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AT-1 — I-HANDED SLASHING WEAPONS ATTACK TABLE AT-2 — 1-HANDED CONCUSSION WEAPONS ATTACK TABLE
LEATHER LEATHER
ROLL PLATE CHAIN RIGID SOFT NONE ROLL PLATE CHAIN RIGID SOFI NONE
UMDI0R ¢ ==l C o Possible Fumble~~ oo ol o L UM 0108 —— == — = — - Possible Fumble— — —~ — — e
09-35 0 0 0 0 0 (-35 0 0 0 0 0
36-40 0 0 0 0 0 36-40 1 0 0 0 0
4]-45 0 0 0 0 0 41-45 | | 0 0 0
46-50 1 0 0 0 0 46-50 2 2 ] 0 0
51-55 1 i 0 0 0 51-55 3 3 0 0 0
56-60 2 1 el 0 0 56-60 3 4 o 0 0
61-63 2 2 0 0 0 61-65 4 5 0 0 0
66-70 3. 3 2 3 0 66-70 5 6 2 3 0
71-75 3 4 3 5 0 71-75 5 7 k! 5 0
76-80 4 S 5 TA i T6-80 6 s 8 4 6 0
B1-85 5 6 6 YA YA 81-85 7 9 6 TA 6
86-90 5 7 TA 108 10A 86-90 8 10 TA BA 8
91-95 6 8 9A 12B 1B 9]1-95 8 o b BA 9A L 9A
96-100 f 9 10B 138 13C 96-100 9 12A 9B 10B 108
101-105 1. 1A 11B 14C 15C 101-105 10 13A 0B 1B RC
106-110 8 ouAa 12B 15C 17D 10631100 ¢ A o 4B 11B 12B 3¢
11115 8A 128 13€ 17/ & 19D 111-115 11A 158 12C 13C 140D
116-120 9A 13B 15C 18D 20D 116-120 12B 16C 13C 14C 15D
121-125 9A 13C 16C 19D 21E 121-128 138 17C 15C 15C 17D
126-130 10B 14C 17D 20D 23k 126-130 13C 18C 16C 1612 18E
131-135 1B i 15__(': 18D 22D 25E 131-135 S 14C 19D 17D 17D I9E
136140 HC 16D 20D 2E  21E 136-140 15D 200 18D 18E 21E
Miads @b D 3B BWE . BE 141145 16D L 2IE 19E 19E 225
146-150 . 12E. L 1BE 2E 25E 0L 146-150 = 16E 22E 20E 20E 23E
AT-3 — 2-HANDED WEAPONS ATTACK TABLE AT-4 — MISSILE WEAPONS ATTACK TABLE
LEATHER LEATHER
ROLL PLATE CHAIN RIGID SOFT NONE ROLL PLATE CHAIN RIGID SOFT NONE
UM 01-08 — = = = = = — — « Possible Fumble —~ — - — — ——— UMOI08 W ——emmmm—— Possible Fumble— = = = = — — =
09-55 v ] 0 0 0 09-55 0 0 0 0 0
S6-60 2 0 0 0 ] 56-60 0 0 0 0 0
61-65 3 0 0 0 0 61-65 0 0 0 0 0
66-70 4 3 0 (i} 0 66-70 0 0 0 0 0
71-75 3 5 & BA 0 7175 1 0 0 ¢ 0
7680 0 6 i 4A 10A 0 76-80 2 2 i 4 0
81-85 1 9. TA 138 10A §1-85 A 4 3 6 0
86-90 Bl i 9B 15B 138 86-90 4 6 5 BA 0
91-95 9 12A 12B 17C 16C 91-95 5 7 TA 10A 8A
96-100 11 14A 14C 20C 19D 96-100 6 8A 9A 128 108
101-105 12A 168 17C 22C 22D 101-105 7 10A 108 138 1c
106-110 13A I8B 19C 24C 25D 106-110 8A 138 12B 14B 13C
111-115 148 200 20 21D 28E HEs L A 14B 138 16C 15C
116-120  15B i a7 b 29D 3IE 116:120  10A 6B el b 16D
121-125 16C L e 21D 3D BE 121-125 B 17C 17C 19D 18D
126-130 ¢ o2eh: 29D 33E I6E 126130 . 1IB o 19D 20D 20D
131-135 19D 28D J2E 36E I9E 131-135 12C 20D 21D 2D 22E
136-140 20D 249k JE I8E 42k 136-140 13C 22D 23D 23E 23E
141-145 21E JIE 37E 40E 45E 141-145 14D 23E 25E 25E 25E
146-150 22E 33E 40E 43E 4RE 146-150 15E 25E 26E 26E 27E
CRITICALS —— Maodifications:
I — — — Critical roll is modified by -50 + Attacker's Offensive Bonus - Defender’s Defensive Bonus
A — — — Critical roll is modified by -20 +15 — — — Flank atack.*
B — — — Critical roll is modified by -10 +20 — — — Rear attack (in addition to the flank bonus).*
C — — — Critical roll is modified by 0 + 20 — — — Defender surprised.*
D — — — Critical roll is modified by + 10 +20 — — — Delender stunned or down.*
E — — — Critical roll is modified by +20 -10 — — — For each 10" that the attacker has moved.
The type of critical is determined by the specific weapon or animal attack -30 — — — If attacker drawing, changing weapons, or unslinging
being used (see Table CST-1 and Table CST-2). a shield.
=200 — — — If aunlacker has taken over half ot his hits.
-variable — — — The defender may use part of his OB to parry (see 6.62),
* not applicable 1o missile or thrown weapons.




AT-5 — TOOTH AND CLAW ATTACK TABLE AT-6 — GRAPPLING AND UNBALANCING ATTACK TABLE
LEATHER LEATHER
ROLL PLATE CHAIN RIGID SOFT NONE ROLL PLATE CHAIN RIGID SOFT NONE
UM 01-02 R eee Sl Attack Failure— — — — — = _ UM e Lo Attack Failure = — — — ~ — — — —
03-45 4] 0 0 4] 0 03-45 0 0 0 0 0
46-50 0 0 0 0 | 46-50 (0 0 V] 0 0
51-55 0 0 0 0 2 51-55 ] 0 0 0 0
56-60 ] 0 0 1 4 56-60 1 0 0 0 0
61-635 1 1 1 2 5T 61-65 1 0 0 0 1
66-70 2 2 2 4 6T 66-70 ZI 1 0 i | & |
T1-75 3 3 3 5 8T T71-75 2A 2T 1 3 2
T6-K0 4 4 5 7T 9A T6-80 3A Y| 2 4 4
81-85 5 5 7 9T 10A BI-85 IA 4A 4T 6T 5
86-90 6 6T 8T 10A 12A B6-90 4 44 5T 7T T
91-95 6T 7T 9A 1A 13B 91-95 aA 5A 6T BA 8T
96-100 il 8A 10A 12A 14B 96-100 5B 6A - TA 9A IUT
101-105 Az 9A 1A 138  15B 101-105 5B _ TTA CLEA 10A 11A
———~—=MAX RESULTS —=SMALL ATTACKS - — — — - — ~ MAX RESULTS=SMALL ATTACKS = — — —
106-110 8A 10A 12B 158 17C 06-110 6O BB 10A 12B 14A
=115 9A 1B 128 16C 19C 111-115 C 9 11B 138 15A
116-120 108 1B 14C 17C 20D 116-120 BC 10C 128 14C 168
— — —MAX RESULTS —=MEDIUM ATTACKS — — — —— —=MAX RESULTS =MEDIUM ATTACKS — — —
1214125 14B 158 18C 20C 26D 121-125 10D 1o 4B 16C 188
126-130 16B 18C 20C 23D 28E 126-130 11D ¢ 13D - 16C 18C 20B
131-135 18C 20C 2D 25D J0E 131-135 12D 15D 18C 20D 22C
~ — = ~MAX RESULTS — LARGE ATTACKS ~ — — — . —— — ~MAX RESULTS—LARGE ATTACKS— — — —
136-144) 20C 23D 26D J0E I6E 136-140 14E 19D 22C 26D 28C
[41-145 22D 25D 29E 33E 38k 141-145 16E Z1E 25D 28D 30C
146-150 24E 27E 12E 36k 40F 146-150 18k 23E 27E J0E 33D
————=MAX RESULTS—HUGE ATTACKS — — — — - —— —MAX RESULTS—HUGE ATTACKS — — — —
MT-1 — MOVING MANEUVER TABLE:
OPEN-ENDED Very Extremely  Sheer
ROLL Routine Easy Light Medium Hard Hard Hard Folly Absurd
(-151) down F F F E ¥ F F F F
(-150)— (-101) 10 F F F F F F F F
(-100— -51 30 10 F F F F E F F
(-50)— (-26) | 50 30 10 F F F F F F
25— 0 70 50 30 5 F F F F o
01—- 20 0 60 50 10 5 F H F ¥
21— 40 90 70 60 20 10 Sl F F P
41— 55 100 80 70 30 20 10 5 F F
56— 65 100 90 80 40 30 20 10 F F
66 — 75 100 100 90 50 40 30 20 5 F
76 — 85 100 100 100 60 50 40 30 10 B
86— 95 100 100 100 70 60 50 40 20 s
9%— 105 110 100 100 80 70 60 50 25 10
106— 115 110 110 100 90 80 70 60 30 20
16— 125 120 110 110 100 920 80 70 40 30
126— 135 120 120 110 100 100 90 80 50 40
136~ 145 130 120 120 110 100 100 90 60 50
146— 155 130 130 120 110 1o, - 100 100 70 60
156 165 140 130 130 120 110 110 100 80 70
166 — 185 140 140 130 120 120 110 110 90 80
186— 225 150 140 140 130 120 120 110 100 90
226— 275 150 150 140 130 130 120 120 100 100
276 + 160 150 150 140 130 130 120 110 100

RESULTS:

F —  Failure, roll on Moving Maneuver Failure Table FT-4.

# — A number result is 1) the percentage of the attempted moving maneuver that is accomplished. A result over 100 indicaltes that the maneuver was
accomplished AND the character performing the maneuver has (# - 100) % of his normal activity left for the round, or 2) the chance of complete
success, or 3) reduces activity by (100-#).

MODIFICATIONS: e .

+ appropriate skill bonus: -50 stunned, -70 down, -30 one limb out.




ST-11 — ACTION TABLE
ADDITIONAL INFORMATION
AND OPTIONS

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

ACTION

Prepare a Spell
Cast a Spell

Missile Attack
Loading/Reloading
Missile Parry

May take 10" movement later.

May take 10" movement later.

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

Moving Maneuver The manuever may not cover a distance of over

half that of the character’s normal movement.

Melee Attack May take 10" movement. May shift equipment,
in which case Offensive Bonus is lowered by 30
for each item shifted (drawn, sheathed or

unslung). Part of the OB may be used to parry

one opponent’s attack (a melee parry).

Movement Movement is decreased by 10° for each item

shifted.

Static Maneuver No additional action allowed.

CANCEL ACTION — Any action may be canceled before it is resolved. The
character may then perform one of the following actions during the appropriate part
of the round:

1) Melee with hall normal Offensive Bonus.

2) Move hall of his normal movement.

3) Make a maneuver modified by -30.
OPPORTUNITY ACTION — Any action may be delayed by making the action an
opportunity action. Once an action is delayed, no other action may take place until
the opportunity action 15 resolved or canceled. However the opportunity action may
be imitiated at any time during the current round or a following round.

NOTE: It a Gamemaster is using facing for the characters (see Section 6,83), i change
of facing may accompany movement, even il the movement is made in addition to
another action.

CST-2 — ANIMALS STATISTICS TABLE

MT-2 — STATIC

DISARMING TRAPS
AND PICKING LOCKS:

MANEUVER
TABLE

BLUNDER: If picking a lock, your
lockpick is broken and stuck in the lock,
rendering it unopenable unnl removed
(this requires anather roll 1o pick the lock
by someone other than you). Any traps
are set {'Jﬂ.

-26 down

ABSOLUTE FAILURE: You have
developed a mental block on this
lock /trap and will autematically fuil on

-25 — 04

any further attempis to pick /disarm i,
There is @ 50% chance that any traps
will be actwated.

FAILURE: Currenely you have no
further ideas on how to pick/disarm this
lock /trap, After 24 howrs vou may make

a perception roll and if it succeeds vou

05 —-75

may make another attempt.

PARTIAL SUCCESS: You have
frgured out part of the lock/trap and
have an inewitive feel for che rest. Do

76 — 90

mmc:iung else for 10 minutes and then
NOW cdn Iy dgdin,

91 o 1 10 NEAR SUCCESS: You almost had ic. [f
vou spend 2 rounds chinking about your

attempt (no other activity), you may try
again with an extra + 3 bonus.

SUCCESS: The lock/trap is
preked fdisarmed; + 50 on any future
attempts to piek /disarm this lock/trap.

111 — 175

ABSOLLUTE SUCCESS: In the future
you may dutomatically pick/disarm
(tekees une round) this lock/trap oy any
identical lock /trap. + 10 to atcempts on
similar locks/traps in the future.

176 up

MODIFICATIONS:

Difficulty — see ¥ under General

+ Skill bonus for Picking Locks OR
Disarming Traps.

ATTACK
ATTACK TYPE (Abbreviation) TABLE
Pmcht:r/Beak Pi)
Bite
Claw/Talon
Horn/Tusk/Stinger
Grapple/Grasp/Envelop/Swallo
Ram/Buu/Bash/Slug :
Tiny animals
Stomp/ Trample
Fall!(,rush*" i
Fist/Kick***
\Mutlmg/Tat.Hes"*

Tooth and Claw
Tooth and Claw

Tmt h and C la“

Tooth and Llau

Cnrapphngamd U _balancing i

(:rapplmg and Unb.aldnuni.

PRIMARY SECONDARY
CRIT CRIT
SL PU(B)*
PU
AR e
UB : S
SL(T)
CR
i CR it
GR(A) -

CR — Crush critical.
SL — Slash critical.

PU — Puncture critical.
UB — Unbalance critical.

GR — Grapple critical.

TC — Tooth and Claw Attack Table.

UG — Grappling and Unbalancing Attack Table.

PRIMARY CRIT — The type of critical delivered by the weapon; a letter in parentheses indicates the maximum critical that can be obtained (if none is given it is

“E"). Higher criticals are treated as the maximum.

SECONDARY CRIT — If acritical higher than an “A” is obtained then a sccond critical of this type is delivered in addition to the primary critical. This secon-
dary critical is one step less severe than is indicated by the attack result (e.g., an “E” result delivers a “D” secondary critical, a “C" delivers a “B", ete.). Lach
critical is rolled separately, A letter in parentheses indicates the maximum critical that can be obtained (if none is given it is *D").

* — For these attacks only “large” and “huge” attacks get the secondary critical listed above.

** |1 a character falls, this attack is rolled with the number of feet fallen added to the roll and the character’s agility (only) subtracted. The size of the attack is
based upon distance fallen: 1’-10" (Small), 11°-50" (Medium), 51°-100" (Large), over 100" (Huge).

*** These attack types are for hand-to-hand attacks, The attacker’s OB is his strength bonus plus his agility bonus.




GENERAL

(includes any startic action not
covered on another column):

INTERACTION
AND INFLUENCE:

READING RUNES
AND USING ITEMS:

PERCEPTION
AND TRACKING:

BLUNDER: You fail spectacularly. If
possible, vour static action has the
apposite effect from what you intended.

BLUNDER: Your blatant attempe at
coercion alténates your audience, They
are influenced to do the opposite of what
NOW were attempting to get them to do.
Uinedl a change i circumstances occurs,
any mfluence attempts by you will fail.

BLUNDER: Whatever spells or abilities
are in the item or on the rune paper are
activared and directed agamst you. Any
THIES On Tune paper dre goneg, and ¥Oou
will never be able to wse anv of the spells
or abilities contained in the item.

BLUNDER: You not only fail to get any
valid tnformation but you pick up
invalid information due to a
misconception or improperly sensed
details, You may never try again on the
same topic in the same area.

ABSOLUTE FAILURE: Utter

incompetence causes a mental lapse. Any

static actions attempred during the next
10 man (60 roundds) will vesult in failure

(see (15 =73 helow),

ABSOLUTE FAILURE: Your audience
rejects you, causing you to losy confidence
and your air of arthority, Any inflience
attemprs diering the next howr { 260
rounds) wall resule in failure (see 0575
below).

ABSOLUTE FAILURE: You have
developed @ mental block on this
rune/ttem and will automatically fail on
any further attempts to read or use it
There is a 30% chance that a spell will
be activared.

ABSOLUTE FAILURE: Confusion
causes a mental lapse, This perception
toll and any perception rolls made during
the next 1 min (60 rounds) will result in
failure (see 05— 75 below).

FAILURE: You have failed. You may

not try dgdaim the same static action in the

same place for 1 day.

FAILURE: You have failed. Your
audience will not he receptive to any of
vour attempts at influence at least | dax.

FAILURE: Currently you have no
further ideas on how to vead /use this
rune/tem. After you have gone up a
level, you max make make another
attempt to read/use this rune/item.

FAILURE: You gain no information,
Bat vou think that you have leamed
cversthing availuble. You may not try
again on the same topic in the same area
jor | day.

PARTIAL SUCCESS: If partial stccess

is possible, yow accomplish 20% of your

static action. You may not trv the same

static action i the same place for 1 hour.

PARTIAL SUCCESS: Your audience is
still listening, You can continue to try to

infliuence them.

PARTIAL SUCCESS: You learn how
many spells and abidities it containg and
what they are. However vou can not vet
read /wse ity and you may not make

another attempt uneil 1 weele has passed.

PARTIAL SUCCESS: You gain some
of the information on the topic that
reguired the perception voll, but yow are
not aware that vow missed something,
You may not try again on the same topic
in the same area for | hour.

NEAR SUCCESS: If partial success is
;-n_(_s_jHL-‘ you m‘n':ml{!!l.\h half of vour
statte acrion. You may try again after 3
rounds of contemplation

NEAR SUCCESS: Keep talking, vour
andience is becoming more friendly.
Modify vour next voll by +20,

NEAR SUCCESS: You learn how many
spells and abilites it contains and what
thev are. If vou wait 24 hours, you may
try apain with an extra + [0 bonus.

NEAR SUCCESS: You gain some of the
information on the wpic that required the
perceprion roll, and vou are aware that

vou missed somethang. Think about it for

3 rounds, and you may try again,

SLICCESS: Your static action is
successful.

SUCICESS: You have influenced vour

audivnce

SUCCESS: You learn one of the spells
or abilities in an tem or on a piece of
rune paper, and vou may use it whenever
vou hold the item or nune paper (runes

wre only usable once).

SUCCESS: You gain all of the
mformation on the topic that required
the perception roll.

ABSOLUTE SUCCESS: Your static
actiom is successful and you gee a + 20
bomus to further static actions for the
next [0 minuees (60 rounds).

ABSOLUTE SUCCESS: Not only did
soie mfluence your audience, but vou
receive o + 30 bonus on influencing them
untid vou do something to cause them to
luse confidence in vou.

ABSOLUTE SUCCESS: You learn all

of the spells and abilities in an item or

mn @ picce of Tune paper, and you may
wse them whenever sou hold the item or
rune paper (yunes arve only usable once).

ABSOLUTE SUCCESS: You are
aware of eversthing in the aree that you
are examining. This includes information
on topics other than the one requiring the
perception roll,

MODIFICATIONS:
* Difficuley —
+ 30 — Routine
+210-— Easy
=10 — Light
+0 — Medium
10 — Hard
20 - Very Hard
-0 — Extremely Hard
A0 — Sheer Folly
-0 — Absurd

MODIFICATIONS:

Difficulty — see * under General.
+50 — Audience is personally loyal
or devored to the character.

+ 20— Audience is under hire to the
character.

+ Skill bonus for Influence and
Interaction,

NOTE: Difficulty and other
modifications are based upon the
basie attitude of the audience towards
the character and upon what the
character is trying to get them to do.

MODIFICATIONS:

- ({level of the spell)

-30 — If the realm of the spell is
different from the character's.,

10— If the character does not know
what the spell or ability is.

+20 — If che character knows what
the spell or abiliy is.

430 — If the character can cast the
spell intrinsically.

+ Skill bonus fur Reading Runes OR
Using ltems,

NOTE: The information available
through a perception roll is limited by
the area that you examine and vour

resources (usually your senses).
NOTE: When rracking a roll is only

reqquired once every 5 minutes
(30 rounds).

MODIFICATIONS:

Difficulty — see * under General,
+20 — If the player states that his
character is spending time looking for
specitic information. The number of
rounds spent affeces the difficuley.

+ Skill bonus for Perception OR
Tracking.

|
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CT-6 — HEAT
CRITICAL TABLE

CT1-7 — COLD
CRITICAL TABLE

CT-8 — ELECTRICITY
CRITICAL TABLE

CT-9 — IMPACT
CRITICAL TABLE

-49 —05

Hot air. +0 hits,

Cool breeze. +10) hits.

06-20
21-35
36-50

(51—65

Strong hear, Lieele effect. +3 hits.

Minor burns. + 8 hits. 1 hit per
round.

Cold blast, +3 hats. If no cloak or

armor: stunned 1 round.

Hair stands up. +0 hits.

Not even a scratch. +0 hits,

Light charge. +3 hits. If metal

armor: stunned 1 round.

Grazing shot. +35 hits,

Frosty "bum”. +7 hits. | hit per
round,

Exploston of light. Stunned [ round.

| Blinded by hot smoke. + 12 hits.
Stunned 1 round.

Clothing catches on fire. + 12 hats,
Tukes 2 rounds 1o extinguish the fire.
8 hits cach round afire.

Mild frosthite. +35 hats. 2 hits per
round and -10 to activity.

Cold strike to back. +9 hits. 2 hits
per round. Stunned 2 rounds. All
wood on back is useless and britrle.

Medium charge. +6 hits. -5 to
activity. If metal armor: stunned 2
rounds.

Staggered by strike to side. + 10 hits. |
Stunned 1 round.

| Strike to shoulder. Spun about. Reel

backwards 10 feee. +12 hits, If no
armor: stunned 2 younds,

Heavy charge. +9 hits, -10 10
actwity. Stunned 1 round. If metal
armor: stunned 3 rounds.

Strike to leg. Knocked down. +8 |
hats. If no leg armor: stunned 2
rounds. :

66—79

Knocked down by fiery blast. Any
organic foot and calf covering
destraved. + 10 hies.

Low blast. Stunned 1 round. Any
foot covering destroved. If no foot
covermg: frostbite, -30 to activity.

80

Blast to head. Face horribly scarred.
Knocked out. + 15 hits. § hits per
rorncd. If no helm: a | month coma
results.

Strike to shield arm. + 12 hits. -20 to
actvity. If metal armor and no
shield: knocked out for 1 day.

Iey blast to head, A ;Lmlﬁ‘i{;lg
comat (und head cold) results. Loses
nose as a result of severe frosthite

and shock.,

Blast to shicld arm. + 10 hits. Shield
is smashed and wseless. If no shield:
arm broken, stunned 3 rounds.

Strike to side devastates nervous
system. Severe shock results. Victim
is a Living vegetable for | month.

Strike to head. + 12 hats. Helm is
shattered. Knocked doun and out for
I day. If no helm: skull fractured,

dies in 3 rounds.

81-86

Fire engulfs back. Knocked down.
All organie material on back
destroved, 2 hits per round. Stunned
I round.

Strike to leg. Knocked down.
Stunned for 3 rounds. If no leg
arnor: frosthite, lower leg wseless
and -4U 1o activity.

Strike to weapon arm. Muscle and
cartilage mangled, Arm wseless, 2
hits per round. Stunned 6 rownds.

Blow to wpper leg. Muscles tom,

4+ 15 hus. -10 to activiey. If no leg
armor: -20 to activity and stunned 3
rounds.

87-89

Strike 1o head. Blinded for 6 rounds.
Any organic head covering destroved,
If no helm: head hair destroved.

Strike to neck and eollar area.
Knocked out. Lose outer ear. If no
neck armor; neck i frozen and dies
in 9 inactive younds,

Permeated by clectricity. Entire
nervous system rearranged. Drops
and lies in shock for 12 rounds befure
dving.

Blast w collar area. + 12 hats,
Stunned 3 rounds, Cannot speak for
I week. If no neck armor: voice loss
1s permanent.

90

Head becomes a charred stmp.
Sadly, dies instantly due to chis
unacceptable condition.

Blast freeze-dries head. Dies in 2
rounds, Skill and brain are brittle

and lifeless.

Head strike. If leather helm: it is
destroved and a 2 week coma results.
1f mot: dies instantly as brain is fried,

Strike to neck. Paralyzed from the
shoulders doun. +20 hits. A
melancholy mood descends on victim,

91-96

Shield arm fried. Any shield is
destroved along with hand. Stunned
3 vounds. If no shield: loses arm and
knocked out.

Thigh tced. Broken hone and
frostbite. 5 hits per round, -30 to
activity, Stunned for 4 rounds.

Chest strike. If metal armor: it
becomes fused and immobile. 1f not;
knocked out for 6 haurs.

Blow to knee. Knee dislocated.
Cartilage and tendons ripped. +15
hits: -30 ro activity. Stunned 9
rounds.

97-99

Lipper leg bumn. Use of leg lost due
to tissiee destriection, 3 hits per
round. -60) w activits. Stunned for 6
rounds.

Side strike freeves and shagters
pelvis. Dies in 12 rounds die to
shoick and nerve damage,

Electrifving experience. Bram fulls
victim to massive shock and surface
bums. Passes out and digs in 6
Tounds.

Strike abdomen. + 18 hits. Stunned
12 rounds. If no abdomen armor:
dies in 6 rounds due to destroved
OTRUNS,

100

Blast to neck fuses vereebrae and
unites skin with clothing, Paralyzed
permanently, +25 hits.

Head strike. Eyes are frozen, A 3
week coma resules. Paralyzed from
the neck down.

Nervous system acts as a
superconductor. Sad instant death
provides all witnesses with u fine
light show.

Blast to head fractures skull. A 3
week coma results, [f no helm; dies
immediately.

101—106

Blast to leg. 2 hits per round, -20 1o
activiry, If no leg armior: massive
tisse damage, -70 to activity.

Blast freezes both hands. Loses use of
both arms Jor 1 hour, 6 hits per
rownd. Stwnned for 5 rounds.

Strike to face, Loses nose. Stunned 8
rounds. Blinded for 2 weeks. If no
helm: knocked doun as well.

Blow to jaw. Jaw broken. Cannot
speak or eat solid food until healed.
415 hits. -10 10 activity. Stunned 7
rounds,

107-109

Head strike. If helm: blinded for 2
weeks. If not: dies i 6 rounds due to
masstve shock and brain damage.

Heart and lungs suddenly frozen,
[Dhes in 6 mactive rounds of shock
and suffocarion.

Chest strike destrovs heart and lungs.
If metal chest armor: it is fused, and
dies in 6 younds. If not: dies
instantly.

Blow to side. Bone is driven into
kidneys, dies in 6 younds.

110

Midsection vaporized. Cue in half
and dies. Clothing, armor, and all
Hems dt's!'ru_\'zu'.

Massive strike shatters chest and
freezes prectons bodily fluids. Dies in
3 vonends.

Heud is no longer available for use.
Smoke and ozone surround the
lifeless bodx.

Disrupt chest. Lungs and heart
explode from impact. Dies inseantly.
Very messy,

111-116

Blast o chest. Any chest armor
destroved. + 12 hats. Sunned 3
vounds, If no chest armor: knocked
down, 6 hits per round.

Iy Blast to uppier chest. Knocked
dotwn and out. [f no chest armor: digs
i 10 rounds due 1o @ cold, cold
heart.

Abdomen strike. Stunned 7 rounds,
6 hits per round. 1f no amor over
abdomen: dies of shock and bleeding
in 12 rownds.

Spun by blow. Knocked down.
Breaks both arms. -60 to activity.
Stunned 3 rounds.

117-119

Fire engulfs body. All organic
matertal on body destroved. Dies of
shock and nerve damage in 6 vounds.
<23 hits.

Frazen mto a lifeless statue - well

preserved, but quite dead.

Chest strike destroys both lungs. Cur
m half. Charge extends 10 feet
giving an "A" critical to anvone in
the way.

Blast shatters skull into thousands of
particles. Dies mstantly. Direct hit,
fine punch.

120

All that remains are charred bis of
teeth and bone.

Frozen solid, then shaters inte
thowsands of pieces after being
slammed into the ground.

Charge disrups cell structure. Entire
Body twrned 1o dust.

Blase annchilates ennire skeleton.
Reduced to a gelatinous pulp. Try a
spmul'a,

Modifications:
20 = “A" ¢ritical
10 = *B"critical
+0 “C" critical
+10 = "D" critical
+20 — "EMeritical

Modifications:
20— A" ¢ritical
<10 = *B"critical
+0° = " critlcal
+10 — “D" ericical
20 — “E"critical

Moeodifications:
20 — "A"crineal
210 = "B” crirical

+0 — *CMerlrical
+10 — "Dcrivical
+20 - *E"critical

Modifications:

20 = “A”eritical

10 = “B"critical
w0 — *C" crivical
<10 = “D"ecritical
+0 - "Eerincal




FT-1 — HAND ARMS

FT-2 — MISSILE WEAPONS

FT-3 — SPELL FAILURE

FT-4 — MOVING MANEUVER

FAILURE TABLE |

FUMBLE TABLE FUMBLE TABLE TABLE
49 —05 Lose yater grip. No further activity Lose your grip. No further activity Lose concentraton due to stram. You hesitate and fail to act.
L = this round. this round Sbhell lost, but not poswer points,

06-20

You slip. If vour weapon is 1-handed
and non-majic, it breaks.

One's ten thumbs cannot handle
loading. Lose this round.

Second thoughts. No spell muy be
cast or prepared next round.

You have second thoughts, and
decide to wait one round. :

21-35

Bad follow-throwgh. You lost your
opportuniey, give yourself 2 hits.

Frmble ammunition. Lose this
round, -30 to activity next round.

Indecision due to mild mental lapse.
Spell delaved one round.

36-50

Dirap your weapon: It will take 1
round to drdw a new one, or 2
rounds to recover old one,

Break ammunition and lose vour
cool. You find vourself at -30 activity
for 3 rounds of action.

51-65

You lose vour "wind" and realize that
o showld try to relax. 40 o
activity for 2 rounds.

Sertous mental lapse. Spell lost, but
not power points. -30 to activity for 3
rounds,

from any maneuvers for 2 rounds. !

You slip. 30% chance of falling. -2

You sttemble. 5% chance of falling.

-30) from any manewvers for 2

rounds.

Dropy ammunition. Stunned this
round and next trying to decide
whether to retrieve it

66—-79

You stumble. The classless display
loaves you stunned for 2 rounds.
Wich luck, you might still suryive.

80

Incredibly inept move. Roll a "B"
crush crit on yowrself. If opponent (s
using a slashing weapon, your
wedpon ks broken,

Moderate tut serious, straim, Spell
{ost along with power points.
Stunned [ round.

You stub your toe. 60% chance of
falling. + 3 hits. -10 to activiey.

You really mishandle your weapon,
Stunmed 2 rounds.

Subconscious fear. Spell lost along
with power pomts, Stunned 2
rounds. :

You slip. 75% chance of falling.
Stunned 2 rounds.

Poor judgment. +5 hits. [f not using
a crossbow, you let arrose fly, lose an
car and take 2 hits per vound.

Spell intemalized. + 15 hits.
Knocked dovin. Stunned | hour.

You twist vour ankli. +5 hits. <10 o
dcnvity.

81-86

Bite and swatlow tongue in the
excitement. Stunned 2 vounds.

Bowstring breaks. It will take 2
rounds to draw @ new weapon or 6
rounds to restring bow.

Serious stran. Spell lost, but not
power points, Stunned 3 rounds.

You fall down. +3 hits. -20 to
activity for 3 rounds.

87—-89

Lose your grip on vour seeapon and
reality, Stunned 3 rounds.

90

Fumble ammunition when loading.
You scatter all ﬂf WOUT ammnunition
overa 10 foor radius ared.

Internalizaton; overload senses, +20
hits. Blinded and deaf for 10

minutes.

You sprain vour ankle and tear some
tendons, + 7 hits. -20 to activity.
Stunned | yound,

Bad taste and poor exceution, You
attempr to maim yourself as your
weapon breaks. Roll a "C" slash ¢ric
o vourself,

Weapon shatters, You are stunned
for 4 rounds of action, Good luck,
pal.

Strain causes mild stroke. +20 hits.
Knocked out for 12 hours.

Fall breaks your leg. +8 hies. -30 to
activiry. Stunned 3 rounds,

91-96

Unbelievable mishandling of your
weapor, Any friendly combatant in
vour vicinity takes ¢ "B cush
critical,

You let your arrow fly much too
soon. You strike 20 feet shovt of
target. You are at -30 activity for 3
rounds

Severe strain cawses misfire. +3 hits.
Stunned 3 rounds.

You breal your wrist when you fall.
+ 12 hits, -20 o aceivity. Stunned 2
rouns.

97-99

Stumble over an unseen imaginary
deceased turtle. You are very
confused. Stunned 3 rounds.

You seem to think that your bow is a
baton. e slips and in trying to
recover i, you knock it 3 feer in front
of vou.

Target’s essence causes spell to
backfire. Reverse roles of targer and
caster in spell effects.

Your arm breals when you land on
it. + 14 hits. -30 1o activity. Stunned
4 ronends,

R ]

100

Worst move seen in ages. -60 to
activity from i pulled groin: Foe is
stunned 2 rounds laughing.

Your ammunition slips as you fire.
The missile goes throwgh vour hand.
Hand useless. +8 hits. 2 haty per
Tound

Identiry erisis. Lose spell casting
capabilities for 2 wevks.

I an attempe to break vour fall vou
bmuk b(lrh l]f :)UNT drms; Iht'} are
useless. + 30 hits. Stunned 6 rounds.

101—106

You stagger and jall in an apparent
attempt to commit suicide. Stunned 3
rounds, [f usig a pole arm, its shaft

is shattered

Step and fall down. Your shot goes
astray. Stunned 3 rounds,

Extreme mental pressure causes
musfire. Knocked down. + 10 hits.
Stunned 6 rounds.

When vou fall vour leg twists under
youoand breaks, + 135 hits. -50 to
activiry. Semned 3 rownds.

107 -109

You break vour soeapon through
ineptness. Stunned 4 rounds.

110

You stumble and drive the point of
YOUT weapon into the ground.
Stunned § rounds. [f mounted: vou
pole vault 30 feet and take a "C"
crush crit from the landing.

111-116

Fletching on missile scratches eve as
it 15 released. +35 hits. -20 to
activity. Stunned 2 rounds.

Internalizes spell. Lose all spell
casting ability for 3 wecks. +25 hits.
Uinconscious for 3 howrs.

Your knee strikes a hard object and
shatters as youe fall, +10 hirs. -80 to
activiey. Stunned 4 rownds.

Tip of weapon catches on closest
object and breaks off. If applicable,
the ohjece takes an "A” puncture crit.

Strain causes severe stroke, Paralyzed
from the waist down.

You fall und the resulting concussion
cduses a vear-long coma.

Your mount rears suddenly. Stsnned
3 rounds recovering.

Trigger slips while vou are bringing
upr your weapon. Make an attack

with no modifications on the closest
Len dtant,

Spell stravs and travels to a poine 20
fect vight of target. Anyone in line
takes an unmodified attack. Stunned

2 rounds

You fa" and land on your lower
spine. Yow are paralyzed from the
wanst down. 430 hits.

117—119

You do not coordinate your
moavement with your mount’s, -90 to
actevity for next 3 rounds trying to
stay mousnted.

While davdreaming you put your
hand in front of the bolt while firing.
Lose a finger. +4 hits, 2 hits per

rounid.

Spell strays and oavels to a poine 20
feet left of target. Anyone in line
takes an unmodified attack. Stunned
3 rounds,

You fall and are paralyzed from the
neck down. + 20 hits.

120

You fall off vowr mount. Roll a D"
crush erit on vourself.

* You slip and pin your foot to the

ground seith a bolt. + 10 hiti._ 2 hats
per round. -30 to activity. Stunned 3

Mental Collapse. Spell is cast in
direction opposite (o the intended
line. Lose all spell casting abilit for

Your jall turns into a dive. You
crush yowr skull and die.

rounds. 3 months.
Modifications: Modifications: Modifications: Modifications:
20 - 1-HG ; 20— e e 50~ Routne +3 = Very Hard
20— I-H Concussion 20 — Sling 20 = Class "I" Spells 35— Eosy 10 = Baiebad

-10 I-H Slashing
+0 — -Handed
+10 - Pole Arms
+20 - Mounted

-10 — Short Bow
+{ Composite Bow
+10 — Long Bow
+20 ~ Crossbow

10 — Class "LI" Spells
+0 — Class "P* Spells
+10 — Class "F" Spells
+20 = Class “E" Spells

20 = Light =15 — Sheer Folly
10 = Medium 420 — Absurd
+0 - Hard




CST-1 — WEAPONS STATISTICS TABLE

PRIMARY SECONDARY BASE
WEAPON FUMBLE CRIT CRIT RANGE T SPECIAL MODIFICATIONS
1-H SLASHING (can be used with a shield)
Broadsword 3 SL - —
Dagger | PU(C) - 15 -15 OB (chain/plate).
Handaxe 4 SL - 15 +5 OB against chain & plate.
Scimitar 4 SL - - -5 OB (chain/plate), +5 OB (other)
Short Sword 2 SL - 3 -10 OB (chain/plate), + 10 OB (other)
Whip 6 GR(C) SL(A) - -10 OB, c¢an use from 10" away.
I-H CONCUSSION (can be used with a shield)
Club 4 CR(D) - 2 -10 OB.
Mace 2 CR - 5
Morning Star 8 CR PU(A) : - + 10 OB take “B” crit if fumbled.
Net 6 GR - 10 Use At-6, Medium attack.
War Hammer 4 CR - 10 +5 OB. !
1-H POLE ARMS (use 1-Handed Slashing Attack Table with a shield OR 2-Handed with + 10 to OB)
Javelin 4 PU — 30 -10 OB, can use from 5" away.
Spear 5 PU SL{A) 20 . -5 OB, can use from 5' away.
2-H POLE ARMS (use 2-Handed Attack Table ) ' .
Mounted Lance 7 PU uB - +15 OB, take “B” crit if fumbled,
Halbard 7 SL PU — -5 OB, can use from 5' away.
2-HANDED WEAPONS (can not be used with a shield)
Battle-Axe 5 SL CR - + 5 OB (chain/plate), -5 (other)
Flail 8 CR PU — + 10 OB, take “C" crit 1f fumbled.
Quarterstaff 3 CR - § - -10 OB.
2-Handed Sw. 5 SL CR -
MISSILE WEAPONS (may not be used in melee)
Bola 7 GR CRI(A) 40 -5 OB, take “B” crit if fumbled.
Composite Bow 4 PU - 75% Load(1), or Reload(0} at -25 to OB.
Crosshow 5 PU — 90 Load(2), +20 OB at up to 50",
Long Bow 5 PU - 100* Load(1), or Reload(0) at -35 to OB.
Short Bow 4 PU — . 60* Load(1), or Reload(0) at -10 to OB.
Sling 6 CR(D) - 50" Load(1), can use with a shield.

* _ May not move with these weapons loaded and ready to fire. They may be carried in hand and fired as if reloading (penalty applies).
F — Fumble range: if unmodified attack roll is less than or equal this number the attack fails and a roll must be made on the Fumble Table.
CR — Crush critical. PU — Puncture critical. GR — Grapple critical. UG = Grappling and Unbalancing Attack Table.
SL. — Slash critical. UB — Unbalance critical. TC — Tooth and Claw Anack Table.
t — All non-Missile weapons with a range are treated as “thrown weapons” (for skill purposes) when used as missiles.

PRIMARY CRIT — The type of critical delivered by the weapon; a letter in parentheses indicates the maximum critical that can be obtained (if none is given it is
“E™). Higher criticals are treated as the maximum.

SECONDARY CRIT — 1f a critical higher than a “B" is obtained then a second critical of this type is delivered in addition to the primary critical. This secondary
critical is two steps less severe than is indicated by the attack result (e.g., an “E” result delivers a “C” secondary critical, a “C"” delivers an “A”, etc.). Each critical
is rolled separatcly.

BASE RANGE — The base range in feet for the weapon 1o be thrown or fired. Short range is between 1" and the base range, and there is no OB modification,|
Medium range is between the base range and double the base range, and the OB modification is -25. Long range is between double the base range and triple the
base range, and the OB modification is -50. Maximum range is between triple the base range and four times the base range, and the OB modilication is -75.
Missile weapons may not be used if the wielder is engaged in melee. The table below summarizes the various ranges.

BASE SHORT RANGE MEDIUM RANGE LONG RANGE MAXIMUM RANGE
RANGE ( +0 to OB) (-25 to OB) (-50 to OB) i {-75 10 OB)

2 172 34 56" 7-8

3 13 46 79 10-12'

5 L i 61 L 110" : 1620
10 1°-10" 11200 2130 - i 3D
15 =15 16-30° 31'-45' 46™-60"
20 1°-20° 2140 41-60° _ _ 61'-80'
30 1-30" 3160 : AT 91%-120'
40 = R 4180 81120 - L 121n160°
50 1’-50" 51'-100" 101-150° 151-200"
60 160" 611200 121-180" - 181°-240'
75 175 76'-150" . ) 151228 e 206300
90 190" 91%-180" 1812700 271360

100 1'-100° 101'-200" 201'-300" 301°-400"




AT-8 — BALL SPELLS ATTACK TABLE

AT-7 — BOLT SPELLS ATTACK TABLE

LEATHER
ROLL.  PLATE  CHAIN RIGID SOFT NONE ROLL

M 01-04 F F F F T 01-04
05-08 F F F F F 05-08
09-12 0 0 0 0 | 09-12
13-16 0 0 0 0 2 13-16
17:20 Gk G b 3 1720
224 2 i L A 21-24
25280 o3 2 L 0 SA 25-28
29-32 4 3 2 0 6A 29-32
33-36 SA 4 3 I 7A 33-36
37-40 6A SA 4 2 8A 37-40
41-44 7A 6A SA 3 9A 41-44
45-48 8A 7A 6A 4 10B 45-48
4952 9A RN R 3 HB 4952
5356 10B A 0 A 6N 12B . 5356
57-60 1B WB: . 8A . 7A 138 57-60
61-64 128 1B I0R BA 14B 6164
65-68 12B 11B 10B 9A 15C 65-68
69-72 13B 12B 11B 10A 16C 69-72
73-76 13C 12B 11B 10A 17C 73-76
77-80 14C 13C 128 11B 18C 77-80
GEVR I c e it kiel e L 19C 81-84
85-88 15C l4c - L 3c e 12B 20C . 8588
8992 15C 14C. . 13C 12B 21C 89-92
9396 16C 15¢ 14C 13C 2¢ 93-96
UM 97-99 19D 18D 17D 16D 28D 97-99
UM 100 22E 21E 20E 19E 34E 100

. NOTE: An F indicates spell failure and requires a spell failure roll (see
Table FT-3).

RANGE MODIFICATIONS:
+35 =010 1O
0 = 11710 50
-25 — 51 to 100
UM = Unmodified roll.
ATTACKER MODIFICATIONS:

-40 — 101" to 200"
-55 = 201" to 300"
-75 — 301" and up

+ — — Attacker's Base Spells offensive bonus.
— —— Spell’s level.
+  —— 20if targel is at the cenler point that the caster chooses for
spell effect.
+20 — — If caster spent 4 rounds preparing spell.
+ 10 — — If caster spent 3 rounds preparing spell.
+ 00 —— If caster spent 2 rounds preparing spell.
-15 —— If caster spent | round preparing spell.
-30 — — Il caster spent O rounds preparing spell.

LEATHER
ROLL  PLATE _CHAIN _RIGID SOFT NONE ROLL
UM 01-02. P F P E . 0102
03-10 F F F F 03-10
F 0 0
R g e
il 0 0
2 0 0
3 0 i
4 | 1
5 2 2 56-60
6 4 3 61-65
7A 5 4A 66-70
A 6 SA 7175
SA 0 7A 63 i 76-80
BA - gAs  LgA e TR - 81-85
~MAXIMUM RESULTS FOR SHOCK BOLTS~
91-95 9A 9B 10B 108 15C 91-95
96-100 10A 10B 11B 12C 16C 96-100
101-105 10B 11B 12C 14C 18C 101-105
106-110 1B 12C 13C 16C 20C 106-110
—~MAXIMUM RESULTS FOR WATER BOLTS —
111-115 128 14C 18C 22D S
116-1200 ROl e 15C | 20D 24D 116-120
128428 e s eD 2D 26E 0 12E12S
1264130 fdC. 16D | 1D . ME 28E . 126-130
~MAXIMUM RESULTS FOR ICE BOLTS— : :
131-135 15C 17D 18E 26E I0E 131-135
136-140 16D 18D 19E 28E 32E 136-140
141-145 17D 20E 20E 0E 4E 141-145
146-150 18E 22E 2E 3IE 36E 146-150

—MAXIMUM RESULTS FOR FIRE AND LIGHTNING BOLTS —

NOTE: An F indicates spell failure and requires a spell [ailure roll (see Table
FT-3).

TARGET MODIFICATIONS:
- Agility bonus, if aware that the spell is about to take effect.
OR
-10 10 -80 if target takes cover (maneuver roll and GM decision).
MISCELLANEOUS: (GM decision or special item, spell or ability).

RANGE MODIFICATIONS:
+ 50 — touch
+35 —0'to 1Y 40 — 101" to 200
0 — 11" 50 <55 — 201" 1o 300"

20 = 51" 10 100 -75 — 301" and up

ATTACKER MODIFICATIONS: UM = Unmodil'ied roll.

+ —— Auacker’s Directed Spells offensive bonus,
- —— BSpell's level.

+20 — — If caster spent 4 rounds preparing spell.

+ 10 —— If caster spent 3 rounds preparing spell,
=0 —— Ifcaster spent 2 rounds preparing spell,
-15 = — i caster spent | round preparing spell.

-30 — — If caster spent 0 rounds preparing spell.

CST-3 — SPELL STATISTICS TABLE

TARGET MODIFICATIONS:

- Agility bonus.

-10 1o -60 if target takes cover (maneuver roll and GM decision).
-20 i1 target has shield that is facing anack.

MISCELLANEOUS: (GM decision or special item, spell or ability).

 SPECIAL MODIFICATIONS

PRIMARY SECONDARY

SPELLS CRIT CRIT
Shock Bolt EL -
Water Bolt M -

lce Bolt M co

Fire Bolt HE —_
Lightning Bolt EL IM

Cold Ball cO —

Fire Ball HE -

+ 10 against chain and plate.
-10 against plate and rigid leather.
-5 against plate and rigid leather.

+ 10 against chain and plate.

“E™). Higher criticals are treated as the maximum.

critical roll is made.

PRIMARY CRIT — The type of critical delivered by the spell; a letter in parentheses indicates the maximum critical that can be obtained (if none is given it is

HE — Heat critical. CO — Cold critical. EL — Electricity critical. IM — Impact critical.
SECONDARY CRIT — Ifacritical higher thana “B” is obtained then a second critical of this type is delivered in addition to the primary critical. This secondary
critical is two steps less severe than is indicated by the attack result (e.g. an “E” result delivers a “C” secondary critical, a “C” delivers an “A", etc.). Only one




CT-5 — GRAPPLING CT-10 — PHYSICAL CRITICALS CT-11 — SPELL CRITICALS
CRITICAL TABLE | FOR LARGE CREATURES TABLE | FOR LARGE CREATURES TABLE

’49 — 05 An appportunity lost. ) HI? hits. Your weapon breaks m Size of creature awes vou. + 0 hits.
half. You are upset,
06-20 ‘assing strike. +2 hits, +0 hits. + 5 hats.
21 - 35 Attack fended off. +3 hies. If arm +12 hits, +3 hits,
armor: stunned | round.
36—-50 Attack to upper leg. Spun about, but + 18 hits. + 10} hits.
breaks loose. Stunned I round.
5 1= 65 Shield grm entangled. If shield: -50 Sm._r:urrvd by strong blast, + 20 hits. +12 higs.
to activity unel it is dropped. If no 10 to activiey. Stunned 2 rounds.
shicld: -50 to activity.
66 — 79 Weapom arm grasped. Disarmed and Fine leg streke. + 18 hits. 5 hits per + 13 hies.
wrist sprained. Stunned 2 rounds. round., <20 to activity. Senned 3
25 1o activity, rounds,
80 Both legs entanpled. Down and Well placed strike to neck severs the Uinbalanced by blast. + 13 hits,
knocked owr, + 9 hies, pugular cein, + 15 hats: Dies i 6 Stunned 2 vounes,

rn:md.\. bt mMay dact at -Ob) to detivity
wntil then,

81—-86 Weapon arm grappled. Ligaments Hard blow. 23 hus. 5 hits per Staggered by strong hlast. +20 hats.
torn and muscle pulled. Disarmed vopund due to fight wound. -10 1o Stunned 1 round.
and semed Jor 3 rounds. 40 w0 activity. Stunned 2 rounds.
detiviey.

87 —89 Completely entangled and Strike severs an artery m leg. May Serike to leg, +15 hies. <20 to
mmmobilized, Knocked down, but act at -30 to activity Jor 4 rounds, activity, Stnned 2 reunds.
still conseions. No activity. then drope and dies after 6 more

rounds.

90 Vicious hold around neck. Knocked Sever o vein i forelimb. + 20 hits, Blast into mouth. Knocked doun, A
out. Spramed neck: -60 to acrivies. Stunned for & rounds, then falls month-long coma results. + .30 hits.

decd.

9 1 i 96 Heed grappled. Stunned 9 rounds. If Strike to leg. + 15 hits. -20 w0 Spun about by blast, Off balance.
nechelm! a comu vesults due o a activiey. 2 haes per round. Stnned 3 18 hits. -10 o activiey, Stunned |
fructured skudl. roundy. round.

97 = 99 Both arms entangled and pinned to Strikee to head. .‘s'kufli fracture, +30 Side strike. + 25 haes. <20 1o activity
chest. Arms may not be moved until hats. Knocked oue. Fine shot. due to broken ribs. Stunned 3
entanglement removed. <75 to rounds.

STy,

100 Neek grappled. If neck armor: -00 1o Heart strike, Dies immediately, Strike 1o mudsection, Bludder
aetiviey due to neck sprain and Weapon stuck and trapped under destroved. Dies in 4 rounds, but is
stunned 3 vouneds, If not: dies from body. Chance that weapon breaks iy fuldly active unnl then,
hroken neck, 6% - sweafpon bons.

101 = 106 (_:l'u;,\: prusped. Ribs Broken, Stuined Shatter shoulder |'1.4 WeApon arm. Head strike. Momentarily confused.
3 rounds. -4 to oty 15 hits. Soned 3 vounds. Armiis + 20 hits, Stunned 2 rounds.

uite wseless,

107 —-109 Legs entangled and completely \"’J‘t‘t'n!fs. crossing strike. Blinded and Blase bruckles leg. Severe rhf;::h
immabilized. Full and break weapon upset. Stunned 2 younds, but then wound. +25 hies. Dies in 5 rounds
arm, Disarmed und knocked out. the poar brute can bhander around. due o nerve damage, burt i fully

+ 20 hits. active uned then.

1 10 Neck grappled. If neck armor: Strilee throwgh cheek. Dies Vicious blast. Neck crunched and
dusarmed and stunned 5 rounds. If tmmecdiately. Unfortunately, the spine severedd, Drops and dies in 3
not: dies in 6 rounds. weapon is stuck in the bone for 2 rounds,

riurds,

1 1 1 — 1 16 Foot :111({!:;_,'&’:!. SIInTthl'. _fll“. break Strike to chin. Juw shattered. Strike (o £Nes, Blinded fur 2 rounds,
wedpon on impact, and stunned 2 Knocked out. + 60 hits, A | month + 15 hits. -20 to activiey.
rounds. [} no cheyt armor: whe @ "D comee results,
crush enie,

1 17 =119 Both legs wrapped wp. Tumbles to Strike through the exe. Dies instantly Strike fr:.l'!nd}- destroys @ variery of
ground and lnocked out. 480 to und falls upon attacker, who then drguns. Dies in 3 rounds, but the
activiey due to 4 broken arm and « takes 20 hits and @5 pinned for 6 yenorant brute is fully acteve unril
broken ankde. + 20 hity. rotinds, then.

120 Windpipe erushed. Dies instantly Strike throwgh car destroys bram, Superb serike drives rib throwgh
due to massive shock and savage The unfortunate lummox dies heare. Dvops and dies in 6 agonizing
asphyazation. instantly, and any ear wax s rounds.

remmed,
Meodifications: Maodificarions: Modifications:
“x‘\ - 'T' u..'m.uél 20— Normal Weapon 20 — "A" ericical
20— “A"gricical 10 - Magic Weupon -1 = "B critical
A = “B7 enneal +0 Mithril Weapon +0 = “C" eritieal
=0 - T enncal +10 — Holy Weapon =10 — "D critical
10 = *D"cnical L300 _ 5|a_‘,'mg Weapan L200 MR i)

+20 — "E"¢ritical




ST-10 — ENCOUNTER TABLE |

This table is intended to cover the usual pattern of encounters between
player characters and local inhabitants or wild beasts. The zones represent
the relative density of social beings or inhabitants, These are cross-indexed
with ranges which cover the differential between the two encounter dice
rolls.

The letter codes before the slashes represent interaction with social be-
ings, usually local inhabitants; letters that follow the slashes cover interac-
tion with wild beasts. 1f there is a letter in both categories, the Gamemaster
should roli again: a low result means that there is an encounter with wild
beasts; a high result means interaction with social beings.

POPULATION DENSITY

Dense Moderate  Light Uninhabited Waste
1-30 s/ — —hfi= —p == =
31-40 e/ = §f= -/ = /5 R
41-50 ¢/ — 5/ — - /5 —/5 -/ =
51-60 e/ — s/ — 5/s —/5 -/ =
61-70 e/l — e/ — s/s —/s =)
71-80 e/ — e/s §/s —/5 —/5
81-90 e/ — e/s e/s =75 —/h
91-100 h/s e/s e/s —/h - /h
101-120  h/h e/s e/h s/h —/h
121-140  a/h h/h h/h ¢/h s/a
141-160 a/a a’‘h h/h e/h e/a
161-180 a/a a‘a a/h h/a h/a
181-200 t/a a/a aa ala a’t
201 + 1/t /1 t/ t/1 1/t

Encounter codes: { = trap or ambush or surprise attack;
= attacking group;

hostile group;

basic encounter;

sighting by other group.

The encounter codes are meant 0 be general and relative. A simple en-
counter withagroup from an outrageously brutal or suspicious culture may
be more dangerous than a hostile force of passive people. The GM should
take note of the local folk and beasts to determine which type will be in-
volved, and what their relative strength will be, A simple rule of thumb: the
higher the differential, the more dangerous the encounter. The GM may
wish to increase the number or capabilities of the given inhabitants or beasts
accordingly.

o B vy
|

£

MODIFICATIONS TO THE ACTIVITY ROLL:

Terrain moving in:

+30 — Road

+20 — Open

-10 — Forest
-15 — Rough

-30 — Forest and Rough
-40 — Mountainous
Activity of inhabitants:
+ 25 — Hostile
+ 50 — Patrolled area
+ 100 — If hue and cry (see Section 5.23)
+ 30 — Night-adapted inhabitants (e.g., Orcs) at night
-30 — Night-adapted inhabitants during day
General:
-50 — Traveling at night **

variable — spells used to detect groups

MODIFICATIONS TO THE AVOIDANCE ROLL:

Group size: *

+50 — one
+20 — two
+0 — 3-4
-10 — 5-7
-20 — 8-10
-50 — 11-20
-75 — 21-50
-100 — 514

Travel mode:
+50 — Sneaking
+20 — Careful walk
+0 — Normal walk
-10 — Jog/walk
-20 — Slow ride
-40 — Fast ride
variable — Flying, boat, ship, etc.

General:
+ 30 — if actively searching for something
variable — spells used by the group
-20 — if in camp and traveled 12 hours
-40 — if in camp and traveled 16 hours
* — Rangers, Elves and Hobbits count 2.
** — This is lower depending upon the lighting (i.e., moon or stars
on a clear night).

ST-9 — STRATEGIC MOVEMENT RATE TABLE

(result is the miles covered in a 4 hour period)

TERRAIN TYPE
TRANSPORT ROUGH &
TYPE ROAD OPEN FOREST ROUGH FOREST MOUNTAINOUS

Sneaking 4 4 2 2 1

Careful walk 8 7 4 3 2

Normal walk 10 8 5 3 2
Jog/Walk 15* 12* 7 F: &

Slow Ride 15 12 T 4* Jus

Fast Ride 25 18 10** 6** 44

* — Requires a maneuver roll once every 4 hours from each character.
** — Requires a maneuver roll once every 2 hours from each character.




AT-9 — BASE SPELLS ATTACK TABLE
PLATE & NO
ROLL CHAIN LEATHER ARMOR ROLIL NOTE: The number results from this table are modifications for a
UM 01-02 E F g 01.02 Resistance Roll that must be by the target (see Table RRT). An F indicates
- spell failure and requires a spell failure roll (see Table FT-3).
03-04 F . F 03-04
05-08 F E +70 05-08
09-12 F F +65 09-12
13-16 F +4 460 13-16 FOR CHANNELING SPELLS: if target is wearing leather armor, use the
17-20 +4 +40 +50 17-20 “no armor” column; if target is wearing plate or chain, modify the attack
21-24 + 40 +35 +45 21-24 roll by -10.
25-28 +35 +30 +35 25-28
29-32 +30 +25 +30 29-32
33-36 +25 +20 +20 33-36 e
37-40 +20 +15 +15 37-40 RANGE MODIFICATIONS:
41-44 +15 +10 +5 41-44 430 — Touching -10 — 51" to 100
45.48 110 +5 0 45-48 + 10 = 0o 10 =20 — 101" to 300"
49.52 +5 0 0 49-52 0 — 11'to 50 -30 — 300'and up
53-56 (4] 0 -5 53-56 ATTACKER MODIFICATIONS:
57-60 0 -5 -10 57-60 + —— Auacker’s Base Spells offensive bonus.
61-64 =5 -3 =15 61-64 — ——  Auacker's spell’s level.
65-68 =3 : -10 -20 65-68 +20 — — If caster spent 4 rounds preparing spell.
69-72 L =15 -25 69-72 +10 —— If caster spent 3 rounds preparing spell.
73-76 -25 -20 -30 73-76 +0 —— If caster spent 2 rounds preparing spell.
77-80 -30 -25 -35 77-80 -15 —— |If caster spent 1 round preparing spell.
81-84 -35 -30 -40 81-84 -30 —— If caster spent 0 rounds preparing spell.
:;gg ‘12 j; :;3 g;gg TARGET MODIFICATIONS:
93.96 250 45 55 93.96 -10 1o =30 lI. larget !akch cover (mam:uvcr' roll and GM decision).
UM 97-99 65 65 65 97.99 +10 —— If target is static (i.e., not moving at all).
UM 100 -90 -90 90 100 MISCELLANEOUS: (GM decision or special item, spell or ability).
RRT — RESISTANCE ROLL TABLE:
TARGET : i ATTACK LEYEL * T
LEVEL 1 2 3 4 5 6 T 8 9 10 11 12 13 ) { e o
1 50 55 60 65 70 73 76 79 82 85 87 89 91 93 95 1
2 45 50 55 60 65 68 71 74 77 80 82 84 86 88 90
3 40 45 50 55 60 63 66 69 72 75 77 79 81 83 85
4 35 40 45 50 55 58 61 64 67 70 72 T4 76 78 80
5 B30 38 40 45 30 53 56 59 62 65 6. . & 71 730 TS S
6 tar R 37. 3o s 53 56 59 62 64 66 68 70 72
7 24 29 34 39 44 47 50 53 56 59 61 63 65 67 69
8 21 26 31 36 41 44 47 50 53 56 58 60 62 64 66
9 18 23 28 i3 38 4] 44 47 50 53 55 57 _ 59 61 63 n
10 15 = 20 25 30 38 a8 A cdden g 800 53 e 254 csh 58 - 6040
11 13 18 23 25 33 36 39 42 45 & 00 220 N 56 58
12 bl 26 31 Mo 40 4 46 48 50 52 54 56
13 L 09 14 19 24 29 32 35 38 41 44 46 48 50 52 54
14 07 12 17 22 27 30 33 36 39 42 44 46 48 50 52
15 05 10 15 20 25 28 31 34 37 40 42 44 46 48 50 15
*w i S S Sl - 5y
* For spells the attack level is the caster’s level.
** For cach level over 13, the attack level raises the result by 1; the target level lowers it by 1.
To resist the target’s RR must be greater than or equal to the number given above.
MODIFICATIONS TO THE RESISTANCE ROLL:
+ Target’s appropriate RR bonus.
9010 +70 - Modification resulting from the base attack roll.
-50 - Willing target. .
MISCELLANEOUS — (GM decision or special item, spell or ability).




CT-1 — CRUSH
CRITICAL TABLE

CT-2 — SLASH
CRITICAL TABLE

CI-3 — PUNCTURE
CRITICAL TABLE

CT-4 — UNBALANCING
CRITICAL TABLE

Weak grip. No extra damage. +0

Minor fracture of vibs. + 35 hits, -5 to
dctivity.

Blou ta side. ++ hirs, 40 to aczivity
_for I round.

Weak strike vields no extra damage,
+10,

Gilancing blow. No extra damage.

Fairly weak. +0 has, Zip.

Minor calf wound. I hit per vound.

Blow o upperleg, +3 hits. If no leg
armor: +2 ks per round.

Blow to forearm. + 3 hits. Stunned 1
round.

Blow to shield shoulder breaks
shield. If no shield; showlder broken,

arm el

Blow bre

L
aks bone in leg. + 12 hits.,
-H) to activity. Stunned 2 rounds.

Minor chest wound. +3 hirs, | hit
per round, -3 to activity.

Gluncing blow to side. +3 hits,

Thigh strike, +3 hits. If no leg
armor: 3 hits per round.

Minor forearm swotnd. + 2 hits,
Stunned 1 vound.

Minor forearm wound, 4 hits, 2
hits per round. Stunned [ round.

Medeen thigh wound. +6 hits. | hit
per round. 10 to actiaty. Stunned 2
rounds,

Sertke ta ;rm:h:'mf. 30 hues. One
eve destroved. Stunned 24 rounds. If
no hetm; @ | monath coma resules.

Neck strike severs carot
Neck broken. Dies i I round of
HLETISE QgoNN.

Blow hreaks weapon arm. Arm
useless. Tendon damage. +8 hits.
Stunped 2 vounds.

Slash muscle and wendons in weapon
arm. Arm useless. + [0 hits. 1 hae
per rouned.

Shatter knee, +9 his. -60 o
activity. Knocked down and senned
for 3 rounds,

the shoulders down, +235 hits. Foe
quate stunned.

Blow to hack of neck pavalyzes from

Destroys one eve. + () hits. Stunned
for 30 vounds,

25%

chance your weapon is stuck in

Disemboweled, dies instanely.

opponent for 2 rounds,

| Strike to neck. Nevves and blood”

Strike along side of chest. | hir per
round. Stunned | round.

Srrl‘lI{L' (4] ;ﬂ‘('l'r ﬂ{.’g. TL'TV-;U.'IS torn.
+ 3 hits, -25 @ acrivity, Stwnned |
rouncd.

Arm strike, +2 hits, -5 to activity
for 2 rounds.
* Leg strike. +4 Raes. If no leg armor:
+ 7 hies and stunned T round,
" Chest strike. Knocked back 3 feer. |
+3 hits. -10 to activity for 2 rounds,

Blow 1o shield arm. 45 hits, Shield
torn away. If no shield: +8 hiesand
stuerined 2 rounds.

hits. Drop weapon. -10 to activity
Jor 10 rounds.

vessels severed. Dhes of a massive
heart failure.

Strike to weapon arm. Bone broken,
+ 1 hits. Stunned 3 rounds.

Strtke through lower leg, Sever
musele. =50 o aetiviey. Stunned 3

T RL{.‘.

Strike throwgh both lungs. Drops and
Basses out. Dies in 6 rounds.

Unconscions for 4 hours due to blow
to side of head, If no hefm: skud!
crushed. + 20 hits,

97-99

Knocked out for & howrs with u
strike to side of head. + 13 hits. If no
heim: dies instantly.

Serike to side of head. Knoclked out
for 6 howrs: + 1) haese 1f no hefm:
digy instantly.

Blast to chese sends vibeage through
lungs. Dvops and dies in 6 rounds.
Victious.

100

Blow to jaw. Drives bone into bram,
1Dy instanely.

Sever lower leg. 20 hits per vounel.
Draps and lapses into
URCONSCIRUSNCES,

Strike throxgh neck breaks backbone
dand severs spine. Pavalvzed from the
neck down, permanently,

Stdde serike, Stumble ungracefully to

| Hard head seike. Knocked back 10|

Brutul hip serike. Knocked doun.
Tendons tora and joine crushed. Leg
useless. -8il ro activiey.

Shor to side, Knocked 5 feet
sideseays. Dvop anvthing carmed m
ey, Stunmed 3 rounds.

an ¢mbarvassing prong position.

Stunned 6 rounds.

Inspired back strike. Knocked flung
10 feer and ento face. Severe nerie
damage. Paralvzed from waist down.

feet and stunned O rounds. If no

Redm: unconscious for 24 hours.

Totalls awesome strike, Knocked w0
fenees. 1 wsing [ hand weapon; it is
thrown hackwards 10 feer. Stunned

13 vels.

Slash side. Down, unconscious and
dies in 3 rounds due to massive

internal organ damagy.

Strike through eve. [ws mstantdy, A
real eve full.

101-106

Blow breaks hip. + 15 hits.
activity: Knocked down and stunned
3 rouns.

107—-109

Neck strike erushes throar, Cannot
breath and stunned for 12 vounds,
Poor fool then expires.

110
111=116
Hi7=119

120

Crushes hip, + 35 has, Stunned for 2
ronriels, Active the folloswing 4
rosmicls, Dt then divs of nene
Jaidwre.

Shatter elbow in weapon arm. Arm
wseless. Stunned 5 rounds.

Blow ta side erushes chest cavity.
Drup.\ and dees in 3 vounds.

Blasr wo chest avea. Destrox heart,
Dies immediarely. +25 hits, Fine
work,

Muajor abdominal wound. + 10 huts,
& hits per round. <10 1o acinvies.,
Stunned for 4 rounds.

Major abdominal wound. + 10 hits.
6 huts per round. 20 1o acteiey.
Stunned 4 rownds.

Upper chest strike, Knocked 10 feet
.\J'Jvu.(:}'a. .F‘c,tl.l‘ (fou'rl d.'mj !'JT(':J..[{ btlfh
arms. A 2 month coma results.

Blow breaks leg. + 12 hits. -30 to
activity, Stunned | round.

Sever weapon arm. 15 hits per
round. Down and unconscions
immediately.

Impated in heart. Dies mseantly.
Heare destroned. 25% chance vour
weapon is stuck in foe 3 rounds,

Sever hand. 12 hats per round.
Knocked down and stunned for 6
rounds,

Sever spine. Collapses immediarels.
Paralszed from the neck down -
permanently. + 20 hits.

Nailed in {ower back. Down and
unconscious, Dies from imeemal
Bleeding and shock in & rounds.

Strilee to heud. Knocked 10 feet
backwards. 9 hits. Sunned 6
vounds. [f no hebm: a 4 week coma

Tesndes.

Shot threnggh heart. Reels 10 feet o a
shot suitable for dying, Weapon
stuck in spinning victm for at leas: 3
rounds,

Strike through leg. Artery severed.
Down and tinconscious. 12 hats per
M(rl‘l.

Strike through kidnevs, +9 hits.

Knocked down and dies ufter 6
rounds of vers intense azony. Sad.

T Blow: to shivid shoulder. Stunned 9

Savage blos: 1o head. Knocked
down, Dies in 12 rounds due to a

A l'?'L'lJ rem.

Awesonte side shot. Krocked doun
and sedewas 3 feer. Lower leg
broken, Stunned 7 rounds. 40 0

actvity,

rounds. -20 to activiey, If no shield:
unconscious and upper arm
shattered,

Streke to head destrovs brain and
makes life difficult for the
unfortunate fool. Exprres in a heap,
immediaeely.

Shot through both cars. Hearimg
imputived, dies tnstantly. Awesome
shot,

Frightening strike to temple.
Knacked back 20 feer, Dies
instantly. Not nice.

Modifications:
A0 "T crirical
W) — "AY¢rirical
10 = "B critical
+0 ~ “C"critcal
+10 — *D"critical
+20 — “E"critical

Modifications:
A = *T" eritical
20 “A" crivical
A8 = "B erincal
0 = "C"gricical
+10 — *D7¢riticul
+20 — “E"ecrivical

Modifications:
S0 — *T"eriticol
=20 A" critical

AR = "B" ¢rirical
=0 = "7 cricicol
+ 10 = "I critical
+20 — "E" erical

Modifications:
-5 “T" crincal
20 “A™ eriticol
Q= B cricical
+Q G eritical
+10 — “D7 ericical
+ 20 — “E"¢rincal
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The MIDDLE-EARTH ROLE PLAYING
COMBAT SCREEN and REFERENCE SHEETS
include all of the tables necessary for battles,
maneuvers, and actions.

Role playing is a type of game which allows a
person to assume the role of a character in a
““living’’ novel. The MIDDLE-EARTH ROLE
PLAYING lines provide the structure and
framework for role playing in the greatest
fantasy setting ofalltime ..........co00vnnnn
J.R.R. TOLKIEN’S MIDDLE-EARTI—I

I.C.E.’S line of Middle-earth role playing
guidelines and settings.

P ES e The MIDDLE-EARTH ROLE PLAYING

M.E.R.P. & ADVENTURE MODUL (M.E.R.P.) game system contains all the infor-
mation necessary for fantasy role playing in
Middle-earth, including a starting adventure.

* The CAMPAIGN MODULES give a sweeping
overview of large regions and come complete
with campaign notes and color maps.

* The ADVENTURE MODULES provide a set-
ting in one locality and a variety of specific
ready-to-run adventures based on that area.

e The MIDDLE-EARTH GUIDEBOOK and
POSTER/MAP provides extensive historical
and geographical information and includes a

3’x4’ color map showing all of Middle-earth.

ambar”
HAVEN ( THE CORSAIRS

angmar”

LAND OF THEWITCH KING

ISBN 0-915795-34-5

Wi

Printed in Hong Kong



