Ireasure is renecled in the number of rolls allowed on the composition 
section of cach chan. TheSl" charts are only included \0 provide aid to the 
GamemaSler; he should use them as he sees fil. 

MAGIC ITEM CHART - First roll to determine Ihe �ize of the 
treasure (the number of rolls allowed), then make a Ilumber of rolls to 
dClermine the aClllal composilion. If 31lY "Spell� resullS arc obtained. 
further rolls are required 10 determine ""hat the spell item is and what spell 
is in il. 

SIZE: 
t'lRST Nt:I"ATI\'E RICHI'OESS 

ROI.I" \'uy Poor 

Ol·ro, "' ..... ...;' 
21.46- 0 
-Gil 9 
56·70 0 1f.sO�' (l 
81·90 

91·,95 1 
96·98 2 
� .,- J 
COMPOSITI.ON: 

Poor 

0 
0 
0 

, 
2 
J 
, 

l'Oormal Rich 

0 0 
0 I 

2 
I 2 
, i'-i' 2 
2 J 
, , 
, • 
, , 

II:ELATI\'t.: RICHNESS 

ROLL Very Pour Poor 
01"10� Normal Normal 

11·20 fibrma] Norm,l 
21·30 Norm31 8O�1. Light 
31·40 SOllJG Light 6O�/� Light 

41·50 8(ffi Li&hl 60� Light 51·55 64:JIII. Li&hl +.5 Bo:mls 
56 ... 600;. Light + 5 Honu� 

61-65 + 5 Bonus + 5  Bonus 
66-70 +5 Bonus +5 Bonus 

71·7$ i'5 Bo(luS + 10 Bonus 

'''W of 5 Bonus + 10 Bonus 
81·85 + 10 Bonus + I S  Bonus 
...... + 10 Bonus Sp<i' 
91·94' �pelt� Spell 
95·97 Spell -+ 1 Adder 
98·9') + I Adder + 2 Adder 

00 Spe<:ial Special 

KEY: 

Nurmil Rkh 

NOtrtlal """ SO.,. Liiht 
8()41. Lithl 
6QGlo Light 
4{j0Jl, light 
+ 5  Bonus 
+S Bonus 

.. 10 Honus 
+ 10 Bonus 
+ JO Bonus 
+ 1 5 Bonus 

Spell 
Spell 
Sp<i' <i 

+ I Adder 
+2 Adder 
x2 MulL. 
Special 

6()l'N Lichl 
40"-', Light 
+ 5 Bonus 

+ 10 Boous 
+ 10 Bonus 

+ 1 5 BonU5 
+ 1 5  Bonus 

S",U 
Spell 
Spell 
Spell 

+ I Adder 
+2 Adder 

x2 Mull. 
of 3 Adder 

Special 

N�. 

,.,. I...i&hi 
... , Bont15 .... ' 

.. A IIOrrnall'i()l\·rn.qjc item. 

+ , Add" 

.. Eqllipd:lClll ",hieh ",eia,hl f IIiI 0( normorJ. 
'" A.a. Rem ...nh I .. . b\lIIUl. 

".An"lttm ronl,linil)l .1pdI (rail on dwu briow) . 
� A bonusl,lldl Mem, . ..  , "spriJ addn-�. 
-}. boIJU$ SPC£I i.eem, • • •  "Ipt:Il rnuitlpliel-. 

VC'ry II:kh 
2 
2 

2 
J 

'P-
• 
• 
, 
• 

\'try Rkh 

60"" U&ht 
40� 11Ihl 

Spell 
Spell 
Spell 

+-' Bonus 
+ JO Bonus 
.. 10 Bonus 
+ 15 Boous 
1- lD  Bonus 
+ I Adder 
of 2 Adder 

x2 Mull. 
-+ ) ,Adder 

�3 Mull. 
Special 

Artifact 

"'Mull. 
""., Anifaet The G'�eT thould cbooM-. �I mI.&k il,em. 

... All .rt'r� mlIY 1M: pr�t. 
Non::: See Ihe de"'riplion� of ma,k itcmJ 10 dnermine 'he IYpe of ilems. SUUeslw 
ilem, indudc: weapOM. a,on",. helmcu, ,rca' ... ,hields. ,oots. &addles. ctooks. 
oo,m. ¥lo'-e •. gtas>cs. elc. The GaoncmaslCT shoutd determillc Ihe I)'PC uf lI�m b�""d 

upon the .,hentufC 'lie �nd '"U�lion. 



-

Trtos�" TobIe " 

CHOOSING A SPELL AND SPELL ITEM - The Magic 
Item Chart may indicate that a �pell item is included in a treasure. or a 
Gamemaster may want to randomly choose a spell which is in an item. The 
two charts below provide a m«hanism for choosing a spell and a spell 
item. Usinll the Spell List Chart. roll to aetermine which t�pe of spell list 

SP.EI.L UST CHART -

Ih( spdl is from, Ihen roll 10 del ermine the specific spell iisi. Then til( Item 

and Spell Level Chari can be used to determine the type of item (if the 

Gamemasler has not already decided), and 10 determine the level of the 
spell. If the spell obtained is inappropriate. just repeat the process or part 
of thc proccss, as necessary. 

FIRST ROLL Dl"TERMIN .:S THF. SPELL LIST TVPE 

,,' 01-30 JI ... 61·75 16-90 91·100 
JtOtL t:sS£NC£ OPEN LISTS MAGE USTS CHANN.:UN(; LISTS ANIMIST USTS 8ARD &; RANCU U!)TS 

0'-02 Curse CurK C� 

OJ·.l4 Nature', Lore Dir�1 Chuu� UK' 
1�-26 Essence's Ways Ice Law Nalure's Mo�emem Blood Ways Conlrolling Songs 
27·38 Unbarring Ways Earth Law Spell Defense Bone/Muscle Ways Sound Control 
)9·50 '" EsseJlce !'iand 4!.,4 U&h41:aw � 

Surface -:jWays ri� ... ttrgan·wa ... Item loi 

_11..62 spcn �ay,,,,, W[{Id..L.3W "i.;;;'$F:. � Protc:sti9ns "' :i2i:£J\nill;l.aCM�l;5ter 3th Ma I "" 
63-74 Essence Perceptions Watef Law Detection Mastery Plant Mastery Mm'ing WIlY� 
lL86 Lofl)' 8r1dge Sound/Ugtn Ways Purifications Naiure'li Guises 
87·98 Lh'ina Chanl..e Calm Spirits � bea!ions -N� W.YI 

"",100 ;r Spo;aJ Special Special ��iil 
eollse _ TM s.pt"1I Ii.orne howcur�: it rT\i.y attack .(harac'er or affect him in �mt OIhe. ncgati"" fa.>hion {e.@ . •  dr ... a.o;o" a po'�, . d.Op in j.la.!>. a phoi);a. (i(,I. The Ganlfmu.CT 
� i1u.l Oe�lb>l"y on .bis mailer. 

Sp«ia! _ TM Gamtrlltilt. ma� m,.Jc up � 5pe11, o. m�kc. highCT lcvl:t .�I! ba� upOn 'M c, ; jlln! well, (e.g. a Fi.cboll .... ;.h . Ioflle. 'anle . a Haste V ,�II. cIC.I. 

JTEM AND SPELl, !$XEL CHART - '+ 
FiDI Roll nr n«t'lis.JIty) 1>t>lermincs The T)'� of Item 

0' .... 41-(i!i 66-70 71-75 1 .... 81·85 ... 94 95-93 ..... 
,,' KUN� !lAIL\' !lAILV UAILY UAlt\' 

NOLL PAPER POTION , II  III IV WAND ROO STAn' 

,¥ .. ," ,. " ,. ,. ,. ,. � 1st lOr 
'0<1 ,. f. ,. ,- ,- ,. ,- ,"" 

26-30 '"' '" ,,, ,. ,. , ,, ,. ,,, ''''' 
31 ·35 '"d '"' '" ,. ,. ,. ,. '"d ],d 

� 
, 

,,' ''''' ''''' ,,, ,,, ,. , .. ''''' ],' 
41-45 , , Jr.d% '"d ,.d -200d ,,, ,,, ,- ,,,,, ." ,,� 
<6-l<l ],d 2ud '"d '"d '"d ,. ,. '"d <oh 
�1-55 ),d 2nd ],' 2"d 2nd ,. ", 2"d " h  
.... " 41h. .s; J,d ],d '"' ''''' "'d , ''''' 3;. J,d �1 51h t � �li$l ' 4t.h ]od .'6 Jrd , ),' 2.ud '"" ,.d � "" �rd .- &'l 

66-10 <oh ],d 40h ],d '"' '"d ',d ),d 6,h 
71-75 Joh 4th <Oh ],d ],d '"' '"d ),d 71h 
76-80 5tb ... ''" <Oh ],d ''''' 2nd ". , .. � 81·8� &. " h  , " h  <Oh J,d 2nd ''''' "h 8,h 
86-90 "h 60h 6,h ',h ],d ],d '"d <oh 8,h 
91-')4 "h "h "h ',h 40h ],d ,.d " h  �h 
95·91 90h "h 8,h 60h ''" ],d 2nd Jo' �. 

' .... , '00' �. ... ". Jo' ],' 2nd " . �IOth 
00 'o<h ,Ooh 'O<h 70h Joh ],' 2nd " h  'Ooh 

NOll'.: The Gaiiie�er'lhOUkI �lrimiM .I)!: numbtr of eh'faa kft in • wand {lnuimunl of 10). I rod (lnuimum o f )4). or • ".rr (lTIIJ<imum 01 100). A I"'I � die.f(lll.�an IItlp; 10 .... 
rOIls fndlCllini 'rt""W t

'
llarJ9 and hJt;li "PIlI indkllln,lou of �til� He rtljIy al�

' 
�I W In.:liid<: mulliple ehar� (\If �r I)tl 5PCl:ia11M."follnnd �Ions':' A Dailf'  r,Clli "*,y lit IlSCd to 

� ,I s�lI. nul'nbtr OI}.Qrli\lJC$"m:�h day (e.l:-fI. DalJ� J111.�l'n � be-uijcd) 1meta day). and may lab an�ror� til •• 1M (;lmemllS\,f ""Win'(e.,. a r.Il{.' �'pOn •• bB/:colCl. an 
t ..... �,. a rOd. etc.)..., . � , .. 
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SJ-2 - CREA1'URE SUMMARY TABLE 

No world is complete without the inclusion of the fauna and in­
digenous nastics of each locale. For the sake of convenience and 
ease of explanation, the "normal" fauna of Middle-earth is kept 
separate from Ihe spectacular and deadly animals and monsters 
that comprise such a large portion of the atmosphere of any 

ToJkien-based game. 

NO� MIDDLE-EARTH ANIMAIS 

Typ< Level Napp Spe-ed Hits 
APt. small , 1-25 FA 45 

large 2 1-15 FA 100 
hUI� , 1·10 FA 140 

Bal. smlan 0 1·100 VF , 
giant 2 l.io VF 60 

kat, larlt , 1-' - FA 150 
llant 7 1-' FA Z50 

Bird, small 0 1-100 VF , 
I:uge I 1-4 FA )0 

Bo" , I," FA 1 1 0  
Bull ) I MF 190 
Cal, small I,) VF 20 

medium 2 1,6 VF '0 
large ) 1-10 VF , 100 

Oft'. female I I-I S VF 50 
ma� 2 VF 70 

Dog. smlilll '·10 FA )0 
medium 2 1·20 FA 70 
large ) 1-20 FA 1 1 0  

Dolphin , 1-30 VF 70 
Elk 4 1*15 MF 230 
HurSC'. small 2 I-SO FA 90 

I!lrgt" ) I-SO FA 140 

IJzard, small 0 VF , 
medium I FA " 
Ia", 2 MF )' 

MooSf' 2 1·10 MF 200 
Pon)' 2 I-50 MF 65 
Sblt, large ) 1-30 FA 120 
Snalo:e. small 0 1 +  VF , 

medium 1 +  VF 20 
hH¥(' 2 1 +  FA J5 

Spider. small 0 1-100 MD I 
medium 0 I-SO MD , 
large I-50 MD 10 

Whale 10 \·20 MF 450 

Creature Summary Tab//' 

The combat capabilities of the animals most likely to be en­
countered adventuring in Middle-earth are summarized in the first 
part of Table ST -2. All of these creatures should be familiar 10 the 
players and thus are not fully described. t"Iames are generic, such as 
�small cat" or "large dog." Anytime an animal is encountered the 
nearest compatible set of statistics should be used. Thus, a charging 
tiger would usc 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 attal'k tIlen 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. 

AT DB Attack Size CrU 

NO , ZS l56i S R-ea. 
NO 20 60Bi M Reg 
SL 20 900, L Lae 
NO ' 60  35Bi T .,. 
NO '0 SOBi 5 .,. 
5L 30 70Ra L .,. 

5L 40 95Ra H LI' 
NO 40 25Pi T .,. 
NO )0 40Pi M R" 
SL�· 40 smo L R,. 

� , NO 25 SORa L R,. 
NO " 4OC1 5 R,. 
NO J5 6OC1 5 .,. 
5L J5 .OCI M .,. 
NO 25 ISRa 5 R,. 

NO " SOHo L '" 
NO 20 40Bi 5 .,. 
NO 25 SOBi M .,. 
5L " 70Bi L .,. 
NO 40 lOR. M '" 
5L J5 75Ra H L", 
NO )0 30Ra M R,g 
NO '0 4SRa L R,. 
NO 50 lOPi T '" 
NO 40 2SPi 5 R" 
NO 30 45Pi 5 R,. 
NO )0 4SRa M R,. 
NO " lORa 5 R,. 
5L 30 758i H R" 
NO 40 JOHo T Reg · 
NO )0 JSHo 5 R" 
5L 20 50Ho S .,' 
NO 10 IOHo T R,. 
NO ' , IOHo 5 R" 

NO 0 2OHo S R,. SL 60 90" H Hge 



Crealure Summary Table 

KEY: 
Type - The type is the name and size of the broad generic calegor,y 
described in the remainder of the row. 

IAvel -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 le\'el 0 for experience 
points and level I for resistance roll purposes. 

lapp - 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 - The relative speed of the animal or monster. See the chart 
below. 

HilS - The number of concussion hits the average specimen of that 
animal variety can take without losing consciousness. This may 
vary by 20070 or more in either direction for any given animal. 

AT - The armor type equivalent of the animal. NO = none; 
SL = soft leather; RL =rigid leather; CH = chain; PL = plate. 

DB - The base defensive subtraction ofthe animal. This should be 
varied by the Gamemaster according to the circumstances and 
should naturally vary 2007. just to give 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. 

eli! - The name of the critical table that the animal rolls when hit; 
Reg=normal; Lge = large creature; Hge= largc creature (minus 

87 

without surprise. 
S', "'''''''h" mo,!;I� wh,n>!!- I 

the charpllJ beast. The FleelEvade column occurs 
at least firty feet at dUh 

• -This monster has special attacks or powers. For details, see the 
individual 



NAME, 

RACE:, _________________ __ 

HEIGHT: __________ _ 

WEIGHT: _________________ _ 

HAIR: _________________ _ 

EYES, ________ _ 

DEMEANOR" ___________________ _ 

SPECIAl,, ___________________ _ 

PROFESSION:' _________________ __ 

RS-I CHARACTER 

RECORD SHEET 

LANGUA(i(,;5 RANK 

"==:= 2) _ 

3) _ 

')====== " 

6),--==== 7)_ 

8), ---___ _ _ 

SPt:u. !.ISTS 
1) _____ ----- I ) ": ============== I ) 

3) I 1 
.) __________ I ) ')=========== I ) 
6) I I 
7) [ I 
8) I I 
9) [ I 

10) [ J 
I I )  I I LEVEL __ 

�TATS Abbr, 

Sllen&lh (ST) 

- - - - - BONUSES - - _ 13) I I 

=�j[��������IJ'�2)�����������11--1.' 
R.� - I� I I 

Aai1ity (AG) 
Comtilution (CO) 
In!cllillen�c (lG) 
Intuilion (IT) 

REALM':======= 
POWER POINTS: 

EXPERIENCE POINTS: 

Prc$C'ncc (PR) ENCUMBRANCE PENALTY: ST __ , __ • __ 
Ap�arancc (AP) 

SKILL RANKS 

SKILLS SDJ, Rank 2DJo Rank Rank Stal 

I---:M�OVEMENT A�b MANEUVER: .. 
-<."' .� - , No �mor go ' - �. -_Mulmu/Il- _ AU;-Soft�tbe1 OOO····-'1L..··-�··Number .. - _ AG _____ Rijid Leath� 00000 .... ·-.:----··-0(-··-· _ AO..--Chain 000000..0 --... _.�k$-" --. STST- _' 

PI@!£, .�..-OOOJ�.QCQOo. 
--' _ !!i. 1"';;;;;'_ I;;;'=� WEAPON SKILLS (Offensive 80nuSH): 

I·H Edsed 0000000000 00000 
I·H Concussion 0000000000 00000 
2·Handed 0000000000 00000 
Thrown 0000000000 00000 
Missile OOODOOOOOO 00000 
Pole-arms 0000000000 00000 

OJ'" 
Ride 
Swim 
'Tnlct , . .. ..., 

0000000000 
0000000000 

� 0000000000 
0000000000 

00000 
00000 
00000 
OOOOOk 

SUBTERfUGE SKILLS: 
Ambush 
Stalk/Hide 
P1d lock 
Disarm Trap 

0000000000 00000 
0000000000 00000 
0000000000 00000 
0000000000 00000 

MAGICAL SKILlS: 

Read Runes 0000000000 00000 
U.se Items OOOOODOOOD 00000 
Dirtcled Spells 0000000000 ooooa 

MISC. SKillS AND BONUSt::S: 
Pef,cplion 
Body De.·eL 

0000000000 00000 
0000000000 00000 

Base Spells 
Armo��===== 
Shield 
Hdm 
Arm GrenC'S 
Leg Greavn-

Leadership and Innuenct Deten�ive Bonus 
Essence RR 
Owinelina RR 
Poison RR 
DUcax RR 

SECONDARY SKILLS: 
0000000000 00000 
0000000000 00000 

ST_ 
ST_ 
ST_ 
AG_ 
AG_ 
ST_ 

AD.-.. 
IT _ _ A"--. 
ID.-.. • 

= 
I'lL... 
IG_ 
IT_ 

1"--. 
IT':""'­
A"--.. 

IT_ 
CO_ 

= 
I'lL... 
A"--. 
10_ 

IT_ 
�-
00_ 

<kilL BONUSES 
Prof Item So« So« 

-

u 
u 
a 
a 
u 
u 

Total 

_ 08 
_00 
_00 
_OR 

_ 08 
_00 

I -� MM 
_�"I 
_MM 
_ S<r 

_SI' 
_ SI' 
_ SM 
_SM 

_SM 
_'5M 
_0' 

_ SI'oI 
_ SI' 

_0' 
_ 5\1 
_D' 
_RR 
_RR 
_RR 
_ R R  

, 
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RS·2 DAMAGE RECORU SHEET � - • • • , � • 0 • • 
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• • � - • " .: • 2 -• , • " • " COM8AT ANT / CHA RAL"ER = - � - SPECIAl. - '" - -

. 



90 ExJHrie/lce Point Record She<>1 

RS-3 - EXPERIENCE POINT RECORD SHEET 

CHAKAcn:R 

Hi! Points 

(Total hits taken) 

Critical Points 

(Opponent's I�I. 
& SC'\'erily 

of c
'
ntital) 

Kill Points 

(Opponent's Ivl. 

&: charancr's M.) 

Maneu.'cr Points 

(Difficulty 

of maneuver) 

Spell Points 

(Spell 1,,1. & 
character's h-I.) 

Misc. PoinlS 

Tra\'el Points 

(Numlwr of 

mil� Inn'tled) 

SUBTOTAL 

Id�a p(linl.� 

(Half of group's 

lo[al points) 

TOTAL 
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Race Descriplionsl Dwarves 9l 

8.0 APPENDIX 1 - 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 
OMs should feel free to omit them if they consider them to be un­

wieldy. 

DWARVES (Pl. Khatod, sing, Khazad) 

The Dwarves are descendants of the Seven Fathers, the original 

lords crafted from the earth by the VaJa Au/I!. He is the Smith oflhe 
Valar, the giver of mountains and master of crafts, and the Dwarves 

call him Moha/ (Kh. "Maker"). 
They were created first, but Eru forced his servant Aule 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 

Build: Shon. slocky. SirOllg. wilh exceptionally sirollg limbs. 

Colonllg: Black. red, or dark brown hair. Fair to ru<.l<.ly .. 'Umpl��io,,_ 

Endunlln: Tr�mendou •. They CIIn carry great burdens over long distances wilh linle 
rest. 

Hrtc�t; 4 to 5 feet taU. 

Uftsp ... : 2(lO...4(l(l years. 

RnUI.Ilt'e: ResistanC\: against name alld �: + 30 bonus versus heal and cold anacks. 

SpftiLl Abililln: Dwa� = weU in e�lreme darknes�. In the dimm .. tlighl, they call 
_ 50' perfectly, and fairly well up to 100.' They tan = 10' illlot&1 darkness (non· 

maaiCIII). 

CulluN 

(lol_h ••• ad IHcontlo.: Beard., somo:times braided. umg bair. Heavy garb wilh col_ 
orful hoodM doaks. 

Fnrs nd lubililin: Opon wa.er and tbe Vala Ulmo (Lord of Walers). They do not 
normally swim (-SO to Swimming maneuvers). 

Ufmylt: Dwar�.,. are ,uporb miner. and traft.men. and unsurpassed stoneworke-rs. 
They liw: in lightly·kni. groups and favor underground dtia which are usually cut imo 

tuUM hills or mountains. 

MuTtate Panffll: Monogamous. Only a third of the race is female. Tht line is tra.cM 
1hrough the male. 

Kr-Li&\oa: Dwarves believe that each lineage ha.s a COmmon spirit which pormeates them 

all and lies .hem together. They rner. their ancestors abo�e all o.he-r thinp bUI A�li 
their make-r, and belkve Ihat in each King exiSl' a part of his predecessors. Th05( of 

"Durin', Folk�, the Dwarves of Morill and Ihe hiibJands of Wilderland. beli ... ·• their 
Kinss 10 all be one Dwarf _ Durin the DeathLes.i. 

Other Faclors 

Orm.nor: Sober, quiet, possessi'·e. suspicious. pugnacious. inlrospecti",. and often 

very greedy. Tena.:ious warriors • •  hey r"hl wilboUI quaner and never retreat. Each 
Dwarf !TealS his kind as brOlhers and non·Dwarves as lesser beinp who. one way or 
another, are a constanl lhreal. Their blood is .hkk and their bon.u 1m' deep. Th�y enter 

inlO agreormenu with extreme tare but. once made, bonor them 10 the lett�r. The old 

adage is true: "110 jriend e""r did a DWfJrj a javor, 110 eMmy a wrong, wililoUI brinr 
�paid injulr. 

La_K"Itt: When in public Or aboul in Ih. wil d. !)war" .. speak Westron (Rank 5). Ihe 

Common Speech. Or SOme Elvish language (Rank 3). Among thnnselv ... D,urves 

speak Kiluu:/u/(Rank 5). a guarded tongue known by "iflllally nO one blll the�lves. 

PRJadk:n: Orcs. Wargs, and Dragons are Ihe sworn enemies ofDwar"en·kind. Above 
all Olher races, they despise th� the mOiiI. althouBh Ihey afe utrcmcly ,uspicious of 

m3j!"'" and EI� .... They bave .ufferM 100 much Illl a r .. ult of magic. No Dwarf will � 
forget the ,Iy words of $Jluron, OM whose conjuring enslaved many of lheir greal lords. 

Rnlriction. oa Profnslon: No Dwarven Mages or Ib.rds. Dwarves know of spoils and 

eochammeDls. but generaUy scoff a! th� wly. ofEI�or othc-r (onju_" p�fe-rrin'R in­
slead to use such pow.r in Ihe making of ponnanenl physical ilem • . Traditional M3j!<'S 

and Bards are unheard-of; ;nst�d they producc alchemisrs and engineers. 

s..:klrouOld Options: They get fou' back around poiolS. 

UMLI 
The UmJi live in !he Far North of north-central Middle-earth, east 

of the Lossoth. They are a race of short folk who apparently came 
from an ancien! union of Men and Dwarves. Legends call them 
Hal/-dwarves. 

Pbysical Character 

BuDd: Strollg and compacl. wi.h large feal�rcs alld considerable facial hair. Males 
a�erage ISO pou"ds; fcmak5 135 pounds. 

Colonn,: Ruddy skin and red hair. wilh penetrating pale blue eyes. 

£oduR.n: E�eeptional in cold dim .. : "'"Crage in temperale areas: poor in warm or hot 

ciimalcs. 

H�J.bt: 4-5 feor!. 

Uftspu, 100-200 yean. 

RtsiIIlncc: Umli bave a +30 bOllu; ,'ersus cold/icc allacks and a ·15 honu. �e .. us 
hcatlftl"(: attacks. 

Sped.1 AbilIUes: Umli need .Jeep bUI Ihreor hours a day. In Ihe cold (below HO) tlley 

halve any encumbrancc pollalries; above 90° Ihey suffer double encumbran(c penahies. 

Cullure 

Oolhinl .ad Ueconllion; Fu,·lined skin coalS. shim. panlS, boolS, and hoods. 

Fun .ad la.b!lllia: None. 

U'Htyll': Humers, gatherers, and fisherman, the)" mo�e from sile 10 £ite depending on 

Ihe season. Mosl , .. ide in caV<'S or underground ""ttlemem •. Many mine, and th� Umli 
arc accomplished smiths and an�ns. 

M.rrl'lI� P.II�m: Monogamous. The line is tracM IhroulIh the male. 

JlI,lla;lon: Somewhal formal. They wOr.lhip Eru and Ihe Valar. and reve-re Auli (who 

Ihey call Mahiie) above all others. 

Other Faclors 

Orm�aaor: Po....essi"". perseverinll, stubborn, fiercc, and )"'t quiet. 

unaUate: They spoak Umilic (Rank 5). Some know a lillie Lilbba (Rank 2). Wesmm 
(Rank 2). or Kiluuiul(Rank 1)_ 

P�Judic"H: The)' hate Dragons and WarJ!; above aU other rac ... 

Ekslrktion. on Prof�n�: None. 

s..:kground Op.ions: They get four l>ackground point •. 



ELVES (Quendi) 

Elves were the first to awaken and venture onto Middle-earth. 
They arc 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, 9r cursed so 
much by the hand of Fate. 

Though basically similar to mortal men in mOSt ways, Elves have 

several important, if subtle differences. As a race they arc taller than 
humans but they arc 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 use of movement give them a graceful quality 
and it is nOI surprisini that they arc very agile and so light afoot; 
they leave few traces of their passing and can walk on the surface of 
freshly fallen snow. Their gentle physical appearance belies great 

strengths, however, for they arc highly resistant to the crippling ef­

fects of extreme temperatures, and arc immune to disease and ill­
ness. 

They arc also immortal, and age in a graceful, nearly impercep­
tible manner. Elves commonly die from only two causes: through 
violence, or as a result 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 will to live. All the Elves who pass away arc gathered in the 
Halls of Mandes, the Plac� of Awailing, in the far west of Aman 
(Valinor). There they await the End of the World, or are released 
back inla the world to replace another of their lille who has per· 
ished. In a sense, Elves are often reborn as descendants of 
themselves. 

The Elves revere the VaJar and many know their nature well. SliII, 
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 
Vania, Queen of the Valar and fairest of all creations. She is the 
bringer of light and they call her "Lady of the Stars" (Elentori or 

Elberelh). 

HALf·ELV(S (Peredhll) 

Half-elves are a rare breed, the offspring of Men and Elves. While 
the Dunedain, Corsairs, and Black Numenoreans have Elvish (and 
even Maio) blood, their connection to Elves lies in the remote past 

and they are not called Half-clves. True Half-clves have one Elven 
parent and one Mannish paren!. 

Upon reaching adulthood, a Half-clf must decide whether to live 
as a mortal Man or an immortal Elf. Elrond of Rivendell chose the 
laller course, while his brother Elros - first King of Numenor -
opted for mortality. Those who become Men receive the Gift of 
Death and arc not bound to Fate like their Elven kin. 

Physical Charactu 
hill!: Suon, and slender. lhinner Ihan Mm bUI 510Ulfr than Etves. They havt Ih;n. 

an,ulll1 fealures. Males averllie 200 pounds. femaln 140 pound5. 

C.lorinl: Fair. ,enc:ralty w;lh bro ... n Or black halt and Ifcy cyes. 

t:.,.,. .. «: Conlidmoblc. HaJf·dves need bUl • hours rest I day: .lcep for monals or 

mfdilllion ror lhe: ;mmonw. 

Hritbt: Males a�nltt 6'3". females S·II�. 

Ufnpln: Monal Half�h'es I;ve 2»}(l() yurs. 

�"lIn: Half-elves arc v;,.,u.IJ)· immune 10 di..,asr and nalural illness. Thty hl\'c a 

+ S bonus Ilo;nl1 �okl auaek5. 

Race lHs(riplionsl£I1ies 

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 Ihis 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 Slate, 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 sec 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 Ihem a 
mobility unlike that of any other race. In absolute darkness, 
however, they suffer as olhers do; they can not $Ce al all. 

Their sense of hearing is also superb, and no doubt accounts for 
the Elven skills with music. Their reverence for sonS is unparalleled 

and has affected their language and way of keeping precious 

records. The Elves were first to u� spoken words and have laught 
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 face as a collection of wondrous sonp and spoken 
poetry. 

There are two major groupinp of Elves in Middle-carth. 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, Vanyor, and Tele,,) which made the 
Great Journey across Middle-canh during the First Age. Most 
settled for a time in Aman (the Undyini Lands), or along the shores 

of now·sunken Beleriand. Only the Noldor and Sindar (a group of 
Teleri) remained in Middle-carth following the War oj Wrath that 
ended the First Age. All other folk arc called Al'ori or Si/l'an Elves. 
They are commonly called Wood-elves. 

From t.hese cultures came the three gTOupS which form the Elveri 
races of Middle-earth: (I) the Noldor, (2) the Sindar, and (3) the 
Silvan Elves. 

Sped" AblUlltio: tiaJf-elv(l; can !itt ulfcmcly .... eU ;n tM dark. Undn moonli&hl or 
starli&hl tMY can!oC'C pcl'fectl)- for }(l()'. In other darkl>QO uluatioMthty _as EJvesdo 
(SO' 10 1000 ;f a �Bhl >ourcc is avaiJ.ble). 

Culture 

Dolbin, .. d Dtco .. lloa: Varies. a/thI)!JBh ;t is,encrally .... elJ·ma<kand bnu1ifulJy and 

suhtly Idorn�. Favol� ,010" are deep blue, and 11""1l$. " ey!  and vey·,r"ns. silver. 
and while. 

)'nrs ud Inabilities: None. 

Lifrsl)"': Varitt. aJthou'" they ,merally U"t ;n sedud� retrtlts Of hlveni. Or amo"i 
Eh·cnkiI>d. T�r culturc is much like thaI of Iht Sindal. allhou.., lhey Ire conslanlly 
ron""m� with Ihe "-1)'1 of Mcn. 

Marriale p.lln.: Monopmou • . Tht line is tf� Ihrou&h tM malt Of fem.le. 

Rtligio.: Quitt. pc:nonal. and in<olv;nl me4,;lltion. They respecl Eru and tht Va/ar 
and rcvere VQrdQ and Oroml abon alt Othcrs. Those who I;n by tht sea hotd Ulmo 
<kM. 
Olhu rar10rs 

I>ttn, .. o.: Pal rent. fes<'r."W. ronsidmolc, blJ.noed. _Uo .... and lhoulVllful. 

l..aIlIUl�: Most i-pCak SindQrin {Rw " IS Ihrir lillot too,�. They .U knOlO- War"", 
(Raul S) and!.(lrM Q...-nJ"l (Rant lJ. 

Pnjudicti: Ora a'e their 5wom encm;n. 

Rrslric:llon. on Profnslont: None. 

BKklrouad Opllo'J: Ilcc.u.., of their siron, cuhural and racial ties lhey only Kel lh," 
backVound poinl$. 

• 



Ha("e DeS('rip(lOnsIEf�es 

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 cuhural and linguistic roots. Other names for the Noldor in­
clude Deep-elves, Golodhrim or Gelydh (Sindarin labels), and 
Nomin (Edain label). 

FinlW was the first King of the Noldor, which is counted among 

the Eldar as the Second Kindred. Finwe's sons - Feanor, Fingoljin. 
and Finar/in - produced the three traditional lines which compose 
the ..... hole of the Noldor. 

Physical Character 

""lid: Of all the EI�es, the Noldo< are the mongest and sturdiest of build, although 

lhey are OIiU .Ummer than Men. 

Colonnl: M05t are dark haired and ha"e greyish e}'tS which betray a proud looking 
manner. I>e:sandant. of the Fingolfin and Finarfin are often fair haired and blue eyed. 

for tbeir blood comains V"nYOf influences. 

E.d ..... II«: They do not carry �at burden�. but they are capabk of travelin& 16-20 

hours a day. The Noldo. do not sl«p; instead they rest in a trance for 1·3 hours a day 

(lhis restOres any Power Points using castina spells). 

HeiaM: Males average 67-. females 6']-. 

Uf..,pa., Tluyareimmonal and will only die dueto �iolence or if they .... eary oflife and 

I� tbe will to U'e. 

MtslJt.ft«: They cannot become sick Or scarfed and are �inually immune to disease. 

+20 bonus versus cold auacks. 

SpHlal AI/Ullles: No race S«!i better outside durina the darkness of night than the EI�es. 

Their vision under moonlight or starliaht i.$ a.s  aOQd as a Man', during the height of day. 

10 other sitllatioll5 when lh�r( il any light rou.c�. EI"�s �an sec at least $0' pc:rf¢>;:tly and 

fairly weU up \0 100'. In absolute darkness, ho .... ever. they are no better than Men (i.e . •  

they can't sec at all). Their hearina range it lhree times the norm. 

Noldor are unparalleled at understandina and workina with Cfaft�. + 20 for hem Usc 

roUs. 

NOLDOR (sing. No/do) 

Culture 
Ootblnl ud Dftorati<la: They favor rith clothina and fine Cfaftmanship, and often 

have the appearance of IIreat ..... alth. 

Fears and laabllltlH: None. 

Liftsl.y�: Of all the Elyes ofMiddleo(:anh, lhe Noldor arc the most ordered. While their 

brethren arc content to wander or mark time in qlliel diffusion. the Noldor_k to build 

communities and states in beautiful. guarded places. 

Marrillt PaUe .. : Monogamous and for life. They rometimes marry mortal Men. Such 

unions produce Halfo(:l'"es. 

Rclili<l .. : Informal and centered around communal celebration and personal medita­

tion. Like the Dwarv.." the Noldor ar. fiery craft,� whoar. fast fricnds of Au/i. and 

it is the Smith .... ho imbued tllem with a heightened resp«t for physical objects. It is not 

surprising, then, to find that the Noldor revere Aule more than any other V.Ia, JaVe 

Varda hersdr. Lih all Eh·cs. they '''iorship Varda a; iiver of Light and maker of the 
stars. 

Other Factors 
IHmuagr: Regard!eSi oflhe line, all Noldor are noble of bearing and calT)l lhemsch'e5 

with a!;,"rance. They arc haughty and of len appear to be arro�ant. Of .11 the Elves, they 

are th. mOSI inquisiti�e and paMionate. bein, fun of a Illst for experience and e:<pc:nisc 

in Ihe an. and the .... ays of lhe world. Bttall.sc of this thirSt for knowledge the Noldor 
have often fallen prey \0 lu't, corruplion. and strife. 

L .. g"K"' The Noldorin tongue iscalled Quenyo(Q. �TII� SpHcIlH; pronoun� Kwen­

YaJ, and they embrace it a. their true tongue (Rank �), but iarlely confin. its II.., to tlleir 

own environs. It is ,till the exdusiv. language of ceremonies, wrilinl', and oral tradi· 

lions. regardless of circum.ltance. for otlier w.es out,ide of their quiet territory the 
Noldor employ the language of their more DumerOUS Sindarcoushu, Sinthlrin (R�nk �). 
Wilen dealinB with Men or races unacquainted wilh Sindarin, tbey rely On lbe Common 
Tongue of Westron (Rank 5) or, more ralely, tlu Adfl"ilk of Ihe Dunedain (R�nk 3). 

!'r'Judlces: fhe Noldor hate Urcs. Trolts. and IJra&ons abo�e �lIcrea!ura.. Dueto thcir 

pride they look down UJ>OD non-Dlinedain Men. 

Rntrkliuns un Professions: None. Tiu term Noldor mea ... KWise� or �Knowing-, and 

serves as a fine label for the Se<:.ond Kindred. For this reason, the)' prodllCC (he Ireat..,t 

number of Elven bards and loremasters. 

Bac.Rf01Ind Options; Sintt the Noldor are EI�es and tied by their immonalily to Ihe 

Song of Creation, they arc strongly bound to fat. and gel only \ .... o background points. 

SIN DAR (sing. Sinda) 

\��---.----�----� 
.. . - , 

-.,.. .,../ ELVES (Quendl) SILVAN ELVES 

-
HALF-ELVES (Peredhi/) 
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THE SlNOAR (sin,. Sinda) 

The Sindar or "Gre�fv�" are Eldar and were originally pan of 

the great kindred called the Teferi. 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 pan of the Moriquendi, those Elves who never saw the 

Light of Valinor. 

Physical Ch.neter 
.dlll; Thin wbm rompared La Men, 1M Sindar � n�arLy AI taU as 1M Noldo< but are 

JCIl(fally sli&hlU of build. TMy Ife m<;>rc mU$("l,IlIo, than the Silvan folk. 

CoIo""I: MoS! h,ay. r.ir hair and PIlle blue or Irey eyes. U�e Ihe Noldor, they h.a�c 

li&hl d:ln. 

EH._: Same 1.1 for Naldor Elves. 

Hdtll,: Males aver. 6" M, frmaJes 6'lM. 

UffSP": Same as for Naldo. Elves. 

�_: ll\(y tMIIOI becoI!W J.i,ck Of seamed and arc vinually immune 10 di�. 
... 1' bonlll ,�w cold atlKkl. 

s,.ecw AIIIIIUea: Vilion laDle as Ihal Qf Noldo. Elvn. 

n" Sindar atC las music&l than tbe Vanyat or Silvan EIHS. iUld are less skiUed in 
forJinl o. craiutbao 1M Noklor. NOnc1Mkf<, IMy are ade'PI.1 aU IM.ruand Hcd in 

Ihrir sptci&l provin«:l. No race builds boiler bo&u or !.IIip'. 

Cullurt 

OOt .... .... DKoratlo.: Sinda.r clotlting is uceedinlly weU made. �et subtle and 

tltililarian. lbq-do not fawr the rich prb of Ihrit Nolder coulin •. Grq"I and !lh'erua 

Ihrir ch<»m colon. 

Fnn aN la.bllltlft: None. 
Utttf,..,: The Sindat ... Ib. mOSt open and cooperative of MiddJe-earth', Elve>. Th� 

arelfeal teacben and bono ... " aod hue an inte.CSI in 1M worb of all races. This is in 

cont,ast 10 Ibe mOre inquisitivt Noldor. who are quid to J()(Itr at thin" wh�h ate 

sublle or modnl in appearance o. ulility. Gr��lvts are . settled people and .njoy the 

eompaoy of otbers. Unlike the Silvan Elv�, they build towns and havens Ind pther in 
o:be--k/lil rommunilift. 

� Pau"",,: Sam. as for Noldor ElVe>. 

RtIItIo.: Infonnal and centered around commun�l celebralion and �rsonal medit.· 

lion, jUst as Ihosoe of ml!tJ Elves. Lik. Ih. Noldor, Ih� '�.re ETu and _ V.rda as 

thrir patroo V ..... Thq also have I sptci&l .tsP«l fa. Ulmo, 1M "Lord of WllHS". 

OcbH F.ctors 

o.-..or: Of Ihe Ihr« Elvco .Ieu of Middle-eanh, tho Sind •• are Ihe quidnt and 

calmtsl, and apprar 10 be Ih. moJI coni en!. They ... Iess f.ivololUand playful 11I"" lh. 

Si/'"&n Elves and arelesi rltry and �natelhan 1M Noklo •. SiDdar f«lin&! are d«p 

and not ... ily ItOIIsed. bUI ",hen they ar.theycannot be stayed. This il lhe root o(thrit 

�a-lonJinl· 

La.P,,: Their own speech Si"dllM (Rank 5) has become 1M prindpal lpcc-ch of all 

the Eh'ts of northwtslml Middlf:-eartb and hu heltvily innuencal mannllh 10nlu�. 

Nonethelat, Ih� Sinda.r know Westron (1tank 5). Silvao (Rank 4), and some Qutnya 
(Rank 3). 

�J.tlkft; The Sindar 1ft IVeal friends of mO$1 rae .. amI have �ained pankularly 

eiosoe 10 o..an ... T"hfir chief entmies are OrC$, Warp, and I>ra&oru. 
�Io .. ... P"" QIIIo,., None. 

a.n.JI"'O .. tI Optlou: Since tM Sinda. are ElvtS and tied by Ihdr immol1alily to tht 

So", or Crealion, Ihey arc lIron,ly bound to Fale and 1<1 only Ihl« backaround 

point$. 

RON! Dccr;pliO'lSIE/�l's 

SILVAN ELVES 

When the Eldar depaned from the original Elven homdand 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 Ava,i (Q. "Unwilling, Refusers"}. These kindreds were Idt to 

fend for themselves during the days when Morgoth'$ 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-clves. 

As a result of Ihis co-mingling, some confusion arose as to the 

identity of Silvan kindreds, and many of the Teler; have been called 
Wood-elves, bUi here the term is only applicable to the Ava';. 

Physle.1 Ch .... cter 
Build: MWI are Ilillht of build, and all art thin by mannilh sl.ndanlt. 

CGlorl'l: Ruddy of complainn. Wilb .andy hair and blut or arem eytl. Gmcraliu.­

lions I"' difrlCUh, however, since ettert arc many kindrcds and IMr. is wide variatioD 

amOnl them. 

EaduttlMe: Same as (or NoldOJ Elvn. 

HelJllt: Males .v ... .,. 6'0", females j'9". 
Uft"SpI': Same as (01" Noldor Elves. 

Rnbt.II«: They cannot become sick OJ ocarred Ind art "inually immune 10 di .. l5t . 

... 10 bonu. '·.rjul cold attack •. 
SptriaI Abilttlet: Their vWon is the I-Ilme as Ihal of Noldo. Elvn. 

The Sitvan folk are superb mUJiclans and have lmnmd.oul huri ... , �to lOt" EJo.-a. 

� 10 10 airdie I�II anacks. Tiley are also eluiiv� . ... 10 for trickery and Sialk· 
i�II"Hidil\i miUleUvtr�. 

Culture 

Ootllll'l ,"d Ouoratlo., Their p.eferred clothes are us-ualty forest Il"�n, "ey, or 
brown, �nd are generally functional in dMign. 

F .... IfId In.b;'illu: None. 

Uhsl,·Io: The culture of 1M Silvan Elvn 01 � chatacterized as unstructured and nutic 

by Elvcn ilandardo, but rich and relatively advancN wben compared 10 Ihe w.,.. of 

Men. They have al ... a),s be<n inde�ndent, but as of laic many have S<'lIled in kin,dams 

ruled by tht Noldor Or Sinda .. StiU, all the Silvan folk enjoy a lnod journey or adven· 

IU,c and mOSI look II lif. m""h .� a Jilmo- 10 M played. Music: and lrickery atc their 

fa"or;le pastimes. Tilt Silvan Elves arc also ",au .... of 1M .. nod and know much of 

... ood...:.afl and .... nod·lolt. 

M.orrlqe P.", .. : MOllOJil!1oul.nd for life. Th.y klnlet;m ... marry Men. Such unionl 

produ« Half-d\lts. 

Rtli&loll: Informal and centered around communal celebralion and pe�l medita­

tion. Likc all EI"CI, they worship Valda as Jiver of Lighl and m.lrer 01 the '1Irs. The 
principal difference il lh." stronK .ltl>hment to Ihe Val. Oromt·, lite �Hun1iman .nd 

Tamc:r of Bfasu�. 

Other .'actors 
lkmtlflot: They are I fun_lovil\i bUI luarded folk. Outward minh often hides their 

grim intenl;ons. 

La'I""" Sil,.,.., tOl\iun(&IItI<''''' arc IlIt;r b,"O.ed tanllU,Jes (Rank S). a1thouJh tM 

Silvan EI\'n o( Mirkwnod and placel further WQl leneral!y uS<' Sindarin (Rank S) at 
th.ir nath'c tongu •. fk<:auS<' all Elvilh has a IIOnl·lik� qualiey, how�er, Ih. ,liJhlly 

unique Silvan voc:aJ pall ... n Mlrayt their racial orillin, evcn whrn they etI1ploy 1M 

lonlu", of 1M Bdar. 1010$1 know Weslron (Rank 4) and a little Qumy. (Rank 2). 

"�J,dkft: Th. Silvan Elves seclude IhnnS<'I\'es mort rcadily than the Eldar, for tbey 
have a ltsl frier.dly history of rdalions wilh Men. They despiSf Orcs. dislike Dwarves, 

and are suspicious of Men. 

Rtstrkllo .. o. Prot,...,.,.: Nont. Of all Ih. Elven "OOJ>l, lhey are lb. quic:knt to 

employ llIflb, and often uS<' magic: fot simple uKSOr m.retrickl. SliU, lbq are not nor­

mally prone to uS<' mqic o( "eal po ....... 

BKkl",und (}pliu •• : Since Ih. Silvan Folk are ElVts and tied by Iheir immonality to 

th� So", of Creation, Ihey arc bound. 10 fale .nd let fOUl bKk"ound poinll. 
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Race [)escr;pf;onsl Hobb;fS 

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 kfid-dfikan). 
Pbyslcal Character 
8aild: Smallesl ofllle s�akiog !)eople, HobbilS a"eraKe between 2 and 4 feel in beiaJu, 

and lend to be far Or pudgy. They have large and hairy f«1 - 10 Ihe poinl of beiog 

furry. 
There are three princi�l vari�ies. or Iribes. of Hobbits: lhe HIlT/OO/S, 5'00'5, and 

FIl//ohides. The FaUobides are the lallesl and averaae belween 3 and 4 f«l in heiant. 
They have fair skin and, of all the groups, resc:mble Men the most. Their numbers are 
small, how",-er, and some observtTS have confused them with l>C'arby mannish gTOUP5. 

The mOSt COmmOn Hobbits are Harfoots. They are the smallest in .i,e and the 
darkest in color. rarely cxettding 3 ftet in height and having brown skin and hair. Neat 
and uniformly beardless, tbey are in many wa)"S tht picture of the average Hobbit. 

The Stoo .. arc Ibe slockiesl Hobbit folk and often appear shorter Iban some of tbe 
Harfoots beea""" of their wide profde. (;(,netally. however. they arc taller Ihan Har_ 
foots and shorter tban Fallohides. Their coloration is abo somewhat of a compr<,mi$C:, 
allhoulh they bave curly bro"'D bair which rcstmbles that of tbeir shoner cousins. 
Nonetbe6, the mOSt dislinguishing features of Stoors are thek huge hands and f«l 
(large C'o'en by Hobbit standards) and frequ�nt �ard growlh. 

E.dyr .. «: Hobbits ba�e a Sllblle rllggedn= which is akin 10 lhat of Dwarves and 
Orcs. When pII�hed. Ihey ClIn travel lo .. g dislances ov�r louan (errain. despile (he (Itl 
that th�ir nonnal routine rt<juires frt<juent meals and relaxation. 

Ufespan; 9().IIO years. They becolM adults at )0. 

�su.D«; Their ftet and bands are almost immune la heal and COld. AccordinaJy, they 
arc alm""l always barefoot. Their innate simplicity and inooce"ce lives Ihem height. 
ened resistance to magical Inicks. 

Special AlHlitia: Delnerous, they mo�e nimbly and quietly. Their long, "rangely 
slender finle .. allow Ihem loefaft flOe bandiwork and help uplain Iheir fine repulalion 

as Ihieves. 

Culture 
CIoI�i., .. d l>ec0X1l11o"= They wear ijnen or wool galb _ shim, pants which fall to the 
upper ankle, and brighlly colored vests. They occasionally don hals, but rarely wear 
sboes or gloves. 

Fnrsud t""bYitit5: Hobbit,shy away from Ihe biarre o. unusual. but otherwise have 
normal dispositions. 

Ufatyle: They arc capable craftsmen, bill are not friends of complex machines ar 
magic. Their .icesare few: six hefty meals a day, pipeweed smakiD$, and bril!:ht ap�rel. 
Still. regardless of this dull and insular lifestyle, tbe Hobbits steady approach 10 life has 
proved successful; in the face of wars, plagues, Ind famines tbey have survi"cd rela· 
tively uadislurbcd. 

Some Hobbits are curious enough to tfaye! or adyemure a bit and the Fallohides have 
produced a considerable number of rather bold individuals. Each Hobbit "ibe bas ilS 
own f.,·orite locale: Fallobides enjoy the ",oodlands found in cool northern dimes; 
Harfoots fa...,r hillsides and bighlaads; and SIOOTS prefer ,i,cTsides and flallands. Ac­
cordingly, their preferences ha�e had an effecl On theirti�ing �\Ierns. Tbe conservalive 
Harfoou, for iastanee, have alwa� had sites for Iheirlradiliona!5",,,,/sor Hobbil-hole 

bOUICS, while tile Stoors and Fallohides have begun relyinll on surface dweUinp of 
wood, brick, or SlOne. 

All the Hobbits enjoy the simple �fe of farmers, millm, and craf!Smen. Worksbops 

IIIld sheds dot their territories, uniformly low StruClures, for the halflinp hate towers 
aDd rarely build above the ferst story. 

In the Shire (K. -SOzai tbe traditional office of Ihe ruling Thain is hereditary. 

MlniaKt Pallua; MonOllamous. HarrOOIS and Fallohides trace Iheir lines through 
either the male or female. Stoors trace tbeirs IbrouKh Ihe female. 

KtlIa:IoIl.: Hobbit religion is without uception low-key and infornlal_ It is aClllally a 
K'ries of joyful crlebrations centering on tbe KiflS of Nalure. Mid_yt!I1'5 (midsummers) is 
tbe time for Ihe.ummer feslival, while Ihe 110'0 Yuledays al the beginning and end of the 
year mar� the bcginningoflhe retUrn oflhe Sun and Ihe march loward Spring. Harvest 
times, of course, arc always of special nOle_ 
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Fallohides 

Stoors Horfoots 

HOBBITS (Kuduk) 

Other Factors 
[klDunor: Hobbits are basically cheef)", con-ervative, unassuming, and peaceful folk. 
Ambition is nOI �rt of Iheir makeup. Most are conformists who avoid thc unknown 
and shun adventure, preferring i"'tead 10 Slay ";Ihin Ihe comforts of neal, bumble 
villa$cs_ 

LaRIn,.,: Hobbits speak their own suhlle varianl ofWcslron(Rank �) wbich is modern 

Hobbitilh_ ThiJ adoption of [be Common Sprn:h li india[il't of [hdr subtle adapl. 
ability, for the whole of 'hc tribes abandoned the original Kuduk toogue when they 
migrated Out of Rha�anion in the 13th and 141h centuries of the Third A�. The !fadi­
lional Wesuon name for Hobbits is Banakil lU. MHa/fling·�. 

Pltjudkft: Fallobides are the mOSt prone to minaJe with Big People. Stoors rarely deal 
w;lh other races and lbe Harfools, for tbe most pari, prefer 10 interact wilb Ihe grim 
Dwarves. All Hobbi15 sbare in bating Wargs and Orcs. 

RestrkHua. On Prufnsion.: Hobbits produce no M;lies, Animists, Sards, or Rangers. 

Backgroaad Opliuas: Those: Hobbits who dare venlllre away from home are assumed 10 
be utraordinary, and therefore gel fi�e background poinlS. 
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MEN (Hildor or Atanj) 

Men were the S«ondborn and first arose in the Far East during 
the First Age. There, in a land 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 

(£1. "Followers"), although they aTe now more commonly called by 
the Quenya Afani or Sindarin Edain ("&c-ond People"). 

Men differ from the ElvCl in many ways, the least subtle of which 
is their "Gift of Death", Men are morral and live their brief lives with 
a fire and passion unlike any other race. They are also varied and 
often nawed and vulnerable. Unlike the Firstborn, they are quite 
susceptible to disease and temperature ("!femes. AI the same lime, 
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 nOI 
ally themselves with the Elves in the wars against Morgoth. Some 
speak of the Northmen as a third group, Middle Men who are ra· 
cially dose 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 Ihey 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 
�latively shorl (5' to 6'4"), they ha\'e 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. 

Roce Descriplions/Men 

BEORNINGS 

Also called 8eijabar or Bajaegahar, this dispersed group of large 
men has a confused origin. They are a Northmen branch related 10 
the Woodmen, Lake-men, and Dale-men of Rhovanion, although 
they apparently became distinct in elder times, probably before the 
Nonhman migrations out of Eriador. Their numbers are few, and 
some have distinguished them as a dan rather than a separate peo· 
pie. Culturally, and to some degr� physically, however, they are 
unique. 

Physical Character 

Bllild; Pbysically. t� Reorninp.rr Ihe lar,nl of 1M Nonbmen. and aU are mona of 
build and bone 5lruclure. Men arc uCftdinily hairy; Ihey a_lIIc 220 pollnds. Women 
.vcra,e 14S poundl. 

CoIom,: TMi. complc1ions are fair. bUI IInlike mOit Nonhmen ( .... ho ue u.uaJly 
blond). the mlJority have reddish bair. 
Ead .. rallCe; Bro.nin" MOld slttp only t\IiKe C'o'tr"I tlu:ee days. 

Hti'�1: Men a"erq;e 6'4� . ... ·omen 37". 

Ufespll; H()..IOO yta.l. 

Rtsntnn.; A�erage. 

Sp«IaI Ablllltu.: Wild animals ""ill nm anack • Reo.nin, unlcu IICli"ely pf'O'·oked. 

Culture 

001 .. 1111 lad DKOfIII�: The)' arc ul�mcly llairy, and Ihrir lendency 10 "'ear fu .. 
lives Ihem In Mlnimal.like" appnrancc. Favorinl runed tunics. <;apes. and woolm 
pants wilh leuinas. Ihey rarely wear any Iradllional armor. 

Fears and IlIabllllln: The)' .hy away from �ivilited arel.!. 

UfHlyle, Benrnin,. h •• c Iradilionally lived in smaUlifOupo or .in,le families On wel\. 
lended "mano.s·. Some, like Reorn'.line, hl"e favoted retative Io .... land .. ... ·hile II>c rna. 
;or;,y "";de in Ihe PlSK5 and foolhil15 Of lhe Misty MOlloWm or Grey MOllntains. In 
each CISC. lbrir prtscn<:e io atremely subdt. Beomi", families tend botb ,bcm and Iheir 
5Urfoundi", mlnon wilh Ibe ai.d of a ... ide '-arictyof frimdly anirn.al5, manbcn oflht 

hOllschold ,,'h,ch appnr lime 10 the oulji.:l�. Malti It .. ·t tMi. manOf'! for extended 
periods in order 10 condu.:, mililary. ,flit:iou�. or oorial affai ... 

MarTi_Ie Pine"" Monollamous. The line i,,,� IhrOll,h Ihe male. 

Rellcion: Centers on the ancienl Cull of I�e &or (R". K&iNllcy�"). The head of Ihe 
Cull, or WQiIdQ�Ix>" (Rit. "Rwlilll/HfU"), is also Ihe hereditary lord orlhe .... hole Bror· 
rung clan and ;1 the fo.emost of Ihe f&mou, Shape->:han,ers. Durin, tltd. secluded 
cnemonics ,heR Men like tbe form of bears and f«lU-le lheir ancienl lq;mds and 
cpi� usln, complu dana ri,uals. Thew ",henn&-! �ur atlPCdf-.; IIoIy pb«s ... lticb 
ha'� oome conn«lion to their �ron '0'.11 Oroml ( .. ho Ihey call A.Ia"). 
Olher Factors 
[kmell-' Reorninas are loner5 by nalurf, but enjoy their .are moments ... ith OIhe ... 
Generous and normally Quict and ;mrolpttlive. they can become jovial Mnd eAplolf"e 
when in ;ociai.ilualionl. Their deep, Ihunlierilll lauahte-r il lc&end. AI ,,·arno ... Beorn. 
;nas are fie� and of len unconuolLabl<o. Thi. ;, panku]arly INc of Ihe tare Shape· 
chan,cn. for they h.,·e a lendeDC)' 10 !r1lnlform into Bean ... hm outrqcd o. o,'e-rly 
Mimulatw. Orw;e Bearl. tlley can allllCk orith Iremend"". force, bul lhey have liuk 
more tlwl .in&k·mi!lOed ;nMinet to work upon. 

u"", .. '; Beomlnas lencraUy usc 1"'0 forml of commuruut;OIl; lheir Mandard 
language A.I/Klwl: (Rink 'I. and Ibe system of NalurCoSilnali ealled WilUd,r" {Rank 3). 
The laller can be "sed 10 speak Over lon, dl5tante> wilhollt bctrayillJ one', pr� .. "':� . 
since: Ihe sounds are merely variatioru on the nOises oflbe wild - bctil', Ihe wind, and 
Ihe like. M�I Bcorninp all<> kno .... Wesuon (Rank �) and ,he Woodman 10Ri"" 
Nahflidul: (Rank $). 
PrtJ_dkti; Reorllln&-! halt Or"', Warp, Trolli. Gianu, and nn,ora. 

Rcstn.liolU oa P..,"'.OI" Scomlnp produ�f no Maan. A fe .. · , hO"C'o'er are Shipe· 
chan,ers ,,'110 gin chanle f,om Man 10 Bur·form. but have limited conltol O,'er lbit 
P''''''"''. Thoy ha.·c I Shlpe�han&in. Skill ... hkh incrt2SeS by IWO Ranks each level. 
Each Rank "vn Ihem . bonus when IhC)' 11tempt to chln,e form or rnisl lnvoluntary 
change ... hil. IInder mn.s (C.II., stay In Mln·form after bein, struck in comb.al). This 
Skill i'i acces<ible only 10 noble Bcomin&s. II is tfC&led like any OIher S«ondary Skill 
and all .olt.. arC lesol'ed on the Static Maneuver Table (MT·2). 

kkCro .. 6 Opllonl; Thme Scornin", ... ho kl"e ,heir tight sociny Ire ISSIImed 10 be 
5pccial. Ind ,et fi.� ba<"kgrnllnd poinl" 

• 
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Race DescriplionslAfen 

BLACK NUMENOREANS 
The term "Black Numenorean" (S. "Mornumenedain") is used to 

describe Men of Dunedain stock who are descended from the "Un­

faithful" Numenorean 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 the island kingdom of Numenor at the beginning of the Sel:ond 

Age. and many worshipped their own idols or paid homage 10 the 
Dark Lord Sauron. Gradually, the Unfaithful came to control 

Numenor and her colonies, the greatest of which was centered 
around the Hal'ens of l)mbar. When Numenor was destroyed by 
Eru in S.A. 3319 many of the Unfaithful survived in their refuges in 
Middle-earth. 

Black Numenoreans, therefore, are actually very similar in 
physical and cultural character to the Dunedain. 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 Charactu 
BoIiId: Strong and imposing, with angula. featu.e,. Men awe.age 22� pound,. women 
l� pound5. 

Colortal: After lona. years in the hot South, Ihe Black Numeno.eans hawe lanned. grey­
b.own skin. aDd blatk bair. Their piercing� .... are ..arious shade, of g.ey. 

Eadar'llna.: Conside.able. 

Hril"': Men awe.age 6·4�. women 5·to�. 

Ufosp .. " 9O-In )-ears. 
Resiltu..,: Awe.age. 

Spedal Abililla: +25 10 Sailing maneuwen . ... to  10 melee Offensiwe Bonuses. ·to to 
Defe",iwe BonWl. 

Culture 
Collliitg and l>ecuntllo.: Hlaek and gold are Ibeir fawored colors. They .... ea. rich 
dOlbina. made of dyed silk and COllon. Gem; and feather! add elabonlion. The karma 
- Numeoor'l famous overlapping scale helm surmOUnted by acolored lealher fish crest 
- is still in u,.. 

fears and 'ubUIlies.: They fear Dealh. but nO\ in baLlle. Confidence and passion lead 
them 10 belie.e Ihey can OverCOme any known pbysical e�my. 

Ufoslylr: Black Niimeno.ean culture reneciS a rigid slant. Their sodeti .. are wdl­
ordered and ruled by force of personality. backed by harsh law. DiclalOrs and oligarchs 
hold sway over Ihe people. mosl of whom are 5nbjecl races who scrve and paylribute to 
Ihe Blad Numenorean upper class. Warriors are considered the elile and rnrut Men 
serve in the army at o� time in thei. lives. This has enabled Ihem 10 almost always be at 
war. Supe.b ,.arumeo and rtghler;. Ihe Black Numenoreaos are expem al ship· 
building and naval warfare. 

Marriai' Patl.r.: Monogamous. The line is uaced through the male. 

Kcli&io.: Organized rc:ligion iSlhe norm among Black Numenoreans. The most impo.­
(.ant culu a.e those pertaining 10 dealh and the afle.life. for tbese old Niimenorean con­

cerns hao,-e bttn pe.petuated and modified. Mummificalion i. Ihe norm. 

Mrut revere (IIdr own local heroes or godl associated with wa •• power • terror, and tM 

unknown. They see Ihe umamed Darkness as the only frontier Ihey Qnoot maSle.; 

Iherefo.e they wo .. hip il. Those few Ihal still worship tbe Valar fawor Tulkos the 

Siron,. 1M grealest maile. of .l(rength and deeds. It is Ihe always·laughing Tulkas who 
001 embodies the spiril of r.tw mength, for he is quick 10 make war. weak of counsel. 

fo.lh.iVI. and 5worn of passion and honor. 

Other Fllclors 
O' ...... or: Black NUmeDOream are a.eneraUy ha6ghlY and ,.If<entered - .ash. confi. 
denl. and full ofp.ide. They beliewe in Iheir own .Upe.iorilyand support Ihe vie .... thaI il 

is Ihe destiny of Iheir race 10 rule Middle.-earlh. Their views ha>-e made Ihem quick 10 
witt a blow; wa.like and ,ins Ie· minded. tMy enjoy a rtgltt. When in a superior po.i· 

tion Ihey will rarely offer qua.ter. 

[.an,u.: They ha"e a Slrona. passion for lradilion and ha'·e. Iherefore. maintained Ihe 
Adilnaw loogue of Numenor in a relalively pure form (Rank �). Mrul also know 
Wtl'lron (Rank S) and Ilarildair (Rank 5). 
PreJudkfs: Black Numeno.eans are biased agaiIm Dearly every otbe. people.. bUI their 
prejudices againsllhe El"es and Ihe Diinedain art par1icularly wehemenl. 

RHlrktiulii 011 PrufOMiono: None. 

IIKk,ruund Opliulls: Due 10 Iheir malified sociClY and rigid upbrina,ing, tbey get Ihree 
background points. 

99 

CORSAIRS 
The Corsairs are descendants of the Dunedain rebel.s who fled 

from Oondor in the wake of the Kin-strife of T.A. l432-47. Most 
settled in Umbar in T.A. l447 and began a long struggle for control 
with the stronger Haradan and Black Numenorean elements. Since 

that time mode�lt inbreeding with the locals has created a somewhat 

distinct group, although their Dunedain roots remain strong. They 
long to reclaim Gondor as their own, 

Physical Character 
Build: Strons of build� males a,'e'age 220 pounds. women 14� pounds. 

OHorinl: COl$8irs are Betlerally fair skinned and ha,'c grey o. bluish eyes and black or 

dark brown hair, 

Endur'IIn..,: Considerable. They do not gCl susick 

HeiKhl; Men averaa.e 6·l�. women 5'9�. 
Ufesjlu; 95·190)"ears. 
RHislan.." Normal. 

S]I«laJ Abllllles: ... 25 bonus for Weather·walching o. Sta'·a.llli08 activily. 

Culture 
C1alhlna and I)«onlloll: Corsai.s fawor purple • •  ed, and gold clothing made f.om .ilk 

or fine cotton. They wear IUIlie!. and only rardy don leggings, Men ""ea' IOld collars. 

while WOmen are well·adorned with jewelry. 

�·ea ... and InabllillH: Disease and illness. and Iheir own natu.al morlalily. 

Ufallle: Co.sai. cuhure refleclS Ibe (ooservalive elements found amolli Gondor's 

aristocrao-y, onl)" il is (arried 10 an e�Lfeme. The warm coaSla1 innuen.., of Urnba. h"" 
added <t"Ime addilion.1 influences. mostly Black Numeno�an. and Ibe res,,11 i. a 
Ih.owbad 10 the aru::ient marine cultu.e of Numenor. 

MlrriaKo Pano ... : Monogamous. Line is traced through maie. 

R.lillion: Corsair rcligion is preoccupied wilh Dealh and Darkn ..... and lar8ely • .,..olves 
around anceslor and hero wo"hip. Greal Numenorean Kinp are re"erN IS godlike. 

Ctrtmonies dwell on Ihe perpetuation of lite life of lite individual and. more impor. 
tantly. tbe lineage. The dead arc buried wilh elaborale fanfa", and arc laid to ... 1 in a 
preser-'ed Slale. one of pronounced splendor. 

Other Factors 
O" ...... or: Au.essive. haughly. Mte.mined. embilLe..w _ Ihe Col$8irs have 1M al_ 
tilude of royalty in unju;t nile. 

LaniHale: Th. firsl longue of Ihe Corsairs is AdQnaic (Rank 5). since Ihey idenlify il 
wi,h Ntimcnor and Ihe line of Ihe Dunedain. AU of them speak Gondor's Common 

Speech. W .. tron (Rank 5). 115 .... ell as the Ha.adaic (Rank 4) of Umbar's cilizenry. 

P""Judir .. : The Co.sairs are a minority group and are locked in a coD.ltam sllIIUlc wilh 
their alii .. Ibe Black Numeno.eans and Harad.im. They look uf)Of1 l:>oth groups with 
suspicion and �me di.ldain, The alack Numenorearu. like th� Dunedain. ha'-e in many 
cases married 5ubj'"Ct proples and the COl$8i ... consider Ihis a sia,o of weakness. The)' 

view the Haradrim as yet another infe.ior race, one which mUil be lole.alt<!. Thei. 
greatesl enemy is Ihe Northmen (Rohi.rim, Woodmen. Ben.nings. ClC.). because Ihey 
are beld 10 blame for the Kin·mife. 

Rt!<trirliual un p.of""on" None. 

Ibckgrll<lad Oplion.: No.mal. fiwe backg.ound poin!i. 

--------------------------/ 
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DORWINRIM (sing. DorHljnadan) 

The Dorwinrim occupy the lower Garnen valley and the region 
running south from the river to the northwest shore of the Sea of 

Rhrin - the land caUed Darwinion. They are a mixture of North· 
man and Easterling stock. 

Physical Character 
hlloll: Dorwinnm are sliglul)' win than most IJOUPS labeled as "Common Mtn": 

males uen •• " 160 pounds, 'tltUlks ItO pounds. Ov(1'alJ, Ih� Ire 1O,""",hlll stocky and 
haye ... ide features; nirTOW noses and � slits are th. only uteption. 

c..lorill,: Their fai., slialuly yeUowish complexion i.$ unique. They hayc 'UbdUN C)'.s 
which arc usuaUy brown (li�. toor wajah' hair), alllla"" h $Orne arc blue or i1�n. 

f ... d."Mt: A>,nale. 

HeIa"l: Men IV,,"." 5'9", womt'o �'2'. 
UffISt'H: 60-80 yean. 
Itaatuct: fIIormal. 

s".dal Abilitieo: -+-30 bonul lo RR �.rSuS poisons. + "  for Actin,or Publi<; Speak ina 

li\UI,io ... , + 10 for Rowi", maReuverS. 

Cullure 
00411;"1 attd Drco .. IIo .. : It. .. ide variely of wools and lin�n •. Tiley WUf shiru anll 
panu and adorn IM"""I"a mod�l) . 

Race DescriptiollSlMen 

• ·lVI N c! lultilltl8: Non�. DONEOAIN 
Ufa(Jle: They are uadersand river ..... n .. ho abandoned their nomadic paot in f"'orof 

In urban. albeit rustic life. Dor..-inion is �nown for iii fine wina Inc! strOll, oils. Vines 

rovf, the Land and p.ovid� thf prin�ipal sou'= of income: arapn, oli'·a. wine, ol;ve 
oil, n,. Additional r�venue ,omes from Ihe Sea of RhOn: Ihellfish product., food, and 

dyes br i", 800d money to the Dorwinrirn. 

1011''''1'' Plttera: MonopmollS. The line i, tl"llttd IhrOUlh Ihe m.le or female. 
1dIp>I' Donvinrim ,e lWon is I p.ominwt and .table dement. It is I unifyin, fo'" 

-. I people ... ho have no formal taw and equlte authority .. ith pow� •. Wouhip 

omten uound lribal and ,tannish towns (L �/I"IID-), holy symbols .. bich .epresent 

<kirlCd heron. n.c: h.c.0tI are bt-licved 10 hav� POwe, oyer the pLaCd Ihe) influen,ed 

du.i", life lind hold sway OVer Iheir deS«Ddanli. Therefore. I family or dan luards lIS 

territory rellpously. Tke tOlems a.� also ,"udal, sin« tht)' .re believed to have real 
power and are the sole meanl of �ommunica.lion with the hero the) represent. 

OIber Faclorli 
llot.oeuor: n.c: Dorwiru;m arc kno .. n for their hardy, hospitable darKtfr. Most 

fuot Itr� drink and StOfy·tellinl and nf,'er shy .... ay f.om • celebration. Their 

distinct rollinl Ia.UJb!H .nd physical dooencss (f.l .. hUlli",) add! to Illeir Rpt>lltion 
of rrielHilincss, althoush it i. JOm .... ·hat clemvin,; I Oofwinadan may appnr clooer 
lilan he .tally is. The Oorwinrim oR antI,in,ty loyal to (ri�nds, and distinctly .ho.t or 
o;rud with enemies. 

LAa,WII': Tile Do ..... inrim .re wcll·ve.>ed in Ihe commerclal tonllu .. of nOrthwesl and 
fI(lnh-emtrBI Mjddl�anh. They speak fluent Weslron (Rank ') and LOlarhil (�ank 
», the lal!�J their OWn home 10nJIK. Since they frequently deal ""ilh the Si"'an EI'·el. 

rIW'Iy hi ... acquaint«l thel!lMlvel ""Ih Sih'an IpttCh or Sindarin (Rank 1). 

I'nJldka: RcnoWII«l II e�J»orHs, lf1Kkn. and t ... ·�Icr., tM) 1Ia ... bmed much of 

the spirit of othen and fnjoy duti"' with a wide variety of Eh'" and Mm 2lite. 
RttIrk1Io.! 01 Profa.k>llJ; NOM. 

....,"lfO .. d Opllo ... : Normal, fivf ba�k&round poinli. 

The DunedQin are descendants of Ihe Edain ..... ho seuled on the 
island kingdom of Nt'tmenor during the Second Age. It was their 
Numenorean forefathers who colonized and conquered much of 
Middlc-carth. When the Isle of the West stink into the sea during the 
Downfall of S.A. 3 3 1 9 ,  two groups survived: Ihe Black 
Numenoreans and the Faithful Dunedain. The latter senled Arnot,: 

and Gondor. the Realms in Exik. Like all their brethren, they have 
Iraces of Elven and Maia blood. 

Physical CIl.raclt< 
tkrild: TaU and Itronl. Men avera,e ill pounds, .... omen IW pound •• 
�rinl: Fai'ski" and black or dark bro .... n hair. Thcy have grey, huel. blue. o. peen 

'>",. 
F.Adul"lHlt: Considerllble. 

Heil�t: Mm "'(flie 6·'�. "'omen 5'10". 

lifnpu, I()O.)OO yearl. 
� .. (t: Normal. 

!ipn:ial Abllltlu: Non�. 

Cullure 
OOlhin, ... d l)o(OBtlo,,: Rich and ... ·�U made. "'ith elaborate CII1Lan. The DUntdlin of 
lo .. land Gondor wear li.ht tuni"" and oft�n 10 .. ithout Itgginp. Tho� of roldcr areal 
"'flU more. They fa�or futhtn and "'hite symbols on dark rlelds. 

rttln aid InobUhltt: The Ounedain fear [X.th, for Ihey arc aandY '''''lIf of their OW\I 

"eat skills and potential. 

UfC5illJI.: Comfonable Ind centered around cosmopolitan citin and to ... n$ . 

MarTb,t PIIIH1I: Mono.amous. They nflen marry folk of mher races. Thc line i, 

traced through the male. 

N.�"".: Reslralned and penonaJ. The DUnedain revere E.u and all the Volar, "pc. 

ciaH}' /1ft/noW. At" .... (&omIJ and V"ro". Tht)' have tlaooratc burials ;\I"ol>'inl prncr· 
"atinn of tbe body. 

OIher FaclOrs 
�""'Dor: Noble, cunfident, impatitnt, p.oud, and of 1m haughty. 

LA.guMlt: Their oril;nal tOngue is Adu"Qic (Rank '1. but most speak Wntron (Rank 
�). Many also $peak Sindar;n (Rank ') and a little Quenya (Rank I). 

'""'Judkes: Th� 01lncdain hate Ihe Conlin, fot they blame them for the Kin·.trife, 

Gondor'. civ;] war. The) also dnpu... the 81ack Numenoreans. The Dunlrndinas. 
Haradrim. Warp, and Or .... ha,"e alWIYS been their mernie;. 

RftIricllo., 01 Profnoio." None. They are "'ell'IU;led 10 ma&ll.". Iltlloush !h� DUne· 
dain of Ihe Notth (thOK from "'nor and her rCJioru. particularly Anh«laln) 11K .pells 
and enehantmenll more of 1m Ihan any other IrouP. 

6acl<around Op.Io ... : The Oirncdain are tradItional .nd .... ell-educ.ted. Tht)' have a 

,,'ell orlani,w society. This, combintd .... ith the fa�t thaI their ea.ly days Ite so fitled 
",lh lam;n., "v� only three ba�kB.ound points. 

\ 
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Race DescriptiQ"l'! Men 

DUNLENDINGS 

AI50 caned "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 foothills and 
mountain vales. 

Physical Character 
Bioild; Th�y 8rt of mMium to stQ<;k)' build and ruggM, with little body hair, Mcn 

avc",# liS pounds, women 13!i pound •. 
Colonn.: They ha"c a lannM or ruddy complexion and brown hair. 

EIIdurnco: They are .uperb mountaineer. aDd handle touSh terrain with little addi­

tional effort. 

H.II�t: Men a''Crage 5'10'", women S'6". 

l.lf.", •• : Short; aboul Sb-80 )'Cars. 
Resistance: NormaL 

SpKt&I AbiJit .... : + 20 for Climbing and Acrobatic maneuver •. +20 for Public Speak· 

inl and Acting activity. 

Culture 
aot�I.1 nd DKontloll: Crude wool and hide IUlliC! with leggings. Thty also wear 

rough ove.-<:Oat., .hon clo.ah, and fur bat •. 
fnn nd l.abiliUn: Numerous .uperstitions, notably a fear of Darkn"l'S cente.ing 

around th� spirits in the earth and plants (which comc forth at niSh!). 

Ufesl,.�: Dunlendings are herders, hunters. Bnd salherers who live in extendM famiti"l' 
and re.ide in villag"l'. 
"'a,"a,o PIUtnl: Monogamous, but one must marry ml1side tbe family. Polilical mar· 
riages common. Line traced through Ihe felllale 

RtlJalon; SUperStiliou. rituals dnolM to a comple� groupin8 of vengeful petty deitiC)'. 

Many are vaguely base<;! on th� Dunl�nd;ngs' peculiar interpret&tions ofthe Valar, Oral 

traditions are crucial to the k�ing of historiC)' and law. Sacrifices are widC)'pread and 

1M derllY are bolh revelM and fearM. 

Other Factors 
�manor: Suspicious and ""If-«mered, yet "ocal and animated. They lo�e to talk, 

buSh, sing, and scream. 

L .. ,uaKi': They speak their nalive to'4!u. Dun�1 (Rank 5) and Westron (Rank 4). 

Written Dunael io ra •• , for a premium is placM On oration and the pcrfonnin, ans, 

PI'1'Judl«s; Dunlnldings generally hate the Rohirrim and Wo""s above all, althOUj!b 

many also despi"" the DunMain, DwarvC)', and Or� • . 
Rt$lri<tlon1 on P..,frsMo •• ; Nont. 

lb�k,roUAd Opllo .. ; They get four background point •. 
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EASTERLINGS 

This term refers 10 a collettion of peoples who live in northcentral 
Middle-earth, the area to the east of the western shore of the Sea of 
Rhun. These nomadic confederations are ever in search of territory 
and wealth and periodically invade the lands of their neighbors. The 
Balchoth and Wainriders are IWO such peoples. Each group has its 
own subculture and language, although most are related. The 
following is a general view; where specifics are mentioned, the 

discussion centers on the westernmost Easterling people - the 
Sogath. 

Physical Character 
Baild: Compact and agil •. Men average 140 pounds, Womtn 100 pounds. 

Colorial: $wanhy, Wilb a tan or )'Cllowish/tan quality. 

Endunn�: Norlllal. allhough the)' can ride horses. wagons, or cbariot. for long 

periods withoUI e�haustion 

Hdahl: Short 10 mMiUln. Men average S'6H, WOmen S'I". 

Uf� .. : Short. aboul 40-6� years. 

Rtsklan�, Normal 

.sp.dal AbllltJt.s: They are superb with riding animall and produ� fabulous hor5emen. 

+ 10 bonus to Offcruivc Bonuses when fighting from a hotloC or chariot. + 20  to any al· 
tempt to train, befriend, or subdue a bor"". 

Culture 
ClothlaK and Dft<.>ntl.,n: Colorful linnl cloaks, woolen tuoics, luther panlS, and 

lower teg protectors. They also wear fur hats with ear flaps, or fur-roverM pot helms. 

Some groups paint their upper bodies and faces. 

.·urs and tnabllll,": Darkness and thunderstorms. 

Ufnlylo: Tbey are nomads who he in mobileeamJ}!l and movetbeir camps usinggrcBt 

wasons (wains). Warriors all, they also herd hor ... and can Ie. The leaden travel in, and 

fight from, rugge..:l "'ar cbariolS. 

MarrlaKr Pattrrn: Men rna)' take more tban one wife. but Ihis il rare and costly lince 

they mUll pay a bride·price. The line is IracM through the male. 

R�liKi<la: Superstilious rituals conccmin, natural spirits and heroic ancC)'lral deiti ... 

Many worship Darkness and Morgolh. 

Other Factors 
Drm�anor: Cold. det�rminM, bra,'( to the poim offoolhardin .... They relioh, or are at 

tbe leasl unc'OncernM witb, dealh in Mille. 

ungual': Most speak a Logo/hig dial�ct (Rank S), as "'CII as a smanering of Westron 
(Rank 2). 

Pl'1'judka: Easterlings hB>"e little regard for anyone e�Cept their own prople. They liale 

the Dlin"""in, 

Rtstri<tlon. on ProflOSSiont: None. 

Bac:kg.ound Optlo80: They get four baclcground points. 

________________ �---------------------�I 
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HARADRIM (sing. HaradanJ 

This is a collective name for the pWples who occupy the great arid 
and semi-arid lands south of HarondQr and Mordor, the land called 
Harad. Since this is rough and unblessed territory, their greatest 
populations lie besidt' the seacoast, rivers, and bays; however, 
Harad contains little true d�rt and sparse groups senle or roam the 
whole region. Haradrim (5. "Southmen") are also called 
"Southrons" or "Haradwaith" (a term also referring to the land). 

Physiul Character 
BIIilcl; No"" flfldt;t"I",ld�1 - MOII&rOUPS arl'small and wiry, parti<:ulaJly lhoseQf 

Ihco!",n l;(>uPll'}" maIn.va� 11Opoundl. "'omen tOO poundJ. CQtI.J'tI/llrtfllllM F"" 
HimuJ _ Most .,. ,ebled to the Men of MQmahJl, and arc taU and wiry: mak1 .'· .... alle 

180 pounlil. '"'(lmen ]4(J poundl. 

CoIorIal; Norlhero arOl,lpl hve liahl/medium lIey or brown Ikin, strailhl black hair, 
.nd dark brown eyes. Southern 110ul)' h.vtdark �y, brown, or bl",k skin; Slailbl or 

curly blllek IIW; IUld dlll'k brown or black eyn. 

EIIdu_: Haradrim can lravel artat distances in hoI ciimtS and need lillie walH. 

Thty art slowed only slilluly by .and. They operate poorly in Ihe cold. 

Iki&�C: Northern groul» - maleo "'eragt ,.,�, women ''0". Southern gJOUPI - main 

ave,..,e 6" ·, womm 6'1". 

Lifnp .. ; Northcm I1OUP5 _ avera!e, aboul 80-100 yean. Soutl>crn I""'PS _ short, 

aboul � yean. 
�t .. "': + 10 bonus VcrlUI heal/fire anacks; ·10 bonus versus cold/icc IIIICks. 

Sptdal Allllilles: Their eyn arc anuned 10 e�1remely bri&hl lilhl and IhfY are unaf, 

r«led by brillWlt diJplays ""hieh miahl blind othHS. 

Culture 
CIot�I .. .. d iJ«nl'ltioa: Rf'.!, purple, and lold .", r .. ·ored rolors, althoulh while and 

bla<:k arc u5Ol;l in practical CI.$C.S. Both men and ... ·omen .. -ear their "'eallh, m�tly in tht 

form of lokl. 

r ..... .. 1I 1  .. blli tin: Nont. 

UI�y�: LaulhIH. partY'n., and violcrot pmn are common. Althouall iOmc aroups 

are Domad!. mosl ate used 10 urban life. Gel\ClaUy .... n traveled, lh.y art usN 10 inler-

action ... ilh (or.ian M.n. Many ate or wer. in.-ol.·w ... ilh Ih. caravan lrade .nd mOil 

ride well: horses and camels in nonhern HOlBd, ho ..... and elephantl in !IOulh(1'n 
Har.t. TIKt. iJ adislinct �ation bet ... ccn maIC$.nd f.males, and '·e'YAronl bond. 

between membcn of families and c!ans. 

Mar''-Ie P'lIern: M.n may lal. mo", lhln one ... ife, bUI thi' il e�pcnsiv.'inc. il in· 

volvn . bmk·pritt. The line il traced thrO\llh tht male. 

RtIi&I<>a: Elaborate .itWlIs in � ID idols ... hictl ",prneDt vanollo "biah lod,�, 

A1Iar. for hoUII:MId lods arc carried ... ·CfY"·he.e. 

Other .-aelors 

�mn."r: Passionlt�, rICIY . •  nd ill$liUed ... ilh a fitrce bUI P'Culiar honor. SOme con­

sido:r Ihem tlud and venleru), parliculally sin� life i. nO( panklll:uly valuw, 

..... Iaat'; Nonhem arQIJI)J .put Hllrtldllie (Rant 5), th(ir home 10n&U', u .. d! as 

Wtslrt>l! (Rank ', and AP}'$IIit'(R.nk .. ). SOlllhern aroupli normally use Ap}'$IIi<"(Rank 

'), Wwron (Rank J), and Baradaic (Rank ) . 

Prcj_dic:a: Mosl It.at. Ihe I)uned.in. Elves, O ... ·arves, and .nyone ... ·ho lookj p;tnicu­

lariy diffHenl - allhQlJ&h lh� art sul{)icious of mos.t pcopks. 
Rntrictlo" o. Profno.lo.t: None, 

Bac .......... d Optlo .. : Normal. fi ... backlround point.!. 

Race /)(-scrip/ions/ Mf'n 

LOSSOTH (sing. Lossadan) 

The Lossolh live in the Far Nonh 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 folk who move 
with the seasonal migrations of big game and rarely interact with 
other Men. 

Phrsical Character 
8<01111: Stocky M .... ".rd, .. · jlll Plonoum:ui mu.du. They "ue ... ide fUlura and Wlc, 
pudiY It.aod. and fect. Men Mverage In pollndl. women totO pounds. 

CoIorial: Fair. wi1h reddish hilhlit,lIl5. Th.y h.-e pale blue eyes and fair hai •. 
EIId.�: They ate c�trem.ty lUUed and can lravel ar""l d�tancu ";th link Or no 

,�. 
"riah!: Shorr; men avtrage "'". "·Omen " 3�. 

Uffjpu: Medium. about 1$·90 yelfl. 

1taItt.,,�: ... 20 bonus vtrSUS eold/icc IInack •. ,20 bonus versus ileal/rife 3naek$, 
S9tdaI Ab1U11n: They have an acut. � ..... of smtU .nd pef«plicm. Tl\ncan piek up. 

Min', scenl II mile downwind and lOll fttl IIpwind (1000 fcci ocherwist). t 10 bonw 10 

�rccptjoll. 

Culture 
00.hi.,.lICI l)Hoora11o.: Fur, leather, and �.·mammal hides. SO_ possnion.color· 

fUI. pauemcd 0011 made of 'plln (Ib<k and lined ";Ih fUI. All wU/oolorflll, lined, (On­

kal hoodl. 

•. "'" and lubllU\a: Many ftar Oarknes •. 
UlaI"�: Tile LOSJ,Qlh &l� POOl, nomadic IIUnlo:r. and IIlh(r(fl, They uSC siontwork, 

bon., and limi.f'.! arnounlsofwood and lDfIal (mO$tly OOJ)po:r). Sorm lind rrindtc1 lnd 
all mU( u .. DI huntin, dOJ.l. F�rry hones or reindeer dra .. Ihm llciJ,hl, allhollJ,h tbe 

dOlolf'.! is llsed in areas Dr nl •• m� �old. Ulended familin .nd handi llc nDrmally the 

larll.,;t aroups. 

",.ml,. P.11 ... : MOnOgamDUS, Tbe line i, IratW lhrouJ,h 1ht female. 

Ildlp.: They ""orship Na1Lue-spim, ... ·ho they believe to M .kln 10 f:II(hanlcd Dr 
.od�kc beasu. Oince and Ilory-1elli ... rilLlals mike lip 1M bul� of ceremonial �(t. 

Othu raClOn 

�lIM'Uor: Generoul, qui�, slow-paced, rOtf>'W, and U1y _ bUI featless and 
per ..... cri .... 
!.anl"I,.: The LOWllh. speak Lflbb<l (Rank !) and do nOI ... rite. Somt speak . linle 

Wotron (Rank 2) Or Sindarin (Rank 2). 
P"'Jlldic:H: Thty hat. Wargs, DraIOnS, Gianll, and Trolls abo.,t all 1hings. Those thlt 

koo'" of Orel also �e lhem. 
Jtn1rk1lo.� Oft Prolnsloo,: Nont. 
Racklround Op1lou: They ,01 f01l1 background points. 
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Race Descriplions/Men 

ROHIRRlM (Riders 0/ Rohan) 

The Rohirrim (S. "Masters 0/ Horses") are the Northmen of 

Rohan and have a complex ancestry. 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 Balchorh. 
Between T.A. 1971 and 2510 the ancestors of the Rohirrim -

then called the £orhtod - 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 Fordand the Gladden 
Fields (S. "Loeg Ningforen"). Prior 10 T.A. 1857 they were called 

the lothraim of Rhovanion and lived south and east of 
Mirkwood. 

The Rohirrim call Rohan the Riddermark. 

Physical Character 
IkIYd, Average 10 stody and .ltron,. Men avc'",c lllO JlQund<, women 130 pound • . 
They have considerable amounts of facial hair. 

ColoriD" Blond. with fair skin and blue eycs. 

(ad .... """"' Average. although they can ride .. long as their mounts can endure. and 

as lon, "" they can stay awakc. 

H.ij." Men average 6'1�, women 5·Sn. 
Uftsp •• , 6O-aS years. 

RtsISlU«: A�erage. 

Sp..,lal Abllh,": + 20 bonus to melee Offensive Sonus when fighting from 

horseback. 

Culture 
CIot.I •• and 0..,0""00; Linen and/or woolen shirts, medium len,th pants, and leK­
Jin,s. Warriors commonly wcar chain mail and carry shields bearing the symbol of 

their folk, a white horse on a green field. 

han .. d l .. bUitift: None. 

Lifoslylu: Herders and bor�-m:UICTS. tbey speod much oflheir year living in various 

scrni·permanem campsse\ oul on acircuil OfpaSIURS. TheYRlUrn to their permanenl 

homes for the wimer. Some garden or farm. Most Rohirrim are also accomplished 

hunters and fisbermen. 

M.rrb,c PaU�n!: Monogamous. Tbe line is Iraced IbrOUgh tbe male. 

lull.I",,; Somewhat formal. Rituals cclebrale life, fcnility, and the cycle. of Ihe 

�asoru. Most are held alop hill> in moumall vales or at 1M ba ... of Ihe peats. They 

RVCJ<: E.u and the Vala •• and in particula. A'llw (Oromj). The ancient CUll of Ihe 

Stag and Cull <If the EaTlb are maintained. 

Other Factors 
{)emun"r: Practical, rugged, straiglufof",ard, aod s"mewbat loud. Tbcycnjoy soog. 

cclebralion. physical g3DICS. and bailie. 
"'nIU&,., They speak Ro/rirric(Rank �). the d=ndam ofth. older Eotlrrilr longue 
of RhovanioD. Mosl also speak W�rron (Rank S) and a linle DunlH'i (Rank I). 

P�judi_: The Rohirrim hal. Ihe DunJendings and consider the Woses as lesser be· 

iniS. Tht)· also have an age-old haired of Orcs, Wargs, East.rlings. and Dragons. 
Rtstl"kllou 0_ ProftsSlo .. t: None. although the Rohirrim rarely produce Mages. 

&.rklfOfl_d Optlo .. ,; Normal. fj,·c background points. 
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RURAL MEN 
This is a generalized label for the rural folk of E,iador and Gon­

dar, the Common Men of northwestern Middle-earth. These folk 
contain varying degrees of Harnadan, Dun/ending, Northman, and 
Dunadan blood. 

Physical Character 
Build: AU lyJlC'l, bUI normally medium. Males a"crage 160 pounds. wOmcn 125 pounds. 

Col"riag: Varialioru; of fair 10 Ian or ohe skin. An colo .. of hair and ey ••. 
£.adanon«: AYer", •. 
Hrlght: Malcs a,'erage 5'10�, women 5'4". 
ur.spao: Moderale, aYera,ing 60-80 year •. 
Kesistance; Normal. 

S,..,;al Abilities: None. 

Culture 
Clothl"lI ond o..,O<"1Itloll; Practical wool and linen garb, indudin8 doab. I:>oou, elc 

Tunks are worn in warmer area..; ,him and pam. or legginiS arc worn in cooler locales. 

ftaD Ind In.blllt!tt; NOlle. aside From local $upcrslitions. 

Ur�y .. : Rural folk are moslly farmers and herdcrs. wilhlittle contact with area� out­

side their village or re8ion. 

M .. ri.ge Paller": Monogamous. The line is traced through either Ihe male Or fnoale. 

Iblilion: "arialions of subdued rituals. Mosl hU"e rn·.rence for local spirits, although 

Ihe principal worship focuses on Ern and Ihe Valar. Arow (Droml) is lire JXlrron spirit 

o/Common Men. 

Other Factors 
()emnnor; Practical. hard·working. quiet. loyal. and often shy. 

Langu'lf: The Common Speech Wemon (Rank 5) is Iheir chid tongue, although local 

dialects abound. 

l'�Judl«s: Rural folk are suspicious of mos. oUI.liders. and mighl be in awe of some. 

They hate no race. aside from the Orcs and Wargs. 

Rntliction, On I'rofflSlons: Rural folk produce nO true Mage •. Bards. Animisn, and 
Ranger, are e�ceedingJy rar •. 
Ba<kg",und Option.: Normal, five background poims . 

-- - - - - ---
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URBAN MEN 

This is a genera1iz� label for the town and city folk of Eriador 

and Gondar, the Common Men of northwestern Middle-eanh. II in­
cludes common folk from Annuminas, Fornos!. Brec, Tharbad, 
Calembel, Dol Amrolh, Linhir, Petargir, Osgiliath, Minas Tirith, 
etc. These folk contain varying degrees of Hamadan, Dun/ending, 

Northman, and Dlinodan blood. 

Physictl Character 
"'lid.: AU types, bUI norma))) medium. Males .�crqc 160 pound., wom�n 125 pounds. 

CoIoriII,: Varilliions of fair \0 Ian or oUvc stin. AI! 0010" of 1l1li. and c)"t'S. 

E-dll .. ..:.: Averq •. 
Hricllt: M.ks .'."'!!C !l'IO-, "'<;tme .. 5'4-, 

Ufelflll: Moderalt, IHTqin& 65-85 yeao. 

�: NormaI. 

Sp«Ial AlMlltla: Non •. 

Culture 
OotIlJIII .. <II lHtonlioll: VarioIlS I}']>e5 of claborale Or practical wool and linen ,arb, 
includinlcloak>, boou, ('Ie, T .. nic:s arc worn in warmer uus; shim and palllS or Leg­

in" .,." worn in rooIcr �. $o;Hne imflO<\ed silks and fine ootlons an in �m«. 
Fnn .lId III.bWt"'; Non�, .,ide from local $upcr.uitions. 

UfOS/,It; Urban folk arc ••• ried. ralher cosmopolitan lot. Many arc Fronl ",en .. �ntik 
or &\lild b.<;kpounds and �rnt" h.,·c dealt ... ith en,hantmm". 

MarrisI� '''lItn; Monopmo\lJ. The line is u� tluoUj.h eilher the mal<: 01 female. 
1lriiPo1I: Varia.tions of lUbdued rituals. ",';Ih iOmC OJlaniud culu and .lIrloes. 1'01051 
1I •• e rel"c'cn�c for local or community splriu, althoulh the principal wo"hip r""uscs 
on Eru and Ihe Valar. Ai'll'" (Oroml) is tht JX1ITOO spirit of Common Men. 

De __ IIOr: Praai<:al, aggrmi"c, hard· ... o.klnll, and iOqu;iirr.·C. 

La"ln�: The Common Sl)CfCh Wmron (Rank �) is their ch�rtOnKue. al,hollih local 

dialc!;t. abound. 

Pftjoodket; Urban folk arc worldly mouth 10 deal wilh mOSI oulsidef$. Thc-y hale no 

/lICe, aside flom lhe 0n:I and WarJS. 

1talri<:11o .. 011 proreftiORJ: None, a1thouth Ma,es, Bards. Animists. and Ran,en arc 

ralber rare - panicularly Olliside of Iargc dtles. 

Baclr.Jrou"d Oplio1u: No,mal, fi.e Ill.c;kI'Ound points. 

WOODMEN 

The Woodmen are Nonhmen who have long lived in Mirkwood, 
the great forest in Rhovanion. They are a loose tribe of 
hunter/gatherers who live in or below the trees as CJltended families, 
bands, or clans. 

Physical Charal:'ler 
hikl: Average 10 n",,�y, with llronl bUI .1\,�I.r features and la'ile amounU of facial 
hair. 

CoIcorlal: Fa" Ikin .... ith ,edd,!Il h�i&hts. They h ... ·c blond hair and bille or Irceo 

<>n. 
£.ndu"""t: A .. ""e. 

HdlII ... Meo IV"'&.Je 6'1�, .... omen 5·5�. 
Wesp .. : 4S·'S yea". 

RtsillallH: A¥cra8e. 
SpeciI.I AbilL1lQ: Thc-y can climb and mo •• alOnl l,« limbs CAcwiin,ly well; t 20 to 

Oimbill3 and Acrob.atics m,n.,,¥trs. + 10 to Foragin, manell.'.". 

R� J)escripfiorulMen 

VA.RIAGS 

The Voriogs live in the region of Khorrd, a semi-arid plateau which 

lies southeaSI of Mordor. They are a distinct race, but are occa· 
sionally confused with Ihe Haradrim of Far Harad. In rea1ity, 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 Characlu 
Boolkl: Medium; men I¥erage 160 pounds. women 12!1 pound •. 
Cok>ria" fulrtlTl�l)' dark pc-y or btack skin, Jlraithl black hai, . ..  nd red 0' ,oddi,h 

mown cya. 
tAdu .... H: Variaas can na¥el for .�1reme pcriodl on hoo.cbac:k wilh lilt!� or nn resl. 

Itr111lt; Mcdiu'n; men a¥crage !I"9". "'omen S'J", 

UfesPIII: Shon, about �70 y�arl. 

!tnbt.IIH: A �traae, 

Special Abilldn: Variap arc luperb rid..,! and handk both harKS and camels wfll. 

;-to bonus 10 Offemivc BonUKI when fightin, from horstback (+S bonul ""hen 
filhling from camelback). 

Cullure 

001".1 ud Dtto .. IioI.: Vari .... fa,-or bla<:k and ,ed dOlhinland wcar richly adorned 

prb. Their armo, is de$igned around hideous, frithteniOJ bca$1 dnilnl. They c"(1)" 

80ld or li1dcd ","capons. Many ... nt aold trinkell in thcir elll$. nows. ch�ks. or lips. 

J'n" .lId In."ml�; 
IJf""l�: AIWI)" 'I war, v;U1:lJ.> h •• bnual and caCHing life. M05I are bnder! and 
raid Ihe "v"'''' of Iheir c .. cm;Q. Elil. ,.....no.s and lhe femllk priacl>ood conlrol tor •. 
Mamalt Pall.m: Womm lakc mOfC than one mllte and thefe ;. no marria,e. A 
women's bIOI her helps rai>c: Ih. children. Th. line i! lTaccd throllth the femal<:. 

MeIlI]I" ... VariaI' "'OIship a pI.mheon of cruel lods and have dabotale nijhllime 

memonies; ... o;rir� abound. The Lord of Darkl\C$l il the !lTo..,est drily, and il ac· 

t"alb' a modific-d joearnation of ]\.for,olll or S2uron. I'tmalt priesu intCTprCT liwj. 
Other Factors 
I�mn.or: Confidem, fearless, jealous, abruPl, imPllw"e, and cold hearted. 

Laa",.p: Variaas speak Vanxtfil (Rank 5), H .... daJc (Rank 3) • •  nd WCSlron (Rank 2). 

Pnjlldkn: 111<" Vari.qs despise all Men ex�ept IhOloC who ha�e r«emly defeated lhem 

in balllc. They hive grudgin, rC$ptcl for the ncts of Mordor, bUI ,me .. lIy hate .n 

non·mannish folk. 

Ro,lricrio", 0" I'rofeaiono: NOM. 

BKkllOlllld 0,1110"0: They 1C'i four back,rollnd pa'nls. 

Cullure 
Clothin,and llfl:OJlIllon: Tiley Wear crude WOOlen luoicsand shon panlO with leuin&l. 
Mosl faw, coalJ, cloaks. and fur hau. 

.·nn ."d III.blllllts: None. 

UfestJ"': Thc-y ar. an independcot lot ",-ho have no formal poli!K-al JI'ucture. livin. 

off Ihe liflS of the for"'li. thc-y ,<::silk in 5mall, clO$C 110"1'$ _Iuded f,om Olher races. 
They inlcract with few Olh.., Ihan Ihe Bco,nlnp and Sil.:m El.CIi. 

M.rrialt "llItm; Monogamou�, The line is traced throllgh Ih. male. 

kl!&lo,,: Mo"]Y pe,wnal and ""ilhin Ihe family or band. Femak Wuit"" ("K,,"""", 

OnesH) serve ;u shamaru - AnimiSIJ ... ho act as Men, healen, Ind lpinual kaden. 

They manage Ihe Indcnt Cull oj Growinl rA/""aky"H) .... hleh m�u for ,arc tribal 

c�rcmonies. The Va/a Ara .... (Oro"") is rc¥ered abo.,c all othe.,. 

Olher hctors 
o....,..,."or. Quicl, independenl, r«lusi¥c. 

LaM,UP: They .pnk Ihe Rhovaninn 10",Ue caUed /'J"hIJId"k (kank 5), a lillIe 

WClITO" (Rank 2). and 3 lillie Si"d"'i" (Rank 2). 
P�judK-t"5: Woodmen halc O'C., WalJS. TroU�. Ind Giant Splden. 

ltalrinion. Oil Pro res .... " ... No 'eslriction •. 
a...:�KrIJ.ad Optlont: Normal. fi.c backlrourKl points. 

'. 



Race Descrip/ions/Me" 

WOSES (Druedain, sing. Druadan) 

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 Ilarrow 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 Drugs is taken from their own 

tongue. Druedain (sing. Dniadan) is the label given them by the 
Elves, while Men call them by various labels: Rogin (sing. "Rog'�, 
Puke/men, Wild Men, or WOSe5, the latter a Westron term. Orcs 
fear the Woses, and have named them Oghor-hai. 

Physical Character 
8.l1li: Wosn &enerally have a broad. Slumpy profile marted by wide faces. nat 

fealures, aod deep-� eyes. Short. thick lev. heavy lower bodict, and pronourn:ed 
brows help ai"e them an eerie character - unlike any Olher Mcn. 

This uniquen .... i, accenluated by Iheir peculiar hair growlh, for few of Ihe Wo� 
Men have any h.air below Iheir eye le-."el. Tho� that do art" revered. alrhou&h even they 
h.ave nO mote than a ,lender patcb of black chin hair which lie. well below their wide 

mouths. Nearly all wo� Meo are bald from the forehead to the back center of thtir 

squat stulls, but take pride in Ihe bair they ha"e along the flanks of the head. 

Q»orl.,: Ruddy skin, blac� hair, and black .yes. Jk,;:au� the Wo�s h:!t"eguardedeyes 
which are dark and � .. ilh black pupils. Ihey appear 10 gaze from ,h:!tdow)" pool. whicb 
might be miSla�eD at adist4nte for a pair of ca,·itie.. One must get quite clo�to a Wo� 
to DOli� any t)"t" movement at all, mucb less any of Ihe sublle dt.linction. in Ibe eye. 
themSC'lves. Tht. baumin¥. feaw.e i. made ewn more un>eltling when . Wo� is angry; 

thm the pupils glow ";Ih . fiery red hue. 

F .. duranA; A,..,rage. 

HdcJIl: 4 to S feet. 

UfUfl": 3O-S0 yea ... 
RtsisI.u�; A'"Crage. 

Special Abilitks; The wide nOse. of tbe Woscs are the mO'it �nsitive found in Man. 
Evm in an open field. they can smell an Ore before another Man can sec him. Togetber 

wilh their strong eyesight. Ibey can Irack betler than alm<»t any bunting hound. Only 

running water will stay tbeir pursuil. This is ""en tme at night, since Woses are blessed 

with superb night·vision. E"en in Ihe dark forest oflhe night Iheycan sec 1000 feet as if 
it were day�gllI. + 2' bo"�s 10 Tracting maneuvers; + I' bonus for Forqing. 

They have the ability to ,il for day, on cod wilhoul movcmenl. With leg. cro.sed. 
hands on Iheir lap' or kn ... , and eyes closed or facing groundward, they can remain 
sil enl as a ,tatu •. This afford.! them peace and AlIOWl for recall or meditation. Unfor­

tunatel)', it appareotly does nOlhing to I<nithen their )"Cars. for the Woscs generally die 
at a YOUI\& age. 

10' 

Culture 
Oothlol and Duonotiun: They OflCn braid or Wear Iheir hair pulled back and joined 
from behind. Wosn Wear liute or no clothing or adornment • . ''''tcad, they prefer to go 

�bout relying on 'heir ,ugged bodies, u,il\& pigment. to create imagery. Thos.e that a", 
most acquainted wi,h other Men occasionally don hide IcgillV and a bre«hcloth, and 

in rugged terrain Ihcyemploy a distinCI high, thkk-soled laced shoc. Beyond these traJ>" 
pings, they have lillie u,. for the co,tumes of otber Mm. 

�·.aB and tnabilitit5: WOIoCS do not lih lo ... ns and cities. 

Ufeslyle: WO .. culture re,·o(.·e. around the forests and plants Ihey bold SO dear. They 

are frugal and eal liute. e"'en in Ihe besl of limes, and Ihey part.lltc of no drink but 
water. Bci"3 exclusively ve,etari"". they ti,"C on the "fts or the woodland. and are 
quick 10 acquire an understandill$ of tt.. nature and locatioo ofncarlye�ry plant in an 
ar(3. _ regardless ofilS siu. Only tbe Elve. and Ems uettd Iheir stills in carvin, and 
plant·lore. 

It i, for Iheir Slone ""ulplure Ihat the Woses are best kno .. 'O. They carw a variety of 
motifs and beasts. and employ a particular form in Ih� making of life_like ...... tc�­

S10."� (PIJtd_menl. These are guardian statues .... hicb they place 10 protect palhs. en­

Iries, crOSliroads. and the like. Legeods �urro"nd Ihe .... atch·srones. n\OS!. of .... hich are 
true. It i, cleat rbal Ihey ,,,, enchanted. 01"<;' rear them moSl of all, and .... ithgoodcau�, 
.ince rhe WOSCi can communicate .... ith ... atcb-.... ones of their making and can derive 
knowled&e from Ihe ca,'linV' "experienccs.� Some ver)' powerful watch·stones actllally 

COme to life in order to guard their poltS - acling instead ofthei, creators - Although 

in sucb a ca� Ihe wo� ""ulptor wiU feel all the pain of his creation. They place rh� 
.... atch·stones and hideous statues around the horders of lheir lands and at "anous 5(n· 

silive sires. Some are used to do 00 more rhan dishearten lheir foes. 

MarTIa," p.nK.: Monogamous, producing rew young. The line is lraced throush lbe 
female. 

IkLltIo.: Many of the watch·StODe. stand o"er Ihe Wo� holy siles. Unlike many of the 
other Men, particularly Ibe Dlln/endingswith .... �om the Woscs are often associated, the 

Wo�, have a Stroll$ tradition of organized worship. This is a pronounced animism 

wbieh r .. ol,e. around a reverence for Nature. Tbey hold Eru and Ih. VAlar in proper 

awe. allhough they ha,'e their owo vie ... oflhe nawre of'he mastcrsofthe world. orall 
the Valar they .... orship none mOre Iha� ya .... nlUl. Ihe Ginr of Fruits and Queen of ,he 

Earth. [t is she who presides o,'cr Ihe bIWlr(planu) and it i, the plants ... hich breath life 
into Ihe world of the Wo�,. 

Othu Factors 

Ikm .. nor: Woses ienerally seclude Ihem,.lves from other folk and do not take on 

friends easil)", bUI when they do, they are unwaveringly loyal. Tho� tbl! dO ,C1 to koo .. · 
them "'ill bo: impressed by their fr«luem bouts of laugilier. sin� the Woscs will laugh 

when others sing. Their rich and unreslrained jo'liality forms quite a COf\lrast 10 their 
u.ual demeanor; normally Ihey appear unemolional and .10 .... 10 speak. 

LanlUl,e: When they do talk, the Woses u� the gunura! PiikD<'ltonguc (Rank 5) ... hich 
t. ideally suiled 10 their deep yoicct and is alieo to that of other Men. Some also ,peak a 
�nle Wl'$tron (Rank 21 or Duntrel (Rank 2). Having no use for Iradilional rune. or 
script. Ihe Woses have d."..loped Iheir own sySlem of pictographic si&ru - most quite 
simple _ ... hich Ihey IIlili.e for th. mOSt practical purposes, notably to mark pathS Or 
sii"al their brethren while out in lhe wood. 

P�J.dicn: Woses hate Orcs, Wargs. and Rohirrim. The laller group has occasionally 
made sport of hUnlin!! the Wild Men. 

kcSlrklion. on Profn.90os: Tbere are no wo� Mage. or Bard.!. 
S.ek&ro�Rd Option�: Normal, five background poinll. 

! 
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ORCS (Yrch, sing. Orch) 

These hideous creatures afC members of a race descended from 

ElveS who were twisted and perverted by Morgoth during the First 

Age. Although they arc nOt inherently evil, they are culturally and 

mentally predisposed toward Darkness. The following is a descrip­

tion of Common Orcs; superior breeds are discussed below. 

URUK·HAJ (sing. Uruk) 

Following Sauron's resurrection in T.A. 1000 he began breeding a 

new race of Orcs, one capable of independent and intelligent aClion. 

After centuries of work, he produced the first Greater Orcs, and he 

called them the Uruk-hoi (BS ''Ore-race") because they were D10re 

suited to the formation of societies. Initially. the Uruk-hai remained 

close to SaurOD and served as lieutenants and elite guards, but 

gradually their numbers grew and their SHain 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: 

(I) they stand 5-6 f�t tall; (2) they have a more "human" ap­

ptarance, despite cat-like eyes, fang-leeth, and black/grey hides: (J) 

they have longer, SHonger, and maighter legs; (4) they are in­

telligent and cunning; and (5) despite their preference for darkness, 
they operate fr�ly in daylight. They speak Black Speech (Rank 5), 
Orkish (Rank 4), and good Westron (Rank 4). 

HALF-ORCS (Puyrch) 

Hal/-Orcs are a hideous crtation. 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 ..... ere first used by the tainted Wizard 

$aruman. He still employs them as agents, spies, lieutenants, and 

special guards. They are particularly eff«live in Eriador, for 

Saruman's Half-orcs have Duniending 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 Weslron quite well (Rank 5), and most know both 
Orkish (Rank 3) and a little Black Speech (Rank 2). Half-orcs have 
no restrictions on professions, and gel three background points. 

Roce IPscripliQl1SlOrC$ 

COMMON ORCS 

Physical Cltar1lcter 

Build: Heavy, ... ill1 ll1ick hides, short Ifgs, and lonl, Ihin arm • . n..,y h.Vf 1I01rsqU�. 
ranled face. and ra"dom hair growlh. 

Colorl .. ,: Black o'lrc-y hai •• black or .eddi�_b'Qwn ryes. and d«plIeyo. black hides. 

Uidl .. ""'" Tremi'ndow. o.cs can travel for 2 daY' "';!hour re.!. Al1nnali.·ely. tlley 
can ,n" for up 10 12 hours ";1110111 stOJ)flin,. 

fnn.and tnlbJlHIH: Nalu.al sunliahl anddcq>. lwnnin . ... -ate •. ln lull d.yliJill th.cir ac­
livity is at -60; in .rtifKial or magical daylilbl llKir ac!ivi(y is al .2j. 
Hel,hi: 3-� f�l. 

LiI.,...I'" Inddin" C; Cfr(ainly hundreds of years, bUI Iht lIal .. ,� of thell .... a.like Uf( 
permiu lew to 1,,·( palt Ihe ale of so. 

Rr.sUI ... ",,: + 30 bon"l v� .. u, heat/fire "l1ac�s. 
Sprcial AbiUllQ: Ota: IkeI' durin, da)·lilbl hours, althouJh Ihry n«d 'e$! only 011« 
n-ery 3 days. I n  most darkn"", OIU can � �ke Elves (S« Elf description1), ... d in .b­

wlnle darkntli& ll1ty can 5« 10·. 

Culture 
ClOlhinland Deco,alio,,: Skins. leathers. and metal a.mo.; crude bUI .... fll m.de and cr­
rfi"li,·c. 

LifHl)ie: H.ed as laholm and ... ·arrian. Orcs .a.pect po ... ·c, and ItrrOr above IIl lhi".,. 
n.cy join and roope.alt in substantial JlOIJPS only .... hm led by .. "focu$o!"d "iII�. �e 

over.,.helmin,ly �IIQna individual. To Ihem. polilK::s <"qUilts ",Ih force • •  oo >q>Iflle 
Ore lribes oflell "·ar. tntn·tribal eanllibalj'>m '1 1ht norm. 

Thl.')" Ire. 1I0,,·evn. quite skilled. Their .milhs ";val lho.., of Iht O"'·arves and Elves 
and. ahhough Iht ilems Illey p.oduce lack bUul)· in form. Ihey Ire ucepaon.Uy effe<:­
Ii"". O.c. are also fine heale ... de,pile III";, Ia,:k of concern for scl •• in,. Utility i. their 
p.incipal concetn. 

Marriagt Piner .. : 011. .. do nOI marry; tht)' b.eed. The females Uve 101C1he, ln 5e<:luded 
&reas .... hich are normally llCce<5ibl� only 10 lh� sironle.! mate.. [naddition, lilt fnnllei 
are .c«plive o�ly to 1M fiuCOI and mOSI all'�;� mak$. This resuLI' in Ihe 1I.onSe:<1 
ofhpri .. ,. The many YOIIn, are kepI tOlClher IIId t"'oed joinlly by all tile fnnalf Orcs. 

RdJ,Io": Orcs wo.ship Da.kness and po .... n. Most revne Sauton as a ,nd. '''''Pllet; .. , 
h� abilit), 10 illdu�t uUn 1.,,0 •. 

Olher Factors 

t�muno,: Orcs a,. cruel, jealous, pell�, Imb'liou •• selfish. and suspicious. They ,.,.., 
a1mosl al .... ay. uncomfonable and. aside from mtallin,e o. bante, are nevcr happy or II 
peace .... ith lhfmsdvts. 

UoDlua,t: Ota: spelk various OrkisJr dial«lS (Rank " ... hieh ar� ,merlily ,ellted 10 
W«Ilron and are loo.n ..... hat lilldeniand.rlbk (Rank 3) 10 Ont kno .... , ... Westron or 

anotha .ueh O.kish dlilect. 

P .... Judi<:H: OtC$ hale all .aces, indudmil 0,,, of Ollie, tribes. They plni<:ula,ly despi5/: 
l:tvts . ... ho Ihey beli.". 10 be: a Spil�ful, wicked. and ... ·arwan! rllC�. 

Rt51rictloou on I'rofes.i .... " O.cs p.odu�. no Mascs. Animim. Ba.ds. Ot lI.anse". 

1lK�lroud Op'io .. s: O.cs only gel 1 .... 0 backJlound point.>. 
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Race De$CriplionslTrofls 

TROLlS (Teteg, sing, Totog) 

Bred by Morgoth in mockery of Ents, Trolls are as tough and 
stupid as the stone from which they were made. Some feel they aTe 
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. The latter 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-HAI (sing. Olog) 

The O/og-hoi 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: (I) 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 West ron (Rank 3). 

HALF-TROLLS (Petereg) 

Half-trolls are the product of a union of Olog-hal 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 considerable amounts 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. 
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NORMAL TROLLS ( .1.0) 
Physical Character 
BIol1d: Tllty are bUgl and immen ... ty stron, . .... ilh thkk bodies!Uld limbs. Their lough 

hides ha� an inconsistenl qualily; many havc ovcrlappin, sca� and some ha,·" body 

hair. 

Colorinl' Various shadcs ofbro .... n. green, or arey hilk . .... i'h black Or brown C}'a. They 

have black blood. 

EIIdaran",,: A,·erage. 

Hcilht: 9 to I I  f«t. 

Ufup.n: Variable; hundreds of yean. 
RHb(u«: Trolls do 001 understand fear. 

Special Abilitia: Their vision is the same as tbal of Ore!>. 

Culture 
aothi", ud Imnntlo.: tink Or none. aside: from random armor and hides. 

FHrs ud tubllltia: Sunlighl. When exposed 10 th" naturalllltht of day they turn to 

'lone. 

Ufmy": Trolls li� in ord.,.,.IO play and cal. To them play means killing and piltasing. 

and caling mcam fresh meal - raw or cooked _ or jelly made from innardS. Tbeyeat 

folk of olher racei. and lake ... hate,·er brilthl trinkets lhey miShl acquire. No sociely or 

inner purpose ilirs them, s;nce Ihey unite only when compeUed 10 by some greater force. 

Troll. live in scanered c .... es and ruins. usually on th" edge of civilized land., and come 

forth only at niil\!. 

Marrbae Plnem: None. Females are exceedingly rare, although thl distin!:!ion i. con­

fused. 

Rc�Iio.: None. 

Otber Factors 
Demeanor: Mean. slow, stupid, and some"'hal lazy. 

Lan' ...... : Most have linle or no lansuage capability and communicale Ihroulth noises. 

,ignals. or action •. Tilt more intelligent Trolls speak a debased Westron (equivalent 10 
Rank 4). 

PI"'fJudkH: Trolls ha"" linle regard fOT anyone, although they panicularty hale 

Dwarves. 

Restricli<l •• oa Profession.: Trolls only produce Warrior!. 

�lo:.lround Options: LimilN !O one bltckground 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 Ihe denizens 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 naming whip, but their other hand often contains 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 firs!. 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: 
anyone coming in sight of a Balrog revealed in aU of its terrible anger 
wi!! have to make a Resistance Roll (RR) versus a 15th level fear spell 
or run in terror. If the RR is failed by more than 50, the character will 
faim or be frozen in place for 1-10 rounds (Treat as unconscious or 
stunned, respectively). If he fails by more than 100, the character wi\! 
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 DB) with no sub­
traction except for armor or spells. Anytime a BalTog wishes to use 
his great strength to rend a person in two, all he must do is 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 sp lit 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 Lard a/the 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. It is likely, however, that 
other Balrogs were be trapped beneath the land following the fall of 
their master, just as the Balrog of Moria 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 eOlities in Middle-earth save Sauron, none 
possessed greater physical power than Balrogs. Originally they came 
from the Undying Lands, just as the istari and Sauron had, and their 
relative strength when compared 10 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, huge and changing, "shadow.winged" and slimy, 
SHonger than the greatest serpent, bearing a flaming whip and sword 
of tremendous size and power. As a foe, they are called by Legoias 
the greatest 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 primarily in Dunland and Fangorn Forest. 
Normally they are present in large flocks in order to keep an eye on 
one another and to improve the chance of spotting whatever they are 
sent to find. Primarily scouts, they usually will not attack. They have 
a + 50 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 e'ltreme temperatures. 
Dragons are 90-120' long and have a wingspan about 20079 larger than 
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 inte!ligent, and possess e'lcellent 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 -IS 
subtraction for each additional largeL 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 with a 100-150 DB out to 300 
feet. When used against agroup, Ihe ball table is used wilh a 50-75 DB 
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 force hurricane, 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 scene in 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 Earendi! 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 10 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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DUMBELOORS - A race of ferocious winged insects mentioned in 
Hobbit poems. They are essentially 6-8 pound black and yellow 
wasps with a poison that aives 2-20 hits if the target is hit and given a 
critical and fails an addilionai ]rd level RR. 

EAGLES, GREAT - The Great Eagles are the 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 Manwe, Lord of the Valar. In 
truth, the Eagles seem worthy of such worship. Indomitable in spirit 
and never evil, Eagles lived in the treetops of tbe world until Manwe 
ordered them to build their eyries in the peaks and crags of Middle­
earth's greatest mountains and to keep an eye upon the Mortal Lands 
below, reporting to him what they saw and heard. These winged 
reporters '.Vere greater in size than their Third Age descendants: 
Thorondor, the FiTSl King of the Eagles, had a wingspan of 180 feet r 

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 slePI. mated, and then slept 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 to depend 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. 
Qasped 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 
easily overcome 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 I 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 girts 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- ,  ha\'e 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 of len in the 
concourse of the world, but when they do act, their interference 
should be most puissant and effective in nature. 

[NT. ONODRIM - The Ents are the strongest and largest of Ihe 
natural races. Their limbs are extremely hard and can rend stone and 
steel 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 I-50 flee, those failing by more than 50 
freeze in terror for 1-100 rounds. An Ent may use any object at hand 
as a thrown missile much like a giant, but with a I 10 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 a� II normal creature. 
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Though the oldest of speaking peoples, Ents were dormant until 
the coming of the Elves. Elves taught them 10 speak and inspired 
them to become mobile. Ents are the shepherds of the forest and 
usually resemble one spedfic variety of tree. This leads to a wide 
disparity of sizes and description. Gentle by nature, Ems are not 
quick thinkers and do not act rashly except when incredibly angry. 

Ents ace a dwindling race, partially because they have been revert­
ing to 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, became sundered 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 long, 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 throughout the hills of Southern 
Mirkwood. These creatures grow to lengths of thirty feet with 30-]5 
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 10 become the Fell Beasts' 
next foil-wrapped lunch. 

Fell Beasts have excellent nighlsight and can glide soundlessly and 
effortlessly, allowing them to attack with complete sUrprise at night. 
(Add + 50 OB to any first attack at night if the target does not make a 
-30 perception roll to spot the beasl.) During daylight hours, they use 
a more direct approach; a fast dive out of the sun impales their target 
on their outstretched claws. Somewhat socia] creatures, they of len 
hunl in pairs, one beast making a distraction while the other strikes 
from behind. Large Fell Beasts can suppon the weight of two men in 
flight and are frequently used as mounts by Saucon's NazgOI and 
OloS-hai warlords. 

."UES OF MORDOR - The only beasts in Mordor, these greyish in­
SeclS are each marked with Ihe 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 Rho\·anion. 
Large and simple-minded, they are slill to be avoided. The attack in 
the chart is their club attack. Giants are also capable of crushing peo­
ple under their huge feet and throwing any large object that is at 
hand. Both attacks require a maneuver 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-], causing triple the listed concussion hits . 
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HUMMERHORNS - These large insects are said to 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 aU dead or the victims are dried 
husks. 

HUORNS - Huorns are either active trees or settled Ems; they are 
son of the missing link. Huorns are present with Enls 50'10 of the 
time. Huorns fight and defend much like Ents, but are much slower 
and are not really 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 arc 
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 each target over three aHacked 
in the same round. Once entangled (Any "e" critical or better), the 
victim gets no shield bonus and the Kraken gets a 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 - Super horses of the Rohirrim, the Mearas are virtually 
worshiped by the blond horsemen. Mearas are much more in­
telligent, faster, and hardier than any other horse. As such they make 
ideal warhorses if they can be acquired. No Rohirrim will sell such a 
steed and all will inquire about one he sees that is not in the hands of a 
Robir noble. 

MEWLIPS - Mewlips are an evil race of cannibalistic spirits said 10 
beakin to the Wights. They favor noisome swamps and marshes, en­
dangering anyone nearby. Once killed, however, they can prove pro­
fitable, since they are hoarding beasts. If a group of Mewlips is put to 
flight or killed completely, a tracking roll at a -50 subtraction will 
lead the paTly to the Mewlips' lair and treasure, along wilh another 
larger group of Mewlips arranged in defensive terrain they know 
well. 

MUMAKIL - Very much like the extinct wooly mammoth, the 
Mumak has been trained as a beast of war by the Haradrim and other 
Southrons. All Mumakil love battle and are not easily controlled 
once battle is joined. Any horse that comes within 100' of a Mflmak 
must make a RR against a 10th level spell or nee in terror. (The 
horse's rider gets his riding bonus as a modifier.) Due to the armor on 
Mflmakil in wargear and their naturally tough hides, all arrows only 
give 1/2 damage and give criticals on the large critical table minus 10 
on a D or better. 

Creature Descriptions 

NAZGOL- The greatest of the servants of Evil during the Third 
Age, the NazgO! are feared by all. Also caUed 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 Men wrought by Sauron. Since 
the rings are ruled by the One Ring and controlled by the Dark Lord, 
the Nazgfil 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 for independent action. The Nazgal 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 the light. All NazgUl 
shared this weakness to some degree, but all, including Khamlll, can 
master their fear. 

Nazgiil wear large dark cloaks, hauberks and helms. Underneath 
their clothing, they are but misty forms with almost no substance. 
The special powers of the Nazgul 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 NazgUl 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 freeze in combat and be cut down like a corn­
stalk. Anyone surviving close contact with a Nazgiil or a critical 
received from a Nazgul must make a 10th level RR (Chan.)or suffer 
the Black Breath (If a critical 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 10 days after exposure, modified by a number of 
days equal to the victim's constitution bonus. 

Most weapons that come in contact with a NazgUl will wither and 
vanish. No weapon except those of Western esse or Elvish make will 
harm the Nazgiil even if they do hit. A RR versus a 10th level attack 
should be made for any weapon hitting a Nazglli. All weapons are 1st 
level, but the following modifiers apply: double the bonus of the 
weapon (+ 10 adds 20 to the RR); Elvish make +20; Ntlmenorean 
make + 10; or a Holy weapon is + 30. These bonuses are cumulative. 
(For example, a + 15 magic shortsword made in Ntlmenor would 
have a +40 bonus for a RR needed of45 or better.) 

All Nazgal are capable of using some sort of spells of differing 
power. Beckoning spells and blasting fire are the most common. Of 
the Nazgul, the Witch King of Angmar is the most sorcerously­
inclined. Mostly, NazgOl ride large black horses or Fell Beasts that 
are inured to their presence. These horses provide the NazgUl with 
physical senses. Since the Nazgul are spirits. they see best in the spirit 
world and rely heavily upon symbioles 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 
Morgolh and augmented by Ungoliant. Intelligent and capable of 
speech, Ihese Spiders can easily trap and eat all butlhe doughtiesl of 
foes. The greatest of the Spiders in Middle·earth during the Third 
Age is Shelob the Great. She Jives in Cirith Ungol and is left alone 
even by Sauron. Most smaller Spiders took up residence in the forest 
of Gr«nwood, 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 wilh since 
Ihey work together in large numbers, possess a stunning poison, and 
can spin webs very quickly. Any bile that hits home and gives an "A" 
critical or better forces the target to make a 5th level RR versus poison 
or fall unconscious. If the RR is made each RR versus successive bites 
is al 21eveb higher. If any RR is failed by more than 50 the target dies 
in six rounds. 

TROLLS - See the racial descriptions in Section 2.21. 

VAMPIRES - 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 Vampires can fly and are 
armed both with weapons and powerful talons on Iheir leading wing 
edges. They are spirits and arrect weapons much like Nazgill, 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 Luthien, who along with Beren, in· 
filtrated Angband and stole the Silmarils. 

I I I  

WARGS - As the Great Eagles are greater than earlh eagles, so are 
Warp grealer 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, Ihe 
werewolves were the special servants of Sauron during the Wars of 
Beleriand in Ihe First Age. Werewolves speak 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 Ihe RR is based only on a 5th level attack. Lesser Maiar or 
another type of spirit, the Werewolves are not slain easily. If they are 
slain, Ihe 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 
eyes akin to faint lights. They inhabit the same world as the dreaded 
Nazglll and are hard to perceive as anything other than dark, misty 
shapes. '[seen with (he aid of special magic, Wighu will lake (he (ar· 
tered forms of great lords of men with cold cruel eyes. Wights inhabit 
the old graves of Dunedain, sent as messengers of despair by Sauron 
and the WitCh-king of Angmar. 

Wights are extremely hard to kill. They lake half damage from 
non-magic weapons, roll on the Large Critical Table, and have Ihe 
same weapon dissolution effect of Nazgul at third level effect. 
Anyone touched by Ihe Wighl, or hit by its weapon, is affected like 
the Nazglll's Black Breath at a 7th level effect. Unlike the Black 
Breath, this effect is immediate. Wights also affect onlookers as a 
Baltog, but at only the 5th 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 scalier. If this is not done, the grave will 
quickly � 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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I" Exponding RQ/emasrer .... ith MERP 

EXPAN DING MERP WITH ROLEMASTER 
Middle-earth Role Playing (MERP) provides six professions and 

spelllislS to 10th level. MERP 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 to use Rokmaster professions within the MERP 

framework, and 2) how to convert existing MERP characters to 
Rolemaster characters. 

USING ROLEMASTER PROFESSIONS WITH MERP 
Most Ro/emaslt'r professions require spell lisls from Spell Law (the 

magic system found in HM). Therefore, even when using MERP, 

Spell Law should be used 10 determine which spell lists a character of 
a specific Rolemuster profession can learn. Given these spe!i lists, 
Rolemaster professions translate easil y into MERP professions. 

- RM Fighters, Thieves, and Rangers should be treated as MERP 

Warriors, Scouts, and Rangers (respectively). 

- RMMagicians, Illusionists, 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 
Prime Stat. 

_ RM Mentalists, Lay Healers and Seers use Presence as 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 Poinls given for "Warrior Monk" (listed later in this 
section). 

_ RM Monks are treated as MERP Rangers, but use the Develop­
ment Poinls 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 4 
General Skills I I 2 3 
Subterfuge Skins 1 2 2 3 
Magical Skills 3 0 1 1 
Body Development 2 3 2 2 
Languages 2 0 0 
Spell Lists 5 0 I 0 
Manial Arts 0 , 3 0 �Defense 0 l 2 0 
A b , f" 

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 
using armor or a shield and he motes at least S 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, DB). The first three should use "Impact" criticals (CT -9); 
the last three should use "Unbalance" criticals (CT -4). 

I) "Small" Tooth/Claw Attack (AT-5). 
2) "Medium" Tooth/Claw ALtack (AT -5); 

DB cannot be greater than the OB of /II .  
3 )  "Large" Tooth/Claw Attack (AT-5); 

OB cannot be greater than the 08 of 1/2. 
4) "Small" Grapple/Unbalance Attack (AT-6). 
5) "Medium" Grapple/Unbalance Attack (AT-6); 

OB cannot be greater than the OB of 114. 
6) " Large" Grapple/Unbalance Attack (AT·6); 

OB cannot be grealcr than the OB of 115. 

Weapon skill "Profession Skill Bonuses" apply to these OB's. The 
stat bonuses for III, #2, and 113 are based upon Strength, and the stat 
bonuses for 114, 115, and 116 are based upon Agility. All of the original 
tWERP professions have no development points in these two 
categories. 

Note the critical type change for the two types of attacks and the 
restricts on the relativc allowed values for the various DB's. The 
Tooth/Claw attacks represents "hard" Martial Art attacks similar to 
Karate, while the Grapple/Unbalance allacks represent "soft" Mar­
tial Art attacks similar to Judo. 

-.--------� - ---. ----------------------------------------------------�/ 
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CONVERTING CHARACTERS FROM MERP TO ROLEMASTER 
When using material from Rokmaster (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· 

tain 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 converte-<! to a RMThief. 

- A Ranger may be directly converted to a RMRanger. 

- A Mage may be directly converted to a RM Magician. 

- A Bard may be directly convened 10 a RM Bard; however, 
Essence will be the RM Bard's realm of power for speUs (i.e., the 

spells must be treated as Essence spells, with the Bard having ac· 
cess to the Essence Open Lim NOT the Mentalism Open lim). 

- An Animist may be directly converted to either a RMCleric or a 
HM Animist. The GM may decide to make this choice based upon 
the character's nature and use of the MERPspell lislS 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 HM Rogue; a Mage who us· 
ed the Illusions list frequently might be allowed to become a RMlllu· 
sionist; an Animist who concentrates in healing might be allowed to 
become a RM Healer; etc. 

After conversion, character development should proceed using the 
RM character development rules. We sunest that a OM 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 Spell Law. 

CONVERTING SPEll liSTS 
When converting to RM, tht spell lists "known" to MERP 

characters should be carefully examined. For each MERP spell list 
" known", eilher t.he OM or Ihe player involved should make one of 
the following choices: I) Keep the MERPspelJ list OR 2) Take one of 
the corresponding RM spell lists (provided later in this section). Both 
choices are limited to 1st· 10th level spells. 

Characters may learn additional spell lisis and sections of speliliSIS 
normally available to their RM professions. "Knowing" a MERP 
spell list counts as "knowing" one of Ihe corresponding RMspeli lists 
(OM or player choice) for the purposes of learning IOth·2Oth (and 
higher) level spells. The following chart gives the correspondence 
between MERP and RM Spell lists for these purposes. 

MERP 
SPELL LISTS 

CORRESPONDING RM 
SPELL LISTS 

OPEN ESSENCE LISTS (all are Open or Closed Essence Lists) 

Essence Hand 
Spell Ways 
Spirit Mastery 
Essence's Ways 
Essence Perceptions 
Physical Enhancement 

Illusions 
Unbarring Ways 

Essence Hand, Shield Mastery 
Rune Mastery, Dispelling Ways 
Spirit Mastery 
Detecting Ways, Delving Ways 
Essence's Perceptions 
Physical Enhancement, 
Elemental Shields 
Lesser Illusions, Invisible Ways 
Unbarring Ways 

MAGE LISTS (all are Closed Essence or Magician Base Lists) 

Fire Law 
Ice Law 
Light Law 
Water Law 
Wind Law 
Earth La .... ' 
Living Change 
Lofty Bridge 

Fin' Law 
Ice Law 
Light Law 
Water Law 
Wind Law 

Earth Law 
Living Change, Rapid Ways 
Lofty Bridge 

BARU LISTS (all are Bard Base Lists) 

Lore Lore 
Sound Control 
Controlling Songs 

Item lore 

Sound Control, Sound Projection 
ConHolling Songs 

Item Lore 

RANGER LISTS (all are Ranger Base Lists) 

Path Mastery 
Moving Ways 
Nature's Ways 
Nature's Guises 

Path Mastery 
Moving Ways 
Nature's Ways, Inner Walls 
Nature's Guises 

OPI-:N CHANNELING LISTS (all are Open or Closed Channeling, 
Base Cleric, or Base Animist Lists) 

Detection MaSlery 
Surface Ways 
Sound/Light Ways 
Calm Spirits 
Nature's Movement 
Protections 
Spell Defense 
Nature's Lore 

Detection Maslery, Locating Ways, Lore 
Surface Ways, Concussion's Ways 
Sound's Way, Light's Way 
Calm Spiril$, Channels 
Nature's Movement, Lofty Movements 
Protections, Nature's Lore 
Spell Defense, Repulsions 
Nature's Lore, Weal her Ways, 
Nature's Law 

ANIMIST LISTS (all are Open or Closed Channeling. Base Cleric, 

Base Healer, or Base Animist Lists) 

Blood Ways 
Organ Ways 
Purifications 

Bone/Muscle Ways 

Plant Mastery 
Direct Channeling 
Animal Mastery 
Creations 

Blood Ways, Blood La ..... 
Organ Ways, Organ Law, Nerve Law 
Purifications 

Bone Ways, Muscle Ways, Bone Law, 
Muscle Law 
Plant Mastery, Herb Mastery 
Life Mastery, Communal Ways 
Animal Mastery, Summons 
Creations, Barrier Law 

'--------------------------------------------------------------------------j 
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CONVERTING MERP AND FANTASY HERO STATISTICS 
Fantasy Huo (PH) 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 RolemasuT. 

The conversion of characters and creatures from onc system 10 the 
other requires some mathematics but, if you play MERP or Fantasy 

Huo, 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 onc second "segments." MERP and Hofemaster (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 
J MERP Turn = 18 FH segments or 1 . 5  FH turns 

Due to the way the various game mCl;hanics work, our suggested time 
conversion guideline is not exact. 

STATS (CHARACTERISTICS) 
The MERP/RM system uses perccntile values (1-100) to dcscribe a 

character's slats (characteristics). FH uses an open- endcd system 
with most values falling in the 5-20 range. We suggest the following 
conversion guideline: 

MERP stat == FH stat x 5 
FH stat == MERP stat / 5 (with a minimum value of 8) 

Thus, a MERP character with a stat value from 01 10 42 would have 
an 8 value for his f"alltasy Heru charaCtersistic. The following con­
version table shows how MERP/RM stats and Fantasy Hero stats 

relate. 

MERWRM Fantasy Hero 

ST (Strength) STR (Strength) 

AG (Agility) DEX (Dexterity) 

CO (Constitution) CON (Conslitution),BODY 

IG (intelligence) INT (Intelligence) 

IT (Intuition) EGO (Ego) 

PR (Presence) PRE (Presence) 

AP (Appearance) COM (Comeliness) 

QU (Quickness) DEX (Dexterity) 

RE (Reasoning) INT (Intelligence) 

ME (Mcmory) INT (Intelligence) 

EM (Empathy) EGO (Ego) 

When two MERP/RM stats correspolld to olle FH stat (i.e., DEX, 
INT, and EGO), use the higheststal. Average FH STR and BODY to 
obtain the equivalent MERP/RM CO. 

SKILLS AND SKILL BONUSES 
MERP skills can be translated to Fantasy Heru skills by simply 

comparing the name of the skill. Bonuses may bc converted by using 
the following conversion guideline: 

+ JO MERP bonus == + I FH bonus 

ARMOR AND WEAPONS 
RM weapon skills are keyed to spCl;ific or individual weapons 

(c.g. , a rapier) rather than a grouping of weapons. In order to convert 
10 Fantasy Hero, simply turn to the chart on page 78 of the Fantasy 

Hero guidelines 10 determine where to assign the weapon in terms of 
the appropriate general weapon skill category. 

Where weapon skills are broadly defined in terms of MERP's 

weapon categories, conversion is even easier. Fantasy Hero's weapon 
skill categories are fairly dose to those found in MERP, so simply use 
the following guidelines to find the equivalent label: 

MERP Fantasy Hero 

I-hand Edgcd Swords 

! -hand Concussion 
2-hand 

Axes, Maces, Hammers, etc. 
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 and the 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 "!earned/picked" to FH spell-ca.ster 
Character Points spent on spell construction: 

1 MERP/RM spell list "learned/picked" == 

to to 15 HI Character Points 

Note the common themes of the character's spelllislS and spells (e.g., 
"fire" in the Fire Law list) should be retained when converting. 

CREATURE CONVERSION 
Use following equivalences as guidelines for creature conversion: 

MERP/RM 

Offensive Bonus (OB)/15 
Offensive Bonus (OB)/to 
Defensh'e Bonus (DB)/7 
Armor Type (AT)/2 
Armor Type (AT) x2 
Base Movement Rate/to 
Hits/to 

Fanlasy Hero 

oev 
Damage Class 
DeV 
resistant ED and PD 
total ED and PD 
Move in inches per phase 
BODY (min. to) 

When two FH slats are given for one relation (e.g., ED and PD for 
Armor Type), average them before converting 10 MERP/RM. When 
there are two relations given for one MERP/RM characteristic (e.g., 
on and AT), calculate both resulting values and then average them 
for thc final value. 

�'--------------------------------------------------------------------/ 
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boats 79 spell list 64 'Illusions' spell list 58 spell list 65 acth'ity 4547 
body development development period influence and 'Nature's Movement' attack 1 2  & 

11,14,20,4243 13,19 interaction 10,13,37, spell list 65 see 'attack' 
'Bone/Muscle Ways' adolescence 13,26·27 43,51,77 'Nature's Ways' avoidance 46-47 

spell lisl 66 apprenticeship information 12,45 spell list 63 conflict 54 
bonuses 10 13,30-31 injuries 13,4243 non-player characters encounter 46-47 

examples 22-33 new level 13,19 inorganic 57 4,9,10,22, maneuver I I ,  12,50-�1 
movement 87 example 26,)0 intelligence 10,14,28 36-37,49,80-81 open-ended 8,51,52 
movement and development points intuition 10,14,28 obja:lives 35,38 orientation 55,56 
maneuver - see 'skill' 13,28·29 items 10,12,15,29,35, observation 12-13 perception 13,55 
profession - dice roll 8-9 40-41,84·85 offensive bonus reaction 36,37 

see 'professions' difficulty 37,46,50, bonuses 32,4(I,41,S4 1 1 ,12,20,51,54 resistance 9, 11,20, 
race - see 'races' 5 1,77,78,82 buying and selling 41 opportunity action 53,56-57,76 
resistance roll ::O 'Direct Channeling' charges 41,8S 49,52,54 unmodified 51·52 
skill - see 'skills' spell liS! 66 daily 41 ,85 Orcs 106 Rolemaster 10,124-126 
special 11,21.29,32 disarming traps - example 40 organ 57 round 9,48,49-55 
stat - see'stats' see 'traps' magic properties 'Organ Ways' runes 1O,1Z,14, / 
totals 32-33 disease: 10,20,43,83 40-41,84·85 spell list 67 41,51,77,85 

duels 38,45 using 12,41,51,77 organic 57 running SO 
weight 41,84 parry 9,12,52 
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primary 1 1  Mages' 60-61 Sauron 9,42 
scenarios 34,311-39 
Scout iO,14,80-81 
scouting 38,46 
Sel.:ond Age 9 
session 9,45 
sc:tling 4.34·35 
shields Il,2o.21,S2 
skill 9,1O,1I·U. 

ranks 11,20,26-29 
secondary B,20 
subterfuge 

open Essence 57-59 
open Channeling 

preparation 1 5,40. 
48-49,56,74 

range 56 

tracking 12,46,'I,n 
transport 19 
traps 12,i3,51,n 
treasures 35,34-15 
Trolls 107 
'Unbarring Ways' 

64 .. ' 
Rangers' 63 

restrictions 14-15,56 
'Spirit Mastery' 

14-15,19,20,26-27 
bonuses 11.13, 

19,2(1,)2 
development 

12,14-15,10 
weapon 12,14-15,20 

sleeping 45-46 
'Sound Control' 

spell lis\ 62 
'Sound/Light Ways' 

spell list 64 
speed 79,86-87 
Spell Law 10,39 
'Spell Defense' 

spells 9,39-41. 
48-49,56-67 
abbreviations 56 
adders 40-41 .80,84 
area of effect 56 
casting 10,15,40. 

spell list S9 
staff/Maves 41.85 
stalking 12,14,:W,51 
slats 9-10,21,22-23 

bonuses 10,13. 
21-23,32,80 

example 10,23 
increases 15 

strenglh 10,14 
stun 42,52,56 
'Surface Ways' 

spell list 58 
unconsciousness 13,56 
using items - see 'items' 
Valar 9,42 
wands 41 ,85 

48-49,56-57 
dasses 56 

13, 14, 19,26-29 
general 12,14-15,20 
magical 12,14-15,20 
miscellaneous 12,20 
mo\'ing and 

spel11ist 65 
'Spell Ways' spell list 58 
spe1i 1iSlS 9,IO,lJ, 

14,20,28,40. 
56-57,124 

directed 12,57,74 
duralion 56 
elemenlaI 12,39,56 
healing 43,56 
items - sec 'items' 

spell list 64 
swimming 12.51 
tables - see page 3 
Third Age 9 
IOUHlaments 38,45 

Warrior 10,14.80-81 
'Water Law' spell list 6 1  
weapons 11-12,13, 

14-15,31,71,19,84 
example 12,3 1 ' 

weather 44,45-46,82 
weight 79,84 

maneuvering 
11,20-21 ,  
28,32,'0,52 

Animists' 61>-67 
Bards' 62 

and 84-85 
muhipliers 40-41 ,84 
parameters S6 

'Wind Law' speUlist 61 
World System 34-44 
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