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1.0 INTRODUCTION

Welcome to Rolemaster Classic: Char-
acter Law. This new version of Rolemaster
is based on the rules found in Rolemaster
2nd Edition—our favorite version of
Rolemaster. It turned out that many ICE
fans felt the same way, so we decided to
make the “original” Rolemaster available
again, via pdf, and as a special hardcover
edition. Neither Tim nor I were completely
satisfied with this approach however—as we
reacquainted ourselves with the original
books, we discovered major organizational
problems and small rules inconsistencies
crying out to be fixed. This proved to be a
daunting task, since none of the
Rolemaster 2nd Edition books existed in
digital format. There was no way that Tim
and I could fix these problems single-
handed. Tim sent out a call for help on the
forums, and assembled the Rolemaster
Classic Team, a group of hardworking,
dedicated Rolemaster fans who made
Rolemaster Classic possible.

1.1 SOMETHING OLD,
SOMETHING NEW…

What did we change? Hardcore RM2
fans will notice two major changes in
Character Law; the first and most obvious

is in how the book is organized. The
essential rules remain basically unchanged,
except for minor tweaks and places where
we fixed rules inconsistencies. The second
change is the absence of the “Campaign
Law” material. We decided that Character
Law should focus exclusively on character
creation. We removed the Campaign Law
chapters, which will become the basis for
the new RMC Campaign Law, the fifth
book to be released in the Rolemaster
Classic line.

SPECIAL THANKS

The RMC team, the folks who worked
so hard and so diligently to rework this
material are the real heroes of this project.
They not only took on the monumental task
of re-organizing the classic rules, but they
worked extremely hard in rewriting them to
provide for greater clarity within the rules
and to also provide a large number of
examples throughout the text.

In addition to the massive amounts of
work spent on clarifying the rules and re-
organizing them, we have also added a lot
of new optional rules to the game as well.
These options can be used to customize
your game to make it work the way that you
want it to work.  Some of the options

1
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included are meant to make it easier for a
GM to convert material back and forth
between Rolemaster Classic and
Rolemaster Fantasy Role Playing.

Very few actual changes were made to
the rules themselves though. The largest
change being the correcting and clarifica-
tions of the spell types that can be found in
Spell Law for Rolemaster Classic.

—Tim Dugger & Heike A. Kubasch

1.2 A WORD FROM

THE RMC TEAM

When Tim from ICE approached me
for this project, I jumped at the opportu-
nity. I didn’t start role-playing on RM2,
but it is the only game system I have
continued to play as an adult. No other
system has been able to compete since the
day my friend Darrell placed the red cover
books in my hands. This book has seen a
lot of re-organization, but few changes to
the actual rules. I can only hope it becomes
your favorite, as the original became mine.
Once Tim had me, he gathered up a crew
from around the world:

Words from a Newbie: I would like to
start off by saying that I am very pleased with
the work that we have done on reviving this
classic game system. Being new to the
Rolemaster world I am quite impressed with
how this system works and I am sure that you
will be also. I am confident that you will be
happy using this as your new favorite game
system or if you are an old time gamer you can
use this in place of your old wrinkled books. I
think long time players will be pleased to
know that we didn’t change anything thing
that wasn’t screaming to be changed. All the
rules were left as is except a few clarifications
and very few changes. I would like to give
special thanks to my wife, who was ever so
patient, and all the other guys of the
Rolemaster Classic Team. It is an amazing
time we live in now where people from all over
the world can work together for one common
goal with almost no loss in communication.

Michael Garcia (Maikeru)

Working on a project like this is always
interesting. Even though I’ve played various
versions of Rolemaster for many years, I

still found myself saying, “Wow, is that how
that is supposed to work?” I think many
long time players and GMs reading this
book will find the same thing. When you’ve
played a game for so long, you have often
adapted certain rules to your own liking
and used them that way for so long that
you don’t even realize that it isn’t the way
they were originally written. I hope you
enjoy the newly formatted book, and, as
always, feel free to change anything you
don’t like to suit your game better!

Brent Knorr (Ob1knorrb)

Hello. You must be the reader. Welcome
to Rolemaster Classic.

Neil de Carteret (Ned)

The “red-cover box-set” RM2 was my
first introduction to role-playing of any
sort, and I’ve never looked back. It has
been a real pleasure to be involved with
the reinvigoration of Rolemaster Classic -
reliving all of the old memories ... I hope
you all enjoy it as much as we have!

Cormac Doyle (Cormac Doyle)

Working on this project has brought
back memories from my beginning days of
role-playing and has made me realize, never
actually reading the books until now, what
on earth were we doing back then?  Either
way I hope the re-release of Rolemaster
Classic will bring back good memories for
everyone and maybe create some new ones.

Ryan Fuerst (Eiseg)

I’ve been roleplaying now for over 25
years, which makes me quite old in gaming
terms, I started playing basic D&D then
AD&D, but they didn’t give me the depth
and excitement I wanted from this hobby.
Then a friend got hold of a copy of
Rolemaster, in a boxed set with parchment
sheets, huge lists of spells, a character
creation system that meant you could
create the character you wanted, not what
someone thought you should have, and a
combat system that was fast, exciting and
realistic. Our very first characters took
about an hour to create, then we started
playing, and suddenly realized Orcs could
kill you and even Kobolds were dangerous.
Magic wasn’t just for magicians in robes,

1
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but there for anyone to learn, and your
mage could wield a sword if they chose to.
This wasn’t a game for stereotype charac-
ters, but a fun recreation of reality with a
fantasy twist. I was hooked.

Over the years Rolemaster has had
many changes and many things added, but
I still like what became known as RM2,
which was the first development of the
original boxed set. For me it was everything
I needed in a game, with enough scope to
do what I wanted, but not too much that
you get bogged down in rules.

So here is a recreation of those original
rules, with a few small changes to reflect
how I and most others have played the
game for the last 20 years. If you are new to
roleplaying you will find it quite easy to
pick up, if you are looking for something
more realistic than you are used to this is it,
without sacrificing speed and playability.
If, like me your books are old and worn this
is what you need to replace them with, a
new version of the original Rolemaster,
recreated by the people who play it.

Rolemaster is a great game, dynamic,
fluid and exciting, that is a fact!

Andrew Ridgway (Ictus)

It was a birthday present to get to know
about this project and an even greater gift
to be invited in on it. Rolemaster has given
me many great years and finally I was able
to give something back. For this I would
like to thank ICE, the RMC team and most
of all my beloved Katharina who made all
this possible!

Marian Münch (munchy)

They’re a great crew, and I thank them
all for the hard work they’ve put in. I
would like to thank my wife Rose, for
putting up with the disruption of my
taking on this project on top of my regular
job, and extend that thanks to the families
of the crew, who have done the same. I’d
also like to thank everyone at ICE for the
opportunity to bring this book back into
print. That’s enough from us, move on to
the meat of the book, and enjoy!

Marc Rosen (LordMiller)

1.3 WHAT IS ROLEMASTER?
Rolemaster Classic is a re-release of

ICE’s original Rolemaster System.
Rolemaster was designed to be used as a
fantasy role playing (FRP) system, or as
individual component systems: Arms Law
&Claw Law, Character  Law, and Spell
Law. Arms Law is the Rolemaster combat
system, Spell Law is the spell system, and
Character Law covers character creation.
The RM system is geared towards players
who are looking for guidelines and mate-
rial to inject into their existing games, and
players who are looking for a realistic, yet
playable fantasy role playing system.
Rolemaster Classic contains rules for
handling most of the situations that arise
in FRP games.

Character Law (ChL) is a set of rules for
creating frp characters and running an
frp game. It is a set of rules and guide-
lines for generating, developing,
maintaining, and detailing the capa-
bilities of characters to be used in a
fantasy role playing environment.

Arms Law & Claw Law (AL) is a
detailed combat system covering the
mechanics of weapon attacks, animal
attacks, martial arts attacks, moving
maneuvers, fumbles, and critical
strikes. It has been designed to pro-
vide a logical, detailed, manageable
procedure for resolving combat
between individuals and small
groups. AL also provides a tactical
sequence to be followed when resolv-
ing melees involving from 2 to 30
combatants. It integrates spell casting,
missile fire, maneuvers, melee, and
opportunity action.

     This combat system provides 30
weapon attack tables, each of which
integrates the strengths and weaknesses
of one specific weapon versus 20
different armor types. Additional
guidelines are given for dozens of
other weapons. AL also provides animal
attack tables and martial arts attack
tables that handle all kinds of unarmed
attacks. To handle specific, detailed
occurrences during combat, AL in-
cludes a moving maneuver table, a
fumble table, and 5 critical strike tables.

1
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When using AL, a simple process can
resolve any one attack. Make a single
roll, adding any appropriate modifica-
tions, and cross-indexing the result on
the appropriate attack table. If the
attack is especially poor, a second roll
may be required on a “fumble” table; if
on the other hand the attack is espe-
cially effective, a second roll may be
required on a critical table to determine
specific damage. A player may kill or be
killed with a single swing. Provisions
are made for specific damages, such as
the loss of an eye or limb, and for the
results of such damage to the player,
ranging from stunned inactivity to
instant death.

Spell Law (SL) is the Rolemaster magic
system. SL describes over 2000 spells,
organized into three realms of power
and keyed to 15 different professions. It
provides characters
with a wide variety of
spell-using options.
Each spell user is
allowed to know a
relatively large num-
ber of spells, but
usually he can only
cast a few in a given
time frame. Real skill
in play is emphasized,
since the choice of a
spell and its applica-
tion to a given situa-
tion become the key
elements of success.

The spells in SL are
organized into spell
lists, each of which
consists of spells,
which are related, in
function or base
application. A spell
user becomes able to
cast new spells by
learning an entire
spell list of related
spells, not by learning
individual spells.
Normally, a spell user
will not immediately
be able to cast all of
the spells on a list he
has just learned.
Higher-level spells on

such a list will only become castable as
the spell user increases his experience,
knowledge and efficiency by using the
lower level spells on the same list.

Spell lists are grouped into categories
based upon professions and realms of
power (Channeling, Essence, and
Mentalism). There are 162 spell lists
divided into: 15 sets of professional
base spell lists (i.e. spell lists learnable
only by characters in that profession), 3
sets of open spell lists (one set for each
realm of power), 3 sets of closed spell
lists, and 3 sets of evil spell lists.

Creatures & Treasures (CT) is ICE’s
compendium of information and
statistics for three key elements of
fantasy role playing: creatures, trea-
sures, and encounters. It also includes
guidelines and statistics for dozens of
new races.

1
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1.4 ROLEMASTER BASICS

In Rolemaster, any character may learn
any skill. That is one of the basic tenets of
the game that has been around since its
inception. Different Professions will have
different development point costs for a
given skill to reflect how easy or hard it is
for that character to learn that specific skill,
but just as a Magician can learn to use a
sword, so to can a Fighter learn how to cast
spells. This core tenet is one of the things
that sets Rolemaster apart from just about
every other game system out there.

Rolemaster is also a relatively simple
game overall. It has a lot of detail, and that
detail can make it appear more compli-
cated than it really is. In short, everything
is resolved through the roll of percentile
dice. You roll, add in your bonus, and add
in any modifiers assigned by the GM and
look up the result on a table to determine
success or failure. It really is that simple
for players.

If you are a GM, well you need to know
a good bit more than the player does. Both
Players and GMs should read section 1.5
How to Use Rolemaster and read the
chapters as suggested. It will help you to
understand the game before you begin
playing, which is always a plus.

1.5 HOW TO USE ROLEMASTER

Since Rolemaster is a modular system, use
the components that will enhance your
game, or use the system in its entirety.

The GM should first skim ChL, Arms
Law, Spell Law and Creatures & Treasures
to get an overall view of the system and
then read all of the rules in ChL, AL and SL
thoroughly. The GM does not need to
memorize or fully analyze all of the rules.
The rules are organized so that many
situations can be handled by referring to
specific rules sections when they first arise.

Note: If you have rules question, then
contact ICE, at www.IronCrown.com, or
post a question on our forums at:
www.ironcrown.com/ICEforums/
index.php
The GM should also read the optional

rules and decide which he feels are appro-
priate for his game and world system. He

should make sure that the players are clear
as to which optional rules are being used
and which are not to be used.

The players should read ChL chapters 1-
2 first to get an overview of character
creation and game dynamics. Then they
should generate a character by following
the procedure and examples outlined in
detail in chapter 2, referring to chapters 3-
10 for explanations of the various aspects
of character creation and development.

Before play begins, the players should
also read (or have explained to them) the
AL chapters on combat, movement and
maneuvers so that they will understand
what their options are in a tactical (usually
combat) situation. In addition, players
whose characters are spell users should
read (or have explained to them) the SL
sections describing casting, in order to
obtain an understanding of the spell
casting process. It is not absolutely neces-
sary for the players to immediately read the
rest of the Rolemaster material, since much
of that material is concerned with how the
GM can handle the setting of the game, the
plot elements, and other factors. However, a
complete reading of the system will enable
the players to understand the mechanisms
that govern play.

If a GM (or player) wishes to “sit down
and read Rolemaster”, we suggest the
following order for the standard rules:
ChL, AL, and SL. Any appropriate tables
and tables should be examined as they are
referred to in the text. The optional rules
are included in the sections they modify,
but clearly identified as “Options” Each
player should keep in mind that his GM
may decide to use some of these optional
rules and not to use others.

Abbreviation Note: All specific section
and chapter references to Character Law,
Arms Law, and Spell Law in this book, and
in the upcoming new editions of Arms Law
and Spell Law, refer to these versions of
Rolemaster only—and not to the older
versions of the Rolemaster books

In general, a specific rules section in
Rolemaster is referenced by using the
abbreviation for the appropriate set of
rules, the word “section”, and the appropri-
ate section For example, this text is in ChL

1
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section 1.5. If a section is referenced
without a book code, it’s in the rules you
are currently reading, for instance this is
section 1.5.

Optional Rules: All optional rules are
designated by a special symbol:

OPTIONAL RULE

10-10 I DEXEDN S FOSTE R SELU

waLretcarahC )LhC(

waLwalC&waLsmrA )LA(

waLllepS )LS(

serusaerT&serutaerC )TC(

1.6 DEFINITIONS

AND CONVENTIONS

The majority of unique terms found
in Character Law are not described
below; rather they are described when
they are used in the text, the terms de-
fined below are frequently used or are
very important for using and under-
standing Character Law.

Action: An action is activity that a
character may perform during a round
(10 seconds).

Area Spell: An Elemental Attack spell
that attacks an area rather then a
specific target: Coldball, Fireball, etc.

Attack Roll: A “Roll” that is used to
determine the results of a melee or
missile attack.

Base Attack Spell: A spell that attacks a
target, but that is not an elemental
attack spell.

Base Spell List: A spell list that is learn-
able only by one specific profession.

Campaign: An ongoing fantasy role-
playing game that takes place as a series
of connected adventures, with respect
to both time and circumstance.

Chance: Often an action or activity that
has a chance of succeeding or occurring,
and this chance is usually given in the
form of #%, this means that if a roll (1-
100) is made (see below) and the result is
less than or equal to #, then the action or

activity succeeds (or occurs); otherwise
it fails, alternately, you can roll (1-100)
and add the result to the #; if the result
is greater than 100, then the activity
succeeds (or occurs); otherwise it fails.

Channeling: One of the realms that
provides the source of power for spells
(see section 3.2).

Closed Spell List: A spell list that is
learnable only by the Pure and Hybrid
users of he spell list’s realm.

Combat Roll: See “Attack Roll.”

Concussion Hits: See “Hits.”

Critical Strike: Unusual damage due to
particularly effective weapon and
elemental attacks, the term “critical” or
just “crit” will often be used instead of
“critical strike”.

Defensive Bonus (DB): The total sub-
traction from a combat roll due to the
defender’s advantages, including
bonuses for the defender’s quickness,
shield, armor, position, and magic items.

Dice Roll: See Roll.

Elemental Attack Spell: A spell that
creates and uses fire, cold, water, ice, or
electricity to attack a target, the “ele-
ments” created by these spells are real
when the spell is cast.

Essence: One of the realms that pro-
vides the source of power for spells
(see section 3.3).

Experience Level (Level): A character’s
level is a measure of his current stage of
skill development, and usually is repre-
sentative of his capabilities and power.

Failure: See “Spell Failure.”

Fire: (verb) To make a missile attack.
(Noun) Missile attack(s).

Fumble: An especially ineffective
attack that yields a result that is disad-
vantageous for the attacker.

GM: The GM, judge, referee, dun-
geon-master, etc. the person who is
responsible for giving life to an FRP
game by creating the setting, world
events, and other key ingredients,
they interpret situations and rules;
control non-player characters, and
resolves conflicts.

Group: A collection of player characters.

Hits (Concussion Hits): Accumulated
pain and bleeding that can lead to
shock and unconsciousness (also

1
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called Concussion Hits). Each character
can take a certain number of hits before
passing out (determined by his “Body
Development” skill).

Hybrid Spell User: A spell user who can
cast spells of two different realms. (See
section 3.5)

Initiative: The factor that determines
the order in which combatants resolve
their attacks, i.e. the combatant with the
highest initiative attacks first.

Level: See “Experience Level.”

Maneuver Roll: A roll that is used to
determine the results of a maneuver.

Martial Arts (MA): Forms of attack
and self-defense that involve special-
ized mental and physical training and
coordination, most unarmed and
combat using weapon kata fall into
this category.

Melee: Hand-to-hand combat (i.e.
combat not using projectiles, spells, or
missiles) where opponents are physi-
cally engaged – be it a fistfight, a duel
with rapiers, or a wrestling match.

Mentalism: One of the realms that
provide the source of power for spells
(see section 3.4).

Missile weapon: In Rolemaster this
indicates a low velocity airborne
projectile, usually from manually fired
weapons, such weapons include an
arrow from a bow, a quarrel from a
crossbow, a stone from a sling, etc.
Normally, missile weapons do not
include projectiles fire by explosions or
other high-velocity propulsion means
(e.g. guns are “projectile weapons”).

Monsters: Creatures with enchanted
abilities or form, and lacking both culture
and a complex and tightly knit social
organization; e.g. mutations or perver-
sions of wild beasts or social beings.

Non-Attack Spell: A spell that does not
attack a target.

Non Player Character (NPC): A being in
a fantasy role playing game who’s actions
are not controlled by a player, but instead
are controlled by the GM.

Non-Spell User: A character with very
little spell casting capability, but with a
great deal of capability in non-spell
areas. (See section 3.1)

Offensive Bonus (OB): Each character has
an “offensive bonus” when he is using a
weapon – this OB includes bonuses for
the character’s stats, superior weapon,
skill rank, magic items, etc. this OB is
added to any attack rolls that are made
when they are using that weapon.

Open Spell List: A spell list that is
learnable by any profession of the spell
list’s realm.

Orientation Roll: A roll representing a
character’s degree of control following
an unusual action or surprise.

Parry: The use of part of a character’s
offensive capability to affect an
opponent’s attack.

Player: A participant in a fantasy role
playing game who controls one charac-
ter, his player character.

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

Power Point Multiplier (PP Multi-
plier): An item that increases the
wielder’s inherent power points (see
SL for more details).

Power Points (PP): A number that indi-
cates how many spells a character may
intrinsically cast each day (i.e. between
periods of rest) in order to cast a spell, the
caster must expend a number of power
points equal to the level of that spell.

Profession (Character Class):  A
character’s profession is a reflection of
his training and thought patterns; in
game terms, it affects how much effort
is required to develop skills in various
areas of expertise.

Projectile weapon: As opposed to a
missile weapon, this indicates a device
that mechanically fires a high-velocity
projectile (e.g. a gun).

Pure Spell User: A spell user who can
only cast spells in one of the three
realms. Most spell using professions
fall into this category.

Realm: All spells and the power re-
quired to cast spells are classified in the
three realms of power: Essence, Chan-
neling, and Mentalism.

Resistance Roll (RR): A dice roll which
determines whether or not a character
unsuccessfully resists the effects of a

1
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spell, poison, disease, or some other
form of adversity.

Roll: Two 10-sided dice are used to
resolve any activity requiring a “Roll”;
such dice are available in most hobby
and toy stores, or online, each of these
dice has the numbers: 0, 1, 2, 3, 4, 5, 6, 7, 8
and 9 these dice can be used to obtain a
variety of results these various results
are described at the end of this section.

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

Semi-spell user: A spell user with some
spell casting capability in one realm,
but also with considerable non-spell
capabilities. A character is a Semi-spell
user by virtue of his profession only;
non-spell users who somehow learn
spells are still termed non-spell users.
(See section 3.6)

Session: A single sitting of a game
adventure, a number of sessions form
a campaign.

Shot: A missile attack.

Skill: Training in an area which influ-
ences how effectively a character is able
to perform a particular action or
activity. The term used here is to refer
to abilities that are particularly appli-
cable to FRP adventuring.

Skill Rank: A measure of the effective-
ness of a specific skill.

Spell Adder: An item that allows its
wielder to cast a set number of spells
without expending power points (see
SL for more details).

Spell Failure: This occurs when a
particularly low roll is made when
casting a spell; it indicates possible
malfunction or backfiring of the spell.

Spell Level: The experience level
necessary for a spell user to know or
inherently cast that particular spell.

Spell List: A grouping and ordering of
related spells based upon a correlation
of level, intricacy, and potency of the
spells, a character who has “learned” a
spell list is able to cast a spell from
that list if its level is less than or equal
to his own experience level.

Stat (Characteristic): One of 10
physical and mental attributes that
are considered most important to an
adventurer in an FRP game, stats
dictate how well a character develops
his skills, moves, fights, takes dam-
age, absorbs information, etc.

Static Action (Static Maneuver, SM): An
action performed by a character that
requires unusual concentration or
thought under pressure and does not
involve pronounced physical movement.

Swing: (verb) to make a melee attack.
(Noun) A melee attack.

1
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1

Target: The term “target(s)” refers to the
being(s), animal(s), object(s), and/or
material that a melee attack, missile
attack, or spell attempts to affect.

Wild Beasts: Traditional animal species
lacking enchanted form or abilities.
They are capable of social organization,
but lack culture.

DIE ROLLING CONVENTIONS

Each die used in Rolemaster is a 10-
sided die that gives a result between 0 and
9, if two of these dice are used, a variety of
results can be obtained, however, results
between 1 and 100 are the primary basis of
the Rolemaster system (i.e. RM is a “percen-
tile” system).

Note: 10-sided dice can be obtained
at your local hobby and game stores, or
online.

PERCENTILE (“1-100”) ROLLS

1-100 Roll — Most of the rolls in
Rolemaster are 1-100 rolls (also called
“D100” rolls) to obtain a 1-100 result
roll two dice together – one die is
treated as the “tens” die and the other
as the “ones” die (designate before
rolling, please) thus a random result
between 01 and 100 (a “00” is treated as
100) is obtained.

Example: The GM asks a player to make
a 1-100 roll, the two dice are rolled; the
ten’s dice is a “4" and the one’s die is a
“7”,  Thus the result is “47”.
Low Open-ended Roll — To obtain a low
open-ended roll first make a 1-100 roll,
a roll of 01-05 indicates a particularly
unfortunate occurrence for the roller,
the dice are rolled again and the result
is subtracted from the first roll, if the
second roll is 96-00, then a third roll is
made and subtracted, and so on until a
non 96-00 roll is made, the total sum
of these rolls is the result of the low
open-ended roll.

Example: The GM asks a player to make
a low open-ended roll, and the initial
roll is a 04 (i.e. between 01 and 05) a
second roll is made with a result of 97
(i.e. between 96 and 00); so a third roll
is made, resulting in a 03, thus, the low
open-ended roll that the GM requested
is a -96 (= 04 – 97 - 03).

High Open-ended Roll — To obtain a
high open-ended roll first make a 1-100
roll, a roll of 96-00 indicates a particu-
larly fortunate occurrence for the roller,
the dice are rolled again and the result
is added to the first roll, if the second
roll is 96-00, then a third roll is made
and added, and so on until a non 96-
00 roll is made, the total sum of these
rolls is the result of the high open-
ended roll.

Example: The GM asks a player to make
a high open-ended roll, and the initial
roll is a 99 (i.e. between 96 and 100) a
second roll is made with a result of 96; so
a third roll is made with a result of 04,
thus, the high open-ended roll that the
GM requested is a 199 (= 99 + 96 + 04).
Open-ended Roll — An open-ended
roll is both high open-ended and low
open-ended.

NON-“1-100” ROLLS

1-10 Roll — In instances when a result
(roll) between 1 and 10 is required, only
one die is rolled. This gives a result
between 0 and 9, but the 0 is treated as a
10, such a roll is referred to as a “1-10” or
“D10”.

1-5 Roll — Roll one die, divide by 2 and
round up (“1D5").

1-8 Roll — Roll one die; if the result is 9
or 10, re roll until a 1 to 8 occurs (“1D8”).

5-50 Roll — Roll 1-10 five times and add
the results. (“5D10”)

2-10 Roll — Roll two dice, divide each
result by 2 (round up), and then add
the two results to obtain the “2-10”
(“2D5”) result.

Other Required Rolls — Any required
rolls are variants of the above.

UNMODIFIED ROLLS (UM)

Certain results on some rolls indicate
an immediate effect and no modifica-
tions are considered. These rolls are
marked on the appropriate tables with a
“UM” for example, all weapon attacks
result in a fumble if the initial unmodi-
fied 01-100 rolls falls within the fumble
range of the weapon.
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2.0 CHARACTER

CREATION OVERVIEW

Before those first fateful words from
your GM can start you down the road of
adventure, each person must determine the
various factors that control what their
individual character - their Player Charac-
ter - is capable of. This is not a difficult or
onerous task - very often, it is only by
going though these simple steps that you
get a firm concept of the skills, abilities,
motivations and personality of the persona
which you have set out to create.

By following the seven simple steps
below, your character will soon be complete
and ready for play. All you need to start
this journey of discovery is a pair of ten-
sided dice, some scratch paper, and the
Character Record. Oh - and a pen or pencil,
of course!!

Choose the Character’s Profession (and
Realm of Magic)

Choose the Character’s Race
Determine the Character’s Stats

• Temporary Stats
• Potential Stats

Determine the Character’s Background,
Talents and Special Abilities

Develop the Character’s Skills
• Adolescence Skill Development

• Apprenticeship Skill Development
Final Character Preparation

• Total the Bonuses
• Outfit the Character

Bring the Character to Life

Various examples are provided
throughout this chapter. Many of the
examples are followed by a sample excerpt
of the character record, to illustrate where
and how the information is filled out on
the sheet. A fully filled out version of the
sheet can be found at the end of this
section. If you have problems understand-
ing this section, try following just the
simple example from start to finish first.

2.1 THE ROLE OF THE CHARACTER

There are a variety of factors which may
not require a formal mechanic, but which
still affect the role of any character, and in
particular a player character. These are not
the capabilities of the character, nor are
they restrictions on the character; instead,
they are facets of their individual nature
and temperament. Such factors play a
crucial role in bringing a character to life,
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and often make the character seem more
realistic – not just to the character’s player,
but to the other players and the GM also.
Three of the most important of these
intangible factors are Personality, Motiva-
tion, and Alignment in the struggle be-
tween Good and Evil.

Personality — Many players may inter-
ject their own Personality into their
character, which is very acceptable and
enjoyable. However, it can be exciting,
stimulating, and rewarding to embody
the character with a personality other
than the player’s; after all, this is Fan-
tasy Role Playing. Whatever is decided,
it is important to carefully consider the
character’s personality.

     If the Motivation and Alignment of
the character serve to provide at least
part of the reason WHY your character
will choose to take a specific action, it is
your character’s personality that will
color the event for those who experi-
ence it. A shy character will react very
differently to an outgoing, gregarious
lothario when entering an inn, even if
the goal for both characters is to meet a

contact. Similarly, a brusque “quiet”
means something completely different
depending on whether it comes from
your loquacious bard who rarely stops
talking long enough for you to catch
your breath or the gruff old warrior
who rarely speaks at all.

Motivation — Another question that
should be answered about the character
is: What things motivate them? What
are their objectives in the game? It may
be to adventure and have a good time.
It may be to amass as much gold,
wealth, and magic items as possible. It
may be to kill and fight. It might be to
defeat evil wherever it exists, and thus
make the world safe for Humanity (or
any other race). It might be to defeat the
good guys and gain immense power
yourself. Whatever the character’s
motivations, it really helps to flesh
them out.

Alignment — You should determine
your character’s philosophy, morals,
and social tendencies. These factors
are grouped under alignment. In most
FRP settings, the easiest decision is
whether your character is good, evil, or
some shade of gray. The significance
of this decision is dependent upon
your GM and the world in which you
are adventuring.

    The next question is: What are the
morals and philosophy of the character?

• Do they believe that the end
justifies the means? This often
leads to the corruption of other-
wise “good” characters.

• Do they respect rigid laws? Some
good characters might not, while
evil ones might.

• Are they fatalistic? A good person
might feel that evil will triumph
regardless of whatever they may
do, and as such they may come to
believe that there is little or no
point in resisting.

• Are they hedonistic? Good or evil,
their prime concern may be to
enjoy themselves.

• All of these are interesting
examples; many other options exist
that can add dimension and
complexity to a character.
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Note: All of the decisions you will be
making about your character in this
section will be affected by the overall
concept of the game world you will be
playing in. It is a good idea to discuss
your character ideas with the GM, or
even to go through this process with the
GM’s assistance. (This is especially true
for new players). If your character is a
poor fit with the GM’s world, or
somehow conflicts with the campaign
concept, this will create problems. By

discussing your character with the GM
up front, adjustments can be made to
the character or game that will make for
a better fit. The point is to have fun, so
try to eliminate these problems in
character generation rather than
having them crop up during play, which
is often disruptive.
Example 1: Chris decides he wants to
play a tough guy, a proud character with
a hard disposition, quick tempered and
out for adventure. His character doesn’t
care much for rules and laws, but will
stand by his friends at any cost. He likes
food and drink, but would prefer a good
fight beforehand.
Example 2: After talking to the GM
about the world and game concept,
Lauren decides that this time she’s
going to play a hero. Her character will
be motivated by a desire to help and
protect others. She will respect the law,
but not blindly obey it, caring more
about “the right thing ” than “rules”. Her
character will be positive and outgoing,
but a little shy in large social occasions.
She dislikes violence on other beings,
but this game world is inhabited by
many monsters, and as a “hero”, she will
happily battle those.

2.2 THE CHARACTER RECORD

Before we look at the steps necessary
to create your character, we need some-
where to record this information in a way
that you can later refer to easily. The
Character Record has places for all of the
key statistics and factors that are impor-
tant to a character, and can be found in
the Appendix.

You may photocopy the sheet at the back
of the book as often as you need, or down-
load one of the several free versions of the
sheet at the Rolemaster website which can be
found at www.ironcrown.com. Players can
use the back of the Character Record or the
Money and Equipment Record (or another
sheet of paper) to keep track of the character’s
supplies, equipment and other possessions.

The Character Record has spaces for
any factor that may affect a character’s
bonuses and capabilities – enabling you to
record skill ranks, skill bonuses, languages
and spells known, height, weight, etc.). As
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you go through the Character Creation
process, the appropriate sections of the
Character Record will be highlighted and

2

explained. The image below is an example
of a blank Character Record, showing both
sides at once:

Co

Stats
Temp Pot

Equipment
Item Location WeightBon + + =Race Spec Total DPs

Ag

Sd

Re

Me

St

Qu

Total DPs

Pr

In

Em

Hit Points

Defensive Bonus
Armour Type AT Qu Bonus Magic MA Shield Other Total DB

Treasure

Character Notes

MP PP GP SP BP CP TP Other

Total Weight

Name:

Lvl

Profession

Race

Realm

XP

HairEyes

Ht Wt Age

SexApearance

AT adjustment
Weapon Bonus 17-20 13-16 9-12 5-8 1-4

Rank Bonus
Martial Art DB Sw/Th 1 2 3 4

RUNNING TOTAL
Power Points RUNNING TOTAL

Languages W S

BMR Weight Allowance Encumbrance 

RRs Vs

Essence

Channeling

Mentalism

Disease

Poison

Stat item Spec Misc TotalRace

b I
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2.3 CHOOSING PROFESSION,
REALM & RACE

Probably the first choice that you will
have to make for your character is their basic

professional mindset with which they ap-
proach life, and the race or culture from which
they hail. You should note that your GM
might determine that certain Professions are
not ideally suited to all races or cultures.

LevelRank ChanceCost MiscRk Bn. Stat Bn. Level Bn. Item Special Special Total

Name:

Skill Spell List

2
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Suggested Profession/Race combinations
are discussed in section 4.2 – Special
Racial Capabilities.

With the material determined here and
from section 2.1 above, you should have
your basic character concept. This is the

idea for a character that you will use as a
foundation for the rest of section 2. The
following steps involve filling in the
details. Try to keep your concept in mind as
you make the choices and decisions that
follow, and you will probably find the

process flows quite smoothly.

CHOOSING YOUR CHARACTER’S
PROFESSION & REALM OF MAGIC

For many people, the decisions
relating to Race and Profession are
inextricably intertwined. However, we
recommend that you should determine
you character’s Profession before making
a final decision on their cultural and
racial background. Every character must
have a Profession — this Profession
reflects their basic mental aptitudes for
different activities and skills. A Profes-
sion does not prevent or limit a character
from learning or developing any skill,
but it is representative of the sorts of
skills and tasks that the character finds
easier to learn, understand and execute.

There are nineteen different profes-
sions (and one optional “no-profession”
profession) for you to choose from, di-
vided below by their fundamental area of
concentration. Details on the differences
between the professions are found in
chapter 3.

• Arms (Fighter, Rogue, Thief &War-
rior Monk)

• Channeling (Animist, Cleric & Healer)
• Essence (Alchemist, Illusionist &

Magician)
• Mentalism (Lay Healer, Mentalist & Seer)
• Hybrid Magic (Astrologer, Mystic

& Sorcerer)
• Arms & Magic (Bard, Monk & Ranger —

and the optional “No Profession” if used)

You should also choose a realm of
magic for your character at this point. This
is automatic for all professions except
Fighters, Rogues, Thieves, and Warrior
Monks. These four professions must
choose Essence, Channeling, or Mentalism
at this time. This choice will determine
which spell lists may be learned.

2
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Example 1: Chris definitely doesn’t want to
play a caster. He chooses Fighter. He has
no intention of learning any magic, but
must still choose a realm. He selects
Channeling. His prime requisite stats are
Constitution and Strength
Example 2: Lauren wants to play a
caster, but something unusual, so she
chooses Sorcerer. This Hybrid profession
is of the realms of Channeling and
Essence. Her prime requisite stats are
Empathy and Intuition.

CHOOSING YOUR CHARACTER’S
RACE & CULTURE

Rolemaster provides a variety of
sample races and cultures, including
Dwarves, Elves and Half-Elves,
Halflings, Humans, Orcs and Trolls.
These races vary in stature and innate
abilities such as strength, speed, endur-
ance or their resistance/susceptibility to
magic. Race also determines how many
languages you start out with for free.
For additional information on the
individual races, please refer to section
4.1 Races. It has no effect on game
mechanics, but you should select your
character’s gender at this point.

Example 1: Looking over the races, Chris
selects Dwarf as best suited to his concept.
He writes his racial stat modifiers on his
sheet: St +5, Qu –5, Pr –10, Em –10, Co +15,
Ag –5 and SD +5. Then he writes the Racial
RR modifiers down as well: Essence +40,
Mentalism +40, Poison +30 and Disease
+15. His character will be male.
The dwarf comes from a mountainous
area, geographically far from the focus
of the game. His people are a stoic,
insular lot. They distrust outsiders, and
assume non-dwarves are out to steal
from them or harm them. They have a
powerful work ethic, and depend heavily
on a solid and complex network of
family relations up to the Clan level. A
strong sense of personal responsibility
and fear of outsiders means most adults
are trained warriors of one sort or
another. Highly technical, they are
renowned craftsmen in metal, glass and
most other materials. He is an oddity, in
that he has wandered so far from home,
and is mixing with outsiders.
Dwarves get 2 starting languages, so he
takes Dwarvish, and Dorman (The most
common human language in the area
the game will start in.)
Example 2: Still wanting an exotic
choice, Lauren speaks to the GM and
picks Half-Elf as her race. She writes her
racial stat modifiers on her sheet: St +5,
Qu +10, Pr +10, Co +5, Ag +5 and SD –10.
Then she writes the Racial RR modifiers
down as well: Essence –5, Channeling –
5, Mentalism –5 and Disease +50. Her
character will be female.

Profession

Race

Realm

Sorcerer

Half-Elf 

Channeling/Essence

2
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She decides that her Elven mother raised her
character, so she grew up among the Elves
of Fey. She is a rare half-breed in this game
world, so she is somewhat of an outsider
even in her homeland. The Fey Elvish culture
is what her character grew up in. More
scattered than even rural humans, the elves
live in family dwellings separated miles
from their neighbors in a magical forest. The
culture is very low tech, using no metal at
all, only natural materials like wood, stone
and leather. Magic is far more common
than among humans. These elves worship
no god, instead communing with “The Fey”,
the interconnected spirits and life forces of
their enchanted forest home. This
explanation ties in well with the character’s
“Hybrid” status, her character is in tune with
both the magical energies of the living world,
and tapped into the spiritual side also.
Half Elves get three starting languages,
she selects Fey (Elvish), Dorman (The
language her father spoke, and the most
common language in the area), and
Kubash (A language spoken by the
people to the south.)

ally, there is space to record the normal Stat
bonus derived from the Temporary value –
this is obtained from the Master Stat table
(05-03) and written in the appropriate space
next to the stat on the Character Record – and
any racial or miscellaneous Stat bonuses that
may affect it. Finally there is a space to record
the number of Development Points derived
from the Development Stats, and the total
bonuses per Stat.

GENERATING YOUR

CHARACTER’S STAT VALUES

To determine the starting/temporary
stats for your character, first make 10 rolls
(1-100, not open-ended) and record them
on a piece of paper. Ignore rolls of less
than 20; you need 10 rolls above 19. These
values will be your character’s temporary
stats. Next, make ten more rolls (1-100, not
open ended); writing them next to the
temporary stats you just rolled, in the same
order. (Do not discard rolls under 20 this
time). The result should be a list of ten
pairs of rolls in “Temporary Stat: Potential
Roll” format.

Example 1: Chris rolls D100 ten times
and gets: 55, 77, 81, 65, 96, 77, 48, 38, 65
and 36. His temporary stat rolls are:
55 81 96 48 65
77 65 77 38 36
He then rolls ten more times for his stat
potentials, getting 22, 49, 44, 20, 98, 21,
55, 28, 26, and 85. His temporary stats
and potentials are:
55:22 81:49 6:98 48:55 65:26

77:49 65:20 77:21 38:28 36:85

Example 2: Lauren rolls D100 ten
times. She gets 25, 87, 76, 19, 36, 42, 47,
20, 98 and 61. Since she rolled a 19, she
re-rolls and gets a 57. Her temporary
stat rolls are:
25 76 36 47 98
87 57 42 20 61
She then makes the ten potential rolls,
getting 22, 49, 44, 15, 98, 21, 55, 28, 26,
and 85. Her temporary stats and
potentials are:
25:22 76:44 36:98 47:55 98:26

87:49 57:15 42:21 20:28  61:85.

2.4 GENERATING YOUR

CHARACTER’S STATS

The basic mental and/or physical
characteristics of your character are pre-
sented by 10 statistics (Stats). The first step
to fleshing out any character concept –
beyond selecting the profession and race –
is to determine the character’s Stats. This is
done in two steps: first you determine your
character’s Temporary (starting) Stat Values,
and then determine the Potential values of
those stats. For additional information on
the Stats, please refer to chapter 5.

Your character’s Stats should be recorded
in the Stats section of the Character Record.
This section of the Character Record contains
space for the Temporary and Potential values
for each of your character’s Stats. Addition-
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ASSIGNING YOUR

CHARACTER’S STATS

You may assign the 10 generated
value-pairs to the 10 Stats as you desire.
This allows you to run the type of char-
acter you want (after all, the idea is to
have fun). Remember, the higher the stat
the more capable the character will be
when performing an action using that
particular stat.

Each profession has two mental or
physical characteristics (Statistics, or Stats)
upon which many of their skills and abilities
are predicated. As such, these are noted as
Prime Requisites – a character is guaranteed a
value of at least 90 in each of their prime
requisites. Any temporary stat assigned to
your character’s “Prime Requisites” may be
replaced with a value of 90 – please note that
this does not alter the “potential roll” associ-
ated with the temporary stat. Thus, it is often
a good idea to assign the lowest temporary
stats rolled to the prime requisites of the
profession planned for the character.

For each of your character’s stats, you
should use Table 05-01 to cross-index the
“potential roll” with the range into which
the initial stat falls. The resulting number
is the potential stat – the value to which that
stat could actually rise in the course of play.
Generally, this level cannot be exceeded,
except perhaps with the aid of the most
powerful magic.

Example 1: Chris assigns his 36:85 to St
and 38:28 to Co. Both are Prime
requisites for Fighter, changing those two
pairs to 90:85 (St) and 90:28 (Co). He
then assigns all the rest of the pairs.
Resulting in:
Co 90:28 SD 55:22 Me 77:21 Qu 48:55
In 81:44 Ag 96:98 Re 65:26 St 90:85
Pr 77:49 Em 65:20

Consulting Table 05-01, he finds his
Constitution potential. Using the 90-94
column (his temp in 90) he checks the 21-
30 row (The potential roll is 28) and sees
“-”, or “No change”. For Agility, using the
95-97 column (temp 96) and checking
the 98 roll row, he sees his potential
Agility is 100. For Self Discipline, he
checks the 40-59 column (Temp 55) and
the 21-30 row (Roll 22) for another “-”, no
change. He continues for all the stats,
resulting in Temp stat/Potential stats of:

Co 90/90 SD 55/55 Me 77/77 Qu 48/71
In 81/81 Ag 96/100 Re 65/65 St 90/94
Pr 77/77 Em 65/65

He records his stats on his character
sheet. Checking the temps against Table
05-03, he fills in the stat bonuses:
Co +10 SD 0 Me +5 Qu 0 In +5
Ag +15, Re 0 St +10 Pr +5 Em 0

Example 2: Lauren selects 25:22 for her
Em, and 20:28 for her In. This raises the
two prime requisites to 90:22 (Em) and
90:28 (In). She continues for all the stats,
resulting in Temp stat/Potential stats of:
Co 76:44 SD 98:2 Me 47:55 Qu 36:98
In 90:28 Ag 87:49 Re 61:85 St 42:21
Pr 57:15 Em 90:22

Consulting Table 05-01, she gets:
Co 76/76 SD 98/98 Me 47/71 Qu 36/9
In 90/90 Ag 87/87 Re 61/88 St 42/42
Pr 57/57 Em 90/90

She writes those onto her sheet.
Comparing the temps against Table 05-
03, she fills in the stat bonuses:

Co

Stats
Temp Pot Bon + + =Race Spec Total

Ag

Sd

Re

Me

St

Qu

Pr

In

Em

+576 76

87

98

61

47

42

36

57

90

90

87

98

88

71

42

96

57

90

90

+5

+5

+20

0

0

0

0

0

+10

+10

+10

+10

+10

0

0

0

+10

0

+10

+10

+5

-10

+5

+10

+10

Co +5SD +20 Me 0 Qu 0 In +10
Ag +5Re 0 St 0 Pr 0 Em +10

2.5 DETERMINING YOUR

CHARACTER’S BACKGROUND

At this point in the creation of the
character, you should begin to consider the
background, personality, motivation, habits
and quirks of your character. The clearer
the image of your character is in your mind,
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the easier it is to select appropriate skills
and abilities. If you have not already done
so, you should name your character.

You already have established the basic
racial and cultural heritage of your charac-
ter, but what of their personal history – their
lives from the time of their birth right up
until the minutes before the campaign
starts? Consider your character’s parents,
siblings, cousins and other close relatives –
your family shapes who you are, and who
you wish to be, and many of the formative
events in your life spring from events
within the confines of your family circle.

Other people that you should consider
are the teachers, mentors, family friends,
childhood friends, classmates and rivals – all
of the people that your character will have
interacted with regularly before the game
begins. Was the master with whom you
apprenticed mean-spirited or generous,
friendly or reclusive or just completely
contrary? What did you do in your free
time? Were there other classmates or ap-
prentices with whom you spent time? What
kind of things were you up to when you
were together? What about former (or
current) love interests – was it a case of
unrequited love, or were you the next Don
Juan, with several dates every night (and an
irate father/cousin/
brother around
every corner)?

Your GM may
also wish you to
determine if your
character possesses
any special skills,
attributes, status,
possessions or
companions that
they may have
obtained, inher-
ited or earned
prior to this point
in their life.

Example 1: Chris
names his fight-
er Stongar, and
writes up a bit
on his family history, teachers and friends.
Knowing Stongar is an odd traveler from
a stay-at-home society, with the game play
area so far from his home; it is unlikely

that many of them will come into play.
Chris decides that Stongar will tell
occasional amusing stories about the
people back home, and jots down a few
details. Stongar’s motive for leaving home
was a very unusual wanderlust, a desire to
see the outer world, which also made him
something of an odd duck. His family
predicted that he would return or die within
a month, and warned of the evils of the
outsiders . . .Stongar has enjoyed
wandering for a few years already, and
with the GM, he develops a bit of a story of
how he got from home to the starting point
for the game. The GM decides to allow
Stongar to start the game with superior
equipment, as the dwarves make the best
gear in this world.
Example 2: Lauren names her Sorceress
Linthea. She grew up with her mother
Rheana, never having known her father,
whom she decides is deceased. She
studied under the elvish lore master
Veloramiir, and still sees him regularly,
for among the elves, master-student
relationships last a lifetime. She sketches
out some relations with neighbors,
human and elvish. She has an enemy,
Vandomaal, a minor elf lord of the inner
Fey, who hates her for her half-human

ancestry, considering her an abomi-
nation. He has never overtly attacked her,
but a number of incidents that have
befallen Linthea or Rheana could be
traced back in his direction.

2

Character Notes

She grew up with her mother Rheana, never having known her 

father, who she decides is deceased. She studied under the 

elvish lore master Veloramiir, and still sees him regularly, for 

among the elves, master-student relationships last a lifetime. 

She sketches out some relations with neighbors, human and 

elvish. She has an enemy, Vandomaal, a minor elf lord of the 

inner Fey, who hates her for her half-human ancestry, 

considering her an abomination. He has never overtly attacked 

her, but a number of incidents that have befallen Linthea or 

Rheana could be traced back in his direction.
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2.6 CHOOSING YOUR

CHARACTER’S SKILLS

After you have chosen a race and profes-
sion for your character, and generated their
stats; the next step for you is to assign their
weapon skill development costs. This proce-
dure is explained in section 7.4 - Weapon
Skills. Once all of the weapon skill costs have
been assigned, you will have to determine the
number of development points available to
you to spend for the character. This proce-
dure is explained in section 7.2 – Develop-
ment Points. Finally, you are ready to begin
to spend the points. This is explained in
section 7.2 – Skill Development Costs.

Example 1: The GM informs Chris that
Stongar’s people build excellent
weapons, but prefer weapon and shield
combinations, or fighting from a
distance. They do not like melee weapons
that tie up both hands. Chris decides he
prefers missile to thrown, and likes the
idea of an axe more than a hammer or
mace, so he chooses the following order:
One handed edged, Missile, Thrown, One
handed crushing, Pole arms, Two handed.
Stongar has Co 90 Ag 96, SD 55, Re 65,
Me 77. Checking Table 07-02, Chris sees
that 90 gives 8 DP, 96 gives 9, etc. Giving
the character a total of 35 DP.
Example 2: The GM tells Lauren that
Linthea’s people do not use metal at all,
so edged weapons fall to the end. She
likes the idea of using a bow to keep
enemies at a distance. She selects:
Missile, Thrown, One handed crushing, Pole
arms, Two handed, One handed edged.
Linthea has Co 76, Ag 87, SD 98, Re 61,
Me 47. Checking Table 07-02, she gets a
total of 35 DP.

ADOLESCENCE SKILL DEVELOPMENT

Adolescence Skill Development is the
term applied to the skills and abilities that a
character would develop during their
childhood and early adolescence (up until
the human age of approximately 14 – or the
equivalent for longer or shorter-lived races).
Once your character has completed this step,
they will be considered to be “Level 0”.

Some important skills and abilities that
any prospective character should consider
purchasing during their adolescence would
include Body Development; Climbing;
Swimming; Perception and at least one
Combat Skill.

Example 1: Stongar grew up in the
mountains among a highly techni-
cal people. He will be a fighter, and
he spent his youth developing his
warlike abilities. Consulting Table
07-03, he buys:

• 5 ranks of Maneuver in armor: Chain
(10 DP)

• 1 rank of Weapon 1: Axe (1 DP)
• 1 rank of Weapon 1: Dagger (1 DP
• 1 rank of Weapon 2: Light Crossbow, (2DP)
• 2 ranks in Climbing (10 DP)
• 1 rank of Swimming (2 DP)
• 1 rank of Perception (2 DP)
• 1 rank of Martial Arts Strikes: Tier 1 (3 DP)
• 2 ranks of Body development (4 DP).

Example 2: Linthea’s youth was devoted
to her study of the magical arts, and she
grew up in a barely populated wilderness.
Consulting Table 07-03 for the costs, she
selects the following skills:
• 1 rank of Weapon 1: Short Bow (9 DP)
• 1 rank of Riding: Horse (3 DP)
• 1 rank of Perception (3DP)
• 10 ranks of Spell List Acquisition:
“Detecting Ways 1-10" (10 DP)
• 1 rank of Channeling (2 DP)
• 1 rank of Body development (8 DP)

RankCost Rk Bn. Stat Bn.Skill

Short Bow 9 1 5

Horse Riding 2 1 5

Perception 3 2 10

Channeling 2 2 10

8

10

5

10

Body Development 2 2 20 10

Base Spell Casting

Co

Stats
Temp Pot Bon + + =Race Spec Total DPs

Ag

Sd

Re

Me

+576 76

87

98

61

47

87

98

88

71

+5

+5

+20

0

0

+10

+10

+10

0

0

7

8

9

6

5

+5

-10

2
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Lauren makes her spell gain roll on
“Detecting Ways 1-10" and rolls a 64, so
Linthea succeeds and learns this list.
(64+50=114, over 100)

FIRST STAT GAIN

In making the transition from a level 0
adolescent into a level 1 apprentice, your
character gets their first opportunity to
increase their stats. Experience, training
and the rigors of life can cause your temp
stat to rise or fall as your character
progresses. Subtract each of your tempo-
rary stats from the associated potential to
determine the difference between the two,
then roll d100 for each stat. Consulting
Table 05-02, cross index the difference
between temp and potential along the top
of the table with your roll along the left of
the table, this will give you an “*” or a
number from 0 to 15.

If the result is a number, then add it to
your temp stat, this is your new temp stat
until your next level gain. If the result is a
0, then your temp has not changed this
level. If the result is an “*”, then some
mishap, injury or just plain sloth causes
your temp stat to fall by double the amount
rolled. (So if you rolled a 2, the temp stat
drops by 4).

Stat gain only affects temp stats, you
should not be making any changes to your
potentials. After you have completed this
process for all of your stats, re-calculate your
bonuses and Development points for the new
values, just like you did with your initial stats.

Example: Stongar’s temporary/potential
stats are:
Co 90/90 SD 55/55 Me 77/77
Qu 48/71 In 81/81 Ag 96/100
Re 65/65 St 90/94 Pr 77/77
Em 65/65
Chris calculates what the differences are,
and rolls for each stat:
Co 0 (62) no change
Ag 4 (76) +3
SD 0 (08) no change
Re 0 (65) no change
Me 0 (87) no change
St 4 (05) no change

Qu 23 (77) +13
Pr 0 (23) no change
In 0 (44) no change
Em 0 (55) no change
Stongar’s new stats are:
Co 90/90 SD 55/55 Me 77/77 Qu 61/71
In 81/81 Ag 99/100 Re 65/65 St 90/94,
Pr 77/77 Em 65/65

He writes these onto his sheet. Checking
the temps against Table 05-03, he fills
in the new stat bonuses:
Co +10 Ag +20, SD 0, Re 0, Me +5, St +10,
Qu 0, Pr +5, In +5 and Em 0. He gained
+5 more Agility bonus, but no change
in DP.

APPRENTICESHIP SKILL DEVELOPMENT

After you have completed the adoles-
cence skill development process for your
character, and your first stat gain, you will
perform their apprenticeship skill develop-
ment. Apprenticeship Skill Development is
the term applied to the skills and abilities
that a character would develop during their
mid-to-late adolescence and initial train-
ing or apprenticeship in their chosen
vocation (up until the human age of
approximately 17 – or the equivalent for
longer or shorter-lived races). Once your
character has completed this step, they will
be considered to be “Level 1”.

Some important skills and abilities that
any prospective character should consider

2
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purchasing during their apprenticeship in
addition to their key vocational skills (deter-
mined by profession) would include Body
Development and at least one Combat Skill.

Example 1: Stongar’s warrior training
was harsh, but with good teachers.
Consulting Table 07-03, he buys:

• 4 more ranks of Maneuver in armor:
Chain (8 DP)

• 2 ranks of Weapon 1: Axe (6 DP), 1
rank of Weapon 2: Light Crossbow,
(2 DP)

• 1 rank in Climbing (3 DP)
• 1 rank of Swimming (2 DP)
• 1 rank of Stalk and hide (2 DP)
• 1 rank of Perception (2 DP)
• 1 rank of Ambush (3 DP)
• 1 rank of Martial Arts Strikes: Tier 1

(3 DP),
• 2 ranks of Body development (4 DP)

Example 2: Linthea’s apprenticeship to
Veloramiir focused her even more on the
magical arts. Consulting Table 07-03 for
the costs, she selects the following skills:

• 1 rank of Perception (3DP)
• 20 ranks of Spell List

Acquisition: “Solid
Destruction 1-10” (20 DP)

• 2 ranks of Spell list
acquisition: “Liquid
Destruction 1-10” (2 DP)

• 1 rank of Channeling
(2 DP)

• 1 rank of Body
development (8 DP)

Lauren bought 20 ranks for
“Solid Destruction 1-10" so
Linthea automatically learns
it. She makes a spell gain roll
on “Liquid Destruction 1-10"

and rolls a 62, which fails. (62+15=77,
less than 100).
Thus each character goes through the

entire skill acquisition process (and receives
the skills picked) twice before starting play.
Note that the development points from
these two levels may not be combined and
they are treated in all ways as separate
experience levels. Characters are entitled to
make spell gain rolls after expending the
development points for each of the two
levels (thus it is quite possible for a charac-
ter to begin with more than one list of
spells). After completing both skill develop-
ment processes, your character is 1st level
and has 10,000 experience points.

2.7 FINAL

CHARACTER PREPARATION

Once you have completed the preceding
steps, your character is nearly ready to
embark on their adventures. However,
before doing so, you should total up their
bonuses and ensure that the Character
Record is complete.

LevelRank ChanceCost MiscRk Bn. Stat Bn. Level Bn. Item Special Special TotalSkill Spell List

Short Bow 9 1 5 Detecting Ways 1-10 60%

Liquid Destruction 1-10 30%
Horse Riding 2 1 5

Perception 3 2 10

Channeling 2 2 10

8

10

5

10

1

13

15

15

10

Body Development 2 2 20 10 22

Base Spell Casting 1

Solid Destruction 1-10 100%

2
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OUTFITTING

Your character will begin the game
with two normal weapons of your choice.
They must have at least 1 skill rank in each
weapon skill that applies to the weapons.
Additionally, your character will begin
with clothes (including cloak and boots),
scabbards for their weapons, a weapons
belt, and normal personal effects.

Your character will also start with
some money with which to purchase any
additional equipment they may be
interested in (see section 6.4).

Example 1: Chris rolls a 40, giving him
90sp. He selects Axe and Light
Crossbow as his initial “free” weapons.
He spends almost all of his starting
money on Full Chain: AT 15 (65sp), full
helm (9sp), full shield (7sp) and Dagger
(3sp). Stongar starts the game with only
6sp in his pockets. Per the earlier
background decision by the GM, all of
this gear is +5, non magical high quality
dwarven craftsmanship.
Example 2: Lauren rolls a 61, giving
her 111sp. Linthea has little need for
starting gear, but she takes a Short
bow and arrows as a free starting
weapon. (Linthea only has one
weapon skill, so she does not get a
second free weapon.). She buys 10
doses of the herb Akbutege (30sp) and
keeps the other 81sp in cash.

TOTALING THE BONUSES

At this point you should determine and
total your character’s bonuses for each of
their skills and other capabilities and
record them on the Character Record.

Stat Bonuses — For each stat, the stat bonus
is obtained from Table 05-03 and
written in the appropriate space next to
the stat on the Character Record. These
stat bonuses are also recorded on the
bonus line of any skill to which they
apply (see section 5.4 and Table 05-04).

Example: Linthea’s temp stat bonuses are:
Co +5 SD +20 Me 0 Qu 0 In +10
Ag +5, Re 0 St 0 Pr 0 Em +10
Her racial modifications are:
Co +5 SD –10 Qu +10 Ag +5
St +5 Pr +10

The final totals are:
Co +10 SD +10 Me 0, Qu +10
In +10 Ag +10  Re 0 St +5,
Pr +10 Em +10

ENCUMBRANCE

Once you have completed the provi-
sioning and outfitting of your character,
you should total the weights of all of their
equipment and supplies (other than clothes
and armor), rounding down to the nearest
pound. If the total is over the character’s
weight allowance, a movement penalty will
result. Refer to section 10.5 - Movement,
Encumbrance & Exhaustion. (Neither of
the characters given in the examples has
exceeded their basic weight allowance)

Skill Bonuses — Skill bonuses are the
numbers added to various rolls that
determine the success of events and
actions during play. They represent how
capable a character is at certain activities.
The basic classifications for skill bo-
nuses are the Offensive Bonuses (OB),
Defensive Bonuses (DB), Moving Ma-
neuver Bonuses (MM), and Static Ma-
neuver Bonuses (SM). The name and
development cost of each skill being
developed should be written on one of
the skill lines on the Character Record.

2

Equipment
Item

10 x Akbutege (30sp) 

Co

Stats
Temp Pot Bon + + =Race Spec Total

Ag

Sd

Re

Me
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Qu

Total DPs

Pr
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Em

+576 76

87

98
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47

42
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57

90

90

87

98
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42

96

57

90

90

+5

+5

+20

0

0

0

0

0

+10

+10

+10

+10

+10

0

0

0

+10

0

+10

+10

+5

-10

+5

+10

+10
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Each skill bonus is the sum of several
specific bonuses, each of which has a
column under “Skill Bonuses” on the
Character Record Sheet. The specific
bonuses include the skill rank bonus
(see section 7.1), the stat bonus (see
section 5.4), level bonuses (see below),
item bonuses, and any special bonuses.

Example 1: Stongar gets +3 to Combat
skills for level bonus.
9 ranks Maneuver in Armor: Chain (45)
+ Ag/St (15) = 60
3 ranks of Hand Axe (15) + St/St/Ag (15) +
Combat Level Bonus (3) + Quality Sword
(5) = 38
1 rank of Dagger (5) + St/St/Ag (15) +
Combat Level Bonus (3) + Quality
Dagger (5) = 28
2 ranks of Light Crossbow (10) +Ag/Ag/
St (15) + Combat Level Bonus (3) + Quality
Crossbow (5) = 33
2 ranks in Climbing (10) + Ag (15) = 25
2 ranks of Swimming (10) + Ag (15) = 25
1 rank of Stalk and hide (5) + Ag (15 stalk)/
SD (5 hide) = 20 Stalk, 10 Hide
2 ranks of Perception (10) + In/Re (2) = 12
1 rank of Ambush (5) = 5
2 ranks of Martial Arts Strikes: Tier 1 (10) +
St/St/Ag (15) + Combat Level Bonus (3) = 28
4 ranks of Body Development (20) +
Co (25) = 45
Example 2: Linthea gets +1 to base
casting for level bonus.
1 rank of Weapon 1: Short Bow (5) + Ag/
Ag/St (8) = 13
1 rank of Riding: Horse (5) + Em/Ag (10) = 15
2 ranks of Perception (10) + In/Re (5) = 15
2 ranks of Spell list acquisition: “Liquid
destruction 1-10" (10) she failed on this

list, but may carry these 2 ranks to try
again next level.
2 rank of Channeling (10) + In (10) = 20
2 rank of Body development (10) +
Co   (10) = 20
She gets a +1 Level bonus to Base
Spell Casting
The 10 ranks of Spell List Acquisition:
“Detecting Ways 1-10"and 20 ranks of
Spell List Acquisition: “Solid Destruction
1-10" dropped to zero after successful
spell gain.

Special Bonuses — Several of the skills do not
fall in the general pattern outlined above:
Learning spell lists, Channeling, Linguis-
tics, Body Development, and Ambush:

• Spell lists are listed on separate
skill rows and are marked as either
learned to a certain level or un-
learned with a chance of learning.

• Channeling skill is recorded as a
bonus like any other normal skill.

• Languages are listed on a sepa-
rate skill row with only the skill
rank recorded.

• The Ambush skill rank is a modifi-
cation to critical rolls resulting
from a sneak attack on the rear of
an opponent (see section 7.7).

Concussion Hits — For information on how
to calculate your character’s Total Con-
cussion Hits, please refer to section 5.4.

Example 1: Stongar’s Co is 90. Calculate
starting base hits 90/10 (round up) = 9.
Dwarves roll D10s. Chris rolls a 7, 4, 8
and a 5 for Stongar’s 4 ranks of Body
Development. 9+7+4+8+5=33 Base Hits.
Stongar has a +25 Co bonus. 125% of 33
(round down) is 41. Stongar has 41 total
concussion hits.
Example 2: Linthea’s Co is 76. 76/10
(round up) = 8. Half Elves roll D10s.

LevelRank ChanceCost MiscRk Bn. Stat Bn. Level Bn. Item Special Special TotalSkill Spell List

Short Bow 9 1 5 Detecting Ways 1-10 60%

Liquid Destruction 1-10 30%
Horse Riding 2 1 5

Perception 3 2 10

Channeling 2 2 10

8

10

5

10

1

13

15

15

10

Body Development 2 2 20 10 22

Base Spell Casting 1

Solid Destruction 1-10 100%

2
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Lauren rolls a 5 and a 7 for Linthea’s 2
ranks of body development. 8+5+7=20
base hits. Linthea has a +10 Co bonus.
110% of 20 (round down) is 22. Linthea
has 22 total concussion hits.

Resistance Roll Bonuses — Certain attacks
occurring during play will require a
character to make a Resistance Roll to
determine if or how an attack affects
the character (see section 5.4). The
types of attacks are Essence spells,
Channeling spells, Mentalism spells,
Poisons, and Diseases. The attacker’s
level (caster level if it is a spell, attack
level if a poison or disease) is cross-
indexed with the target’s (defender’s)
level on the Resistance Roll Table 05-
05 to obtain a single number. In order
to successfully resist the attack, the
Resistance Roll must be greater than or
equal to this number.

Resistance Roll Bonuses  — consist of a stat
bonus, any item bonuses, and race
bonuses (place in one of the special
spaces). Each type of RR is assigned a
line on the Character Record, allowing
the appropriate bonuses to be totaled.
The bonuses for the following stats
affect the listed Resistance Rolls:

Example 1: Totalling Stongar’s stat and
race RR bonuses gives totals of:
Essence +30, Channeling +5, Mentalism
+35, Poison +55 and Disease +40.
Example 2: Linthea’s stat and race
bonuses add up to:
Essence +5, Channeling +5, Mentalism
+5, Poison +10, and Disease +60.

Resistance Rolls — The level of the attack
(spell caster, poison, disease, etc.) and
the level of the target (a character, a
creature, an item, etc.), determine the
roll needed for the target to resist the
attack. Spell Law describes how the
Resistance Roll table is used; see SL
for details. This process requires cross-
indexing the attacker’s level and the
level of the defender. Thus when
advancing a level, it is important for
both spell users and other characters
to note changes in their effective
Resistance Roll.

Power Points — Characters use Power
Points (PP) to cast spells. Consult the
stat table 02-02 for your character’s
power point development stat. (Intu-
ition for Channeling, Empathy for
Essence, Presence for Mentalism) Take
the number listed in the “Power Points”
column, and multiply it by your
character’s level. This is their total
Power Points.

Hybrid casters average their two PP
developments stats before consulting
the table for the number in the “Power
Points” column and multiply it by their
level. See section 7.6 For More On PPs.

Example 1: Stongar is not a caster, but he
is of the realm of channeling (In). His
Intuition of 81 gives a PP factor of 1.
Stongar is first level, so he has 1 x 1 = 1 PP.
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OPTION 1: POWER POINTS

BASED ON STAT BONUS

As all game actions are based on
the bonus, rather than the stat, some
GMs may choose to base Power
Points on the total bonus rather than
the stat. Follow the process described
above, but use the PP given on the
line for the total bonus after stat
gain, rather than the temp stat itself.
This means that racial modifications,
injuries, special traits or permanent
magical effects that affect PP stat
bonuses can raise or lower the
amount of PP the character gets each
level. Bonuses above +35 should use
the +35 line, and bonuses below –25
should use the –25 line.

Example 1: Molnar the Magician has
a 95 Empathy, but due to a permanent
curse by a god, his Empathy Bonus is
only +10. Checking the +10 line on the
table, we see that gives 1 PP, so at 8th

level, he has 8 x 1 = 8 PPs.
Example 2: Harcourt the Sorcerer is a
half elf, he has a 95 empathy and
presence so his empathy stat bonus is
+15, and his Presence Bonus is modified
to  +35. (15+35)/2 = 25. Checking the +25
row, that gives 3 PPs. 10 x 3 = 30 PPs.

AT, Defensive Bonus and Maneuver
Penalties — Your character has an
AT based on what armor they are
wearing. Defensive bonus is
based on quickness stat, but may
be reduced by encumbrance or
armor. See section 7.3 for details
on how the Maneuver in Armor
skill affects both, and how to
calculate DB and maneuver
penalty. Shields offer DB bonus
when used, and are listed on
table 07-05.

Example 1: Stongar is wearing AT 15, his
Maneuver in Armor: Chain skill of 57
reduces the maneuver penalty from –120
to –63. His armor quickness penalty of –
20 is reduced by his strength bonus of
+15 because he is not encumbered,
reducing it to –5. Since his Quickness
bonus is already –5, this has no effect.
His DB is –5. (+25 when using his shield
would give him +20).
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Example 2: Linthea is a hybrid of Essence
(Em) and Channeling (In). Her Em 90
and In 90 average to 90. A 90 gives a PP
factor of 1. Linthea is first level, so she has
1 x 1 = 1 PP.
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Example 2: Linthea has no armor (AT 1)
and her Quickness bonus is +10, so her
DB is +10

Level and Experience — The Character
Record provides a space to record your
character’s level and experience. At the
end of your character’s apprenticeship,
they are 1st level, and have 10,000 experi-
ence points. All Combat and Magical
Level bonuses should now be applied to
your character.

2.8 BRINGING THE

CHARACTER TO LIFE
Having completed all of the previous

steps, you should now have almost all of the
elements required to play your chosen
character. You should have a nice collection
of numbers describing your character’s
abilities, talents and aptitudes in a variety of
tasks. When you add the personal history,
personality, disposition and outlook of your
character, you should have a very good
feeling for how they will react in practically
any situation. However, there is one factor
that has thus far been overlooked – the
character’s physical appearance.

The physical appearance of a character
can have a great bearing on the way people
will react. The sort of attention you will
attract when dressed as an effete member of
the petty nobility is quite different to the
way in which you will be treated when you
are dressed as a beggar. If you have a mount

or any sort of companion – you should also
determine what their overall appearance is –
the impact of their appearance and actions
can make all the difference. Are they un-
kempt, deformed or foolish? (Think of what
it would be like to be followed around by
Igor or Quasimodo). Are they different
culturally or racially? Other examples of
companions might include Don Quixote
and Sancho Panza; Gilgamesh and Eabani;
Sherlock Holmes and Dr. Watson. . .

Similarly, you should determine what
your character actually looks like, underneath
whatever apparel they chose to wear. Are they
stocky and heavyset, lithe and graceful,
battle-scarred or baby-faced? Many of these
factors are partially accounted for by your
character’s race – see chapter 4 for more
details. Often, when attempting to determine
the physical appearance of your character,
you should be guided in part by the charac-
ters “Stats”. A character with a Strength of 100
is likely to have very well-defined muscula-
ture, although you should note that other
factors will come into play also.

Example 1: Stongar is 4'6", around 175
pounds of solid muscle. He has dark,
almost black eyes, and black hair. His
beard is full and well maintained, the
ends of his moustache and chin beard
are braided with thin copper wire. His
gear is of quality, but of simple
appearance, with no ornamentation. He
wears brown grab and a grey cloak, both
of wool. Chris rolls a 72 for appearance,

2
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-5 for Stongar’s presence modification.
With a 67 appearance, he is better than
average looking for a dwarf. His
persona is tough, with concern only for
those he chooses to like, though he is a
better man than he lets on.
Example 2: Linthea is 6'1" and 170
pounds. Tall and lithe, she stands out
among humans. Her hair is a deep
brown, and is quite pretty when down,
but most often kept tied in a bun at the
back of her head. Her green eyes have
a slightly slitted pupil, and her pointed
ears also show her elvish ancestry,

though she has earlobes like a human.
Lauren rolls a 38 for appearance, +10 for
Linthea’s presence modification. A 48
is slightly below average, the GM
explains that her half human
appearance is found odd by the elves.
Among humans Linthea is considered
exotic and attractive, though she sees
herself as plain. Her persona is quite
friendly for an elf, but among humans
she comes across as reserved, mys-
terious, and a trifle odd.

2
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LevelRank ChanceCost MiscRk Bn. Stat Bn. Level Bn. Item Special Special Total

Name:

Skill Spell List

Short Bow 9 1 5 Detecting Ways 1-10 60%

Liquid Destruction 1-10 30%
Horse Riding 2 1 5

Perception 3 2 10

Channeling 2 2 10

8

10

5

10

1

13

15

15

10

Body Development 2 2 20 10 22

Base Spell Casting 1

Solid Destruction 1-10 100%

Linthea

2
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3.0 PROFESSIONS

Each character must have a profession.
A character’s profession reflects the fact
that his early training and apprenticeship
have molded his thought patterns, thereby
affecting his ability to develop certain
skills and capabilities. A profession does
not prohibit the development of skills; it
merely makes some skills harder and
others easier to develop. Skills central to a
profession will be cheap. Skills become
more expensive as they fall further from
this “Central focus” of the profession. See
chapter 7 for details.

Professions also gain different Level
bonuses that affect skills, making Charac-
ters develop faster in the skills central to
their profession. See section 9.3 for details.

Any character can develop any skill
under this system. Every profession falls
into one of 6 different categories based
upon its area of concentration:

• The realm of Arms (Non Spell
Users)

• The realm of Essence
• The realm of Channeling
• The realm of Mentalism
• Combinations of two realms of

magic (Hybrid Casters)

• Combinations of Arms and a realm
of magic (Semi-Casters)

For each profession, two out of the ten
stats are called the profession’s “prime
requisites.” A character is guaranteed of
having at least 90's in each of his prime
requisites (see section 5.3).

OPTION 2: PROFESSIONS

VERSUS REALMS OF POWER

There are three realms of power in
Rolemaster: Channeling, Essence and
Mentalism. Each Pure spell user and Semi-
spell user profession is keyed to one of these
realms of power, while each Hybrid spell
user is keyed to two. Non-spell users must
choose one realm to be keyed to. The profes-
sion to realm relationships given in
Rolemaster are based upon considerations
that may not be appropriate for certain
campaign settings. A GM should feel free to
vary the relationships between professions
and realms to fit his campaign setting. For
example, if a GM feels that Evil Clerics and
not Evil Magicians should be able to
summon and control Demons, he should
make those changes. A few specific ex-
amples are given in Options 3 and 4 below.

3
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3.1 PROFESSIONS OF THE

REALM OF ARMS

The Fighter, Thief, Rogue and War-
rior Monk concentrate primarily on
acquiring the skill of the Realm of Arms.
These characters have relatively easy
times learning the use of weapons and
the skills of maneuver and manipulation,
but they will find it difficult to develop
spell using ability. These professions
have no training in the use of magical
power and thus can only learn spells at
great effort and cost (if at all according
to the GM’s discretion). Even then their
spells are of very limited potency. If a
Non-spell user does learn to cast spells,
he is restricted to spells from one realm
only. He makes his choice of realm
during profession selection. Spell picks
must come from that realm.

FIGHTER (WARRIOR)
Fighters are the primary arms special-

ists. Fighters will find it easy to develop a
variety of different weapons and to wear
heavier types of armor. They are less
skilled in maneuvering and manipulating
mechanical devices such as locks and traps
(though they are still superior in those
areas to spell users) and have the greatest
difficulty in learning anything connected
with spells.

Prime requisites: Constitution and
Strength.

THIEF (SCOUT)
Thieves are specialists at stealth and

subtlety. They have the easiest time learn-
ing mechanical skills such as picking locks
and disarming traps and are fairly good at
picking up weapons skills. Thieves are also
unusually adept at Stalking and Hiding,
Climbing and Perception. They rarely wear
heavy armor, but light armor does not
especially harm the exercising of their
professional abilities.

Prime requisites: Quickness and Agility.

ROGUE

Rogues are characters with some exper-
tise in thief abilities with a more specialized
knowledge of arms. Normally a Rogue will
be almost as good as a Fighter with one
weapon of his choice. The cost, in develop-
ment points, of developing his thief skills
will generally not allow him to be as good in
these areas as a Thief, but his flexibility is
unmatched by either profession.

Prime requisites: Strength and Agility.

WARRIOR MONK

(MARTIAL ARTIST)
Warrior Monks are experts at maneu-

vering and martial arts. Warrior Monks
can learn to use normal weapons, although
not as easily as others of this realm; they
prefer to utilize unarmed combat using the
special AL&CL Martial Arts attack tables.

Prime requisites: Quickness and
Self Discipline.

3
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3.2 PROFESSIONS OF THE

REALM OF CHANNELING

Cleric, Animist and Healer are pure
spell user professions that concentrate
primarily on using Channeling power
from their deities to create magical effects
and cast spells.

Channeling is the power of the deities of
a given world as channeled through their
followers or other spell users. It is religious
in nature and independent of the Essence. A
spell user of Channeling draws directly on
the power of his deity, even though this
“usually” does not require the conscious
cooperation of the deity. Thus spells of this
realm do not necessarily reflect the nature of
the deity as long as the spell user is using
relatively subtle spells (i.e. healing, detec-
tion, etc.). More powerful and significant
spells such as death spells and the revival of
the dead might require the active consent of
a deity, depending upon the campaign
setting being used by the GM. Metal
interferes with the drawing of power from
deities, so no metal armor or helmet may be
worn when casting or using a Channeling
spell (any spell of this realm). In addition,
only a small amount of metal may be carried
on the person of a spell user of Channeling
when casting or using spells; this should be
determined by the GM in accordance with
his campaign setting (see SL for more details
on Channeling).

CLERIC

Clerics are the basic Channeling spell
users. Clerics are pure spell users of Chan-
neling who have concentrated in spells that
require direct power from their deities.
Their base spells deal directly with life:
communing with deities, summoning live
creatures, protection from servants of
opposing deities, and direct Channeling
from their own deities. These spell users are
the most powerful of the spell users of
Channeling, but they are also the most
restricted in the sense of heeding the
desires or alignment of their deity (to be
determined by the GM). They have the
ability to learn, albeit at heavy cost, the use
of any weapon but must wear non-metal
armor (if any) in order to avoid having
significant amounts of metal interfere with
their Channeling abilities. A Cleric, or any

user of the Channeling realm, cannot cast
spells while wearing metal armor.

Prime requisites: Intuition and Memory.

ANIMIST

Animists are Pure spell users of Chan-
neling specializing in studies and power
concerning living things, both animal and
vegetable (e.g. druids, Shinto priests, etc.).
Their base spells deal with plants, animals,
nature and weather. They generally develop
the skill of riding (and controlling) animals
to a high level.

Prime requisites: Intuition and Memory.

OPTION 3: ANIMISTS AS

HERB SPECIALISTS

With this option, Animists receive a
bonus of 1 hit point per level when admin-
istering herbs with curative properties. That
is, if the normal application of a particular
root heals 1-5, then a 1st level animist can
cause it to heal 2-6; if the Animist is 3rd
level, the root will heal 4-8. Additionally,
where applicable, Animists increase the
effectiveness of herbs by 1% per level.

HEALER

Healers channel power to take wounds
from others and use the enormous recupera-
tive power of their bodies to heal the
wounds once taken. Healers are Pure spell
users of Channeling who have concentrated
on spells of self-healing and the ability to
take the injuries of others upon themselves.
Thus, a healer could heal a person by taking
his patient’s injury upon himself and then
healing this injury gradually.

Prime requisites: Intuition and Memory.

3
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3.3 PROFESSIONS OF THE

REALM OF ESSENCE

Magician, Illusionist, and Alchemist are
pure spell user professions that concentrate
primarily on manipulating the Essence that
surrounds us all to create magical effects
and cast spells. Characters in these profes-
sions can acquire knowledge of things
magical and how to use them relatively
quickly, but they are terribly handicapped in
developing arms skills since they must
discipline their minds in pursuit of their
profession. Like spell users generally, they
are less adept than Arms Users at the skills
of maneuvering and combat.

Essence is the power that exists in
everyone and everything of and on a given
world. It has been known in other sources
as the Tao, Magic, Unified Field, The
Force, etc. A spell user of the Essence taps
this power, molds it, and diverts it into
spells. Most powerful Essence spells
reflect this and are almost elemental in
nature: fire, earth, water, wind, light, cold,
etc. The more inert material that is on the
person of the spell user of Essence, the
more difficult it becomes to manipulate
the Essence. Thus, when casting or using
an Essence spell no armor, heavy clothing,
or helmet may be worn. When the coop-
eration of more than one party is neces-
sary for the Essence spell to take effect, all
parties must abide by the above restric-
tion. (see SL for more on Essence)

MAGICIAN (MAGE)
 Magicians are the basic manipulators

of the Essence. Magicians are pure spell
users of Essence who have concentrated in
the elemental spells.  Their base spells deal
mainly with the elements earth, water, air,
heat, cold and light.

Prime requisites: Empathy and Reasoning.

ILLUSIONIST

Illusionists are less able to manipulate
the Essence to overpower others; instead
they use magical skills to mislead them.
Illusionists are pure spell users who have
concentrated in spells of misdirection and
illusion. Their base spells deal mainly with
the manipulation of elements that affect the
human senses: sight, sound, touch, taste,
smell, mental impulses, and the combina-
tion of these senses. Illusionists have

advantages in Perception and Stalking
and Hiding over other spell users.

Prime requisites: Empathy and Reasoning.

ALCHEMIST

Alchemists are skilled at integrating
magic into the physical universe. Alchemists
are pure spell users of Essence who have
concentrated in spells that can manipulate
matter to make items and imbed spells of all
three realms — nonetheless, an Alchemist
requires someone or something to cast the
spell to be imbedded (if they know the spell
they can do this themselves). They do have
advantages over most spell users in me-
chanical areas, but the concentration on
spells necessary for their profession prohib-
its them from developing these skills as
rapidly as Thieves, Rogues, or even Fighters.

Prime requisites: Empathy and Reasoning.

OPTION 4: DWARVEN

ALCHEMISTS AS CHANNELING USERS

Treat Dwarven Alchemists as Clerics (Of
the channeling realm, with Cleric skill costs.)
using the Alchemist base lists instead of the
Cleric Base. Treat all references to “Imbed
Essence” as “Imbed Channeling” and all
references to “Imbed Channeling / Mental-
ism” as “Imbed Essence/Mentalism.”

Prime requisites: Intuition and Memory.
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3.4 PROFESSIONS OF THE

REALM OF MENTALISM

Mentalist, Lay Healer, and Seer are pure
spell user professions that manipulate their
own personal Essence and the Essence
immediately around them with their minds
in order to perform magical functions.

Mentalism is the power of the Essence
channeled through the mind of the spell
user, who in effect acts as a very, very minor
deity for these purposes. Thus, Mentalism
is a very personal power, and even the most
powerful spells are usually limited by the
senses and perceptions of the spell user.
Similarly, such spells are usually limited to
affecting the caster or one particular target.
Any head covering interferes with the
power of Mentalism spells, so no head
covering (especially helmets) may be worn
while casting or using a Mentalism spell.
(See SL for more details on Mentalism.)

MENTALIST

Mentalists are the basic spell users of
Mentalism who have concentrated on
spells that deal with the interaction of
minds. Their base spells deal with the
detection of mental presence, mental
communication, mind control, mind
attack, mind merging, and sense control.

Prime requisites: Self Discipline
and Presence.

LAY HEALER

Lay Healers can aid the recuperative
powers of others. Lay Healers are pure spell
users of Mentalism who have concentrated
on spells that heal people and animals. Their
base spells deal with the specific healing of
certain diseases and injuries: organs, blood,
muscles, bones, and concussion hits.

Prime requisites: Self Discipline
and Presence.

SEER

Seers are information-gathering
specialists. Seers are pure spell users of
Mentalism who have concentrated on
spells that gain information through the
use of mental spells. Their spells deal with
recognition, and the control and modifica-
tion of the senses.

Prime requisites: Self Discipline
 and Presence.

3.5 PROFESSIONS THAT COMBINE

TWO REALMS OF MAGIC

Sorcerer, Mystic, and Astrologer are
Hybrid spell user professions, each of which
combines some of the powers of two different
realms of magic. They can obtain the power
of the most potent pure spell user only in a
very restricted set of spells. However, they are
much more flexible since they have access to
two realms of power. When a Hybrid spell
user casts a spell, they must abide by the
restrictions of that realm of power (only). For
example, when casting a Mentalism spell, a
helmet cannot be worn. When casting one of
the spells from their hybrid base lists, they
must abide by the restrictions of both realms.
(see SL for more detail on Hybrids)

SORCERER

Sorcerers are Hybrid spell users who
combine the realms of Essence and Channel-
ing, concentrating on spells of destruction.
Their base spells deal with the specific de-
struction of animate and inanimate material.

Prime requisites: Empathy and Intuition.
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MYSTIC

Mystics are Hybrid spell users who
combine the realms of Essence and Men-
talism; they have concentrated on subtle
spells of misdirection and modification.
Their base spells deal with personal illu-
sion as well as the modification of matter.

Prime requisites: Empathy and Presence.

ASTROLOGER

Astrologers are Hybrid spell users who
combine the realms of Channeling and
Mentalism; they have concentrated on spells
that pertain to gathering information. Their
spells deal with detection, communing,
recognition and communication.

Prime requisites: Presence and Intuition.

3.6 PROFESSIONS THAT

COMBINE ARMS AND MAGIC

Bard, Monk and Ranger are profes-
sions that combine the use of arms with a
rudimentary knowledge of spells. These
“semi-spell users” (see SL for more informa-
tion on Semi casters.) combine a realm of
power with the realm of Arms. These
professions can only throw spells of lim-
ited potency, but are fairly adept in the use
of arms. Generally, these characters are
inferior to Fighters in the use of arms and
to spell users in the use of spells, but they
have the ability to combine the advantages
of both to meet a variety of needs.

MONK

Monks are semi-spell users who com-
bine the realm of Essence with the realm of
Arms. Their base spells deal with personal
movement and the control of their own
body and mind, while their arms capabili-
ties are concentrated in unarmored, un-
armed combat.

Prime requisites: Empathy and
Self Discipline.

RANGER

Rangers are semi-spell users who
combine the realm of Channeling with the
realm of Arms. Their base spells deal with
operating in the outdoors and manipulat-
ing the element (weather).

Prime requisites: Intuition
 and Constitution.

BARD

Bards are semi-spell users who com-
bine the realm of Mentalism with the realm
of Arms. Their base spells deal with sound,
lore, and item use.

Prime requisites: Presence and Memory.

OPTION 5: MENTALISM MONKS

& ESSENCE BARDS:  THE

“MONK / BARD” CONTROVERSY

One profession versus realm contro-
versy (at least within ICE) involves Monks.
In Rolemaster, Monks are Essence Semi-
spell users, because Essence spell users
cannot normally wear armor while casting
spells. This would tend to direct Essence
semi-spell users (Arms and Essence) into
the Martial Arts that do not normally
involve weapons or armor. This line of
reasoning (called the Charltonian view) is
countered by the common view in our
world (e.g. Kung Fu, eastern mysticism, etc.)
of Monks as Martial Artists whose mental
discipline and control lead to Mentalism
type powers (called the Amthorian view).

3
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Those wishing to follow the Amthorian
view should make Monks Mentalism semi-
spell users and make Bards Essence semi-
spell users (to balance things).

Alternatively, for less fanatic followers
of the above views, a GM can have two
types of Monks: Monks drawing their
power from Essence and Monks drawing
their power from Mentalism. Each Monk
character would have to choose one of the
two realms at first level. Similarly, a GM
can have two types of Bards.

OPTION 6: THE

“NO PROFESSION” PROFESSION

Character Law normally requires each
character to have a profession, reflecting
how their early training and life have
molded their thought patterns. Some GMs
may find this too artificial and rigid, while

others may want to introduce the concept
of a character without a profession. To
these ends, this optional rule introduces the
concept of the character with the “no
profession” profession.

Some GMs may want to have all their
characters use this profession; others may
want their players to have it as an optional
profession for characters with a special
background, and some GMs may not want
to use it at all. All the normal Character
Law rules apply, and we suggest that the
“no profession” character choose one realm
of power for his spells and learn spell lists
as a semi-spell user. The GM may or may
not want to allow access to base spell lists.
A “no profession” character has the follow-
ing costs for skill development:
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4.0 RACE AND CULTURE

The races described in this chapter are
typical fantasy races that are found in
various literature and games. A GM
should examine each race carefully before
including it in their campaign – not all of
these races are suitable for all settings.
GMs should also feel free to customize
races to fit their setting, or to create new
races. In addition, ICE’s Creatures &
Treasures provides descriptions and
statistics for dozens of other races.

4.1 RACES

This chapter includes seven sample
races. The information on each race is
intended to serve as a guideline for devel-
oping both player characters and non-
player characters.

Table 04-01 provides racial abilities
and characteristics for these sample races.
All of the modifications given on Table 04-
01 are optional and should be carefully
examined and molded by a GM to fit their
world system.

HUMANS

Of mortal men there are basically two
kindreds: the semi-mythical “High” Men
and the more normal Common Men.

High Men tend to be even taller than
Elves (6'-7' tall), but heavier-boned and
physically stronger, although less
nimble than the Elven-kind. The
lifespan of the high men is quite long,
up to 250-300 years in those of pure
descent. They are great warriors and
builders of empires, for their initiative
matches their physical stature.

Common Men are shorter (5'6"-6'4"
men; 5'-5'10" women) and stockier of
build as a rule, and their hair and eyes
run the entire spectrum of normal
shades. They are less lordly in appear-
ance than the high men, and the males
often wear beards or mustaches, as
opposed to their brethren who are most
often clean-shaven.

DWARVES

Probably the “toughest” physically of
the races, the Dwarves are short (the males
4'5" tall, the women slightly less), stocky and
ruddy of complexion, with deep-set eyes
and dark wiry hair and beards (the latter
they are quite proud of, and grow long,
braiding them elaborately). Dwarves also
are very resistant to poisons and disease,
and have exceptional life spans (to 400
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years). They have superior dark sight, able
to see far in caves that a human would
consider pitch black (up to 50' in even the
most dimly lit cavern), but not as well as
Elves outdoors.

They are superior craftsmen and love to
mine the earth for precious gems and
metals,  forging them into weapons of
strength and artifacts of beauty and power.
Not as fertile as humans, they have few
children; and less than a third of their
people are women, who are guarded jeal-
ously within their cavernous halls.

ELVES

Though basically similar to mortal
men in most ways, Elves have several
important, if subtle, differences. As a race,
they are taller than most humans, although
slender: the male height averaging be-
tween 6' and 6'10", yet weighing but 150-
200 pounds, respectively. The women of
the Elves range from 5'6" to 6'2", and are
also slim. Elven men have no facial hair,
and as a rule, they have less body hair than
humans. Generally, Elves are fairer in
appearance than their mortal brothers,
having finer features, unmarred skin, and
pointed ears with no earlobes.

Resistant to extremes of natural heat
and cold, their clothing is usually for

decoration, camouflage, or perhaps, mod-
esty. Their senses are extremely keen,
especially their hearing, and sight: they are
able to see on a clear, star-or-moonlit night,
as if full daylight. Their vision is corre-
spondingly restricted with less light, down
to but a few feet in what a man would call
pitch black. Perhaps most importantly:
Elves do not age or grow old; and their
bodies are immune to all bacterial and viral
infections. Thus, they are virtually immor-
tal (excepting violent death).

There are three kindreds of the Elves:

Fair Elves, highest and most lordly,
have hair of golden blonde, blue eyes,
and fair skin. They project a visible
aura at all times. They are, as a rule,
musically talented, and wear garments
of white, silver and gold.

High Elves are sturdier of build (yet
still more slender than humans). The
High Elves are darker: their complex-
ions are as if tanned, and their hair is
black or dark brown, with few excep-
tions. Their eyes can be of any color,
although brown or hazel predominates.
These Elves are the builders and crafts-
men of the kindreds, most skilled in
fine metalwork: weapons, armor and
beautiful jewelry. Their jewel craft is
also unsurpassed. The High Elves are
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the most likely to live in cities, building
graceful, marble-walled towns for
themselves. They are also the most
curious — possessed with a desire to
learn all about their surroundings at
any cost, which has more than once
caused members of their race to fall
from the path of light.

Wood-Elves are more numerous and
rustic than their brethren. They tend to
be ruddy of complexion, with sandy
hair and blue or green eyes. Not as tall
as the other groups, they are still quite
light of build, and very adept at moving
silently, especially in the forest. They
are also musically talented, although
not as much so as the Fair Elves. Their
forest green or brown clothes are more
functional in design than the draped
robes and tunics of the Fair Elves and
less elaborate than that preferred by the
High Elves.

HALF-ELVES

Members of this race have one Human
and one Elf parent. They must choose
relatively early in life whether they shall be
mortal (and of men) or immortal (and of
Elven kind). Should they choose immortal-
ity, they follow the lifestyle and course of
their Elven parent. They are akin to “High
Men,” for the latter may, depending on race
and game setting details, have varying
degrees of Elven blood.

HALFLINGS

Smallest of the speaking people,
Halflings average 3'-4' in height, and
tend to be fat. They have large, hairy feet —
hairy to the point of being “furry” — which
are almost immune to cold, and so they
always go about barefoot. They are an
inoffensive people, preferring the quiet of
their own villages. Lovers of good food
and drink, they spend much of their time
eating at inns and friends’ houses. They
are able to move quietly, and have a high
level of Agility (manual dexterity).
Halflings also are possessed of an amaz-
ing constitution, and can resist even the
most powerful magical and physical
damage for extended periods.

ORCS

Generally, Orcs grow to be about 4'-5'
tall, with thick hides and grotesque, fanged
faces. They are very heavy of build, as they
are bred as warriors and laborers. With few
exceptions, they cannot stand daylight, and
are blinded by the unshielded sun. Only at
night can they see well (with sight like the
Elves). They are without exception canni-
balistic, bloodthirsty and cruel, wielding
curved scimitars and wicked axes.

Note that Orcs are stellar smiths. Their
ability to work with metal is hardly paral-
leled. Although the appearance of their
items is often poor, the performance is
excellent. They rarely make items
unassociated with fighting.

Greater Orcs are those most carefully
bred and grow to be about 6' tall.
They are rare and much superior.
Their abilities include speech, orga-
nization, reason, and fighting, which
are better than those of the normal
(or lesser) Orcs.

TROLLS

Trolls are as strong as the stone from
which legend says they were made. They are
huge and immensely strong, (usually about
10' tall) but stupid and slow-moving, hating
all other creatures. Trolls are divided into
several types (based on their location): Hill,
Cave, Snow, and Stone Trolls, the last being
the most common. Most Trolls cannot
stand the light of day, in fact, some say they
revert to the stone of their substance in
sunlight. Treat bare troll skin as half hide
plate (AT 11).

For more race choices, and more infor-
mation on the races above, see the “races”
chapter of CT.
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4.2 SPECIAL RACIAL

CAPABILITIES

The chief racial factors affecting a
character are given in Table 04-01:

Certain races will have advantages in
certain of these areas, but penalties in
others. For example, Elves might have
superior stat bonuses to men but if they are
injured the effects are much more serious.

Stat Bonus Modifications — The
modifications to stat bonuses are in
addition to the bonuses described in
section 5.4 and detailed in Table 05-03.
For example, a High Man and a
Halfling could both have 99 Strengths;
even though the high man was 6'7" and
the Halfling was 3'4". However, due to
the stat bonus modifications given in
Table 04-01, the High Man’s bonus due
to Strength is +30 (+20 normal for 99 St
+ 10 due to race), while the Halfling’s
bonus due to Strength is 0 [+20 normal
for 99 St + (-20) due to race]. Stat
bonuses may become negative through
such modifications.

Resistance Roll Modifications —
Resistance Roll modifications are
added directly to the Resistance Roll
made against the appropriate spell,
poison, or disease. (See section 5.4)

Death and Injury Modifications —
There are three different modifications
to the effects of death and/or injury.
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• First, race determines the number of
rounds after death that the soul
leaves the body (see section 10.9).

• Second, a number is given that is to
be added to the column used for the
stat deterioration roll as described in
section 10.9. In effect adding this
factor to the column number in-
creases the rate at which stats dete-
riorate after death.

• The third factor is a multiplier for
recovery times from injuries. This

number is multiplied by the normal
recovery time given in section 10.8,
resulting in the recovery time for a
particular race.

Languages — The number of languages
given is the number of starting lan-
guages for a character of the given race.
The level to which these languages are
known will depend upon the character
and his background.

Professions —Races with stat bonuses in
the prime requisite stats of a profession
will find it easier to excel, while those
with stat penalties in the prime requi-
sites will find themselves handicapped
in using the primary abilities of their
profession. To assist new players in
avoiding pitfalls, the following combi-
nations have no handicaps due to racial
stat modifiers:

Common Men: Fighter, Thief, Rogue,
Warrior Monk, Magician, Illusionist,
Alchemist, Cleric, Animist, Healer,
Mentalist, Lay Healer, Seer, Sorcerer,
Mystic, Astrologer, Monk, Ranger
and Bard.
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High Men: Fighter, Magician, Illusionist,
Alchemist, Cleric, Animist, Healer, Mental-
ist, Lay Healer, Seer, Sorcerer, Mystic,
Astrologer, Monk, Ranger and Bard.

Half-Elves: Fighter, Thief, Rogue, Magi-
cian, Illusionist, Alchemist, Cleric,
Animist, Healer, Sorcerer, Mystic,
Astrologer, Ranger and Bard.

Wood Elves: Fighter, Thief, Rogue, Magi-
cian, Illusionist, Alchemist, Cleric,
Animist, Healer, Sorcerer, Mystic,
Astrologer, Ranger and Bard.

High Elves: Fighter, Thief, Rogue, Magi-
cian, Illusionist, Alchemist, Cleric,
Animist, Healer, Sorcerer, Mystic,
Astrologer, Ranger and Bard.

Fair Elves: Fighter, Thief, Rogue, Magician,
Illusionist, Alchemist, Cleric, Animist,
Healer, Sorcerer, Mystic, Astrologer,
Ranger and Bard.

Dwarves: Fighter, Cleric, Animist, Healer
and Ranger.

Halflings: Thief, Cleric, Animist, Healer
and Ranger.

Lesser Orcs: Fighter, Thief and Rogue.

Greater Orcs: Fighter, Thief and Rogue.

Trolls: Fighter.

Note: Use of optional professions or
profession changes like the “Dwarven
Alchemist” or “No Profession” are not
taken into account above. (See chapter
3 for details on profession options.)

4.3 CULTURE

The place your character grew up and the
people who lived there determine their
cultural background. This is similar to na-
tional origin in the real, modern world. If your
character grew up as the child of a peasant in a
rural feudal culture, they will be different than
a character that grew up as the child of a
fisherman in an urban despotic culture, even
if you are both of the same race and profes-
sion. Factors like language, skill preferences,
weapon preferences, religion, general out-
look, prejudices, and many others will be
affected by the culture your character was
raised in.

Example: Molnar the Magician was
raised by his merchant parents in Westin,
a mid sized city on the frontier of the
prosperous Kingdom of Dolman. As the
city lies on the border of both Karpath and

Fey, he might choose to learn the Languages
of Karpathian and/or Elvish in addition
to his native Dolman. Westin is a city, but
a small one on the edge of the kingdom, so
Molnar will have access to urban and
culture skills, but it’s unlikely he spent much
time at high culture events like ballroom
dancing or opera, more common deeper in
the kingdom. The frontier is somewhat wild,
so outdoor skills like riding would be fairly
common. Hunting and trouble with the
goblins in the mountains means that most
adults in this area know at least one
weapon skill, typically staff and/or short
bow. Only nobles are allowed to carry
swords, and only soldiers are allowed
crossbows, so neither skill is likely. Hatred
for Goblins is commonplace, Elves are
considered mysterious, and Karpathians
are distrusted as shady traders. Molnar is
likely to share those prejudices. The worship
of Geran is universal in the area, so that is
likely Molnar’s religion, unless he or his
family are members of a secret cult. The
general society in the area is optimistic,
fond of risk taking, loyal to the local Duke,
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and distantly happy with their King. It is
always possible that Molnar is an
outsider in his own home, sharing few or
none of the traits above, but even as a
dissident, knowing the nature of the
culture he is rebelling against will help
in shaping his personality and character
generation choices.

4.4 LANGUAGES

Language can be a unifying element
among groups with varying racial or
cultural backgrounds. On the other hand, it
can also be a barrier that can lead to the
destruction of a hearty group of adventur-
ers. Since most worlds embrace a number
of tongues, and few characters know all the
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languages, translators and cooperative
efforts may be necessary to solve the
language problems. By having each player’s
character know and/or understand (to
varying degrees) different languages, a
tremendous amount of diversity can be
injected into the game.

A character’s fluency and literacy in a
particular language is determined by the
skill rank that the character has achieved in
“linguistic” skill for that language (see
section 7.7 and Table 04-02).

The GM should decide which lan-
guages are automatically known by each of
the races/cultures in his world system. Each
character may then expand on this base
through the skill acquisition process.

4.5 PHYSICAL APPEARANCE

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

General Appearance — Ap-
pearance (Ap) is a value (01-
100) which gives a general
idea of the character’s exte-
rior look (e.g. an 01 or 02
Appearance would indi-
cate a really ugly person,
while a 99 or 100 would
indicate a very hand-
some character). Appear-
ance can be determined
either by rolling 1- 100
(not open-ended) and
adding the character’s
Presence bonus (with a
maximum result of 100
and a minimum result
of 20 less than the
character’s Presence
stat). Appearance can
rise or drop during play
due to circumstances
(e.g. scars, diseases,
increases in Presence,
etc.). This is a very
subjective rating and

the GM should treat it as a general
guideline during play. It also is based
on race and culture. A beautiful Orc
might be seen as ugly to humans, while
an ugly elf might be beautiful to hu-
mans. Similarly, people of the same race,
but different cultures might see things
differently. For example: Culture A
might find thin people attractive, while
culture B finds muscular people attrac-
tive and culture C finds plump people
attractive. Clothing, cosmetics, hygiene
and other factors can also have a dra-
matic affect on perceived appearance.

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

Physical Appearance Factors — The GM
and the players should determine factors
like height, weight, hair color, eye color,
gender, age, and so on. section 4.1 pro-
vides some sample ranges for the six
sample races. If no ranges are given, then
no absolute limitations on the physical
appearance factors are intended. For
example, no weight range is given for
Dwarves but they are “stocky”.

OPTION 7: RANDOM

HEIGHT, WEIGHT, AND SIZE

Under the normal Rolemaster rules each
player may choose the height and weight for
his character within the ranges given for the
race types. However, a GM and players
often need to be able to randomly generate
heights and weights for player characters or
NPCs of a particular race. In many cases, it
is also helpful to be able to determine if a
character is able to wear a certain piece of
equipment for which a specific “size” is
required. The Size Tables 04-03 and 04-04
provide a mechanism for accomplishing
both of these objectives.
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Table 04-03 provides one column for
each general race type: Common Men, Elves,
Dwarves, Halflings, Lesser Orcs, and Trolls.
To use this table for other similar races (or
women), roll (1-100, open-ended) normally
for height on the column for the most similar
race and then add the difference between the
average height for the column’s race and the
average height for the race being rolled. The
average Common Men height is approxi-
mately 5'10", for Elves it is 6'5", for Dwarves it
is 4'5", for Halflings it is 3'6", for Lesser Orcs
it is 4'6", and for Trolls it is 10'.

Example: High Men with an average
height of 6'6" would roll on the ‘Common
Men’ column and add 8". The women of
the Common Men race (average 5'5")
would roll on the ‘Common Men’ column
and then modify by -5". Great Orcs
(average 6' 0") would roll on the ‘Orcs’
column and add 18".
For each general race type, a base

weight is given for each height. Base weight
may vary depending upon the character’s
“build”: thin, slight, slender, average, stocky,
heavy, stout, or huge. A character’s build is
determined by rolling on Table 04-04. This
indicates how much the base weight varies
from the character’s height (i.e. how much
to shift up or down from the character’s
height on the appropriate column in the
“Height” section of the table).

Example: To determine a Dwarf ’s height,
a ‘28' is rolled. Cross-indexing ‘28' and
Dwarves on Table 04-03, we obtain 4'4"
(125). So the Dwarf is 4'4" tall, and an
average Dwarf of that height weighs 125
lb. To obtain the exact weight, we then
roll a ‘91”. Referring to the Dwarves
column of Table 04-04, we find that our
Dwarf is ‘Heavy” with a modification of
+4. Referring to the Dwarf column Table
04-03, we shift down 4 rows from our
earlier 4'4" (125) result and obtain an
exact weight of (135), 135 lb.
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5.0 STATS

The base mental and physical attributes
of a character are represented by 10 statis-
tics (called stats): 5 “primary” stats and 5
“development” stats. Each character has two
numerical values on a scale of 1 to 100 for
each stat. The value indicates how it rates
relative to the same stat of other characters,
the lower the value of a stat, the weaker it is
relative to the same stat of other characters.
Relatively high or low stats give bonus or
penalty modifications (see section 5.4) that
apply to attempts to accomplish certain
activities and actions.

An individual’s stats represent prowess
in various areas in comparison to the
average man; John Smith, the townsman,
might be theoretically assumed to have
stats of 50 across the board. However, in
the relatively primitive societies favored for
the most role playing games, it is quite
likely that those with stats below 10 will be
the first claimed by nature and survivors
might tend to have a set of stats that are
above the “average” (assume that John
Smith has stats of 55). In these societies,

those with access to better health care (the
rich) might tend to live even if weak in
critical areas, so Noble John Smith’s stats
might well average 50. (See section 10.12
Non-Player Characters).

Adventurers are likely to be superior to
the general population, adventurers are
presumed to start with no stat below 20,
though the rigors they face may reduce
their stats below this level, this is to reflect
the fact that weak characters are unlikely to
leave the safety of their homes and go out
in the world to make their fortunes. (See
chapter 2.0, Creating a Character).

Higher-level non-player characters
(NPCs) are also likely to be superior to the
general population, it is a fact of life that in
attempting to increase one’s experience
level one has an excellent chance of dying,
superior characters are more likely to
survive; so when creating and running
NPCs, the GM is urged to consider their
experience level when determining their
stats (See section 10.12).

Each stat has two values (1-100): a poten-
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tial value and a temporary value, the potential
value reflects the highest value (genetically)
that the character’s stat can reach, the tempo-
rary value represents the stats’ current value,
thus, each character has a set of “temporary”
stats and a set of “potentials”.

During play, the temporary stats can rise
due to character advancement and other
factors and fall due to injury, old age, etc.
(See sections 9.2 &10.6) however, potentials
rarely, if ever, change and the temporary
value of a given stat may never be higher
than its potential. Note that a character’s
stats do not always increase beyond their
starting level: two months of adventuring
does not necessarily accomplish what 18
years of youthful exuberance failed to do.

5.1 GENERATING STATS

To determine the stats for a character,
first make 10 rolls (1-100, not open-ended)
and record them in a column on a piece of
paper. Ignore rolls of less than 20; you need
10 rolls above 19. This reflects the premise
that exceptionally weak characters will not be
likely to seek their fortune in a hostile world.
These stats are the character’s temporary stats.

Next, make ten more rolls (1-100, not open
ended); writing them next to the temporary
stats you just rolled, in the same order. (Do not
discard rolls under 20 this time). The result
should be a list of ten pairs of rolls in “Tempo-
rary Stat / Potential Roll” format.

Keeping in mind that you can increase
the temporary stats of your two prime
requisites to 90 in the next step, assign the

ten paired rolls to the ten stats: Constitu-
tion (CO), Agility (AG), Self-Discipline (SD),
Memory (ME), Reasoning (RE), Strength
(ST), Quickness (QU), Presence (PR), Empa-
thy (EM) and Intuition (IN).

If either or both of the prime requisites
for your profession have been assigned
temp stats under 90, raise them to 90. You
may not raise any other stat to 90, and you
should not be changing any potential rolls.
Write all of your temporary stats into the
appropriate spaces on the Character Record.

Finally, to determine each of a character’s
potential stats consult Table 05-01, cross-
indexing each potential roll with the range
into which the associated temp stat falls. The
number resulting is the potential stat (poten-
tial), the value to which that stat could actu-
ally rise in the course of play. Write each
Potential Stat into the appropriate space on
the Character Record. Generally, this level
cannot be exceeded, except perhaps with the
aid of the most powerful magic. (Examples
are given in section 2.6)

OPTION 7.1: ALTERNATIVE STAT

GENERATION METHOD 1 (RANDOM-FIXED)

Some GMs may wish for more ran-
domized stat generation. Using this
method, you make the same rolls as in the
standard method above, but the pairs of
rolls are assigned to the ten stats in exactly
the order that they are rolled. Prime
Requisite temp stats will still rise to 90 if
lower than 90, but all other stats will be
distributed randomly.
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OPTION 7.2: ALTERNATIVE

STAT GENERATION METHOD 2
(THREE COLUMN METHOD)

This rule can be used if a more flexible
method for generating stats is desired.
First, roll three sets of ten rolls (1-100) each,

keeping track of the order in which the 10
rolls of each set were obtained. Then
choose one set to be the character’s tempo-
rary stats and a second set to be the rolls
for the character’s potential stats.

The first roll in the second set chosen is
the potential roll for the first roll in the
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temporary stat set; the second roll in the
second set chosen is the potential roll for
the second roll in the temporary stat set;
etc. The third set of numbers is not used.
Finally, the pairs of temporary stats and
potential rolls are assigned to the 10 char-
acteristics (Strength, Agility, Empathy, etc.).
The prime requisites may be replaced with
90’s. The potentials are determined using
Table 05-01.

The GM should keep in mind that this
method will result in higher stats for the
characters in their game.

A GM may wish to use other stat
generation methods, such as allowing each
player to generate a number of sets of stats
and then choose the best.

5.2 DEVELOPMENT STATS

In addition to affecting play, some stats
aid character development; Constitution,
Agility, Reasoning, Memory, and Self
Discipline are relevant in determining how
many skills a character can learn. An
average individual has 25 development
points, the exact amount that each of these
stats contributes to the total amount of
development points is given in Table 05-

03, this total may be adjusted up or down
by high or low Development Stats, note
that the five stats above will often be
referred to as Development Stats, in game
terms, other characteristics do not aid in the
acquisition of skills in any way.

Constitution (Co) — General health and
well being, resistance to disease, and the
ability to absorb physical damage are
all reflected in a character’s Constitu-
tion, also referred to as: health, stamina,
endurance, physical resistance, phy-
sique, damage resistance, etc.

Agility (Ag) — Manual dexterity, grace
and litheness are the prime components
of this characteristic, also referred to as:
dexterity, deftness, grace, manual skill,
adroitness, maneuverability, stealth,
dodging ability, litheness, etc.

Self Discipline (SD) — The control of
the mind over the body, the ability to
stay focused or push harder in pursuit
of some goal, or to draw upon the inner
reserves of strength inherent in any
individual, also referred to as: will,
alignment, faith, mental strength or
power, concentration, self-control,
determination, zeal, etc.
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Memory (Me) — The ability to retain
what has previously been encountered
and learned, in many instances it may
be necessary for the characters to rely
on the player’s memory, since that tends
to be used whenever it is advantageous
anyway. Memory provides a good basis
for determining how much is retained
of the pre-adult period that the GM
doesn’t have time to devise and de-
scribe in absolute detail to each player,
also referred to as: information capac-
ity, mental capacity, recall, retention,
recognition, etc.

Reasoning (Re) — Similar to intelligence:
the ability to absorb, com-
prehend, and categorize
data for future use, It also
reflects the ability to take
available information and
draw logical conclusions,
also referred to as: intelli-
gence, learning ability, study
ability, analysis rating,
mental quickness, logic,
deductive capacity, wit,
judgment, I.Q., etc.

5.3 PRIMARY STATS

The following characteris-
tics have an influence on direct
play, but do not aid in charac-
ter development.

Strength (St) — Not just
brute musculature, but the
ability to use existing
muscles to the greatest
advantage, also referred to
as: power, might, force,
conditioning, physique, etc.

Quickness (Qu) — Essen-
tially a measure of speed,
reflexes and conscious
reaction time, this stat is
often lumped with several
others as dexterity, also
referred to as: speed,
reaction time, readiness,
reflexes, etc.

Presence (Pr) — Control of
one’s own mind, Courage,
Bearing, Self Esteem,
Charisma, and the ability
to project these to affect or
control others are the

principal elements of a character’s
presence, also referred to as: leadership,
moral, psychic ability, vanity, perceived
power, bardic voice, charisma, etc.

Intuition (In) — A combination of luck,
genius, precognition, ESP, and the favor
of the gods is embodied in this stat, also
referred to as: sixth sense, “gut” feeling,
wisdom, luck, talent, reactive ability
(mental), guessing ability, psychic ability,
insight, clairvoyance, inspiration,
perception, pre-sentiment, etc.

Empathy (Em) — The ability to perceive
the emotional states of others and the
capacity to form emotional attachments
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to persons, places or things. The rela-
tionship of the character to all pervad-
ing force that is common to all things
natural and is the basis of most things
supernatural, also referred to as: emo-
tional capacity, sensitivity, judgment,
alignment, mana, magical prowess, etc.

5.4 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 stats bonuses are given in Table 05-03.

Table 05-04 lists the basic stats that affect
actions, as well as multiple stats that affect

actions and primary skills. If a stat is listed
more than once for a given action it is used
that many times in calculating the average for
obtaining a bonus for that action.

Example: The stat bonus for melee is due
to St/St/Ag. The Strength bonus is added
to the total twice and the Agility bonus is
added once, and the resulting total
divided by three to obtain the average. If
Elfor has a 90 Strength (+10) and a 100
Agility (+25) he would add 10 twice (20)
to 25 to get a total of 45. He would then
divide by 3 to get the average for
computing his melee bonus. One-third of
45 is 15, so the stat bonus is +15.

Some uses for stat bonuses
are given in the table.

DEFENSIVE BONUS (DB)
A character benefits

defensively from his Quick-
ness. Regardless of whether or
not a character has any self-
defense skills, he may add his
Quickness bonus to his
defensive bonus provided he
is not completely static (e.g.
Tied up, sleeping, knocked
out, etc.). Note the 4th column
on Table 07-05; these points
are subtracted from the
Quickness bonus if the char-
acter is wearing the appropri-
ate type of armor (and thus
quickness points are not
subtracted from incoming
attacks). Note that this col-
umn cannot reduce a Quick-
ness bonus below 0.

Example: Bak (Quickness 98,
yielding a bonus of +20) is
unarmored. His armor type
(AT) is 1 with a DB of 20.
Attacks against him are
resolved on the 1 column after
subtracting 20. He puts on a
breastplate, which has a
quickness penalty of 10. This
penalty of 10 is subtracted
from his quickness bonus of
20, leaving a DB of 10 to be
subtracted from incoming
attacks. Those attacks are
now resolved on the AT 17
column with a DB of 10.
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GENERAL MOVING MANEUVER BONUS

If there is no skill that is specifically
applicable to a given moving maneuver,
then the character’s Agility stat bonus is
used to modify the moving maneuver roll.

BONUS TO TOTAL CONCUSSION HITS

The total hits used during play is the base
hit total (see “Body Development” in section
7.7) plus the base hit total multiplied by the
Constitution stat bonus divided by 100 (i.e.
the Co stat bonus is used as a percentage.)

Summary for Determining total Concus-
sion Hits:

1) Start with a base hit total (BHT)
equal to Constitution/10 (round up).

2) Each time the Body Development
skill rank is increased by one add 1-
10 hits (some non-humans use a
different die for hits. See table 04-01)
to the base hit total (up to the racial
max + Co Bonus, see Tables 04-01
and 05-03.)

The actual concussion hit total used in
play = BHT + (BHT x (Con Bonus/100))
round down.

Example: Bak has a Constitution of 90
and one rank in Body Development. His
Base Hit Total is 14 (90/10 = 9, plus a roll
of 5 for his one rank of Body
Development). His Constitution bonus
(from Table 05-03) is +10. To calculate his
actual Concussion hits, he takes his BHT
(14) and adds 10%. 10% of 14 is 1.4,
rounded down to 1, so he can take a
grand total of 15 (14 + 1) total concussion
hits, although his base hit total remains
14. Bak goes up an experience level, gains
two new ranks in Body Development,
and rolls 2 more ten-sided dice (D10) for
hits and gets 2 + 8 additional Concussion
hits. He adds these to his Base Hit Total 
(14) for new Base Hit Total of 24, before
modifying again for Constitution. He
can now take 24 + 10% of 24 = 24 + 2 = 26
total Concussion Hits.

It is necessary to keep track of both the
actual Concussion Hits and the Base Hit
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Total, to calculate hits anew whenever a
change occurs. For instance, a change in
Constitution may change the hit total of
the character by changing the bonus.

RESISTANCE ROLL BONUS (RR)
Resistance Rolls against spells and

poison or disease are affected by various stat
bonuses depending on the type of attack.

RRs versus Essence spells (e.g. all those
thrown by Magicians, Illusionists,
Alchemists, and Monks) are subject to
stat bonuses for Empathy.

ition and use of the stat bonus for the
average. Mystics are masters of Mental-
ism and Essence, so use the average of
Empathy and Presence. Astrologers are
students of Channeling and Mentalism,
so Intuition and Presence are averaged.
RRs versus a Hybrid spell user’s non-
base spells are subject to the stat bonus
for the spell’s normal realm.

RRs versus poisons and diseases are
subject to the stat bonus for Constitu-
tion. Assign a level (potency for the
poison) to the “attack” and resolve the

Resistance Roll using Table 05-05. For
more poisons and diseases see sections
10.10 and 10.11.

Example: For instance, Acaana is a level
(potency adjustment) 10 poison. Dana
has a 90 Constitution and has a +10
bonus for that stat; he is 6th level. Should
Dana ingest Acaana, he would roll on
the Resistance Roll Table 5-5. If his roll
exceeded 52 on (1-100) he would resist the
poison, for he needs a 62+ on the table
and his bonus is +10. Should he roll say
a 51, the poison would take effect … 51+10
= 61 and does not exceed 62.
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RRs versus Channeling spells (e.g. all
those thrown by Clerics, Animists,
Healers, and Rangers) are subject to stat
bonuses for Intuition.

RRs versus Mentalism spells (e.g. Mental-
ist, Lay Healer, Seer, and Bard Spells) are
subject to stat bonuses for Presence.

RRs versus Hybrid spells (e.g. Sorcerer,
Mystic and Astrologer Spells) Hybrid
spell user’s base spells are subject to the
stat bonus for the average of the two stats
relating to the realms for that profession.
Sorcerers are users of Channeling and
Essence, so average Empathy and Intu-
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6.0 BACKGROUND

Roleplaying is paradoxically neither
“storytelling” nor “wargaming”, and yet it
encompasses elements from both of these
genres. In Wargames, the memes such as
“Fighter”, “Thief” and “Mage” are rigidly
enforced. Similarly, in many of the novels
and stories that epitomize the Sagas and
Ballads of Yore, we see many of the partici-
pants conforming to the same types of
memes - although this conformity is
considerably less strict, and is often ig-
nored for the central character(s). Once you
move beyond that style of story, and look
towards other styles of stories, any confor-
mity to established memes is a matter of
choice and done purely for the purposes of
emphasis ... often to be shown to be a false
assumption later on in the story. One of the
most common limitations of certain styles
of roleplaying are the restrictions which
result in characters that are not just similar
to one another, but are virtual “cookie-
cutter” replicas of one another. The sugges-
tions contained within this chapter should
enable both GMs and Players to inject a
wide degree of variety and individuality
into their characters, allowing them to play

the character they truly want to play, rather
than “generic fighter #3”.

The single most important factor that
can be used to breathe life into the me-
chanical structure of a character - regard-
less of whether it is designed to conform
tightly to a given meme, or to reject it
utterly - is to ensure that the character is
provided with dynamic background
material. A Character is more than just a
“Level 1 fighter” - they did not simply
“spring full-grown from the Head of Zeus”
... and even if they did, that would certainly
be an interesting personal history! For
every character in the foreground of the
game or story, there is an entire tangled
web of lives that have touched upon them,
in ways that can be alternately beneficial
and/or detrimental. Their family - both
immediate and extended - and the events,
trials, tribulations and celebrations sur-
rounding them can serve as a great point of
reference and a source of many aspects of
the character’s personality. Beyond them,
you have the mentors and teachers, friends
and rivals, classmates and peers with whom
the young character may have interacted on
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a daily basis, and the other members of the
community who may have influenced the
character in some way.

Since these historical notes will vary
from character to character, they tend to
provide flavorful variations in the player’s
approach to the game. The stronger and
more detailed the background notes, the
greater the foundation; and a good foun-
dation built of past experience will guide a
character in his adventures. Differing
backgrounds will reinforce the naturally
individual approaches to running charac-
ters. Particularly forceful background
material (e.g. Rhiannon’s entire family has
sought the lost sacred Banana of the
Bamlenders) may be necessary in so-called
“quest” campaigns, but should be carefully
used in games where player freedom is
emphasized. By providing rich back-
grounds it becomes far easier to ensure that
the characters in the game become and
remain central elements to the story, and
ensure that the evolving story is enjoyable
for everyone.

6.1 SPECIAL ABILITIES

AND EQUIPMENT

Special abilities and equipment can
help individualize characters and can make
playing characters more exciting. In many
cases these special capabilities distinguish
the player character form the general
populace and are part of the reason that he
has chosen to adventure rather than stay at
home on the farm.

Abilities — Certain characters may have
special abilities based on their race or
background. The GM should assign
bonuses in skills relating to aspects of a
character that were developed to some
unusual degree during their youth. By
having the skill category to which
bonuses are assigned vary given each
character’s unique past, the GM can
further individualize members of the
group or NPCs.

Example: Onri who begins as a Fighter
of the Langur may he able to ride a horse
extremely well since his nomadic people
are taught to ride at an extremely early
age. His GM decides that the character
will begin the game with a Riding
(horses) skill rank of 10.

Equipment — Different cultures and areas
produce varying types of equipment.
Some of the equipment will differ in
construction or composition (e.g.
certain bows) or stand utterly unique
(e.g. a type of weapon found nowhere
else in the world). By giving the
character a unique or unusual piece/
set of equipment, wide variation in
play may result. Again, characters can
be individualized by allocating
different starting possessions, but
beware of unbalancing things by
giving one or more characters equip-
ment which is noticeably better than
that given their companions.

Example: Stongar the fighter is a dwarf,
in a world where dwarves are the finest
makers of manufactured goods. The GM
decides to let Stongar begin the game
with +5 weapons and armor of non
magical superior quality craftsmanship.

OPTION 8: BACKGROUND OPTIONS

As noted, the development of a
character’s background involves procedures
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that will not be used thereafter. One such
process determines what special skills,
attributes, or possessions the character
obtains in early life.

Using the Background Option Tables
in this section, the GM should allow the PC
to choose the fortune, assets, or special
abilities he/she possesses prior to adventur-
ing. These options should be selected prior
to adolescence development (PC Level 0).

Alternatively, the GM may wish to
change the selection sequence, or assign the
options in his own manner. Whatever the
case, we suggest that this process should be
used only once in the course of the
character’s life.

USING THE BACKGROUND

OPTION TABLES

1) Each character, regardless of profes-
sion, is allotted a certain number of back-
ground options. The number of options
one receives is depends upon the
character’s race and is noted on the Race
Background Option Table.

Should a character’s race fall outside
the class classifications listed here, we
suggest he receive 4 or 5 background
options, although the GM may wish to
assign a higher or lower number for pur-
poses of play balance.

Remember, background options are not
to be confused with development points.

2) Characters expend one background
option for each selection or roll they make
on these tables.

3) Prior to making a roll on (or pick
from) these tables, the character must select
the Background Categories applicable to
his options. There are five background
categories: Set Options, Special Abilities,
Special Items, Special Wealth, and Special
Status. Characters can choose to apply
more than one option to a given category
(e.g. Miraj the Wood-elf expends all five of
her options for selections from the Special
Items Category).

4) The GM may wish to allow the
character to choose one or more Back-
ground Categories after he determines the
result of earlier option selections. For
example: Trevor expends one option to get
a unique ability, rolls, and determines the
result by looking at the Special Ability
Background Category. He likes the result
and decides to allocate his second option
to a different Background Category.

5) Once the character allocates his
options, he rolls (or picks) once on Back-
ground Options Table for each of his
options, cross-indexing the number on the
dice with the results in the Background
Categories chosen earlier. The GM may
wish to allow the character to choose the
results, rather than having them make rolls.

Note: The GM should feel free to add
their own background categories or
modify those listed here to fit their game.

BACKGROUND OPTIONS

Set Options: An option used in this
category will have a fixed result of the
character’s choice. These results in-
clude: special skill bonuses, spell
adders, languages, and stat increases.

Special Abilities: The special abilities
reflect a character’s inherent physical or
psychological makeup; they are not
learned like skills. As with racial bo-
nuses, these ability bonuses do not
affect a character’s skill ranks. When
applicable to an action, they are
handled as additional bonuses.
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6.2 SPECIAL ABILITIES DESCRIPTIONS

Neutral Odor: Your body creates a pecu-
liar neutral odor that cannot be smelled
and masks the odor of anything within
5’. Unfortunately, you are sensitive to
heat and operate at -10 whenever the
temperature rises above 80°.

Exceptional Tone: You have a high range
voice which can be used once a day to
either: (1) shatter normal glass surfaces
which are no more than 1’ thick and
weigh no more than 1000 pounds or (2)
create a 5th level scream attack which
stuns all listeners within a 25’ radius
for 2 rounds (if they fail an RR).
Whenever it is raining and you are not
in a fully enclosed space (e.g. no open
windows), you must roll once every
four hours — or once if less than four
hours — and with a result of 01-25 you
cannot speak for that period.

Acute Smell: Your acute sense of smell
enables you to perceive and distinguish
odors up to 100’ upwind, 2000’ down-
wind, and 500’ in still air. Should you
track something based on experience
with its odor you have a +25 bonus.
Regrettably, you suffer from nosebleeds
at high altitudes and operate at -5 for
every 1000 feet above sea level.

Infravision: You possess infravision and
can see sources of heat up to 100’ away,
so long as it is dark. Your peculiar need
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for sleep requires 10 hours rest each day
and you are at -5 for each hour short of
that figure (e.g. you are at -10 if you get
only 8 hours of sleep).

Exceptional Voice: Your voice has a sooth-
ing tone which gives you a +15 to any roll
when you attempt an verbal action to
calm or persuade someone: e.g. in
conversation, singing, public speaking,
trading, acting, “Calm” spells, etc. Sadly,
you are afraid of lightning and thunder
and will be incapacitated if caught in a
thunderstorm; in such a case, you will be
at -50 if under partial cover and you will
drop, freeze, and become immobile if
outside and exposed to the elements.

Empathy: You have empathy with a type of
animal of your choice and receive a +25
bonus when attempting any maneuver
on or with such an animal. Prolonged
association (e.g. a month) to a specific
animal of the given type will enable you
and the animal to mentally communicate
within a range equal to 100’ x your level.
Unfortunately, any other animal that
might normally attack the animal type
you are close with will attack you upon
sight (with a bonus of +25 to its OB).

Acute Hearing: Your acute hearing enables
you to perceive, isolate, and understand
any sound; your range is 100’ for open
areas or 25’ when listening through solid
objects. When you go to sleep, however,
you cannot be awakened (even magically)
during the first hour of your slumber.

Exceptional Spatial Judgment: You have an
exceptional ability to judge angles and
changes in the slant of relatively uni-
form, solid surfaces. You receive a +25
bonus when attempting to perceive traps
or secret doors that are set in walls,
floors, or ceilings that have such surfaces
and you can judge the angle of an
incline almost immediately.

Nimble: Your nimble skeleton allows you a
+20 bonus when making moving ma-
neuvers; but, should you walk more than
5 hours without resting for at least two
hours you have problems. At the begin-
ning of each hour thereafter you must
roll and, with a result of 01-25, both of
your arms will fall “asleep” and be
useless for 1-10 hours.

Charismatic: You possess a pair of enticing,
sparkling eyes that provide you with a
charismatic air. Add +15 bonus for all
actions involving leadership or influ-

ence: e.g. public speaking, seduction,
Charm spells, Hold spells, etc. Lamenta-
bly, your eyes also spasm at random
times and give you severe pain. When-
ever, a roll is made by or on behalf of
your character (and only your character),
and that roll results in a natural 66, you
take 1-10 hits and are immobilized with
pain for 1-10 rounds.

Good Tendons: Your legs have tremendous
“spring” and you receive a + 10 bonus for
all leaping maneuvers. A vertical jump of
up to 4', a standing jump of up to 8', or a
running jump of up to 20' is routine.
Your hand joints share this uniqueness
and you receive the +10 bonus for actions
involving picking locks, rowing, or
pulling on things with your hands: e.g.
tugging on a rope or firing a non- me-
chanical bow. This syndrome has a
drawback: whenever you strike something
with your hand or with an object in your
hand, you must roll. Should the result be
01-05, your hand will be “locked” and
useless for 1-100 rounds.

Increased Lung Capacity: Your tremendous
lung capacity enables you to hold your
breath for up to 5 minutes without
damaging yourself. In addition, you
have twice the endurance you normally
would have, Sadly, you are allergic to
coniferous plants (pines, spruces, juni-
pers, etc.) and, due to a runny nose and
watery eyes, are at -20 whenever you are
within 25’ of such a plant for more than
a minute (10 rounds).

Quick Thinker: An exceptional ability to
quickly concentrate and focus on matters
enables you prepare actions (e.g. spells,
bow attacks) one round quicker than you
would normally. Whenever you are
attacked from the flank or rear, however,
your concentration works to your disad-
vantage: the attacker automatically gets
to ambush you and receives a 5 rank
ambush skill bonus. In addition, any-
time you use a concentration spell you
must roll each round you attempt to stop
concentrating: with a result of 01-25 you
cannot disengage.

Unusual Sight: Each of your eyes is of a
different color. You have the capability
to close your eyes and concentrate for a
round and, in so doing, reorient your
vision so that you can see invisible
objects, but not visible organic objects.
To return to normal sight you reverse the
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process. Whenever you are struck or fall,
however, you must roll once and, with a
result of 01-05, your vision is reoriented.
For example, if you bump into a door
and roll an 03 you can only see invisible
Objects or visible inorganic objects —
until you pause and reorient yourself.

Lightning Reactions: You have lightning
reactions that give you a +5 DB, a +5 OB,
and +20 for determining initiative (e.g.
who swings first). Nonetheless, you are
plagued by flashbacks of a terrifying
childhood experience centering upon
some vicious projectile. Whenever you
are attacked by a missile weapon you
must roll and, with a result of 01-10, you
will lapse into flashback state, leap to the
ground, and curl up for 1-10 rounds in
an immobilizing state of panic.

High Pain Threshold: Your exceptional
inner reserve allows you to withstand
pain and you add +3 to each roll when
determining your available concussion
hits when increasing your body develop-
ment skill rank. This strength of resolve
comes from years of having to deal with
a weird chronic disease. At the begin-
ning of each week you must roll and,
with a natural result of 01-02, you break
out in a sweat and are covered with sores
and rashes. The condition lasts for 1-10
days, during which your Appearance and
temporary Presence are halved and you
operate at -20.

Unusual Agility: Due to your fine wrists,
you are impeccably precise with thrown
objects and have a +20 bonus for throw-
ing attacks or actions, including sweeps
and throws. Unfortunately, whenever
you land after a fall or leap, climb, hang,
“fast sprint” or dash you must roll — With
a result of 01-02, the appendages in-
volved “collapse” and are sprained: you
are stunned for 1-10 rounds and, for 1-10
days, you are at -50 for actions involving
the injured areas.

Silent Mover: Your quick but quiet stride
(1) gives you a +20 bonus when attempt-
ing to move silently (e.g. stalk); (2) allows
you to ambush anyone who you can
strike from behind, with a +2 ambush
skill rank bonus; and (3) gives you a +20
bonus for balancing maneuvers. This
ability is due to your odd inner ears and
are related to your plight: whenever you
are in water or it rains and you are not in
an enclosed, unexposed area, you cannot

hear and you operate at -30 (but you can
swim normally).

Great Strength: You are unusually strong
and have a +20 Strength stat bonus (in
addition to any other). This is due to
your great stature, for you are the maxi-
mum size for one of your kind. Anytime
you consciously apply your strength,
however, you must make a RR versus a
1st level attack (SD stat bonus) or you
with apply all your power involuntarily.
For example, you should develop a
consciously limp handshake for any
conscious application of your grip might
crush the hand of the one you greet.

Lycanthropy: You suffer from Lycanthropy
and may change into a specific mammal
of your choice, based on the GM’s
discretion and keeping your background
and origin in mind. This shape-change
can occur in two ways: (1) voluntarily,
when you concentrate for 1 round, but
only if you can make a successful open-
ended D100 roll which exceeds 100,
based on a bonus of +5 per level (in
addition, control skill can be developed
at cost of 2/5); or (2) involuntarily,
whenever you are struck or fall for the
first time in a given day and fail a RR
(SD stat bonus) versus a 1st level attack.
Of course, when you change form most
of your items and equipment will fall to
the ground and you act like a large wild
beast of the given type, using large
attacks with a +25 OB bonus. If Crea-
tures & Treasures is available, use its
Lycanthrope rules.

Highly Resistant: A bizarre allergy allows
you a +40 RR bonus versus spells from
one realm (roll: 01-40 = Essence; 41-70 =
Channeling; and 71-100 = Mentalism).
However, anytime you cast a spell from
that realm or handle an item whose
power is based on that realm, you are
beset upon by watery eyes and sneezing.
During the following round you roll a
D100 — the result is equal to the penalty
you must operate with for 1-10 rounds.
For example, if you roll a 27 you operate
at -27 for 1-10 rounds.

Unusually Enchanted: You have an en-
chanted quality about you and are
naturally proficient with spells. You start
knowing one spell list up to the level
equivalent to one pick by a character of
your profession. If you are a Non-spell
user or a Semi-spell user, your spell list
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development costs are half of normal.
Yet, whenever you laugh, cry, are stunned,
or are bleeding, you glow with a bright
red hue that is akin to the light of a
campfire. Even if you are invis-
ible, your “aura” will be visible.

Exceptionally Enchanted: You are
exceptionally enchanted. You
have a +50 RR bonus versus
spells from one realm (roll: 01-
40 = Essence; 41-70 = Channel-
ing; and 71-100 = Mentalism)
and a +25 bonus when casting
such spells or attempting to
understand and use inscrip-
tions and items whose power is
based on that realm. You are
also afflicted with a peculiar
fear of dark, enclosed spaces
that occasionally flares up.
Whenever you enter such a
situation you must roll a RR (no
bonus) versus a 1st level attack.
If you fail, you will panic and
pass into a coma for 1-10 hours.
For example, you are fine
outside on a dark night, but
when you enter a dark cave
complex you must roll. Say you
succeed, but someone lights a
torch whose flame then goes
out; you must roll again (watch
out for strobe lights).

SPECIAL ITEMS

These items are objects imbued
with an inherent bonus, talent, or
imbedded spell. Since they are
heirlooms, the GM should impress
upon the players that their PCs are
emotionally tied to these items, and
will not sell them unless some
extraordinary pressure is applied. If
multiple rolls or choices are taken
from this category, we suggest the
character have the right to combine
the properties in one item or spread
them through two or more separate
devices. If joined in one item, all the
bonuses are cumulative (up to +30
for bonus items, +4 for spell adders,
and x3 for spell multipliers).

SPECIAL WEALTH

This category provides the
character a way of acquiring extra
cash prior to adventuring. The

amounts listed in gold pieces can be
broken down into lesser denominations.
Characters receiving one or more gems
can take the same sum in coin. If two
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options are used in this category, one roll
may be made with a +25 modification
(any options used in excess of 2 will
result in separate rolls).

(21-30) You cannot befriend an animal
(e.g.. a familiar), although you can ride any
beast of burden with a + 10 bonus;

(31-40) You cannot refuse a plea for
help from either an innocent or an under-
dog — even if it means endangering your
life or intervening against an ally — but you
have + 20 to all actions taken during any
such endeavor;

(41-60) You cannot refuse a personal,
one-on-one challenge but you have a + 15
bonus to your OB during any such contest;

(61-80) You cannot accept a loan
without repaying it threefold;

(81-100) You cannot harm a creature
that has not first attacked you or some
friend (or companion, or an innocent, etc.)
in your presence, although you have a +25
DB against that creature’s initial attack;
Impoverished family: You acquired your

money by discovering a cache hidden at
your last place of rest.

Criminal background: Your family is
associated with an organized (but rather
common) guild/network of brigands.
You carry an item or phrase of recogni-
tion associated with the group.

Guild background: Your family is con-
nected with an association of merchants
or craftsmen. You carry an item or phrase
of recognition employed by the guild.

Multi-cultural, multi-linguistic: You are
fluent (10 skill ranks written and spoken)
in 2-3 additional languages of your
choice and have a basic understanding
of the associated cultures.

Animal-friend: You possess an intimate
understanding of any one species of
animal, including their habits, signals,
ways of thinking, lifestyle, and animalis-
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SPECIAL STATUS

Characters opting for two choices from
this category may receive only one result.
Generally, this will be the choice with the
highest status. We suggest that only rolls
(not choice) be allowed in this category.

6.3 SPECIAL STATUS DESCRIPTIONS

Cursed: Your family is cursed with one of
the following banes:

(01-20) You cannot refuse an offer of
hospitality, regardless of the source or
circumstance but have a +20 Pr bonus
while enjoying the reception;
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tic secrets.
Race-friend: You possess an intimate

understanding of any one race other
than your own, including their lan-
guage, ways of thinking, lifestyle, and
racial secrets.

Royal blood: Your family possesses
royal blood.

Conspiratorial background: You or your
family is connected with an association
of powerful individuals (e.g. a cult intent
upon seizing control of an empire
embracing the whole kingdom, conti-
nent, or world. They control assassins,
rebels, and other subversive elements, as
well as legitimate political and mercan-
tile organs). You carry an item or phrase
of recognition employed by the group.

Rich: Your family is rich;
take a free +20 wealth
roll.

Charmed: Your family
is charmed. Events
tied to sheer luck or
happenstance (i.e.
involving no skill or
concerted thought)
are skewed in your
favor by 20%. For
instance, you and a
bear come upon
each other and are
startled. Normally
the GM makes a
50/50 dice roll to
see if the bear
runs or attacks,
any result of 51+
favoring you, but
in your case a
roll of 31+ favors
you.

6.4 STARTING

MONETARY

RESOURCES

A GM should look to the nature of
the local/world economic system to
determine how much money a character
should start with. Generally, we suggest a
character should start with a modest sum,
allowing him/her to acquire the bare
basics in terms of armor, weaponry, food,
and survival tools.

Characters starting in mid-campaign
will invariably receive help from party
members, but may need better than average
equipment to withstand heightened chal-
lenges (i.e. those not normally faced by first
level groups). Some characters may receive
no money (e.g. those found robbed and
beaten up), but these situations must be
carefully weighed.

ICE suggests that players be given a
set sum of money (e.g. 50 silver pieces)

plus an amount determined on
a D100 roll (e.g. a
roll of 43 would give
the player 43+50=93
silver pieces).

Remember, the players
should not be too rich
(they need something to
work for) or too poor
(they need something to
work with).

6.5 EXPERIENCES AND

FAMILY BACKGROUND

The events and
experiences of our past

color the way we
perceive and react

to the events
around us. The

friendly offer
of assistance
from a
stranger can
be entirely
misinter-
preted by
someone who
has recently
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been attacked, merely because of
the fractured trust and fear that
will be dominating their
thoughts, distorting their
thoughts and perceptions. The
impact of a character’s past life
and family history will shape
their reactions and attitudes,
enabling the player or GM to
allow the character to react in a
far more realistic manner. Rich,
varying experiences lodged in a
character’s past history will act to
spur certain individualizing
feelings in the player.

Example: Shiloh once had an
embarrassing incident involv-
ing squirrels. He remains ever
wary of the little beasts and may
go to extreme lengths to capture
them, even in the heat of a battle.

Family background is, perhaps,
the most significant tool in this
category. Events involving one’s
family — legacies, feuds, traditions,
etc., — all act to give a character
certain “reference points” for
adventure. A character may seek
revenge or some heirloom of great
value; they may wish to follow the
path of their mother or father. By
giving the character a unique
background with a number of
significant and interesting experi-
ences and family notes, great choice
is allowed, and the character will
have wide leeway in pursuing
interests relating to their past — any
one of which differs markedly from
those of their companions.
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7

7.0 SKILLS

As a character advances in levels he
develops and trains in certain abilities
called skills. His capability in each skill
affects 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, indicat-
ing a corresponding increase in his abili-
ties and bonuses with that skill.

The primary skills fall into 6 differ-
ent areas:

Maneuvering in Armor: Soft Leather,
Rigid Leather, Chain, and Plate
(section 7.3).

Weapon Skills: One-Handed Edged,
One-Handed Crushing, Two-
Handed, Bows, Thrown, and Pole
Arms (section 7.4).

General Skills: Climbing, Swimming,
Riding, Disarming Traps, Picking
Locks, Stalking & Hiding, and Percep-
tion (section 7.5).

Magic Skills: Learning Spell Lists,
Runes, Staves & Wands, Channeling

and Directed Spells (Optional: Power
Point Development). (section 7.6)

Special Skills: Ambush, Linguistics,
Adrenal Moves, Adrenal Defense,
Martial Arts, and Body Development
(section 7.7).

Secondary Skills: For a complete list see
Option 18 in section 7.8.

7.1 SKILL RANK BONUSES

Most skills have a skill rank bonus,
which is generally included as part of the
total bonus utilized when applying that
skill. Different skills use this bonus in
different ways as described in the indi-
vidual skill descriptions in section 5.4. In
general, skill ranks modify a character’s
chances of succeeding in certain actions.

The standard skill rank bonus is
given in Table 07-01. Basically, the table
follows a standard progression. The
bonus is -25 if the rank is 0 and +5 if the
rank is 1. The bonus increases by 5 for
each of ranks 2 to 10, by 2 for each of
ranks 11-20, by 1 for each of ranks 21-30,
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and by ½ for each rank above 30. Certain
skills do not use this normal skill rank
bonus, as specified in the skill descrip-
tions (sections 7.3-7.8).

7.2 SKILL

RANK DEVELOPMENT

Skills are presumed to derive from
study and experience. Under the
Rolemaster character development guide-
lines, at each level of development a charac-
ter has a certain number of development
points which may be expended as desired
by begin learning or improving skills (i.e.
increasing a skill’s “rank”). Material and
practice may be required by the GM, see
Optional Rule 10.1 below.

OPTION 9: HOBBIES

Characters usually begin play with fairly
normal fantasy roleplaying characters. Due
to the cost effectiveness of developing
certain skills, this may seem very restrictive
to some people. This option suggests that a
simulation of hobby skills be used. In this
case, hobbies are defined to be skills or
abilities that do not normally coincide with
the profession of the character.

At the end of the development period for
adolescence, the character may choose a skill
as his primary hobby and another skill as his
secondary hobby. At the end of his appren-

ticeship development period (before Spell
Gain Rolls), the character receives 4 extra skill
ranks in his primary hobby and 2 extra skill
ranks in his secondary hobby. Most skills

may be chosen to be hobbies,
and the skill ranks obtained are
in addition to any developed by
the normal process.

A character may not choose
a skill as a hobby if his devel-
opment point cost for that skill
is 20 or more.

This optional rule is only
meant to provide a guideline
for the use of hobbies. We
have found they make charac-
ters more individualized and
unique. A GM may want to
change the number of hob-
bies or allocate the number of
skill ranks any way he wants
between the two hobbies (i.e.
5-1, 4-2, or 3-3). The GM may
want to restrict the use of
hobbies to coincide with the
individual backgrounds or

his campaign setting.

OPTION 10.1: ADDITIONAL

REQUIREMENTS FOR SKILL ACQUISITION

Under the basic rules, there are no
physical requirements for skill develop-
ment. The only requirements for a character
to develop a skill are (1) gain an experience
level and (2) expend the development
points. This assumes that the character
practices and meditates on the skills that he
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is learning. The following rules provide
requirements that must be met before skills
can be learned. The GM can adopt some,
none, or all of the following optional rules.
These rules add some extra bookkeeping
and complexity to the skill development
and level advancement process.
Practice And Studying — When using this

rule a certain amount of time must be
spent practicing and/or studying a skill
to be developed (whichever is appropri-
ate). The amount of time spent should be
determined by the GM depending upon
his campaign setting and the pace that
he wants to set for his game. The sug-
gested values are 1 day/skill rank and 1
week for a spell list. This practice or
study can occur anytime after the skills
have purchased with DP.
     The practice or study should take
approximately 8 hours per day. The time
could be spread over a long period of
time at 8 hours/skill rank and 56 hours
per spell list. Under some world systems
(or for some races) this might be more or
less than 8 hours per day.

Equipment And Facilities For Practice — A
GM may want to require equipment and
facilities for practice. This could be
accomplished by having gyms, practice
arenas, schools, guilds, etc. This adds
complexity, but provides additional
reasons for adventures in town or city
settings within a campaign game.

Material And Facilities For Studying — For
reasons similar to those given previously,
the GM may want to require material
and facilities for learning and studying
spell lists, linguistics, runes, staves/
wands, etc. This requirement would also
allow the GM to restrict the use of
certain spell lists that do not fit into the
campaign setting being used. It also can
be used to initiate quests and adventures
to obtain certain rare and expensive
spell lists.

Meditation Period — Often when a charac-
ter reaches an experience level it occurs
at an active moment during a game. If
the character has already completed his
practice, he may reasonably request that
he be allowed to advance his developed
skill ranks. This can be very disruptive.
When using this rule, once an experience
level is reached the skills developed are
not advanced until the character has
slept or meditated for 8 hours (more or

less depending upon the wishes of the
GM). This reflects the character thinking
or dreaming over the experience that he
has gained during the last level and how
it applies to his skills and abilities.

OPTION 10.2: PARTIAL SKILL

ACQUISITION AT HALF-LEVEL

When a character reaches an experience
point total that is more than half way to his
next level, he can advance 1 skill rank in up
to 3 skill areas. He may only select skills
used since last level gain.

The reasons for including this rule are
threefold. At the lower levels the amount of
experience required to advance a level is
more than in other fantasy role-playing
systems. This reverses at the higher levels
since our experience progression is arith-
metic instead of geometric. Secondly, it is a
compromise between the reality of a con-
tinuous learning process and the playabil-
ity of developing skills only at discrete
intervals. Finally, if the three skills chosen
are skills that have recently been employed
in the adventure in progress then this rule
reflects the action in the game.

The GM has two options when using
this rule: he may allow the player to choose
the three skills or the GM can examine the
activities of the character during the past
half-level and choose the skills to advance
based upon those activities. The GM may
also choose to vary these options depend-
ing upon the situation.

If one of the skills chosen is spells, the
character may be allowed to make a Spell
Gain Roll to learn the spell list being
developed. If he is successful, then he will
only be able to cast spells on the list that
are of a level equal to or lower than his
current level. If he is unsuccessful, no Spell
Gain Roll is allowed when he reaches the
full level (i.e. only one Spell Gain Roll per
level of development).

Note: When the character reaches full
level, they must subtract the DP costs for
these skills before spending the rest of
their DP.

OPTION 10.3: PRACTICE FOR

ONE SKILL RANK EACH HALF-LEVEL

In the real world practice without
experience does develop skills. However, in
a fantasy role playing world this can lead to
characters doing nothing more than

7
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staying in a safe place and developing very
high skill ranks. Thus we assume a cam-
paign setting that requires practice and
experience to develop skills. This optional
rule provides a facility for limited skill
development through practice alone.

A character may advance one skill rank
through practice once during each half-
level. The character must practice and study
as described in Option 10.1 for one week
for each development point that the skill
rank normally takes him to develop (e.g. if
the skill rank costs him 9 development
points, it takes 9 weeks). The time may
spread out over a long time period.

Skills costing a character 20 or more
development points may not be developed
in this manner.

The skill being practiced is advanced
when the practice period is completed.
Only one skill can be advanced per be-
tween levels period, and only by one skill
rank. If the practice time is not completed
before the full level point is reached, the
opportunity for gaining a skill rank that
half-level is lost. However, the time al-
ready spent practicing may be carried over
to the next half-level. The usual require-

ments for practice, equipment, material
and facilities should be employed. If a
skill rank in learning a spell list is added
to a list being learned, the spell list gain
cannot be rolled for until the next full
level is reached.

Note: Characters do not pay DP for this
one rank learned from practice.

DEVELOPMENT POINTS

Development points are derived from
one’s stats (characteristics). Each character
has 5 Development Stats (Constitution,
Agility, Self Discipline, Reasoning and
Memory) that affect his ability to develop
skills. A higher Constitution allows more
rigorous training; Self Discipline keeps
boredom at bay, etc. Each of these stats
(temporary values, not potentials) gives the
character a number of development points
(see Table 07-02); these points are totaled
and may then be expended to develop
skills by increasing skill ranks.

Development points are received (as
outlined above) when a character is
started and each time a character ad-
vances a level (see chapter 9.0). These
points must be expended immediately to

acquire or im-
prove skills (i.e.
skill develop-
ment). The ex-
penditure of
development
points represents
the effort that the
character is using
to improve that
skill, the amount
of time spent on
it, etc.

Furthermore,
development
points must be
spent immediately
upon acquisition.
A character may
not accumulate
development
points from level
to level, nor may
they be transferred
from one character
to another.
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OPTION 11.1: DEVELOPMENT

POINTS BASED ON STAT BONUS

As all game actions are based on the
bonus, rather than the stat, some GMs
may choose to base Development points
on the total bonus rather than the stat.
Follow the process described in 7.2
above, but use the DP given on the line
for the total bonus after stat gain, rather
than the temp stat itself. This means that
racial modifications, injuries, special
traits or permanent magical effects that
affect development stat bonuses can
raise or lower the amount of DP the
character gets each level.

• Bonuses above +35 should use the
+35 line.

• For +5 bonuses: Temp of 85 or higher
gives 8 DP, 84 or lower gives 7 DP

• For +0 Bonuses: Temp of 60 or
higher gives 6 DP, 40-59 gives 5 DP
and 39 or lower gives 4 DP.

• For -5 Bonuses:  Temp of 15 or
Higher gives 3 DP, 14 or lower gives
2 DP.

• Bonuses below –25 should use the –
25 line.

OPTION 11.2: FLAT
DEVELOPMENT POINTS

Some GMs may prefer not to tie devel-
opment points to stats. To simplify the
process, and to “level the playing field”
between characters, a flat number of Devel-
opment Points per level is gained regard-
less of stats. Average non-adventuring
characters would receive 25 DPs per level
while PC adventurers and similar excep-
tional NPCs with PC level stats would
receive 40 DPs per level.

Note: Using this method has a draw-
back; players will tend to maximize their
Primary Stats, since the Development Stats
no longer offer the benefit of more DP.

OPTION 11.3: ADDITIONAL

DEVELOPMENT POINTS FOR

SECONDARY SKILLS

A GM may wish to give characters
additional development points to be used
solely for the development of secondary
skills. We suggest 25% (round down) of a
character’s normal primary development
points. These extra points may only be used

for Secondary skills, but a player can feel
free to spend their primary DP on second-
ary skills.

SKILL DEVELOPMENT COST

The cost of developing a skill is deter-
mined by preadolescent training. The best
reflection of this is the character’s profes-
sion; a fighter is taught in his youth some of
the basic principles behind weapons, either
through a formal apprenticeship or through
watching combats with the keen interest of
one who wants to follow that profession.
Similarly, spell users begin at an early age to
attune their minds to the acquisition of their
chosen magic. This early training is reflected
in the Character Development Table 07-03,
where the development point costs of
acquiring various skills are listed.
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1 52- 1
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It is a basic premise of Character Law that
these early years in which learning patterns are
formed, prejudices established, and attitudes
molded are more important than a few years
of study and adventuring; thus a character’s
skill rank in an area never affects the cost of
improving that skill. A Magician who has
become a near expert with a sword is still a
Magician, with a Magician’s thought patterns
and study methods, and must pay more to
increase his skill with a sword than a begin-
ning Fighter.

Certain
environments of
youth may lead to
differences from
the standard
training received
by each profes-
sion. This will
make some skills
easier to acquire
while at the same
time necessarily
making the mind
less attuned to
other skills. The
GM must deter-
mine which
changes of this
type are appropri-
ate for his game
and world system.

NORMAL SKILL

DEVELOPMENT

To develop a
skill, a character
expends the
points indicated
by the character
development
table and im-
proves his skill in
that area by one
rank. A character
is born with rank
0 ability in all
skills (increasing
a skill rank by
one may be termed developing, acquiring,
or improving it). A character is generally
allowed to develop any skill he wishes at a
rate of one skill rank during each experi-
ence level at the cost (in development

points) given for his chosen profession and
after having studied it while attaining
another experience level. Many skills may
not (at any cost) be developed at a rate
faster than one skill rank per character
level. For a given profession, these skills
have a single cost number in Table 07-03.

RAPID SKILL DEVELOPMENT

Preadolescent training may allow some
skills to be developed at a faster rate than

normal. Fighters and
the weapon skills are a
good example of such
“rapid skill develop-
ment”. For such skills, a
slash and two cost
numbers will appear in
the appropriate cost
space of the character
development table. If a
skill is to be raised one
rank, the cost before the
slash is paid in devel-
opment points. If a
skill is to be raised two
ranks, the cost before
the slash is paid for the
first and the cost after
the slash is paid for the
second. Both skill
ranks are received at
the same time.

Example: A Rogue with
a skill rank 2 in
Climbing wants to
increase it to skill rank
4. The cost listed is 3/6
indicating he expends
3 development points
to progress to skill rank
3 and 6 more (total 9)
for skill rank 4.

If the slash is
followed by an *
instead of a number,
that area may be
developed as much as
desired during any
experience level and

each rank of development has the same
cost (the cost before the slash). These skills
are often of a different nature than those
that must be acquired at a slower rate. See
the descriptions of individual skills for
further information.
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7.3 MANEUVERING IN
ARMOR SKILLS (MM)

This is one of the skill areas that does
not conform to the general skill bonus
pattern. Each armor type (AT) has a maneu-
ver penalty associated with it for untrained
individuals (See Table 07-05). This penalty
modifies Moving Maneuver rolls at-
tempted while wearing that armor type. The
different armor types are divided into five
groups based on composition (see AL for a
complete explanation). A character may
develop maneuvering skill for each of these
groups. (Except, of course, “No Armor”)

Each skill rank of maneuvering for a
group of armor types reduces the penalty
for maneuver by 5 (even for skill ranks over
10) until the minimum maneuver penalty is
reached. This limit represents the fact that
the weight and constriction of the armor
will always hinder the character to some
extent. These minimums may vary for
certain superior or magical armor.

Example: Dral has a skill rank 18 in
Maneuvering in Plate Armor. He may
wear breastplate and greaves (AT 18)
with a maneuver penalty of only 20 = 110
- (18 x 5). If he wears just the breastplate

(AT 17), the penalty is 15 even though 90
- (18 x 5) = 0, since 15 is the minimum
maneuver penalty associated with
wearing a breastplate.
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NOTES ON ARMOR CHARACTERISTICS

Armor types are designed to reflect the
protective capability of one’s covering.
Heavier coverings (e.g. ATs 15,16,19,20, etc.)
are usually much more cumbersome than
light armor or mere clothing. It is easier to
make contact with, but it resists penetration
better than the less cumbersome armor
types. Therefore, “critical strikes” achieved
against the more cumbersome armor types
will be less frequent and lower in severity.
However attacks resulting in just concus-
sion hits will be more frequent (i.e. the
hindrance due to these coverings make the
target easier to strike but harder to seri-
ously damage).

Less cumbersome armor types have the
advantage of providing the wearer with
mobility. Fewer swings will make contact
because the agile defender will completely
avoid the blows. However when a swing
does make contact, the result is usually
more severe than it would be against the
more cumbersome armor types: frequent
and severe criticals along with more con-
cussion hits are the rule.

Animals often attack the upper body.
In addition, their penetrating power is
usually limited. This is reflected in the
Claw Law attack tables — animals and
monsters can be devastating against the
lighter armor types where the wearer’s high
mobility is outweighed by the creature’s
maneuverability. However, against higher
armor types most beast attacks are rela-
tively ineffective.

Spell attacks are also affected by armor.
Metal armor is particularly effective when a
character is resisting spells, but often
lessens the wearer’s mobility. Therefore, he
may be easier to hit with Elemental spells
but harder to severely damage. Lightning
and other forms of electrical attacks, are
more effective against metal clad foes. Fire
is more effective against flammable armor
types; primarily the organic armor types
(e.g. leather and cloth).

Note: Use Agility/Strength stat bonuses
for Maneuvering in Armor skills.

7.4 WEAPON SKILLS (OB)
These skills determine a character’s

effectiveness when using weapons in
combat (as opposed to spells). Skill must
be developed separately for each

weapon. The skill bonus for each weapon
is part of the character’s Offensive Bonus
with that weapon. The total Offensive
Bonus (includes a number of factors) is
usually added to any “attack rolls” made
with that weapon.

WEAPON SKILL CATEGORIES

Six skill costs for weapons are listed on
the Character Development Table 07.03.
The following six categories of weapons
must be assigned to these costs:

• One-Handed edged weapons
• One-Handed crushing weapons
• Two-Handed weapons
• Missile (Bows & Crossbows)
• Thrown weapons
• Pole Arms

Some weapons fit into more than one
category—a hand axe can be held in hand or
thrown, and skills should be developed
with both methods of using it separately.
Similarly, some weapons may be used
either one-handed or two-handed, and
skill must be developed separately for each
mode of use.
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ASSIGNING COSTS TO WEAPON CATEGORIES

During the preadolescent period,
characters will develop an interest or an
affinity with a weapon (and category),
making skill in that type of weapon easier
to develop. Thus each character may take
the six weapon-skill costs listed for his
profession and assign them to the six
weapon categories as he sees fit. A Fighter,
for example, may have two weapon catego-
ries in which it is very easy to develop
weapon skill (costs: 1/5 and 2/5), one cat-
egory that is very difficult (cost: 5), and the
other categories range in between (costs: 2/
7). Once assigned, these skill costs are
permanent; they may not be switched
around later.

The GM may decide that the culture in
which the character grew will determine
some of the character’s category/cost
assignments.

Example: Dral was raised in a country
where bows and arrows were considered
undignified and beneath true warriors,
and so the GM decides that Dral (a
Fighter) must put his cost “5" in the
Missile column; in spite of the fact that
the player controlling Dral would rather
shoot people in the back from long range
than risk death in a fair sword fight.

SKILL FOR WEAPONS WITHIN A CATEGORY

A character’s skill with each weapon
(and each way of using it) is considered a
separate area for development purposes.
Thus Dral’s skill with a crossbow has no
effect on his use of a composite bow
although both are in the same weapons
category. Similarly, skill with a scimitar
does not help you with a long sword:
although both weapons are similar, there
are serious problems with trying to use
them in the same way. (See the optional
rules for some suggestions on the effects of
learning weapon skills similar to those
already acquired.)

Note that because skills with different
weapons are considered separate, two
weapons of the same type may be developed
simultaneously without penalty, provided
that the development cost of each is paid.

Note: Use Agility/Strength for Thrown
Weapons, Agility/Agility/Strength stat
bonuses for Missile Weapons, and
Agility/Strength/Strength stat bonuses
for other weapons.

OPTION 12.1: WEAPON SKILLS

FOR SIMILAR WEAPONS 1 (HALF BONUS)

Certain weapons require skills that
are very similar to other weapons. For
example, the use of a broadsword is very
similar to the use of a sword. In the basic
rules, skill in every weapon must be
developed separately.

This optional rule allows for skill in one
weapon to affect the skill of a character in a
“similar” weapon. The skill rank bonus with
a particular weapon is the skill rank bonus
with that weapon or half (round up) the skill
rank bonus of any similar weapon - which-
ever is higher. Table 07-06 shows which
classes of weapons are similar to one an-
other. Any weapon not on Table 07-06 can
be assigned a class by the GM. The GM
might also vary the degree of “similarity” by
varying the percentage of the bonus applied
to similar weapons.

Example: Elfor has a +70 skill rank bonus
with a broadsword and a +20 skill rank
bonus with a longsword. Since they are
“similar weapons” and half of 70 (i.e. 35)
is higher than +20, Elfor can use a
longsword with a +35 skill rank bonus
(plus any other applicable bonuses).

OPTION 12.2: WEAPON SKILLS

FOR SIMILAR WEAPONS 2 (HALF RANK)

This option allows a character to use
half of his skill rank with a “similar”
weapon rather than half the bonus. When
using this option, a character’s skill rank
with a weapon is either his rank with that
weapon or half the rank of a similar
weapon (whichever is higher). In the ex-
ample above, this would result in a +50 skill
rank bonus.

This can lead to higher bonuses for
similar weapons with a skill rank higher
than 10. It also means that in some cases
increasing skill rank with a weapon will
increase the skill ranks with certain other
similar weapons. Since a character’s skill
rank with a weapon can be “half of his skill
rank (round off) with a similar weapon” (see
above), some weapons’ skill ranks may be
increased when the skill rank of the
weapon with the highest skill rank in a
similar weapons group is increased.

Example: Suppose Dral has skill rank 0 with
all ‘bows’ (similar bow weapons include:
short bows, long bows, and composite bows).
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If (in one development period) he develops
his short bow skill to rank 2, then his skill
with both long bow and composite bow will
automatically increase to rank 1. If in

another development period he develops
skill with his short bow to rank 4, his skill
with both longbow and composite bow will
automatically increase to rank 2.

These skill rank
increases are actual
changes to the skill ranks
of those weapons and
may be recorded as such.
It is often easier to keep
track of the skill ranks of
the highest ranked
weapon in a similar
weapon group and any
other weapons in the
group that are being
independently developed.
The skill ranks of such
weapons may later be
increased further either
through the normal
development process (just
keep track of the skill
rank for each one) or
through the use of this
similar weapons rule.

Since certain weap-
ons are actually varia-
tions on a theme, simi-
larities in patterns of
skill development may
enable an adventurer to
increase his skill in two
or more items at the
same time. Particularly
flexible weapons, such as
the short sword, might
be used by characters
developing expertise in
different categories that
are relatively unrelated
(e.g. a short sword such
as a Roman/Spanish
gladius falls into 3
categories: long double-
edged blade, short blade,
and short axe categories).

The following is a
breakdown of common
weapons into similar
categories. These
divisions will help
provide guidelines for
the categorization of
other arms.
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7.5 GENERAL SKILLS

These skills are principally a measure of
the character’s ability to cope with his physical
environment. They include the non-combat
non-magical skills that are so vital to an
adventurer’s survival, climbing, swimming,
riding, disarming traps etc. Since spell users
tend to concentrate on magical studies, they
find these skills more difficult to develop.

CLIMBING (MM)

This could range from the ability to
climb sheer faces (absurd), through moun-
tain climbing (very Hard), to climbing a
ladder (easy). This ability includes skill in
going up and down ropes, rappelling, using
hand-holes properly, etc. (use the difficulty
table). The normal climbing rate for walls
with adequate handholds is 10'/round as a
“medium” moving maneuver.

Note: Use Agility stat bonus for climbing.

SWIMMING (MM)

Skill rank 1 will prevent the character
from drowning in water over his head.
Further skill ranks will enable the character
to make headway against a current, to stay
afloat for longer periods of time without
touching ground, to swim longer distances,
to move faster in the water, and to make
maneuvers in the water.

For this skill, armor maneuver penalties
are tripled. The GM should assign high
difficulty to swimming in armor. We suggest:

Note: Use Agility stat bonus for Swimming.

RIDING ANIMALS (MM)

A single skill rank is necessary to keep
from constantly falling off the animal
being ridden. Higher skill ranks enhance
the chance of retaining control of the
animal (when it is startled or hostile) or
gaining control of an unfamiliar animal (of
the type you have skill with). For rules on
mounted combat, see AL.

Like weapons, skill ranks in Riding must
be developed separately for different animals.

Note: Use Empathy/Agility stat bonuses
for Riding.

OPTION 13: RIDING

SKILLS FOR SIMILAR ANIMALS

This rule is identical to Options 12.1 and
12.2, except it allows similarity of riding skills
for “similar” animals. The GM may indicate the
classes of similarity for the animals that exist
in his world system. For example, a group of
similar animals might include horses, ponies,
mules, donkeys, zebras, etc.

DISARMING TRAPS (SM)

This skill enables a character to disarm a
trap. Traps of more than moderate complex-
ity may be represented by difficulty modifi-
cations to a disarm traps roll (to be assigned
by the GM from Table 10-01).

Note: Use Intuition/Agility stat bonuses
for Disarming Traps.

PICKING LOCKS (SM)

As in Disarming
Traps, this skill

adds to a
character’s ability
to pick a lock.
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Again, the GM can assign difficulty modi-
fications to attempts to pick especially
complex locks using Table 10-01.

Note: Use Intuition/Agility stat bonuses
for Picking Locks.

STALKING (MM) AND HIDING (SM)

Stalking is the ability to move using
silence, using camouflage, and shadows to
conceal your presence, while Hiding is the
same ability used when not moving. You
develop this as one skill, but use different
stats for each task.

Note: Use Agility stat bonus for
Stalking. Use Self Discipline stat bonus
for Hiding.

PERCEPTION (SM)

This skill affects how much informa-
tion and how many clues a character gets
through observation. It may be used to
notice the right things, to find carelessly
hidden objects, to see that pile of old
clothes in the corner, to notice the imper-
fection in the wall that hides the secret
door, the trigger for the trap ahead, the
ambush. These are the type of things that
the GM cannot mention to the players
because to do so would call them to special
attention that the character’s perception
might not allow.

If a character states that he is watching or
examining an area, situation, or place, the

GM should make a static maneuver roll
modified by the perception skill bonus of the
character to determine if the character notices
or detects anything. The GM may keep this
roll secret, revealing only what the character
has observed. Of course a heavy subtraction
should be given (if a roll is allowed at all) in
situations where the players don’t know what
their characters are looking for or don’t
specify their characters are looking for
something in particular (likewise, looking for
ceiling traps makes it difficult to see pit traps,
etc.). This bonus may be used to modify an
opponent’s maneuver roll attempt to Stalk or
Hide (see Option 26).

Note: Use Intuition/Reason stat
bonuses for Perception.

7.6 MAGIC SKILLS

These skills are principally associated
with the study of various branches of magic.
They are primarily the prerogative of Pure
and Hybrid spell users, although they are
open to Rogues, Thieves, Fighters, etc., within
the limits of high costs and other restrictions
assigned (see Spell Law) to reflect the diffi-
culty of development by laymen. These skills
have an adventuring bias—they represent the
magical skills favored by adventurers. In a
well designed campaign world, however
these magical skills and spell lists will
represent only a tiny fraction of the magical
skills and spell lists that exist.
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LEARNING SPELL LISTS

Spell users learn lists up to and includ-
ing certain levels by developing skill ranks.
However, this area diverges from the
standard skill and bonus rules: a character
who is trying to learn spells (i.e. has spent
development points toward learning part
of a spell list) makes a Spell Gain Roll
(SGR). This is a 1-100 roll (not open-ended)
with a roll of 101 + required to successfully
“Learn” a portion of a list. See SL for a
complete description of spell lists and
learning spell lists (and more options
relating to spell acquisition).

DEVELOPING SKILL RANKS FOR SPELL LISTS

When a character expends development
points to acquire skill ranks, he may at-
tempt to study one, and only one, list of
spells by developing skill ranks for that list
(see below for the only exception). Charac-
ters may not develop skill ranks for a
variety of lists and count on the luck of the
dice to give them spells. A character must
develop only one list of spells at a time.

Once he has learned a portion of that
list (i.e. made a successful Spell Gain Roll),
his skill ranks in that list drop to zero.
Then he may begin to develop skill ranks in
another list or new skill ranks for a higher-
level portion of the same list.

The cost for developing a skill rank for
a list (see Table 07-08) varies depending on
the type of spell user:

Depending on cost, a spell user may
acquire several skill ranks for a list at one
time. These skill ranks represent the
amount of the character’s development
devoted to discovering the basic concepts
involved in the use of those spells, through
meditation, practice, etc. The GM must be
the judge of the availability and cost of
that information to the character.

Note that a portion of a spell list may
be learned (see SL) only if the spell user has
already learned all of the lower level por-
tions of that list.

If a character is able to allocate devel-
opment points for a total of 20 skill ranks
with a list (insuring its gain), he learns the
list immediately and may spend DP to
develop skill ranks for a second spell list.
He will “learn” the appropriate portion of
the first list and be entitled to make a Spell
Gain Roll for the second.

If a character, after making an unsuc-
cessful Spell Gain Roll, wishes to begin the
study of another list, he may do so, but he
forfeits all skill ranks developed for the first
spell list. Such skill ranks may be neither
transferred nor retained if the character
wishes to switch his efforts to some other
spell list. He may, if he has enough develop-
ment points, allocate development points to
bring the skill rank total with the first list to
20 and then begin to develop skill ranks for
the second as described above.

THE SPELL GAIN ROLL

When making a Spell Gain Roll, the
character rolls 1-100 (not open-ended) plus
5 x his skill ranks in the list. A result of 101+
indicates success. Thus, 20 skill ranks
guarantee that the character will “learn” part
of the spell list up to a certain level (see SL
for a full explanation of this process).

Modification due to Skill Rank: (5 x
skill rank in the list) A bonus based upon
the amount of practice/training the charac-
ter has performed in that particular realm,
as measured by the number of skill ranks
he has developed for that spell list.

An Unsuccessful Roll: If the SGR is not
successful (i.e. less than 100), the skill ranks
are not lost; rather it just means that the
character has not gained a complete under-
standing of the forces to be utilized. After
he has had time to “ponder his experiences”
and has gained further “understanding of
his universe” (i.e. when his experience level
increases), he may make another Spell Gain
Roll, gaining the full benefit of his skill
ranks in the list (which he may increase by
further development in the meantime).
Eventually the character will learn of part of
the spell list (assuming he survives and
continues to advance in experience levels).

Note: Before making a new roll at the
next level, you may spend DP to buy
more ranks. If you purchase 20 ranks,
you automatically gain that spell list,
and may spend DP on another, which
you then make a spell gain roll on.
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Remember that you can never make
more than one spell gain roll per level.

A Successful Roll: Once a successful
Spell Gain Roll is made, the character is
considered to have learned the use of the
spells on the portion of the list that he
was studying. He may then use them as
long as such use complies with other
rules for their use (power points, time
requirements, etc.). The number of skill
ranks in that list is reduced to zero. The
character may develop more skill ranks
for that list, but they apply to learning a
higher-level portion of the list.
Note: No applicable stat bonus unless
Option 14 is used.
Example: Dral, our Fighter, decides he
wants to learn to use some spells. He
allocates 20 development points to spell
learning and receives one skill rank in his
chosen list (the Mentalist list: “Cloaking”).
He visits the library in a major city, where
much knowledge of such trivial magic
can be found, pays his use fee and
accomplishes his research. From now on,
until he either gives up or succeeds he will
make Spell Gain Rolls for that same list
upon reaching each new experience level.
The first time he tries, Dral rolls a 15. 15 + 5
(5 per skill rank) = 20 which is somewhat
less than 100. Dral continues adventuring
and reaches yet another experience level.
This time he rolls a 72 for his spell gain
roll. 72+5 (he still possesses the skill rank
he acquired before and has been
meditating over what he does know) = 77,
again unsuccessful. Dral decides to study
harder and allocates another 20
development points, preparing a second
skill rank with this spell list. This time he
visits a monastery where he has a friend
who is a high level Magician. The friend
shows him some of the things he is doing
wrong, and the GM agrees that this is
enough to credit him with the skill rank
he is developing. However, all the helpful
hints in the world from his friend will not
give Dral more than the 10 bonus from his
two skill ranks.
After further adventuring, Dral reaches yet
another level of development. This time his
spell gain roll is a 35. 35 + 10 (5 per skill rank
x 2 skill ranks; now: one new and one from
before) = 45 — still not successful. Dral
considers trying other lists of spells but he
doesn’t want to lose the skill ranks invested

in the Mentalist “Cloaking” list, so he
perseveres. He allocates no more
development points, but continues to
meditate and review. He goes up yet
another level and this time rolls a spell gain
roll of 99. 99 + 10 = 109. Dral may now use
the spells on the Mentalist “Cloaking” list
subject to any restrictions from the general
magic rules that may apply (see SL).
It is meant to be difficult for a Fighter,
like Dral, to learn the use of spells.
Twenty points is usually 2/3 or more of
the total development points available
to a character for a given level. If Dral
had been a Pure or Hybrid spell user,
each 20 DP would have resulted in 20
skill ranks (at a cost of 1/*) and a spell
list learned automatically.

OPTION 14: STAT BONUSES

FOR SPELL GAIN ROLLS

In the basic rules no stat bonus is added
to Spell Gain Rolls, when using this op-
tional rule, the bonus for the applicable stat
is added to each spell gain roll. This appli-
cable stat is the primary stat for the realm of
magic of the spell list being learned:

• Empathy is the primary stat for Essence
• Intuition the primary stat for Channeling
• Presence is the primary stat for Mentalism
• For Hybrid base spell lists average the

stat bonuses of the two realms involved

In order to attempt to gain two spell
lists in one level of development, the first
list must still be developed to 20 skill ranks
(i.e. the primary stat bonus cannot be
applied). However, the bonus can be
applied to the roll for the second list (at
least one skill rank is required). The GM
should be aware that this optional rule
increases the ease of learning spells, and
they should ponder possible effects on
their campaign setting before applying it.

Example: Bandring has a 90 Empathy
and is a Magician (an Essence spell user)
with a +10 primary stat bonus (Empathy).
If he elects to expend the development
points necessary to assure him of one spell
list (i.e. 20 skill ranks), he can then add his
+10 bonus to any roll made to get a second
list (if at least one more skill rank is
developed). If he only develops his first list
with 18 skill ranks, he has a (18x5) + 10 =
100% chance of receiving this list, but he
cannot attempt to develop a second list.
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CHANNELING

This is the skill of transmitting and
receiving power between two willing
individuals over any distance, provided
that contact can be made. The transmitter
of the power must be able to see the re-
ceiver or know his exact location (direction
and distance, or a specific place). The
receiver must know exactly when the spell
is coming. For example, if a Cleric was at a
certain altar at a certain time (midnight of
full moon) ready to receive a spell, then
another spell user (or deity) could use
channels to send him a spell (if he knew
where the altar was and the correct time). In
some cases it will occur when a Cleric is on
a vital mission and his god decides to aid
him. It is permissible, however, for charac-
ters to Channel to each other.

It is important to note that the spells a
Channeling spell user (i.e. Clerics, Ani-
mists, Healers, etc.) acquires normally
through worship and the use of intrinsic
power points (although the entire realm is
termed “Channeling”) are not subject to
this rule. Similarly, the acquisition of
channeling skill will not allow other
characters to gain a Channeling spell
user’s intrinsic spell ability. This skill only
applies to extraordinary channeling.

TRANSMITTING POWER POINTS

Normally Channeling consists of
transferring power points from one charac-
ter to another. The sender expends the
power points and multiplies this number
of power points by his Channeling skill
rank bonus expressed as a percentage (e.g.
a sender with a 60 Channeling skill rank
bonus — skill rank 12—and expending 20
power points actually channels only 12 =
60% x 20). Treat channeling abilities of
greater than 100 as 100, and round down
the resulting power points, this is the
number of points sent.

The receiving character multiplies the
number of points sent by his Channeling
skill rank bonus (again, expressed as a
percentage, the result is rounded down, and
channeling abilities of more than 100
treated as 100). This result is the number of
points received. The receiving character may
use these points as he wishes. Any unused
points will be lost the next time he sleeps.

Channeling between characters (in-
cluding NPCs) may only take place if they
are concentrating on the same realm of
power. In other words a Cleric can’t
channel to a Magician. In the case of a
Non spell user (i.e. Fighter, Thief, Rogue
or Warrior Monk), the character’s realm of
magic should be determined at 1st level.
Gods are, of course, able to channel to
whomever they please. Hybrids may
channel to or be channeled by character’s
concentration on either of the Hybrid’s
realms (e.g. a Mystic can channel in either
Essence or Mentalism).

TRANSMITTING SPELLS

Spells may be channeled in rare cases.
If the receiver is of the proper spell realm,
the sender may cast spells through him. It
is not necessary for the receiver to know
how to cast the spell; he is not required to
do any of the work. The spell is cast, and
the power points expended by the sender.
The power points are subject to the same
modifications for Channeling skill rank
bonuses as power points sent without a
spell, and sufficient power points must be
received to cast the spell. The spell may not
be cast if it depends on the receiving
character to provide any of the power
points, nor may one individual cast the
spell while someone else channels the
power points required to cast the spell.
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Example: Bak is of the Mentalism realm of
Magic. He has skill rank 1 in Channeling
(5%) and no further bonuses. A high level
Mentalist, Moour, offers to channel
through him, and Bak, in need of such help,
agrees. Moour must see Bak, make mental
contact with him, or know exactly where
Bak is. Bak must also know the exact time
that the spell is being sent. Moour, in a
crucial situation, throws “Cold Resistance”
(a 3rd level spell) and puts 60 power points
into the effort. He has a 100% Channeling
ability and all 60 points are sent, but Bak
receives only 5% or 3 of them. This, however,
is enough to power the spell and it takes
effect. Had Moour possessed only a 90%
Channeling ability, he would have had to
expend 67 PPs for the spell to take effect
(90% x 67 = 60 PPs. sent, with 5% x 60 = 3
PP being received). Failure to provide even
one of these 67 power points would make
it impossible for the spell to work.

BURNOUT DUE TO CHANNELING

Successful Channeling can be danger-
ous. Roll 1-100 and add the number of power
points received (this die roll is open-ended).
Subtract the skill rank (not skill rank bonus)
in Channeling of the receiving character. If
the result is over 100, a burnout has occurred.

Example: Bak’s brother Geen is a Cleric,
with skill rank 14 in Channeling. In a
crucial situation, he asks his god, Blag, for
help and Blag responds (the GM rolls an
incredible reaction for the deity) by
throwing the spell “Absolution Pure”
through the Cleric. This is a 20th level spell
and the god sends 40 power points with
the spell. All 40 are sent (Blag is a god)
and Geen receives 58% of them (23). He
now rolls D100 to determine if it affects
him. He rolls a 48 (+23 for the power points
received in the spell), -14 for his skill rank
(note that the skill rank, not the bonus is
subtracted). The total is 57 (48 + 23 = 71 -
14= 57) and Geen does not suffer burnout.
Suppose that Geen had rolled a 97
instead of a 48. Since 97 is over 95,
under the “open-ended” rules, he must
roll again and add. He rolls a 23 the
second time for a total “roll” of 120 + 23 -
14, yielding a 129. Geen has suffered
some form of burnout.
If burnout occurs, roll twice on the 15+
column of Table 05-02. This is the
number of points that are lost from the

Memory stat (the temporary not the
potential). This process is repeated for
Reasoning. If this process reduces either
stat to 0 or below, all experience and
skills are lost. On the brighter side, the
character can now switch professions as
they have lost all memory of his
adolescence, apprenticeship, and the rest
of their life (though it will take them many
years to function as an adult again).
Should a burnout occur, the sender of the
channeling power to the target must roll
under their Presence on 1-100 or suffer
the same result (gods would not be
affected). If the sender survives,
unharmed, they may (regardless of the
status or will of the receiving individual)
exercise absolute control over the target’s
body and its remaining knowledge,
skills, spells and power points. The
sender must have some method of
issuing commands and instructions to
the burnout victim. This control lasts 24
hours or until contact is broken.
Note: Use Intuition stat bonus for
Channeling.

OPTION 15: CHANNELING

BURNOUT WHEN USING SPELL LAW

If Spell Law is available and a burnout
occurs, a 1-100 roll is made and 5 x the
amount that the burnout roll was above
100 is added. This total is applied to the
Non-attack Spell Failures Table from Spell
Law. This result can be in addition to the
loss of Memory and Reasoning or instead
of it (at the GMs discretion).

RUNES (SM)
Rune skill enables a character to deci-

pher and use Runes (spells inscribed in
suitable media). To decipher a Rune a
character makes an open-ended roll, adds
his skill rank bonus, adds any bonuses
from Table 07-09 and subtracts the level of
the spell on the Rune. If the resulting total
is 101+, the Rune is deciphered and the
character may use it. If the total is negative,
the spell on the Rune is cast on the charac-
ter attempting to decipher the Rune (or a
random bystander if the GM deems it
appropriate). If the total is between 75 and
100, the character learns what the spell is
but can not use it. If the total is between 0
and 74, nothing happens. These results are
summarized in Table 07-09.
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If the level of the spell on the Rune is
less than or equal to the level of the charac-
ter attempting to use it to cast a spell,
deciphering the Rune is sufficient to use it
(subject to the normal chances of Spell
Failure). If the Rune is a level above that of
the character, or of a realm of power other
than his specialty, a second roll, similar to
the first, must be made to successfully cast
the spell from the Rune (for these purposes,
Fighters, Thieves, Rogues and Warrior
Monks have no realm of power that is their
specialty). Runes are generally not reusable.

A character should be given one chance
to decipher a Rune. If he fails, he may not
try again until he improves his skill rank
with Runes. Generally this is accomplished
by going up a level, but if the character has
not planned on increasing his Rune skill
rank (has not allocated any development
points to it), he does not get to make an-
other try at deciphering it until his Rune
skill rank is increased.

Note: Use Empathy/Intuition stat
bonuses for Runes.

STAVES AND WANDS (SM)

This skill enables a character to use the
spell abilities of a staff, wand, or any item
with spell casting abilities (see SL). In order
to cast spells from an item, the wielder of
the item must have made a “staves/wands
roll”. The process for gaining the capability
of casting spells off an item is identical to
that for deciphering a Rune, except that the
spell on the Rune is equivalent to the spells
on the item.

If an item has several spells or groups of
spells that are widely separated in power or
type, the GM may require separate staves/
wands rolls for each spell or group of spells.

Learning to use an intelligent item
may not necessarily give the character
control over that item. An item may have
an ego, which the character must roll
over (on 1-100) in order to impose his
will on the item’s.

“Teaching” someone else to use an item is
not permitted. Using an item is a personal
experience between the individual and the
item. Although you may tell someone what the
item does and thus remove any penalty for
not knowing the power of the item, you
cannot aid them in their actual attempt.

Certain spells on items do
not normally require a staves/
wands roll, they include:

Spells that operate constantly:
Boots of Silence, Cloaks of
Invisibility, etc.

Bonuses built into items: Bo-
nuses on weapons, bonuses on
armor, spell adders, spell multi-
pliers, etc.

Spells in intelligent items: Intelli-
gent items can cast the spells that
they contain when instructed by a
wielder who can communicate
with the item and whom the item
will obey (unless specifically
created otherwise, intelligent
items will obey any wielder). Rules
concerning intelligent items can
be found in Spell Law.

All of these cases include
spells that do not require the
conscious casting of any spell by
the wielder of the item.

Note: Use Empathy/Intuition stat
bonuses for Staves  and Wands.
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DIRECTED SPELLS (OB)

Spell Law makes provision for Spell
Attack Rolls with certain “elemental” spells.
These Spells are specifically listed there,
and have separate attack tables. Skill may
be developed separately for each such spell.

Developing skill in Directed Spells is
treated just as developing skill in weapons.
Generally skill may be developed only for
spells that are directed against a single
target (e.g. Fire Bolts but not Fire Balls or
Fire Storms). A character wishing to de-
velop skill with such a spell must be able to
cast it at least once per day (either intrinsi-
cally or from an item or runes).

This rule is important for it allows
certain spell users to specialize in particular
elemental spells in the same manner that
fighters may specialize in their weapons.

Note: Use Agility stat bonus for
Directed Spells.

OPTION 16: POWER

POINT DEVELOPMENT (SP)

This optional skill replaces level in
calculating total Power Points. Using this
option, you determine a characters total
PP by multiplying the PP factor for their
(Temporary) PP stat by the number of

ranks they have in PPD. See chapter 8 of
Spell Law for more on power points.
(This skill should be considered a Pri-
mary Skill if used)

Example: Molnar the magician has a 95
Empathy, offering 2 PPs per the table. He
has purchased 14 ranks of Power Point
Development, so he has 14 x 2 = 28 PPs.

7.7 SPECIAL SKILLS

The following skills do not fit neatly
into the previous skill categories. This
diverse category contains skills raging
from Linguistics to the Martial Arts and
Body Development. Players should look
at the section below very carefully, since
it contains major survival skills. Aside
from the vital and obvious importance
of Body Development, players should
not neglect the Perception skill.

LINGUISTICS (SP)

Rolemaster is created for a world with a
variety of cultures and languages. There is
no such thing as a common tongue or an
alignment tongue (though a GM can add
them for his world system), although
certain professions have developed their
own language for use in research.

Each language must be developed
individually in steps from a skill rank at
which the language cannot even be recog-
nized to a skill rank of full understanding
of the idiom and the snide jokes often
made about Dwarves, Elves, and travelers.
In addition, skill ranks for each language
must be developed separately for written
and spoken forms. See Table 04-02 for the
communication ability given by each
linguistic skill rank in a language.

Skills in one language normally have
little effect on others; however “brother
languages”, those deriving from an immedi-
ate common ancestor, may be an exception.

See section 4.4 concerning Race and
Effects on Play for further information.

Note: No applicable stat bonus.

ADRENAL MOVES (VARIES)

These skills relate to the development
of the art of superhuman effort. Using
“concentration” and self discipline, the
character skilled in Adrenal Moves must
prepare the round before he will use one of
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these skills. This is accomplished by taking
a 20% penalty on action in this preparation
round. Adrenal Moves may not be at-
tempted in consecutive rounds, nor may-
more than one be attempted at any one
time. Skill ranks in each Adrenal Move
must be developed separately. Each Adre-
nal Move counts as a separate area for
development purposes.

Strength (SM): This skill gives a charac-
ter a +10 bonus on his offensive bonus
and doubles the number of concussion
hits that he delivers. At the end of the
preparation round, the character rolls 1-
100, adds applicable bonuses from
Table 7-14, and then adds his skill rank
bonus. A roll of 101+ indicates success
and the above bonuses apply for the
next round. Failure means no bonuses
are obtained the next round.

Speed (SM): This allows a character to
move at twice normal speed (as if
hasted) and thus increase his activity
for one round as described in AL.
Speed is prepared just as the Strength
Adrenal Move; success is determined in
the same way.

Balance (MM): This skill enhances the
ability of the character to maintain his
balance in one maneuver action (re-
quiring balance). The skill rank bonus
is added to any maneuver rolls re-
quired for the action (even if it takes
several rounds).

Leaping (MM): This allows the charac-
ter to automatically increase the dis-
tance he can successfully leap from
either a standing or a running start.
Table 10-03 can be used, with the skill
rank bonus being added. 100% would
indicate a normal leap and results
above that a longer leap.

Landing (SP): A character may auto-
matically decrease the severity of a fall
by his skill rank bonus times one foot.
For example, if a character’s skill rank
bonus were 60, a 100' fall would be
treated as a 40' fall. The severity of a
fall can never be reduced below that of
a 10' fall. For this adrenal move the
penalty of -20% for a preparation
round is applied the round after the
fall (assuming he’s conscious). This is
the recuperation round.

Note: Use Presence/Self Discipline stat
bonuses for all Adrenal Moves.

AMBUSH (SP)

This is the ability to make a very precise
attack. To use his Ambush skill a character
must approach his foe undetected and be
able to strike before the foe can react.

If the ambush skill is successfully used,
the character may modify his roll on the
resulting Arms Law Normal (not Large or
Super-Large) Critical Strike Roll. This
modification consists of being allowed to
adjust the critical strike roll by any number
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up to the ambush skill rank (not bonus) of
the attacker. This adjustment may be either
up or down. This is the only adjustment
that is normally allowed on an Arms Law
critical strike roll. Note that to use this
bonus, the attacker must first get a normal
critical strike result on an attack table. If he
does, however, this ability greatly increases
the chance of a killing blow and tremen-
dously increases the chance of a blow that
kills instantly.

Since position is relatively unpredict-
able in a general melee situation, Ambush
skill rank is halved if foe is in a melee
situation. A character must still be able to
approach his foe undetected and be able to
strike before the foe can react.

If a “Large” or “Super-Large” creature is
ambushed, the Ambush skill rank is added
to the critical roll. If the resulting modified
roll is above 95, a second roll is made and
added to the modified critical roll as in a
normal open-ended roll.

Note: No applicable stat bonus.

ADRENAL DEFENSE (SP)

By using this skill, attacks with melee or
missile weapons may be dodged or de-
flected (wholly or partially). The skill rank
bonus of the Defender is added to his
defensive bonus versus melee attacks.
Against missile attacks the skill rank is
halved before the bonus is calculated and
added to the Defensive bonus.

To use adrenal defense, you must be
aware of the fact that you are under attack.
In addition, the character must not be
wearing any armor and cannot have a
shield or large object in his hands. If AL
Optional Rule on Weapon Katas is in use, a
martial artist is allowed to be holding any
weapon usable in their weapon kata.

Note: No applicable stat bonus.

MARTIAL ARTS (OB)

Martial Arts (MA) skills in Character
Law affect the offensive bonuses for
unarmed combat. MA skills consist of 8
different skills in MA attacks. Each of
these skills must be developed separately
and is considered a separate skill for
development purposes:

MA Striking Tier 1

MA Striking Tier 2

MA Striking Tier 3

MA Striking Tier 4

MA Sweeps & Throws Tier 1

MA Sweeps & Throws Tier 2

MA Sweeps & Throws Tier 3

MA Sweeps & Throws Tier 4

MA tiers represent the complexity and
effectiveness of the different Martial Arts
attacks. Tier 1 is the simplest (and least
effective), while Tier 4 is the most complex
(and the deadliest). The skills are further
classified according to “type” as being
“striking” (Karate-like MA, including
boxing) or “sweeps & throws” (Judo-like
MA, including wrestling).

Effect of Martial Arts Skill: The skill
rank bonus for a particular MA Tier is
part of the offensive bonus used when
a Martial Arts attack is made utilizing
that MA Tier. Normally, a character
may choose which MA Tier he wishes to
use in an attack.

Effect of MA Type and Tier: Only one
MA Tier and type may be used to attack
in a given round. The MA Tier deter-
mines the maximum possible result
that an attack can obtain, while the MA
type (striking or sweeps & throws)
determines which attack table is used.

Limitations on MA Skill Development:
Skill in a Martial Arts Tier can not be
developed to a skill rank higher than
the existing skill ranks of the lower MA
Tiers of the same type (i.e. either strik-
ing or sweeps & throws). In other
words, MA Striking Tier 4 can never
have a higher skill rank than MA
Striking Tier 3, MA Striking Tier 3 can
never have a higher skill rank than MA
Striking Tier 2, and MA Striking Tier 2
can never have a higher skill rank than
MA Striking Tier 1. The same rule
applies for the Sweeps & Throws Tiers.

Note: Use Agility/Strength/Strength stat
bonus for Striking Martial Arts. Use
Agility/Agility/Strength stat bonus for
Sweeps & Throws Martial Arts.

BODY DEVELOPMENT (HITS) (SP)

Skill rank in Body Development is one
of the factors that determine how many hits
(concussion hits) a character can take
without passing out. The character is
entitled to increase his base hit total (BHT)
by 1-10 (roll D10) each time that he raises
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his Body Development skill rank by one
(certain races use different dice, see Table
4-1 and chapter 4.0). See section 5.4.

Starting Base Hits: Each character
starts with a base hit total equal to their
temporary Constitution stat divided by
10 (round up).

Maximum Base Hits: A character’s base
concussion hits cannot exceed the
maximum allowed for their race (see
Table 04-01).

Total Concussion Hits: This total
concussion hit used for a character
during play is their base hit total (BHT)
plus the BHT multiplied by their
Constitution bonus/100. (i.e. the Co
stat bonus used as a percentage figure).

Summary for determining total Con-
cussion Hits:

1) Start with a base hit total (BHT)
equal to Constitution/10 (round
up).

2) Each time the Body Development
skill rank is increased by one add 1-
10 hits (some non-humans use a
different die for hits. See table 04-
01) to the base hit total (up to the
racial max + Co Bonus, see Tables
04-01 and 05-03.)

The actual concussion hit total used in
play = BHT + (BHT x  (Con Bonus/100))
round down.

Note: If a character takes more
concussion hits than the sum of his total
hit points and his Constitution, he will die
in 6 rounds due to massive shock and
internal bleeding (see section 10.9). The
exact number of rounds can vary due to
race; see chapter 4.0 and Table 04-01.
Note: Use Constitution stat bonus for
Body Development.

7.8 SKILL OPTIONS

OPTION 17: ADDING NEW SKILLS

The skills described in Character Law
are the skills used most often and devel-
oped in fantasy role-playing situations. A
GM may add any new skills desired for use
in his world system. However, we suggest
he carefully consider point costs for devel-
oping skills and the effects of skill rank
bonuses for added skills. Option 18 pre-
sents some suggested “Secondary” skills.

OPTION 18: SECONDARY SKILLS

Although Character Law provides a
variety of adventure oriented skills, they are
by no means the only factors applicable to
FRP game situations. The GM may dis-
cover other skills that have significant
bearing on adventures and may wish to
permit the PCs to develop them as they
would those detailed above.

A sampling of additional skills is
included below, with applicable stat bo-
nuses in parentheses. These “Secondary”
skills are more specialized than the basic
Primary Skills discussed earlier (see above).
They are often tied to, or indicative of, a
player character’s profession or family
trade. Still, they add considerable detail
and flavor to a game.

GMs incorporating some or all of these
skills can handle them exactly as they
would Primary Skills, with the cost of
developing skill ranks keyed to a player
character’s profession (see Table 07-10).
Alternatively, the GM can assign a 2/5
development point cost to all secondary
skills, regardless of the profession of the
character involved. Secondary skill bo-
nuses follow the same progression (see
Table 07-01).

7.9 SECONDARY SKILL DESCRIPTIONS

Acrobatics: (Ag/Qu) Provides a bonus for
in-air maneuvers (e.g. flying or levita-
tion) or swinging on objects. This skill
includes the use of parallel bars, un-
even bars, or other gymnastic activity in
which most of the activity is spent in
airborne maneuvers. Helps reduce the
effects of falls.

Acting: (Pr/Em) Provides a bonus for simu-
lating the behavior of others, devising
new identities, etc. This skill may be used
to impersonate others, or hide one’s own
reactions from others, or to take part in
a staged performance.

Animal Healing: (Em/Re) Bonus for admin-
istering medical aid to injured animals.
Allows one to stabilize or repair light
wound and illnesses. Successful static
maneuver can stop (or reduce) up to 5
hits/round bleeding.

Caving: (SD/Re) Bonus chance of determin-
ing natural course and lay of a cave or
cavern (passage or chamber). Bonus
when attempting an unassisted maneu-
ver in a cave.
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Contortions: (Ag/SD) Bonus for manipulat-
ing one’s body is order to move through
small openings or absorb sudden
crushing impact (other than falls). Helps
escapes from bonds, etc.

Cookery: (In/Re) This skill
provides a bonus cooking or
preparing food. This skill
bonus may also be used when
detecting bad food, or prepar-
ing/ neutralizing dangerous
food ingredients.

Dance: (Ag/In) This skill
provides a bonus for
performing dances.
It may also apply to
any circumstances
in which complex
and/or precise
footwork is necessary
(e.g. negotiating a
pattern on the floor, per-
forming certain rituals, etc.),
or when recreating a dance
(such as a ritual) that
has been witnessed

Diving: (SD/Ag) This
skill provides a
bonus for con-
trolled falling
maneuvers. This can
range from controlling
the direction of an
extended fall to
diving into water
safely from a great
height (up to 20'/skill rank if a success-
ful maneuver roll is made).

Falsification: (Re/SD) Bonus for creation of
false but believable writings or illustra-
tions (e.g. forgery, counterfeiting, etc.).

First Aid: (SD/Em) Bonus for applications
of emergency aid or treatment (limited
to kind), such as attempts to halt or
slow bleeding or damaging deteriora-
tion. It is suggested that, together with
the proper tools or bandages, a charac-
ter using first aid could stop up to 5
hits/rd of damage without resorting to
a tourniquet (See section 10.8).

Fletching: (Ag/SD) Bonus for making an
arrow out of available wood, metal,
paper, and/or feathers.

Foraging: (In/Me) Bonus chance of finding
any local source of potable water or
edible plants and animals. Includes

basic food acquisition such as gather-
ing or fishing.

Frenzy: (Em/SD) Bonus to attempt to go into a
state of single-minded, unpredictable rage
which results in an additional +30 to the
Melee OB, the ability to take twice normal

concussion damage,
and the ability to

deliver double
concussion hit
damage. One in
frenzy has no
DB other than
armor bonus,
gets no shield
bonus, and

cannot parry. Prepa-
ration for frenzy takes

one round. Once in a
frenzied state, a character

may make a static maneuver
each round in order to resume

his normal state.

Gambling: (Me/Pr)
Bonus when playing

any game with a
significant element

of luck. Also
includes cheating
as a form of im-
proving one’s luck

at any game.

Herding: (Em/Pr) Bonus for
gathering, befriending, or

manipulating herd animals.

Jousting (Lancing):  (St/Ag) This skill pro-
vides a bonus for using complex lancing
(mounted) maneuvers, such as tilting,
skewering rings in a tourney, etc.

Leather working: (Ag/Re) Bonus for work-
ing with hides and creating leather
goods (e.g. leather armor, bolas, etc.).

Lore, General: (Me/Re) This skill encom-
passes the use of informational and
academic skills which are available to
most people with the determination to
learn them. Some examples: Culture
Lore (one skill for each culture/race),
Fauna Lore, Flora Lore, Heraldry,
History (one skill for each field of
history), Philosophy, Region Lore (one
skill for each region) or Religion.

Lore, Magical: (Me/Re) This skill encom-
passes the use of informational and
academic skills dealing with magic and
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magical things. They are usually avail-
able only to those with access to magi-
cal resources and/or instructors. Some
examples: Artifact Lore, Circle Lore,
Planar Lore, Spell Lore, Symbol Lore,
Undead Lore and Warding Lore.

Lore, Obscure: (Me/Re)  This skill encom-
passes the use of informational and
academic skills dealing with extremely
unusual or obscure topics, often deal-
ing with rare races and the like. Note
that the availability of these skills
should be limited to those with un-
usual magical or academic resources.
Some examples: Demon/Devil Lore,
Dragon Lore, Faerie Lore and Xeno-
Lores (one skill for each type of “un-
usual” race or culture).

Lore, Technical: (Me/Re) This skill encom-
passes the use of informational and
academic skills dealing with relatively
common technical topics. Some ex-
amples: Herb Lore, Lock Lore, Metal
Lore, Poison Lore, Stone Lore and
Trading Lore.

Mathematics: (Re/Me) Bonus for calculat-
ing distances, angles, and applying
basic principals of physics to a given
situation (e.g. finding the angle of
reflected light, the rate of a fall given a
particular grade, or the difficulty of a
climb without approaching/touching
the obstacle).

Meditation: (Pr/SD) Bonus for entering,
leaving, and exploiting meditative
trances. Each hour of uninterrupted
meditation equals two hours sleep.
Once in trance, one is normally oblivi-
ous to outside activity. Physical prod-
ding allows one to make a static ma-
neuver to leave trance, as does a painful
strike (modify by +25). Elves get an
additional +25 modification to this
skill bonus.

Music: (Ag/Em) Bonus for playing an
instrument or skill rank with a musical
language. Each individual instrument
or musical language requires separate
skill development (as with Riding and
Weapon skills). A GM may establish
“similar” instrument and language
groups (See Options 17 & 18).

Navigation: (Re/In) Bonus for determining
proper directions and distances when

using a map in conjunction with some
directional aid, such as a compass, a
landmark, or the stars. This includes the
concept of orienteering, and is appli-
cable on land or water.

Public speaking: (Em/Pr) This skill provides
a bonus for impressing, entertaining, or
manipulating groups of people directly.
Public Speaking applies to large
groups, is often extemporaneous, and is
used to manipulate the emotions or
views of a crowd.

Rope-mastery: (Me/Ag) This skill provides
a bonus for knot recognition, knot-
tying, braiding, rope splicing, making a
maneuver while suspended from a rope
(or analogous flexible line), or when
throwing a line.

Rowing: (SD/St) This skill provides a
bonus for the propulsion of water-
craft through the use of paddles, oars,
or poles. It combines the skills re-
quired to control and guide the craft
with the coordination to work with
others in rhythm (when necessary), in
addition to the marshalling and
pacing of internal resources.

Sailing: (Em/In) This skill provides a bonus
for operating a sailing vessel or for
serving as part of a crew operating a
sailing vessel.

Seduction: (Em/Pr) This skill provides a
bonus when attempting to emotionally,
sensually, or sexually manipulate
someone. This is not limited to sexual
seduction — manipulation of a person’s
sensual sensibilities or tempting a
person to indulge in some fantasy or
desire is also seduction.

Signaling: (Me/Sd) Bonus when using
any form of signal communication.
This is effectively a language and is
treated as such.

Singing: (Pr/In) This skill gives a bonus to
performance attempts based on singing
in tune and for attempts to mimic tunes
and vocalized notes.

Skiing: (Ag/SD) Bonus for skiing or sliding
maneuvers.

Smithing: (St/Ag) Bonus for working with
normal metals to create or repair
desired objects (e.g. metal armor and
weapons). Bonus for oven or kiln
building, and doubling effects of fire.
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Spell-mastery: (Related stats are based on
realm(s) of power from which spell is
derived.) Bonus for spells which require
rolls for concentration, maneuvers, or
orientation. Each individual spell
requires separate skill development (as
with Riding and Weapon skills). A GM
may establish “similar” spell groups (See
Option 12.1 & 12.2 for inspiration). See
SL For more details and An Example
Of Spell-Mastery Use.

Stargazing: (In/Me) Bonus chance of
determining dates, directions, and
locations when the stars are visible.
Provides an ideal complement to the
navigation secondary skill.

Stone carving: (Ag/SD) Bonus for working
with stone and creating sculptures,
writings, or any other form of inscrip-
tion or relief.

Streetwise: (In/Pr) Awareness of events and
protocol in the street society and
underworld and the ability to interact
with the individuals who run and live
in the common or underworld society.

Subduing: (Ag/Qu) Bonus for attempts to
immobilize (render unconscious) a foe
by applying a sharp, hand-delivered
blow to a precise point on the victim’s
upper body. The foe is assumed to be
“of kind” (usually humanoid) and not
“Large” or “Super Large” (i.e. does not
use those critical strike tables). This
skill may be developed separately for
other types of creatures, if the type is
available to practice on.

A “subdual” attack roll of 101+ results in
a successful attack, although the victim
still receives a RR versus an attack level
equal to the Subduing skill rank used.

In order to use this skill, the character
must approach the foe undetected and
be able to strike before the latter can
react. Should the foe be engaged in
melee, the subduer’s skill bonus is
halved. Subduing attacks cannot be
made against foes whose armor covers
the entirety of their body above the legs
(i.e. - normally ATs 11, 12, 15, 16, 19, and
20). This skill can also be developed
separately for “blunt” weapons such as
blackjacks, clubs, etc.

Example: Sir Jeffrey needs to get past Sir
Guy, but does not wish to hurt or kill his
old friend. He sneaks up and attempts
to subdue Sir Guy with a strike to the
back of the head. Sir Jeffrey has a
Subduing bonus of 55, and rolls a 62,
indicating a successful attempt
(55+62=117, over 100). If he had rolled 45
or lower, the attack would have failed.
Sir Guy now makes a RR. His level (10)
vs Sir Jeffrey’s 10 ranks in subduing.
Checking Table 05-05, the roll needed is
50. Sir Guy rolls a 21 and falls
unconscious to the floor. (If he had rolled
a 51, Sir Jeffrey would have been facing
an angry Sir Guy merely rubbing at the
sore spot on his head.)

Tracking: (In/Re) This skill provides a
bonus for tracking maneuvers and
following a trail left by someone or
something such as foot prints, broken
branches, crushed grass, hanging pieces
of cloth, etc.

Trading: (Pr/Em) Bonus for transactions
involving a bargained exchange of
money or goods, particularly with
respect to rolls on the purchase or
resale price tables found in chapter 8.

Trap building: (Re/Em) Allows building
traps out of available resources.
Bonus of trap-maker may subtract
from any detection rolls, depending
on location, care and time in con-
struction, and trap type.

Trickery: (Pr/Qu) Bonus for any maneuvers
involving slight of hand: picking
pockets, confusing sight tricks, and
slight-of-hand diversions.

Tumbling: (Ag/SD) This skill provides a
bonus for horizontal dives, rolling,
vaulting maneuvers, or swinging on
stationary objects. Also used to de-
crease the damage one takes from a
fall. A character could fall safely up to
2'/skill rank if a successful maneuver
roll is made.

Weather watching: (In/Em) Skill for deter-
mining local weather for next 24 hours.

Woodcarving: (Ag/Em) Bonus for fashioning
any object out of the required amount of
wood, bone, or similar material.
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8

8.0 EQUIPMENT

AND COMMERCE

The infinite variety of cultures, places,
and situations found in FRP games makes
it impossible to completely generalize
economic systems and prices. The GM
should tailor these tables to his own cam-
paign. Suffice it to say that the cost of any
good varies with locale, circumstance,
climate, season and demand. The prices of
fresh foods will vary by season—unless the
culture has developed magical means of
food preservation or creation. Without
them, life-saving fresh healing herbs will
simply not be available in January, no
matter how much money the characters
have at their disposal, something that GMs
may wish to consider when the characters
go shopping.

8.1 COINAGE STANDARDS

Each world usually has one or more of
its own coinage systems. Some are based
on the worth of the coins’ component
material or craftsmanship; others are tied
to the society’s faith in the coins’ producer
or guarantor (e.g. the government backs
their wooden nickels).

Obviously, a world rich in varying
political entities and cultural groups rarely

relies on only one coinage system. Silver
might be worth more than gold in certain
regions, while other locales may value stone
pieces or have no coinage at all. Barter,
after all, is the norm in most places lacking
a central authority. We do suggest, how-
ever, that the GM establish a comparative
standard in order to regulate exchange.
This enables folk to compare the value of
their goods, even if they are simply trying
to trade six ferret skins for a sheep hide. It
also makes it easy to weave a localized jade-
based economy into an imperial system
that embraces silver as its standard.

We suggest the following comparative
exchange system, using coins of a uniform
one-quarter ounce weight:

sdradnatSeganioC10-80
nioC noitaiverbbA nwodkaerB

eceiplirhtiM1 pM seceipdloG001=

eceipdloG1 pG seceiprevliS01=

eceiprevliS1 pS seceipeznorB01=

eceipeznorB1 pB seceipreppoC01=

eceipreppoC1 pC seceipniT01=

eceipniT1 pT )pI(seceipnori01=
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This system revolves around a gold
standard, since a gold piece is the most
valuable commonly used currency, al-
though Mithril is more precious and silver
coins are in much wider circulation. The
GM may wish to tinker with the coin
weights (e.g. using half-ounce or tenth-
ounce currency), or add his own material
standards (e.g. a jade piece [jp] = 2 sp). He
might wish to remove bronze, tin, and iron
pieces from general use, leaving copper
coinage as the effective floor. Whatever the
GM desires, this system works as a sug-
gested guide and is employed in the price
tables found in at the end of this chapter.

Note: When using this exchange system
in conjunction with prices listed in a
radically different currency, it is
suggested that the GM try to determine
a one for one exchange equivalent for
at least one type of coin. For instance,
when using ICE’s SpaceMaster game
system in conjunction with Rolemaster,
note that 1 elmonit (electronic monetary
unit) or 1 monit (monetary unit) is
equivalent to 1 silver piece.

8.2 COMPUTING PRICES

The cost of a good involves a number
of factors. The first factor is character of the
item itself, the potential utility of its basic
design (e.g. a hand axe is
good for fighting and
chopping wood). Assum-
ing standard materials, the
typical design is reflected
in the item’s base cost
(available from the Price
Tables at the end of this
chapter). This base cost
may then be modified by
“base cost multipliers” for
special materials, special
size, and special design.
Any set costs for the
materials themselves are
also added.

Special or magical
properties (see SL) will mean
additional costs for each
property. The first special or
magical property (i.e. the
most expensive one) that an
item has will add a set cost
for that type of property. A
second property (i.e. the

next most expensive one) will add double the
set cost for that type of property, a third will
add triple the set cost, etc.

Intrinsic Value = Base Cost x (sum of
appropriate base cost multipliers.) + mate-
rial cost if required

+ 1 x (cost of most expensive special/
magical property.)

+ 2 x (cost of next most expensive
special/magical property.)

+ 3 x (cost of next most expensive
special/magical property.)

+ Etc.

CALCULATING COSTS

1. Base Cost: Cross-index the item on
the Price Tables found at the end of this
chapter. The price given in the table is the
item’s base cost.

2. Base Cost Multipliers: To determine
the item’s adjusted base cost, add up the
appropriate multipliers for special materi-
als, size, and design (see  section 8.3). Then,
multiply the item’s base cost by this sum.

3. Material Cost: Add the cost of the
material used to make the item. Often, a
GM will want to just include this as part of
the special materials cost multiplier, but in
certain circumstances, an especially poor or
especially rich supply of such material may
cause a variance in costs.
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4. Calculating the Property Costs:
Calculate the set cost for each special or
magical property. Each of these properties
will have a set cost based upon a number of
factors. section 8.3 explains how to calcu-
late this set cost for a number of standard
properties. A GM may wish to establish his
own processes calculating the set costs for
additional properties (see SL).

5. Adding the Property Costs: Add the
most expensive set cost for a property (if
any), then add double the next most expen-
sive cost (if any), then add triple the next
most expensive cost (if any), and continue
until there are no other properties. The
resulting cost is the item’s intrinsic value.

Purchase or Sale: When a character
attempts to buy or sell an item, he will not
always pay or receive the actual intrinsic
value of the item. Section 8.4 dis-
cusses how to handle this process.

Example: The Monk Clu Endise
wishes to purchase a broadsword
(a 1 gp base cost). He wants it to
have a +10 magic bonus (40x base
cost multiplier) and a weight that
is 80% of normal (2x base cost
multiplier). So the base cost of gp
is multiplied by the sum of the
multipliers (42) to obtain: 42 gp =1
gp x42. The GM decides
that the materials
necessary for the sword
are readily available
and so does not require
an additional material
cost. Clu wants the
sword to have two
properties: + 2 spell
adder (cost: 200 gp,
since a sword is “rod-
sized) and “Elf-slaying”
(cost: 500 gp). So the
item’s intrinsic value is:
942 gp = 42 gp + 1 x (500
gp) + 2 x (200 gp)

8.3 EQUIPMENT

Players can use the
tables on pp 104-116 to
purchase starting equip-
ment for the characters.
The tables also provide a
range of goods that are
available fantasy settings.

Not all goods will be available in all
settings, or even in all locations in a
particular setting. Prices will also vary
according to circumstances; basic food
prices, for example, will sky rocket during
a famine. The GM should look over these
tables carefully, and mark any equipment
that is not available in his setting.

BASE COST MULTIPLIERS

The modifiers in this section are de-
signed for use with all the basic cost values
found in Rolemaster, and are balanced for
use with any GM’s price tables.

These multipliers are cumulative in that
they are summed before they modify the
base cost. A single item may only incorpo-
rate one material/magic bonus and one
weight modification.

20-80 W THGIE D OTEUDSESAERCE

M DNALAIRETA D NGISE
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%93-%02 x001

%91-%0 x005
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SET COSTS FOR SPECIAL AND

MAGICAL PROPERTIES

Unless otherwise noted, the
additional costs listed are
reckoned in gold pieces.

Special/Magical properties
include Implanted Spells,
Bonus Spell Items, Enchanted
Items, and Special Items (see
SL). These properties are only a
sample of the possible proper-
ties that magic items can take
on. The GM should feel free to
create his own properties,
using the costs presented here
as a guideline.

SPELL BONUS ITEMS

Spell bonus item properties
include spell adders (increases
number of spell castable by
wielder) and power point multi-
pliers (increases wielder’s power
points). See SL for a complete
description of these items.

�A given item may only have one of
these properties.

� It must be keyed to one of the three
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realms of power: Essence, Channel-
ing, or Mentalism.

� A spell bonus item may be keyed to
a specific profession.

� The cost for a spell bonus property is
equal to the cost given in the table
below times the sum of any appli-
cable spell bonus cost multipliers.

Spell Bonus Property Cost = Spell Bonus
Cost x (sum of any Spell Bonus Multipliers)

items are covered in Spell Law and Crea-
tures and Treasures.

Each implanted spell is treated as a
separate property and its cost must be
calculated separately. The cost of an imbed-
ded spell property is:

Imbedded Spell Property Cost = (Base
price (see the Base Spell Item Price Table) +
imbedding cost) x (sum of the imbedded
spell cost multipliers)

60-80 S LLEP B SUNO C TSO M SREILPITLU
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The base price and the imbedding cost
are added and then the total is multiplied by
the sum of the imbedded spell cost multipli-
ers. This is just the cost of the property and
is only part of the total cost.

ENCHANTED PROPERTIES

The set costs for
enchanted properties
are usually based upon
the property and the
degree of effectiveness
of the property. Each
property is given a
specific cost definition
and a brief description.

CRITICAL MODIFICATION

Cost = (100 x Sever-
ity) Extra Critical: Allows
another, separate crit roll
of the same degree of
severity as the normal
crit. The type of the extra
critical depends upon
the nature of the weapon
(e.g. it would be a Heat
Crit for a flaming
sword). Set cost is based
on maximum severity of

IMBEDDED SPELLS

The “Imbedded Spell” property (also
referred to as “Implanted Spells”) covers all
the spells that may be cast from an item.
The different types of “Imbedded Spell”
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extra crit: ‘A’ = 1; ‘B’ = 2; ‘C’ = 3; ‘D’ = 4; ‘E’ = 5;
‘F’ = 6; ‘G’ = 7; etc.

Cost = (50 x Severity) Extra Critical on
Same Roll: As “Extra Critical” above, except
only one crit roll is made and applied to
both the normal crit and the extra crit.

Cost = (100 x Neg. %) Critical Negation:
Maximum Negation (Neg.) is 50%. Item is
limited to protecting one specific area of
the body (e.g. neck, wrist, forearm, abdo-
men, chest, etc.). If critical is rolled that
affects the area protected by the Negation
%, the critical has no effect on the wearer.

FAILURE AND FUMBLE MODIFICATION

Cost = (50 x Bonus) ESF Bonus: The
Bonus is added to any extraordinary spell
failure (ESF) rolls made by the wielder of
the item. See SL.

Cost = (100 x Reduction) Fumble Range
Reduction: The item’s fumble range is
reduced by the amount of the Reduction. A
fumble range cannot be reduced below 1
using this property (i.e. an unmodified 01
always fumbles).

RANGE MODIFICATION

Cost = (20 x Reduction) Range Penalty
Reduction: The item’s (usually missile
weapons or elemental spell items) range
penalties are reduced by the amount of
the Reduction.

Cost = (5 x %Increase) Range Increase:
The item’s (usually missile weapons or
elemental spell items) ranges are increased
by the increase percentage (e.g. an alteration
in the maximum range of a dagger from 50'
to 200' is an increase of 300% and yields an
additional cost modifier of +1500 gp).

RETURNING ABILITY

Cost = (2 x Range) Return to Thrower
Via Flight: When thrown at a target within
its Range, the item flies back to the
thrower’s hand. This property will not
increase the normal range of an item, the
“Range Increase” property must be used to
do that. Divide the set cost by # of rnds
needed for return (e.g. a throw and return
hammer with a range of 50' that takes 2
rounds to return has a set cost of +25 gp).

Cost = (5 x Range) Return to Thrower
Via Long Door: When thrown at a target
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within its “Range”, the item will return to
the thrower’s hand without having to
physically fly back. This property will
not increase the normal range of an item,
the “Range Increase” property must be
used to do that.

SLAYING AND HOLY ABILITIES

Cost = (2 x Level) Slays Specific Crea-
ture: Slaying weapons use the Slaying
column against Large and Super-Large
creatures they are keyed to. Against normal
creatures they are keyed to, Slaying weap-
ons resolve any criticals normally and then
resolve a “Slaying” critical on the Large
Creatures Critical Table (AL Tables). Cost is
based on the individual creature’s level (e.g.
a mace designed to slay Onree the 4th lvl
Magician would have an additional cost
modifier of +8gp).

Cost = (10 x 1v1) Slays a Type of Creature:
Cost is based on the maximum standard
level of creature affected (e.g. a sword which
slays any Dragon, a creature with a max lvl
of 66, has a cost of +660 gp). Treat all races
as 50th lvl (e.g. a sword of Elf-slaying has a
cost of +500 gp).

Cost = (1000) Holy Item: Allows wielder
to use Holy Arms crit results and acts as a
“Slaying” weapon against unholy creatures.

MISCELLANEOUS PROPERTIES

Cost = (Variable) Spell Storing: For cost
purposes, treat as an Imbedded “Spell
Store” spell (see Imbedded Spells de-
scribed earlier in this section). The cost
equals that for imbedding (as a Daily type
item) the highest-level spell capable of
being stored. For instance, if item stores
one spell up to 6th lvl, the cost is the same
as that for imbedding a 6th lvl Daily I
spell. Spells stored in item are cast as those
cast using Spell Store (on Closed Essence
list, Spell Reins, and on Open Essence list,
Rune Mastery).

Cost= (100 x Base Price) Frees 1 Hand:
This property allows an item which is
normally used 2-handed to be used 1-

handed (e.g. a battle-axe which can be
used in 1 hand) or it allows an item
which is normally used 1-handed to be
worn or non-burdening (e.g. a shield
mounted on the wrist of a gauntlet). The
Base Price of an item can be obtained
from the Price Tables at the end of
chapter 8. This property cannot be used
for Spell Bonus items.

Cost = (500 x Base Price) Frees 2 Hands:
A wearable or non-burdening item that is
normally wielded in 2 hands (e.g. a floating
staff). This property cannot be used for
Spell Bonus items

8.4 PURCHASE AND

SALE OF GOODS

When the PCs sell the goods they
have acquired they may accumulate a
large profit. This may be fine, but occa-
sionally it will result in a game imbalance
that defies mercantile sensibilities.
Therefore, the GM may wish to employ
the following guidelines governing the
purchase and resale of goods.
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The GM should consider two primary
factors when handling sales:

(1) Are there buyers who desire the item?
(2) Can they afford the item?

When handling purchases the factors are:
(1) Are there sellers who have the item?
(2) How much do they want for the item?

These concepts dictate local supply and
demand and are embodied in the Purchase
and Resale Price Table. The categories relate
the resale price and the purchase price to
demand and risks. All things considered, risk
will restrict the number of people who can
buy the good by driving up the cost, both in
terms of price and the associated danger.

USING THE PURCHASE AND

RESALE PRICE TABLE

1) Price: Determine the “intrinsic
value” of the item (see section 8.2)
and determine whether it is:

These are suggested ranges and the
GM should decide if the) are appropri-
ate for his world system.

2) Utility: Figure the item’s utility. Is
it a mere oddity (e.g. a left-handed
smoke-shifter)? Does it have awe-
some applications (e.g. it turns
deserts into deep water ports)? Note
that local tastes and needs may
dictate its usefulness.

3) Rarity: Establish the item’s rarity.
Throw and return crossbows may
be considered passé in the local
area. Family heirlooms might be
patently unique.

4) Market: Determine the type market
in where the resale takes place.
Illegal markets involve a higher risk
and better prices. Street buyers (e.g.
transient vendors and passersby)
have modest overheads and may set
better prices, but are generally less
trustworthy. Merchants (e.g. shop-
keepers and trade guilds) often have
a code of secrecy or stake in their

reputation. Given the same price
structure, most individuals would
prefer to deal with a merchant, since
there is considerably more security.
Strong guilds and/or merchant
organizations can really restrict
relative purchase and resale prices;
the GM should use this factor to
control the market place in his game.

5) The Roll: The GM should roll an
open-ended 1-100 roll and apply
any availability, price, utility, or
rarity modifiers. (Note that a bonus
based on the secondary skill “Trad-
ing” is often applicable). It is neces-
sary for the GM to roll because
characters should be initially un-
aware of any swindle or theft results.
One dice roll per locality per month
should be allowed. Huge cities
might have more than one locality.

6)  Calculate the Price: Using the
appropriate section of the Purchase
and Resale Table, cross-index the
modified roll to get a result. Multi-
ply the item’s intrinsic value by any
% result and any applicable market
multipliers. This determines the
price for the item in that locality for
he next one-month period. Other
results are described below.

7) Swindles: If the result indicates a
swindle instead of a %, there will be an
attempt to deceptively cheat the buyer/
seller (e.g. the buyer gets flawed
merchandise, the seller gets counter-
feit or poor grade currency, etc.).

8) Thefts: Should a “theft” result,
someone (e.g. a pickpocket or a
gang of fast-moving kids) will
make an unarmed attempt to steal
cash or goods from the buyer/seller.

9) Armed thefts: In the case of an
“armed theft” result, someone (e.g.
an organized gang of brigands) will
attempt to physically overpower the
buyer/seller and rob him.

10) Turned In: Someone informs
the authorities of the buyer/
seller’s attempts to deal in an
illegal commodity.

8.5 PRICE TABLES

The following tables cover the sug-
gested basic price of various goods that
reflect the usual range of common non-
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magic items. The services allow for a
comparative standard based on typical
locales. Note the following when consider-
ing character of the purchases:

A) ID#: Each item has a three digit ID #
(between 001 and 000). This enables the
GM to make a single 1-1000 roll to specify
the type of item when determining the
nature of random goods. A 1-1000 roll
requires three 10-sided dice (each with the
digits 0- 9), one for the hundreds, one for
tens, and one for the ones. Results are
calculated in a fashion analogous to 1-100
determination. Note that each price table
has its own 100-digit sequence (e.g. 201-
299), so that additional items of a similar
type can be added. This also enables the
GM to use a 1-100 result to identify an item
within a specific price category (i.e. ignore
the first digit of the ID #’s). If you roll an
ID # for which no item exists, just re-roll
the dice.

B) Weapon Type: 2h = Two-hand; 1hs
= One-hand slashing; 1hc = One hand
crushing; th = thrown; pa = pole arms;
mis = missile.

C) Weights: The weights are listed as
ranges to reflect differences in length and
construction. Certain steels, for instance,
are heavier than others. Where the varia-
tion in construction and materials is too
great to allow a good to be classed as one
type, a number of listings have been made.
Note that the armor weights include all
associated lining, ties and padding.

D) Superior or Enhanced Goods:
Goods with significant bonuses or unusual
properties based on heavier designs,
superior technology, enchantment, magic,
etc. are not listed. Prices for these items
should be calculated using the process
described in section 8.3. Note that typical
weights and lengths are given as ranges.

E) Item Strength (Str): The higher the
number, the higher the item strength.
Superior or magic items add 2 for every +1
bonus. Inferior items subtract 2 for every +1
subtraction. Strengths are used primarily
to determine breakage, although the GM
may find other uses. Item breakage is
discussed below.

F) Breakage Factors (BF): The numbers
listed in the “BF” column indicates the
breakage resistance of a given good. Item
breakage is discussed below.

G) Fumble Range: Each weapon has a
fumble range. An unmodified combat roll
within this range results in the attack
having no effect. Instead, another percen-
tile dice roll is made and this number is
referenced to the applicable Fumble Table.
See AL Tables.

OPTION 19: EQUIPMENT SIZE

Often it is necessary to determine what
size character may wear certain equipment.
For these purposes, a character has three
sizes: body/torso size, head size, and hand/
feet size. These sizes can be calculated
using the character’s (or item’s) height and
weight as follows:

Body/Torso Size = (2 x height in inches)
+ weight in pounds

Head Size = Body/Torso Size + D50 - 25

Hand/Feet Size = Body/Torso Size +
D100 - 50

Normally each piece of wearable
equipment has one of these three sizes (i.e.
it is worn on the body/torso, the head, or
the hands/ feet). The Size Tables 04-03
and 04-04 and the guidelines above allow
a GM to determine the “size” of any piece
of equipment. If a piece of equipment is
taken from a PC or NPC who has been
wearing the equipment, the sizes of the
character and the equipment must match.

� A piece of equipment is wearable
with no penalty by a character if its
size is within 5% of the character’s
size (i.e. body/torso, head, or hands/
feet): +/-.05 ≤ [(Equipment’s Size -
Char.’ s Size) / Char.’s Size] ≤ .05

� A piece of equipment is wearable
with a maneuver penalty by a
character if its size is between 5%
and 10% of the character’s size.
The maneuver penalty is equal to
five times the absolute value of
the percentage difference in size
over 5% (i.e. it ranges from 0 to
 -25). For example, wearing
equipment whose size is 8%
greater than the character’s size
results in a maneuver penalty of
-15 = (8 - 5) x 5.

� A piece of equipment may be
modified and worn by a charac-
ter if its size is between 0% and
20% of the character’s size. The
necessary material, personnel,
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and facilities must be available;
and the cost may be approxi-
mated by: (% of size to be modi-
fied) times (original cost of the
equipment). For example, to
modify a breastplate (original
cost 20 sp) by 10% would cost
approximately 2 sp; and to
modify it by 15% would cost 3sp.
Depending upon the nature of
the equipment, a GM may allow
other modifications which do
not fall within these guidelines.

8.6 COMBAT USE BREAKAGE

This procedure simulates the breakage
of items used in combat. Breakage during
combat can occur in one of two instances:

1) An attack totally misses its target but
no fumble has occurred (i.e. 0 hits deliv-
ered). Roll again to determine exact break-
age situation:

2) A critical result indicates a specific
area or item struck. If an area is struck with
no equipment covering it, there is no
chance of breakage.

THE BREAKAGE ROLL

In both cases, the attacker’s equipment
(weapon) strikes a piece of the defender’s
equipment: weapon, shield, or equipment
on a specific area of his body. A “break-
age roll” must now be made to determine
which piece of equipment breaks (one,
both or neither may break). This depends
upon the roll, the breakage factors (BFs)
of the equipment, and the “strengths” of
the equipment. This roll is 1-100 open-
ended and may be subject to modifica-
tions in special circumstances. Equipment
will break in the following cases:

a) If the roll is greater than the BF of
the equipment with the lower of the two
strengths, the weaker equipment breaks.

b) If both pieces of equipment have the
same strength, then:

1) If the roll is over BF of only one
of the pieces of equipment, that
piece breaks.

2) If the roll is over both BFs, the
piece of equipment with the lower
BF breaks (if the BFs are equal, roll
again: 01-25 = both break; 26-100 =
neither breaks).

Breakage of a helm, weapon, or a shield
results in a loss of the item, and the appro-
priate unprotected damage result on any
future criticals. Breakage of armor results
in an absence of protection in the given
area for future criticals, but does not entail
a total loss of the armor (see AL).

Example: Nandar the Dragon-herder
attacks Miraj. Nandar wields a mace
(item strength 65; BF 250+), while
Miraj uses a scimitar (item strength

60; BF 150+) and carries a normal
shield (item strength 45; BF 155+).
Nandar does not fumble and his
attack results in 0 hits, so a chance
of breakage exists. He rolls a 67
indicating that his mace and her
shield are involved. He rolls an
open ended roll of 162, which is
greater than the weaker
equipment ’s  BF,  so the shield

breaks. (The shield’s Strength of 45 is
less than the mace’s Strength of 65).
Suppose that Nandar’ s attack delivered
a critical strike. He rolls a crit and the
result indicates that he hit Miraj in the
head. Miraj wears a pot helm (item
strength 55; BF 120+). Since the mace is
stronger than the helm and the
unmodified roll of 162 exceeds the pot
helm’s BF, the helm is broken.

ACCESSORY BREAKAGE

This procedure only applies to accesso-
ries and other similar equipment with a BF
range. The BF range represents the relative
chance the good will break each time it is
used under strain. The character simply
makes a non open-ended dice roll and
breakage occurs if the unmodified result
falls within the breakage range.

01-80 W NOPAE U ES B EGAKAER T ELBA

05-10 egakaerbfoecnahcon

57-15
,dleihss'rednefedsekirtsnopaews'rekcatta

,dleihsonsahrednefedfI.egakaerbllor
'.nopaews'rednefedsekirts'sataert

00-67
s'rednefedsekirtsnopaews'rekcatta

egakaerbllor,nopaew
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11-80 P ESAHCRU P ECIR C TRAH

lloR
tekraMnepOtsoC% tekraMlagellItsoC%

tnahcreM teertS tnahcreM teertS
)15-(< *eldniwS *tfehTdemrA tfehT tfehTdemrA

50-)05-( *0 tfehTdemrA *eldniwS tfehTdemrA

01-60 elbaliavanU * *tfehT *eldniwS *tfehTdemrA

51-11 elbaliavanU *eldniwS eldniwS *tfehT

02-61 elbaliavanU *elbaliavanU eldniwS *tfehT

52-12 003 elbaliavanU *0 *eldniwS

03-62 002 elbaliavanU *nIdenruT eldniwS

53-13 571 elbaliavanU *elbaliavanU eldniwS

04-63 051 elbaliavanU elbaliavanU *0

54-14 041 002 elbaliavanU *nIdenruT

05-64 031 571 elbaliavanU *elbaliavanU

55-15 031 051 elbaliavanU elbaliavanU

06-65 021 021 elbaliavanU elbaliavanU

56-16 021 011 elbaliavanU elbaliavanU

07-66 011 011 elbaliavanU 004

57-17 011 001 elbaliavanU 003

08-67 011 001 elbaliavanU 002

58-18 501 59 elbaliavanU 571

09-68 501 59 elbaliavanU 051

59-19 501 09 004 521

021-69 001 09 003 011

041-121 001 08 002 501

061-141 09 07 051 001

081-161 08 06 011 09

002-181 07 05 001 08

+102 06 04 09 06

lloreiddeifidomnU*

:sreifidoMlloResahcruP
ecirP telmah egalliv nwot ytic

evisnepxeni 02- 0 01+ 05+

egareva 05- 01- 0 52+

.pxeyletaredom 57- 04- 02- 01+

evisnepxeyrev 001- 57- 05- 0

suoegartuo 051- 001- 57- 01-

ytiraR ytilitU
euqinU 57- emosewa 04-

lausunU 52- lufesuyrev 02-

nommoC 02+ lufesu 0

lanigram 01+

ytiddo 03+

:snoitcirtseRdliuGgnortS )001-(ot)01-(:seiraV

x5. :tekraMdeilppusrevO nidecudorpsirodekcotsrevosidoogehterehwsaerA
.detropxenehtdnaseititnauqegralylevitaler

x1 :tekraMdeilppuS ronwotedartdekcotsanidnuofsnoitidnoctekramlamroN
.aeranatilopomsoc

x2 :tekraMdeilppusrednU .stropmilamronroftekraM

x3 :tekraMdetalosI emitroyltsocyrevsidoogehtfoyrevilederehwsaerA
.gnimusnoc

x4 :tekraMdeilppusnU .stropmierarylemertxeroftekraM

x01 :tekraMdetalusnI emit,yltsocylemertxesidoogehtfoyreviledehterehwsaerA
.suoregnaddna,gnimusnoc

seiraV :tcudorPlanosaeS nitsalsawdoogecnisshtnomforebmun=reilpitluM
rodecudorperahcihwsdoogdnastcudorpdoofniatrecsrevoC.nosaes

.rehtaewsahcussrotcafoteud,yllacidoirepelbaliava

ETON : ebllanac.cte,rehtaewfostceffeeht,straptnenopmocfoytirareht,emityreviledsahcussrotcaF
.liatederomnidetcelferebdluohsleefyehthcihwsrehtodnifyamMGehttub,emehcssihtotnidetcartsba

.ngiapmacehthtiwyravlliwti,niagA

8



107

21-80 R ELASE P ECIR C TRAH

lloR
tekraMnepOnruteR% tekraMlagellInruteR%

tnahcreM teertS tnahcreM teertS
)15-(< *eldniwS *tfehTdemrA tfehT tfehTdemrA

50-)05-( *0 tfehTdemrA *eldniwS tfehTdemrA

01-60 5 *tfehT *eldniwS *tfehTdemrA

51-11 01 *eldniwS eldniwS *tfehT

02-61 51 *0 eldniwS *tfehT

52-12 02 0 *0 *eldniwS

03-62 52 0 *nIdenruT eldniwS

53-13 52 02 nIdenruT *0

04-63 03 52 0 0

54-14 03 03 0 *nIdenruT

05-64 53 53 0 nIdenruT

55-15 53 04 0 05

06-65 04 54 0 06

56-16 04 05 02 07

07-66 54 55 04 08

57-17 05 06 06 09

08-67 05 56 08 001

58-18 55 07 09 521

09-68 06 57 001 051

59-19 06 08 011 571

021-69 07 09 031 002

041-121 57 001 041 052

061-141 58 521 051 003

081-161 001 051 571 053

002-181 021 002 002 004

+102 051 052 003 005

lloreiddeifidomnU*

:sreifidoMlloResahcruP
ecirP telmah egalliv nwot ytic

evisnepxeni 02- 01- 0 0

egareva 04- 52- 01- 0

.pxeyletaredom 06- 05- 52- 01-

evisnepxeyrev 001- 57- 57- 52-

suoegartuo 002- 001- 001- 05-

ytiraR ytilitU
euqinU 02+ emosewa 03+

lausunU 01+ lufesuyrev 01+

nommoC 03- lufesu 0

lanigram 02-

ytiddo 04-

:snoitcirtseRdliuGgnortS )001-(ot)01-(:seiraV

x52. :tekraMdeilppusrevO ylevitalernidecudorpsirodekcotsrevosidoogehterehwsaerA
.detropxenehtdnaseititnauqegral

x5. :tekraMdeilppuS ronwotedartdekcotsanidnuofsnoitidnoctekramlamroN
.aeranatilopomsoc

x1 .stropmilamronroftekraM:tekraMdeilppusrednU
x5.1 :tekraMdetalosI .gnimusnocemitroyltsocyrevsidoogehtfoyrevilederehwsaerA

x2 :tekraMdeilppusnU .stropmierarylemertxeroftekraM

x3 :tekraMdetalusnI emit,yltsocylemertxesidoogehtfoyreviledehterehwsaerA
.suoregnaddna,gnimusnoc

seiraV :tcudorPlanosaeS .nosaesnitsalsawdoogecnisshtnomforebmun=reilpitluM
elbaliavarodecudorperahcihwsdoogdnastcudorpdoofniatrecsrevoC

.rehtaewsahcussrotcafoteud,yllacidoirep

:ETON detcartsbaebllanac.cte,rehtaewfostceffeeht,straptnenopmocfoytirareht,emityreviledsahcussrotcaF
lliwti,niagA.liatederomnidetcelferebdluohsleefyehthcihwsrehtodnifyamMGehttub,emehcssihtotni

.ngiapmacehthtiwyrav
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31-80 A YROSSECC P ECIR C TRAH )990-100(

#DI dooG
laruR

tsoC
nwoT
tsoC tsoCytiC thgieW .dorP )FB(etoN

100 )02(sworrA pb5 pb4 pc82 sbl3 yad1 .04-60FB

200 kcapkcaB pc22 pb2 pc22 sbl3-2 yad1 .'uc1;sbI02sdloH

300 )thgil(llordeB pc91 pb2 pc32 sbl7-4 syad5. .nosaes2.teknalblooW

400 )yvaeh(llordeB pb6 pb7 pb8 sbl11-8 yad1 .nosaes4.ruf/looW

500 stooB pb21 ps1 ps1 sbl4-3 syad3 -

600 )gnitirw(hsurB pc6 pc5 pc3 sbl52. srh4 .deppaC.mets"4.riaH

700 tekcuB pb5 pb4 pc24 sbl3-2 yad1 .snollag3sdloH.reppoC

800 )5(sportlaC pb9 pb8 pb7 sbl2 yad1 .spartekipselbatroP

900 eldnaC pc4 pc4 pc3 sbl52. syad5. .srh2snrub;aid'02sthgiL

010 esaC ps3 ps4 ps3 bl1 syad2 .'6x'3x'21.rehtael.tsiser-retaW

110 ksaC ps2 pb42 pb22 sbl5 syad5.1 .snollag4sdloH.dooW

210 niahC pb7 pb6 pb5 sbl01-8 yad1 .10FB.'01.norI

310 )01(klahC pc62 pb2 pc42 sbl52. srh2 .seceip5

410 laocrahC pb52 pc22 pc72 bl1 syad5. .erifrh4toH

510 lesihC ps1 pb9 pb8 bl1 yad1 .20-10FB.reggad04-.norI

610 kaolC pb7 pb9 pb01 sbl3-2 yad1 -

710 kcipgnibmilC ps3 pb82 pb52 sbl2 yad1 .10FB.kcottam51-.norI

810 taoC pb31 pb51 pb71 sbl9-5 syad2 -

910 )02(stlobbC pb51 pb11 pb9 sbl3 syad2 .61-60FB

020 wobgnitrats-eriF pt6 pt8 pt9 sbl5. rh1 .nim5nierifstratS

120 leetsdnatnilF pc11 pb1 pc9 sbl5. - .nim3nierifstratS

220 kcapemarF pb3 pc33 pb4 sbl4-3 syad5.1 .'uc2;sbI54sdloH

320 sevolG pc51 pb2 pb2 sbl5. yad1 .denil;rehtaelyvaeH

420 koohgnilpparG pb21 ps1 pb9 bl1 yad1 .30-20.liafpirG.10FB.norI

520 remmaH pb31 ps1 pb9 bl1 yad1 .20-10FB.ecam03-.norI

620 kcommaH pc21 pb1 pc31 sbl3-2 syad3 .skoohnori;sredaerpsdoow;epoR

720 ssenraH pb9 ps1 pb9 sbl4 syad2 .snier,tibsedulcnI.nori/rehtaeL

820 taH pb5 pb6 pb5 bl1 yad1 .rehtaeL

920 dooH pc11 pc61 pc81 sbl5. syad5. .sredluohs&daehsrevoC

030 knI pb2 pc41 pb1 sbl52. - .elbulos-non;kcalB

130 reddaL pc33 pc3 pc13 sbl51 syad2 .20-10FB.sbl004sraeB.'01.dooW

230 nretnaL pb41 pb21 pb01 sbl2-1 syad4 .retemaid'05sthgiL

330 tikkcipkcoL ps2 ps1 pb8 sbl5. syad2 .50-10FB.sunob5+

430 rorriM ps4 pb53 pb73 sbl5. yad1 .10FB."4x"6.revlis/ssalG

530 )02(sliaN pc1 pt9 pt8 sbl5. srh3 .80-10FB.htgnel"3.norI

630 raO pc5 pc6 pc7 sbl5-4 srh7 .10FB.'8-'6.dooW

730 ksalfliO pb4 pb3 pb3 bl1 yad1 .)lliferrh6(liotp1sedulcnI

830 taocrednUdeddaP pc55 pb6 pc56 sbl4-2 syad2 -

930 elddaP pc4 pc5 pc6 sbl3 srh5 .10FB.'S-'4.dooW

040 kcoldaP ps3 pb32 pb12 bl1 syad2 .syek2htiw;norI

140 stnaP pb2 pc52 pc72 sbl2-1 yad1 -

240 )01(repaP pb61 pb21 pb9 sbl52. yad1 ."6x"21.steehs01

340 )01(tnemhcraP pb82 ps2 pb31 sbl52. yad1 ."6x"21.steehs01

440 )01(sgeP pt8 pt9 pc1 sbl2 srh2 .80-10FB.dooW

540 )01(snotiP pc22 pb2 pc81 sbl3-2 yad1 .30-10FB.norI

640 knalP pt5 pt6 pt7 bl21-11 srh4 .20-10FB.sbl053sraeB.'01.dooW

740 eloP pc4 pc5 pc6 sbl01-5 srh3 .50-10FB.'01.dooW

840 )gnikooc(toP pb8 pb7 pb8 sbl3-2 yad1 .snollag2sdloH.norI

940 )01(snep-lliuQ pc5 pc4 pc3 sbl52. srh2 .reviuq/01.esooG

050 reviuQ pb1 pb1 pc51 sbl5. yad1 :stlob/sworra02sdloH

150 epoR pb5 pb4 pb3 sbl7-4 syad3 .40-10FB.'05.pmeH

250 )roirepus(epoR pb51 pb21 pb9 sbl4-2 syad5 .30-10FB.'05.pmeh.nieR

350 )bl05(kcaS pc7 pc8 pc8 sbl3-2 srh2 .'uc3.sbl05sdloH

450 elddaS ps6 ps5 ps6 bl21-01 syad6 .teknalb,spurritssedulcnI

550 gabelddaS pb9 pb8 pb9 sbl6-4 syad2 .'uc5.1.sbl51sdloH

650 waS ps2 pb32 pb52 sbl3-2 syad2 .loot-doow"42.norI

750 )tleb(drabbacS pb03 pb52 pb82 bl1 yad1 .nopaewh-1enosdloH

850 )redluohs(drabbacS pb73 ps3 pb33 sbl5.1 yad1 .nopaewh-2enosdloH

950 trihS pc52 pb3 pb3 bl1 syad5.1 -

060 edapS ps2 pb61 pb71 sbl4-3 yad1 .40-10FB.tfahsdooW.norI

160 laidnuS ps5 ps3 ps2 bl1 syad2 .emit.xorppA.norI

260 taocruS pb8 pb9 pb01 sbl2-1 syad5.1 -

360 praT pc21 pb1 pc11 sbl5-3 srh2 .'8x'5.savnaC

460 tneT pb52 ps2 pb32 sbl01-8 syad2 .namowT.'8x'5.savnaC

560 xobredniT pc2 pc2 pc2 sbl52. syad5. .serif7rofhguonE.dooW

660 hcroT pt3 pt3 pt3 bl1 rh1 .)srh6(.aid'02sthgiL

760 laiV pc42 pb2 pc21 sbl52. srh2 .sbl52.sdloH.ssalG

860 niksretaW pt8 pc1 pt9 sbl52. srh6 .)sbI5.(tp1sdloH

960 tlebnopaeW pb6 pb5 pb6 bl1 syad5. .sehcuop3,sdrabbacs2sdloH

070 )gniyats(egdeW pc1 pc1 pc1 bl1 rh1 .doowdraH

170 )gnittilps(egdeW pc3 pc3 pt23 sbl3 srh2 .norI

270 )eguag01(eriW ps1 pb9 pb8 sbl3 srh5 .10FB.'001.norI

370 eltsihW pb52 ps2 pb62 bl5. yad1 .im+1egnaR."4.nori/dooW

8
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41-80 A ROMR P ECIR C TRAH )991-101(
#DI dooG TA tsoC .dorP

emiT thgieW rtS FB etoN

101 nikreJrehtaeL 5 ps1 yad1 sbl21-7 5 +08 .nemodbasrevochcihwtseV

201 sevaerGmrA * ps1 syad2 sbl3-2 55 +021 .stircmra.svstcetorP

301 sevaerGgeL * ps1 syad2 sbl4-3 55 +021 .stircgel.svstcetorP

401 taoCrehtaeL 6 ps6 syad6 sbl02-51 5 +08 .sgelfotsomstcetorP

501
rehtaeL.nieR

taoC
7 ps9 skeew2 sbl52-71 51 +58 .sgelfotsomstcetorP

601
.Lhtgnel-lluF.R

taoC
8 ps11 syad61 sbl03-91 51 +58 .smradnasgelstcetorP

701
rehtaeL

etalptsaerB
9 pb54 syad4 sbl81-01 81 +09

srevochcihwtsevdigiR
.nemodba

801 trihSniahC 31 ps51 skeew3 sbl52-51 04 +59
reppuflahdnanemodbasrevoC

.smra

901 niahClluF 51 ps56 shtnom2 sbl05-53 04 +59
dnatrihsdeveels-gnoL

.sgniggel

011 krebuaHniahC 61 ps55 syad53 sbl04-53 04 +011
dnasmrasrevoctahttaocgnoL

.sgel

111 etalptsaerB 71 ps02 syad12 sbl03-02 55 +061
srevoctahttsevlatem.cp2

.nemodba

211 etalPflaH 91 ps001 skeew01 sbl07-05 05 +541
elohwsrevocobmocniahc/etalP

.ydob

311 *etalPlluF 02 ps002 shtnom4 sbl58-06 55 +061 .saeradesopxellagnirevocetalP

411 dleihStegraT — pb53 syad3 sbl01-3 04 +041 .elissim.sv01+;eelem.sv02+

511 dleihSlamroN — pb55 syad5 sbl02-01 54 +551 .elissimroeelem.sv02+

611 dleihSlluF — ps7 syad6 sbl03-51 05 +071 .elissimroeelem.sv52+

711 dleihSllaW — ps9 syad7 sbl05-03 06 +581 .elissim.sv04+;eelem.sv03+

811 temleHrehtaeL — pb51 yad1 sbl2-1 01 +08 .paclluksdeddaP

911
rehtaeL.repuS

mleH
— pb52 syad5.1 sbl5.2-5.1 02 +58 .rehtael/latemdecrofnieR

021 mleHetalP — pb53 yad1 sbl3-5.1 52 +09 .setalpgnippalrevo,gnikcolretnI

121 mleHtoP — ps4 syad3 sbl3-5.1 55 +021 .pacllukslatemdecrofnieR

221 mleHlluF — ps9 syad8 sbl5-5.2 06 +541
tnevsah;ecafdnakcensrevoC

.stils

321 mleHderosiV — pb521 syad01 sbl5-2 55 +531
ecafelbavom;kcenstcetorP

.gnirevoc

421 liatnevA — ps3 syad5 bl1 04 +59
otsehcatta;romrakcenniahC

.mleh

521 gnidraBrehtaeL 7 ps53 skeew2 sbl001 51 +58
ot51-.knurts'esrohsrevoC

.vuenam

621 gnidraBniahC 61 ps051 syad04 sbl061 04 +011
ot02-.knurts'esrohsrevoC

.vuenam

721 gnidraBetalP 91 ps003 shtnom4 sbl091 55 +061
ot03-.knurts'esrohsrevoC

.vuenam

821 norfnahCrehtaeL — ps6 keew1 sbl51 02 +58
sataerT.daehs'esrohsrevoC

.mleh

921 norfnahCetalP — ps9 syad9 sbl52 05 +041
sataerT.daehs'esrohsrevoC

.mleh

031 tenirCrehtaeL — ps5 syad6 sbl52 51 +58
ot5-.kcens'esrohsrevoC

.vuenam

131 tenirCniahC — ps72 syad01 sbl13 04 +011
ot5-.kcens'esrohsrevoC

.vuenam

231 tenirCetalP — ps06 syad02 sbl83 55 +061
ot5-.kcens'esrohsrevoC

.vuenam

331 recarBrehtaeL — ps1 yad1 sbl5. 52 +001
%52.draug-tsirws'rehcrA

.torpevaerg

431 recarBetalP — ps2 syad2 sbl57. 55 +511
%05.draug-tsirws'rehcrA

.torpevaerg

ecirpnidedulcnieciohcfomleH*

:ETON romralamrononhtiwsgnirevocydoblarutan,sromralaminaera21dna,11,4,3sepytromrA
dengisedyllaicepsdnadetnahcneemosgniriuqcatuohtiwTAnahcuseveihcatonnacenO.stnelaviuqe

,31,9(romraesabetairporppaehtgnisuybdeveihcaera81dna,41,01sTA.)nikstsaebllefcigam,.g.e(romra
.sevaerghtiw)ylevitcepser,71dna

8
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51-80 B ESA S LLEP I MET P ECIR C TRAH * )992-102(

#DI metI ecirP eziS
.xaM

**segrahC
.xaM

**IvLllepS
-isopmoC

noit esU
102 repaPenuR pg1 seirav %001/1 01 cinagro dnah

202 noitoP pg01 zo4 %001/1 01 dilosnon detsegni

302 metIesU-1 pg51 seirav %001/1 02 seirav kool/hcuot/dnah

:smetIyliaD
402 dnah-2 pg02 seirav #yliaD 01 seirav kool/hcuot/dnah

502 dnah-1 pg05 seirav #yliaD 01 seirav kool/hcuot/dnah

602 dednepsuS pg002 seirav #yliaD 01 seirav ***dednepsus/nrow

702 dexiffA pg003 seirav #yliaD 1 seirav ***dexiffa/nrow

:smetIegrahC
802 dnaW pg01 toof1 %01/01 2 cinagro dnah

902 doR pg03 toof5.2 %4/03 5 cinagro dnah

012 ffatS pg001 teef5 %1/001 01 cinagro kool/hcuot

112 gniR pg005 seirav tnatsnoC 01 seirav ***dexiffa/nrow

—* ehtrevocstsiLllepSesaBtsimehclAehtdnawaLllepS.smroflausunu,rehtoekatyamsmetiesaB
.smetihcusfonoitcurtsnoc

etaercthgimstsilaicepsrostsimehclayranidroartxeniatreC.snoitcirtserlausuehteraesehT—**
.rewopretaergylbaredisnocfosmetieuqinu

,stnadnep,.g.e(ydobehtotdehcattatontub,nrowesohterasmetidednepsuS—***
,snipkeehc,sgnir,.g.e(ydobehtotdetcennocyllautcaerasmetidexiffA.).cte,sehcoorb

.).cte,snip-eson,sgnirrae

61-80 F DOO , L DNAGNIGDO S SECIVRE P ECIR T ELBA )993-103(
#DI ecivreS/dooG tsoClaruR tsoCnwoT tsoCytiC etoN
103 ela/reeB pt2 pt2 pt2 .tniP

203 ydnarB pt21 pt01 pt51 .tnip-flaH

303 rediC pt1 pt1 pt2 .tniP

403 daeM pt5 pt5 pt6 .tniP

503 eniW pt5 pt6 pt7 .tniP

603 laemthgiL pt3 pt6 pc1 .*ssenlli10

703 laemlamroN pt5 pc1 pc2 .*ssenlli10

803 laemyvaeH pt6 pt21 pt42 .*ssenlli10

903 snoitars'keeW pc3 pc5 pc8 .sbl81.egaliopslamroN

013 snoitarliarT pc5 pb1 pb2 .sbl41.devreserP.kw1

113 daerbtaerG pg2 pg3 ps53 .sbl4.devreserP.kw1

213 daerbyaW pg01 pg51 pg02 .sbl4.devreserP.om1

313 gnigdolrooP pt6 pc1 pt41 .gnipeelslanummoC

413
egarevA
gnigdol

pc1 pc2 pt42 .gniddebetarapeS

513 gnigdoldooG pt41 pt22 pc3 .mooretarapeS

613 elbatS pt1 pt2 pt3 .tsaebrofdoofsedulcnI

713 noitazilatipsoH — **pc6 **pc9 .erac,doof,gniddeB.etarlaehx2

813 sseccAyrarbiL — — ps1 .slawardhtiwoN.tisivrh4

,snoitcurtsnitnedurpybro,ecnatsmucricybdecuderrodesaercniebyamksirsihT*
.cte,tnemyaplanoitidda

".noitubirtnoc"deriuqerafomrofehtnieefanetfO**

8
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gnilaehtub,evilallitstneitapelihw
lluF.relaehehtsaevitceffesaylno

"deniadro"nafosdnahniylnotceffe
.efilevigropeektonlliW.gnik

046 ranattA 4-F-t ylppa/ssoM pg8 .revefseruC.1FA

146 naerleD 2-C-c ylppa/kraB ps3 luofsllemS.tcesniynaslepeR.1FA
.)'05egnar;osylbaeciton(

246 rehtamleF 5-O-m tsegni/faeL pg501 enofosnommuslatneM.51FA
x'003egnaR.)klofrostsaeb("dneirf"

.feileramoC.levels'resu

346 ahtaL 4-F-t werb/metS ps9 seruc,ecnatsiseresaesidot01+.4FA
.stih2-1slaeH.dlocnommoc

446 srudurT 4-F-c werb/ssoM ps21 rofecnatsiseresaesidot01+.8FA
.syad01-1

546 rukU 4-H-f tsegni/tuN ps43 .noitirtuns'yadenO.1FA

noitavreserPefiL
646 utacraC 7-O-h ylppa/ssarG pg98 .)yad1(gnipeekefiL.52FA

746 kiigeD 5-O-h tsegni/faeL pg001 .)yad1(gnipeekefiL.01FA

846 nileruaL 9-O-m tsegni/faeL pg999 nevigfi,sevlErofgnivigefiL.12FA
.htaedfosyad82nihtiw

946 essoloio-ruN 8-F-f tsegni/evolC pg002 enoslliK.)yad1(gnivigefiL.31FA
;2-F-c(tunluroSsselnuretalyad

.detsegnisi)ps1

056 essoloiO 8-F-f tsegni/evolC pg006 ,sevlerofgnivigefiL.)essololO(.22FA
.htaedfosyad7nihtiwnevigfi

156 ravlO 6-O-f tsegni/rewolF pg002 .)syad02-2(gnipeekefiL.02FA

256 ruhtaP 4-H-a werb/eludoN pg53 .)ruoh1(gnipeekefiL.7FA

356 arif-ryT 9-A-f ylppa/faeL pg0021 nihtiwnevigfi,gnivigefiL.33FA
.syad65

456 xarucluV 9-J-h ylppa/yrreB pg0001 nihtiwnevigfi,gnivigefiL.0FA
.syad03

riapeRnodneT&,egalitraC,elcsuM
556 sanimunrA 2-S-m ylppa/faeL pb6 rofgnilaehfoetarselbuoD.8FA

dnastnemagilnrot,sniarps
.egamadegalitrac

656 rasusprA 5-F-t werb/klatS pg03 .egamadelcsumsdneM.51FA

756 akalafruC 7-J-h tcejni/tiurF pg04 .egamadelcsumsdneM.6FA

856 rehtamgaD 5-S-s werb/enipS pg82 .egamadegalitracslaeH.21FA

956 rubE 4-O-m tsegni/rewolF pg22 .sniarpssriapeR.81FA

066 gehgeH 8-S-h etsap/tooR pg52 .egamadegalitracslaeH.5FA

166 gefraT 7-O-h tsegni/rewolF pg32 .sniarpssriapeR.3FA

riapeRevreN
266 abmarleB 6-C-s werb/nehciL pg06 .sriaperevreN.02FA

366 sabreT 3-D-m ylppa/faeL pg2 rofetargnilaehselbuoD.4FA
.egamadevren

466 fiwrufiW 7-M-t tsegni/nehciL pg55 .sriaperevreN.51FA

566 htuY 8-J-h tsegni/rewolF pg92 .monevevrenrofetoditnA.8FA

8



115

#DI emaN sedoC perP/mroF tsoC tceffE
noitavreserP&riapeRnagrO

666 rukadlaB 8-M-c werb/tooR pg201 .thgisserotseR.7FA

766 niretreB 3-D-m werb/ssoM pg91 ydobotpu(lairetamcinagrofonoitavreserP.02FA
.yad1rof)ezis

866 udnefbeF 4-F-c werb/tooR pg09 .gniraehserotseR.42FA

966 marudkaK 7-J-h tsegni/tiurF pg09 .gniraehserotseR.6FA

076 ramasaP 8-S-h werb/ssarG pg57 .lairetamcinagrosevreserP.04FA

176 nariS 6-S-s tsegni/evolC pg08 niks:tceffeediS.aeraronagro1fonoitarotseR.13FA
niksnehwdrrepstih6dna)lamron%01rP(esaesid

.nusllufotdesopxe

276 aneiriS 5-S-s werb/ssarG pg07 ydobotpu(lairetamcinagroynafonoitavreserP.72FA
.keew1stsaL.)ezis

376 sanraT 6-J-h werb/eludoN pg022 .egamadnagrosriapeR.)05-(srh01-1rofaesuaN.06FA

476 kew-keW 8-J-h werb/eludoN pg022 .egamadnagrosriapeR.05FA

tnemecnahnE&noitaretlAlacisyhP
576 htaagA 2-G-e tsegni/yrreB pg5 ecnO.srh21)+%52(negyxowolhtiwehtaerB.3FA

.syad2rep

676 iiknA 7-B-s tsegni/yrreB pg001 keewnevigniesU.peelsdoogsaserotseR.9FA
ecirht;stp5ssol=eciwt;oCtp1ssol=ecno:nistluser

.)pmet(ssoltp52=

776 xagitA 4-H-f werb/tooR pg04 swollA.eralgrothgilesnetniniseyestcetorP.21FA
.srh9stsaL.thgilgnidnilbroneddusetipsedthgis

876 raidlerB 4-V-m tsegni/rewolF pg52 sddA.eelemdnarevuenammorf03stcartbuS.7FA
.rh1stsaL.airohpuE.skcattaelissimdnasllepsot05

976 seyEeulB 7-S-m werb/rewolF pg51 dlimsulp)egnar3x(noisivdecnahnE.52FA
.yad/x1.srh3rof)'05.nim(noisivarfni

086 s'neblE
teksaB

7-S-t werb/tooR pg01 ecnodr1rofdeepsselbuoD.tnalumitstraeH.51FA
.ruohrep

186 rivlyG 6-O-m tsegni/eaglA pg54 rof)ylno(retawrednuehtaerbotenoswollA.02FA
.srh4

286 faeleparG 6-D-m tsegni/ratceN pg7 rof)05-tasnoitca(smaerddnanoitacixotnI.8IFA
.noitirtunsyad1dna,sruoh2

386 feoJ 3-B-t tsegni/redwoP pg53 nwonkenofosnommuslatnemswollA.32FA
.)resufolevelx'001(dneirftneitnes

486 asukhtaK 3-W-f tsegni/faeL pg05 .BO01+;seofnevigstihx2.)sdr01-1(htgnertsx2.53FA

586 rukamliK 7-S-h werb/tooR pg56 roftaehdnaemalfsusrevstcetorP.33FA
.srh01-1

686 lugalK 3-S-s werb/duB pg72 .flEnasaseesenO.)srh6(noisivarfnI.7FA

786 ukraM 6-H-s tsegni/tuN pg03 .)srh6(noisivarfnI.5FA

886 solligeM 3-M-c tsegni/faeL ps21 rof.)egnarx2(noitpecreplausivsesaercnI.91FA
.setunim01

986 amket-duR 6-J-h tsegni/tiurF pg52 -revorofrosllepsgnitsacnehw02+fosunoB.01FA
sunobeelemdnarevuenaM.rh1stsaL.stpmettatsac

tseraennotsaceblliwllepsynaecnahc%01.02-
.tegratdednetninu

096 toofyalpS 4-F-m werb/sdeeS pg32 dnaecnedifnocsllitsni"traehnidoog"roF.61FA
.srh4ot1rof)52+(esoprupfossenelgnis

196 naraY 2-S-t tsegni/nelloP ps9 .rh1rof)05+(etsatdnallemsetucA.7FA

296 arudnesluZ 4-U-a tsegni/mrhsM pg07 .)sdr3(etsaH.22FA

396 ruZ 4-U-c werb/sugnuF pg21 05+;egnarx3(gniraehdnallemssecnahnE.8FA
.rh1stsaL.).nam

sreifidoMtatS
496 iigatseL 9-Z-a tsegni/tsyrC pg025 eudesohtnahtrehtosessoltatsynaserotseR.54FA

.tatsenoylnostceffA.egaot

596 girreM 8-S-s werb/nrohT pg09 fonoitpurretnI.5ybrPsesaercniesuyliaD).05FA(
snaemtub,ecnatsiserevitciddaesrevertonlliwesu
.morf01fossolsnaemlawardhtiW.tifenebfossol

.eMdnaeRmorf51,oC

feileRnutS
696 yt-kunaJ 6-S-s werb/tooR ps011 .)sdr3(feilernutS.2FA

796 einaruS 3-F-t tsegni/yrreB pg2 .)dr1(feilernutS.3FA

896 kuniV 4-S-s werb/tooR ps21 .)sdr01-1(feilernutS.4FA

996 lawleW 7-J-h tsegni/faeL pg21 .)sdr3(feilernutS.3FA

007 vatiW 6-J-h tsegni/faeL pg21 .sdr2feilernutS.5FA

8
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E DETNAHCN B SDAER )997-107(
#DI emaN sedoC perP/mroF tsoC tceffE
107 anahslA 2-T-t tsegni/daerB pg53 .nim(noisivarfnI.ecilszo4/esoD.5FA

fosetsaT.pg092faolecils-01.rh1rof)'003
.shtnom2-1speek;storracdnasnisiar

217 marC 2-U-c tsegni/daerB ps41 .daerbyaWnevrawD.ecilszo4/esoD.1FA
faolecils-01.ecils/noitirtuns'yadeviF

;reppepdnasmoorhsumfosetsaT.pg31
.skeew7speek

317 utarugseH 3-M-c tsegni/daerB pg54 01+;)sdr6(htgnertsx2.ecilszo4/esoD.01FA
.pg053faolecils-01.seofnevigstihx2dnaBO

.htnom1speek;snoinodnataehwfosetsaT

417 lykykyK 2-D-m tsegni/daerB pg05 eesotenoswollA.ecilszo4/esoD.6FA
)yadsselduolcanosa(ytiralcetelpmochtiw

ro,gnithgil,rehtaewfosseldrager,rh1rof
ecils-01)deyortsedeyesselnu(seirujnieye

dna,storrac,cilragfosetsaT.pg044faol
.skeew02-2speek;regnig

517 lusrahtaT 3-O-t tsegni/daerB pg57 suovrenserotseR.ecilszo4/esoD.51FA
ecils-01.)sdr01-1ni(lamronotmetsys

dnanikpmupfosetsaT.pg096faol
.shtnom2-1speek;nomel

617 roniglU 1-O-c tsegni/daerB ps4 s'yadasedivorpecilsA.ecilszo4/esoD.0FA
eseehcfosetsaT.ps53faolecils-01.noitirtun

.shtnom2-1speek;hcanipsdna

I STNACIXOTN M( DNI A STNARETL ) )998-108(
#DI emaN sedoC perP/mroF tsoC tceffE
108

aynurA 3-S-m werb/tooR pb2
kciuqdnapeelssesuaC.05FA

.4slauqepeelss'ruohenO.ssensuoicsnocnu

208 bliwkrorB 3-V-m tsegni/rewolF pg9 smaerdderahsrofswollA.cirohpuE.54FA
egnarnihtiwseilohwrebmemylimafhtiw

.)resufolevelxselim001(

308 sanelaG 4-H-m tsegni/faeL ps5 stceffahcihwekomssecudorpfaeL.01FA
.sdr01-1)57-(sexaleR.dar'02

408 troG 5-J-h tsegni/faeL pg01 s'resuot01+.negonicullahcirohpuE.02FA
otresusesuacsdrawretfatub,srh2rofrP

.srh01-1rof05-taeb

508 reof-kaoH 2-S-s tsegni/rewolF pg76 dnassoldnimseruC.negonicullaH.03FA
tnemevomstneverptub,sesaesidlatnem

.skeew01-1rof)rehtegotla(

608 raguH 4-O-h tsegni/tooR ps1 kciuqdnapeelssesuaC.33FA
.6slauqepeelss'ruohenO.ssensuoicsnocnu

708 essileN 5-V-s werb/faeL ps9 1sdleiY.rh1rof)05-(airohpuE.51FA
.noitirtuns'yad

808 lirkamgiwS 6-Z-a werb/rewolF pg05 stihlausux2sekatresU.tnaxaleR.52FA
tastihoteudseidtub(tuognissaperofeb
stsaL.03-tasetarepoehhguohtla,)#lausu

.srh2-1

908 htuwS 5-O-h tsegni/faeL ps4 .sdr01-1)57-(sexalerekomselbisivnI.3FA

018 rumakuT 4-S-s werb/ssarG ps83 smaerdderahsrofswollA.cirohpuE.001FA
nihtiwseildetceffaylralimisdneirfhtiw

.)resufolevelxselim05(egnar

8
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P SNOSIO )999-109(
#DI emaN sedoC perP/mroF tsoC tceffE

snosioPyrotalucriC
109 htrugenraC 4-Z-a diuqil/rewolF pg35 htaeddnagnittolcdoolbevissamsesuaceciujhsiddeR.)1lvL(

.srh001-1ni

209 hkuraggeJ 5-U-m redwop/staB pg17 .stih001-01sevigredwopkcalB.)6lvL(

309 rafraK 4-J-h etsap/faeL pg241 dnakcohsevissaM.nwodtuhsottraehsesuacetsaphsiddeR.)7lvL(
.sdr21-2nihtaed

409 nutylK 4-B-s etsap/tooR pg35 .amocyad01.-1sesuacetsapnedloG.)5lvL(

509 rasakrahS 6-C-m etsap/tooR pg2 .stih01-1sevigetsapnworB.)01lvL(

609 kaavudrahS 7-Z-a diuqil/yrreB pg63 -ta,dnahsiggulsmitciV.wolfdoolbswolsdiuqilnworB.)3lvL(
.peelslausux2sdeendna,ytivitcallarof05

snosioPnoisrevnoC
709 htilogarB 8-C-c diuqil/eciuJ pg021 .tsubmocylsuoenatnopsotmitcivsesuaceciujhsiulB.)5lvL(

.eciujylferifneergtnecserohpsohP

809 htrugahtirB 8-F-f diuqil/hsiF pg52 4-1nisnodnetfogninedrahsesuacmonevkcalB.)2lvL(
.)sselesumehtgnikam(segadneppa

909 laiuneH 8-C-c diuqil/eeB pg08 .yenohotseye2-1foseciujcitpostrevnocmonevwolleY.)6lvL(

019 -makodnO
ab

3-U-c diuqil/taB pg92 enotsotteefro/dnasdnah)4-1(snrutmonevneerG.)2lvL(
.)57-aeradetceffahcaegnikam(

119 anafliuM 4-C-t diuqil/paS pg25 senarbmemsuocumhtiwdetcatnocnehW.paseertegnarO.)2lvL(
.)sugahposero/dnaepipdniwsyortsedro,sdnilb(dicaotsnrut

219 aganyaT 5-C-c redwop/kraB pg72 .stih05-5sevigdnaseziliretsredwophsinworB.)8lvL(

snosioPelcsuM
319 acllanyD 3-F-h etsap/faeL pg41 .stih01-1sevigdnagniraehsyortsedetsapnaT.)3lvL(

419 utkaK 7-S-s diuqil/rewolF pg92 aeradetceffahcaenissolytiretxeD.segadneppa4-1stceffA.)1lvL(
.)desueraowtfi.gva(001-1ybsllorrevuenamdetaicossasecuder

519 asurT 8-J-h etsap/gorF pg13 .delliksi+12ybRRgniliafmitciV.sdr01-1nistcA.)4lvL(
eruliaf;dnilbsidna,amocotnisllaf02-11ybgniliafmitciV

.seye2-1nissendnilbnistluser01-1yb

snosioPevreN
619 anaacA 7-M-f etsap/rewolF pg006 .yltnatsnislliK.metsyssuovrensyortsedetsapkcalB.)01lvL(

719 hsarugsA 7-T-c etsap/ekanS pg13 .sisylarapydobreppU.monevekansderhsinworB.)3lvL(

819 anaahtaC 6-D-m redwop/tuN pg63 -tamitciv(airohpuedlimsesuacyltnatsniredwopetihW.)1lvL(
.setunim01-1retfadeyortsedsiniarB.)sdr01-1rof05

919 htuJ 5-Z-a qil/noiprocS pg14 .)skeew001-1(ytinasnilaudargsesuaC.)2lvL(

029 ruaI-i-htuR 7-U-s diuqil/sekarD pg65 )sdr02-1(diparsesuacavilasekard-evaChsinworB.)4lvL(
.ytivitca001-ot05-tatfelmitciV.metsyssuovrenfonoisore

129 drilS 8-J-h etsap/tiurF pg31 seitimertxe6-1nignileefsesolmitciV.sdr2-1nistcA.)2lvL(
.syad001-1rof)teef,sdnah,slatineg,daeh(

229 anaaca-lU 8-M-e etsap/rewolF pg0021 nisllik;yltnatsnisezylaraP.deyortsedmetsyssuovreN.)02lvL(
.setunim01-1

329 saab-keW 9-O-h diuqil/hsiF pg07 latotnistluser+13foeruliafRR.sdr001-1nistcA.)5lvL(
ecnalabfonoitarenegednistluser03-61yberuliaf;sisylarap

.peelsnistluser51-1foeruliafRR;syad01-1nigniraehdna

snosioPnoitcudeR
329 hturguhL 6-U-e diuqil/nogarD pg003 detcilfnisevlossid)sdr01-1(yldipardoolbkcalb/yerG.)01lvL(

tceffatonseoD.lairetamcinagrodnaslatemstceffA.aera
.yrettop/dnas/ssalg

429 iuhtihodnO 5-A-e etsap/nehciL pg06 .setunim01-1ninoitardyhedlatafsesuacetsapyerg/eulB.)3lvL(

529 ruanmiN 5-D-t diuqil/redipS pg32 seifiuqil)setunim01-1(ylwolsseciujetihwykliM.)3lvL(
.)esod/nagro1(nagrodetceffa

629 anaamliS 2-T-m redwop/klatS pg4 .stih02-2sevig;nikssracsredwoprevliS.)9lvL(

729 atolS 7-D-t etsap/redipS pg63 .)syad01-1(htaeddnasisylarap)yad1(wolS.)5lvL(

829 raznagaZ 6-M-t diuqil/tooR pg931 sevig;retawotevrencitpognicuderybsdnilbtcartxehsiulB.)5lvL(
.stih01-1

snosioPyrotaripseR
929 anaanelaG 6-A-c redwop/faeL pg971 rofamocanisrehtosevael;sevlEsllikredwopneerG.)9IvL(

.skeew001-1

039 -riG-i-htiH
hti

5-M-f diuqil/faeL pg21 tnasserpedsastcaeert)evitca(evilmorfropav/tsiM.)4lvL(
.peelsgniunitnocdnaetaidemmignisuac

139 aggeJ 5-U-m etsap/staB pg29 .stih001-1sevigetsapnworB.)7lvL(

239 ustiJ 4-O-m diuqil/smalC pg43 .stih05-5sevigmonevwolleY.)5lvL(

339 rytustiJ 6-F-c etsap/smalC pg541 .sdnuor001-1nisllikdnasgnulsyortsedetsapnaT.)2IvL(

439 ylK 5-H-s etsap/yrreB pg451 .stih003-3sevigeciujnworB.)3lvL(

539 anaarU 3-S-t etsap/faeL pg21 .stih03-3sevigetsapymaerC.)6lvL(

639 anaaruV 4-T-h etsap/rewolF pg24 .stih001-1sreviledetsaphsikniP.)2lvL(

8
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E DETNAHCN H SBRE , B DNASDAER P SNOSIO P ECIR T ELBA )999-106(
:sedoC )nosiopro(brehehterehwsaerafoetamilcehtrofrettelllamsaevigsedoCehT

ylnommocniarretroelacolfoepytehtrofrettellatipaca,dnuofyllamronsi
reifidomytluciffidaotgnidnopserrocrebmunadna,brehehthtiwdetaicossa

.sllorhcraesynaotdeilppasihcihw

etamilC
:sedoC

dnatoh=h;)dlocgnitsalreve(digirf=f;dlocgnitsalreve=e;dloc=c;dira=a
.etarepmetlooc=t;dira-imes=s;etarepmetdlim=m;dimuh

:sedoCelacoL F;tserofdexim/suoudiceD=D;tserofsuorefinoC=C;sidaw/skaerB=B;eniplA=A
=-J;room/burcs/htaeH=H;dleifwons/reicalG=G;sknab&stsaocretawhserF=

;serohsretawtlas/naecO=0;tserofniar/elgnuJ
;cinacloV=V,'dnuorgrednU=U;ssargllaT=T;S=ssargtrohS=S;niatnuoM=M

.treseD=Z;etsaW=W

foytluciffiD
:gnidniF

-(draH=5;)04(muideM=4;)01+(thgiL=3;)02+(ysaE=2;)03+(enituoR=1
;)02-(draHyreV=6;)01

.)07-(drusbA=9;)05-(ylloFreehS=8;)03-(draHylemertxE=7

dnamroF
:noitaraperP

—tsegnI;deliobsiretawretfasdnr02knurdnehwevitceffE—werB
sirevehcihw,delahniro,knurd,dewehc,netaeebyamdnaelbasuyletaidemmI

yltceriddeilppanehtsibreh;eraperpotsdnr01-1seriuqeR—ylppA;etairporppa
nitupyamhcihwetsapaotniedamsirettamwaR—etsaP;aeraderujniotno

,keew1otpuevitceffesyatsdnasnopaewrosloototdeilppaebroknirdrodoof
silacitircadnadesusietsapnosiopafi;kcurtssinosreprotcejbonalitnuro

sitluserkcattaehtfi;tceffeehtseviecerehroRRaekamtsumeofeht,deniatbo
sniamertitpecxe,etsapsA—diuqiL.enogsinosiopeht,)tircon(stihylerem

nievitceffeylno;snopaewotdeilppaebtonyaM-redwoP.ruoh1rofevitceffe
.knirdrodoof

rotcaFnoitciddA
:)FA(

tceffeehtgnidecerpedoc#ehT.evitciddasbrehniatrecekamothsiwyamsMG
laitinistiretfadeyolpmesibrehnaemithcaE.rotcafnoitciddadetseggusehtsi

.detciddasemocebresuehtfieesotllordluohsMGehtkeewnevigynaniesU
ehtretfa(esutneuqesbushcaehtiw#rotcafnoitciddaehtelbuodnacsMG

,#rotcafnoitiddadetsujdaehtrednusillorehtfI.keewnevigehtni)dn2
fossol)b(;brehfossenevitceffefossol)a(:stceffetneuqesbuS.stlusernoitcidda

s'resufossol)c(;brehgnisutonerayehtnehw)05-.g.e(resufossenevitceffe
ylbissop,tnasaelpnu)d(ro;ssertsrednunehwbrehgnisutsiserotytiliba

.egasutuohtiwsmotpmyslawardhtiw,tneloiv

:tceffE neviganitceffeekatnacesodenofomumixama,detatsesiwrehtosselnU
tceffeeht,snosioproF.ecnuo2/1gnihgiewesodanodesabsitceffeehT.dnuor

ehthguohtla.esodehtfolevelycnetopehtfosseldrageremasehtyllamronsi
.tsiserotytilibas'mitcivehttceffalliwlevelkcatta

F NAGNIDNI H BRE P/ EHTNINOSIO W DLI :

)A
01aretfadnifdluocpuorgasesodforebmunehtenimretedotMGehtswollaalumrofsihT
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9.0 EXPERIENCE AND

ADVANCING LEVELS

Each character in a fantasy roleplaying
game has a “level” that provides an indication
of his capabilities. Characters become more
powerful and skilled by advancing levels as
they gain experience. Experience is repre-
sented in play by experience points, which
the GM awards to characters for certain
experiences, activities, and achievements.
Normally, a character starts play as a 1st level
character and his level increases as he ac-
quires experience points from his adven-
tures. A character’s level does not necessarily
increase each time he gains experience
points; it increases when his experience point
total reaches certain points.

The level for each character is deter-
mined by how many experience points he
has accumulated, A character starts at 1st
level with 10,000 experience points. Table
02-01 summarizes which experience point
totals correspond to which levels.

Levels have no effects whatsoever on
skills, maneuvers or any areas except as
specifically stated below. Characters of 20th
level and above, however, are generally
classified as “Lords” and are usually identifi-
able amongst a collection of lesser beings by
their bearing and deference shown them by
others knowledgeable of their status.

Example: Dral, after a series of adventures,
has a total of 75,614 experience points,

which is more than the 70,000 minimum
for 6th level and less than the 90,000
required to be 7th level. Dral is 6th level.
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9.1 EXPERIENCE GUIDELINES

The rewards derived from fantasy role-
playing are many, and among these, experi-
ence point accumulation is probably the
most graphic. It is a significant factor
under most FRP systems. Unfortunately,
the goal of the adventurer often proves to
be the bane of the GM, especially in cases
where the computation of the points is
time-consuming.

Simplistic experience point guidelines
have certain advantages, notably quick
assessment and a generally diminished
opportunity for the GM to inject bias. This
seems to be the rationale behind “gold
piece” based systems. Unfortunately, these
rules do a disservice to the noble and gutsy
player who actually ‘experiences’ more of
the battle or campaign, for quite often the
spoils fall into the hands of the cautious, or
the gold is divided evenly.

These guidelines are aimed at pro-
viding a workable, balanced approach
which rewards those who have actually
derived the most experience form an
adventure without creating situations
where the GM must make too many or
overly subjective decisions.

The suggested experience point awards
are guidelines and the GM should feel free
to modify them whenever common sense
indicates that they are out of line. The GM
may total and reward experience points at
any convenient time, though this usually
occurs at the beginning or end of a session of
play. (Some additional optional guidelines
are provided in Option 20.

BASIC EXPERIENCE POINT VALUES

The basic point values for certain experi-
ences are given in Table 09-09. They are the
“normal” rewards, and are subject to modifica-
tion as a result of circumstance. The experi-
ence multipliers reflect the “uniqueness” and
learning value of a given event or action and
may act to significantly increase or decrease
the norm. They should be applied to all
standard experience values (where applicable)
unless otherwise specified by an “*“.

To calculate a player’s experience points
simply find the number of points he or she
receives from each experience point cat-
egory and then:

1) Apply the relevant bonuses

2) Use the multipliers to get an ad-
justed figure in those categories where the
experience was unique or routine

3) Add the adjusted totals to get the
experience sum awarded.

The GM may wish to install his own
categories or bonuses if needed (e.g. “quest
points” or “miscellaneous points”).

A routine experience is one where the
acting character has employed an idea,
maneuver, method, etc. of a type that has
become “common” to him or her. This
includes situations where the character has
frequently traveled a certain route, kills a
specific creature on a frequent basis, always
uses a spell in a given fix, or has a given
religious experience periodically.

Example: Darien the Illusionist always
flees and hides below cliffs when pursued.
He then uses an illusion to make the cliff
look like a gentle slope, fooling his
pursuers and possibly leading them to
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make a long fall. After the fourth or fifth
use of this ploy, the GM may wish to give
Darien half the usual experience points
for it has become “routine.”

EXPERIENCE POINT MULTIPLIERS

All of the experience point guidelines
given in Table 02-02 may be multiplied by
5 if the activity has never been performed
by the character, by 2 if he activity has only
been performed once before, and by 1/2 if it
has become routine.

NEGATIVE EXPERIENCE POINTS

Negative points can be
awarded if the GM feels that
the actions of a character
demonstrate a regression in
the learning process. (ICE
feels these cases should be
rare, if they exist at all.)

In the rare case when
negative points awarded
bring a characters experience
point total below the
minimum for his level, he
loses all benefits earned
for that level (Resistance
Rolls and level bonuses),
although not acquired
skills. Skills and stat
gains are not acquired
again until the character
next reaches a level he had
not previously attained.

Example: Dral is
wandering through a
corridor of a deserted
castle and finds a trap
(for which the GM
awards him 100 EP),
skillfully circles it and
proceeds (perhaps more
EP, depending on
difficulty). Some hours
later he returns and,
having forgotten the trap,
walks right into it. The
GM determines this is
something an adventurer
of Dral’s level shouldn’t do
(i.e. stumble into a known
trap), and awards
him 100 negative
experience points.

MISCELLANEOUS EXPERIENCE POINTS

Most of the experience point guidelines
concern action in a tactical situation (i.e. a
situation involving detailed and precise
activity usually under time constraints, such a
fighting, maneuvering, and exploring). It is
more difficult to award experience points for
activities and accomplishments in a strategic
environment (i.e. less structured than the
tactical environment). Travel points reflect the
experience gained by traveling through new

and stimulating regions. The GM
should award miscellaneous experi-

ence points for the other strategic
activities not involving travel (e.g.

figuring out a riddle or clue,
planning a successful trip or
adventure, riding out a danger-
ous storm on a ship, etc.).

The GM may also award
these points 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 accom-
plishments that the GM deems

worthy of reward.

OPTION 20: ADDITIONAL

EXPERIENCE POINT SUGGESTIONS

Section 9.1 and Table 09-
02 provide a set of guide-
lines for awarding experi-
ence points (EP). However,
this optional rule and the
tables that go with it (Tables

09-03 to 09-06) expand,
modify, and clarify some of the

guidelines presented in Table
09-02.

Critical Points: These points
are awarded for any criticals
inflicted on a foe regardless
of their effect. The experi-
ence points awarded are
based upon the level of the
foe and are modified de-
pending upon the state of the
foe and the combat. Table 09-
03 summarizes these points.
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Kill Points: These experience points
awarded for killing an active opponent
or rendering him unconscious. This
must occur in a combat situation (i.e. a
true conflict, not a practice or staged
fight). An active opponent is one that is
not dead or unconscious. These points
all go to the combatant who delivers the
blow that knocks out or kills the oppo-
nent. Experience points awarded for
“killing” a character are given in Table
09-04. These experience points are
reduced by the number of experience
points given for criticals already
inflicted on the opponent (see above).
In some cases the GM should add extra
points for creatures with special abili-
ties and powers.

Spell Points: These points are awarded for
casting spells during a combat situa-
tion (both intrinsic spells and spells
from runes and items). Casting a spell
that fails results in 0 points. The spell
must have a purpose that aids the
character or his group during the
combat. The experience points awarded

are given by the following formula and
summarized in the Table 09-05.

Maneuver Points: These experience points
are given for unique or inspired maneu-
vers (static and moving) successfully
accomplished during an adventure. For
moving maneuvers, a “100” result or
higher must be obtained. Based upon
difficulty, the experience points awarded
are given in Table 09-06.

9.2 ADVANCING A LEVEL

When his character advances (goes up)
a level, a player must perform several
actions:

1) “Stat gain rolls” must be made to
determine if the temporary stats rise or fall
(see below).

2) DP are gained based on the temp
Development stats at their new levels.

3) Spend DP on skills.

4) Finally, any skill rank bonuses whose
components have changed must be re-totaled.
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STAT GAIN ROLLS

Upon reaching a new experience level, a
character must make stat gain rolls to
determine if his temporary stats rise or fall.
During his adventures, it is assumed that a

character’s faculties will be exercised
heavily, possibly affecting their value.

For each stat (even those for which the
temporary value and the potential value are
equal), roll 1-100 (not open-ended). A roll
of 0 1-04 results in a decrease in that stat of
double the number rolled (i.e. a temporary
regression of 2-8 due to overstress). A roll
of 05 or higher on a stat that has not yet
reached its potential may result in a stat
gain. Consult Table 05-02, cross-indexing
the roll with the difference between the
temporary (real) and potential value of that
stat; the result is the increase in the affected
temporary stat.

Example: Dral’s Empathy is a 57, his
potential is 71 (difference 14). He rolls a
47, which (on the “12-14” column of table
05-02) yields a +7. His Empathy is now
64. He proceeds to his Intuition and
rolls again....
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OPTION 21: EXTRA STAT

GAIN ROLLS

For every 5 development points ex-
pended during skill acquisition a character
is entitled to make an additional Stat Gain
Roll for one stat of his choice. This rule
represents a more rapid development of a
stat towards its potential, through the use of
development points. If the required 5
development points are expended, another
stat gain roll (in addition to the normal one)
is made which is identical to the normal one
in all ways. This stat gain roll is made after
the DP are all spent for the level. (Thus any
changes to DP do not take effect until next
level). The GM may elect to decrease this
development point cost if he wants the
characters in his game to reach their poten-
tials earlier and recover from injuries faster.

OPTION 22: STAT

REDUCTION DUE TO OLD AGE

This rule is included to simulate old age,
even though very few characters will (or
should) ever be affected by it. The base age
at which these effects start to take place will

depend upon the race of the character and the
campaign setting being used by the GM.

Rolls on the Stat Gain Table 05-02 once a
year after the base age is passed indicate how
many points of each stat is lost. Each stat is
rolled once. The headers on the columns are
doubled for the purposes of this rule. The
column used is the column closest in number to
the age of the character minus the base age. For
example, if a character’s age is 70 and his base
age is 50 then column 09-11 would be rolled on,
since 10 x 2 is 20 = 70 - 50. For certain races the
column header might be tripled, quadrupled or
more. This will be dependent upon the cam-
paign setting being used.

If any stat of a character falls to 0 due to
this process, the character falls into a coma
that will last until his stat rises above 0. If the
stat falls below 0 the character dies of old age.
Stat gain rolls can still be made if the charac-
ter advances a level.

SKILL DEVELOPMENT

Upon reaching a new experience level, a
character gains DP based on the new temp
levels of their Development Stats. These DP
must now be spent on skills. DP may not be
stored or banked to be spent later; they must
be spent completely upon gaining a level.

9.3 LEVEL BONUSES

Level bonuses fall into two main catego-
ries: Offensive Bonuses to the fighting profes-
sions, and spell casting bonuses for the pure
and hybrid magic-using professions. These
bonuses reflect the training and experience
that characters accumulate while adventuring.

COMBAT BONUSES

Certain professions derive combat bonuses
from their level; in addition to specific skills
with weapons characters in certain professions
can accumulate extraordinary combat knowl-
edge that is generally applicable. Knowing
where to strike an opponent in a situation
where two targets present themselves, kicking
dust at your opponent in a swordfight, and
generally getting the maximum out of your own
skills and abilities are all examples of advan-
tages that Fighters can acquire over spell users..

• Fighters and Rogues get +3 per level
added to their OBs.

• Thieves and Warrior Monks get +2
per level added to their OBs.

• Bards, Monks, and Rangers get +1 per
level added to their OBs.
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• All other professions get no level
combat bonus.

These level combat bonuses are applicable
to all missile and melee Offensive Bonuses.
The number of points that a character spends
to develop weapons skills has no effect on this
bonus for level. Note that each profession
receives a bonus to reflect the amount of its
concentrations on the use of Arms:

Fighters spend the most time develop-
ing and practicing at arms; Rogues, Thieves,
and Warrior Monks spend less time; and
Bards, Rangers, and Monks spend still less
(but more than Pure and Hybrid spell
users). The acquisition of skills may allow a
character to function in another profession,
but it will not override years of adolescent
training and apprenticeship in molding a

character’s study habits and attitudes.
Except for Fighters, who gain +1 per

level after 20th, this combat bonus due to
level does not increase beyond 20th level.
Thus Rogues may have a maximum level
combat bonus of +60; Thieves and Warrior
Monks have a maximum bonus of +40;
and Bards, Monks, and Rangers may
obtain a maximum of +20.

LEVEL SPELL BONUSES

Pure and Hybrid spell users get benefits
for their level. Pure and Hybrid spell users
modify their spell casting die rolls by +1/
level. The maximum modification for this
level spell bonus is +20. Other modifica-
tions are allowed for factors such as range,
terrain, target Agility, etc.
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OPTION 23.1: EXPANDED

LEVEL BONUSES FOR PROFESSIONS (RM2)

In the standard Character Law rules,
the only bonuses based upon a character’s
level are level combat bonuses and level
spell bonuses. When this optional rule is
used, the Level Bonus Table 09-07 provides
some other suggested level bonuses.

90-90 S LLIK C YROGETA B NWODKAER PRFMR/SSMR( C NOISREVNO F YLDNEIR )
romrA sllepSdetceriD skcattAlaicepS

rehtaeLtfoS:romrAni.naM sllepSdetceriD )gnicnaL(gnitsuoJ
rehtaeLdigiR:romrAni.naM ecneulfnI sesnefeDlaicepS

niahC:romrAni.naM gnikaepScilbuP esnefeDlanerdA

etalP:romrAni.naM noitcudeS sllepS

citsitrA gnidarT gnitsaCesaB*

gnitcA eroL )noitisiuqcAtsiLllepS(

ecnaD lareneG:eroL egufretbuS

cisuM lacigaM:eroL hsubmA

gnigniS erucsbO:eroL parTmrasiD

citelhtA lacinhceT:eroL noitacifislaF

scitaborcA strAlaitraM skcoLkciP

gnibmilC sekirtSstrAlaitraM gnidiH&klatS

snoitrotnoC sworhT&speewSstrAlaitraM yrekcirT

gniviD roodtuO edarT/lacinhceT

gniwoR gnilaeHlaminA diAtsriF

gniikS gnivaC gnilbmaG

S gnimmiw gnigaroF noitagivaN

gnilbmuT gnidreH gniliaS
ssenerawA gnidiR nabrU

noitpecreP gnizaG-ratS esiwteertS

gnikcarT gnihctaW-rehtaeW nopaeW
tnempoleveDydoB noitalupinaM/ssenerawArewoP 1yrogetaC:nopaeW

tnempoleveDydoB gnilennahC 2yrogetaC:nopaeW

srevuenaMtabmoC )tnemenuttA(sdnaW&sevatS 3yrogetaC:nopaeW

gniudbuS senuR 4yrogetaC:nopaeW

snoitacinummoC yretsaMllepS 5yrogetaC:nopaeW

scitsiugniL tnempoleveDtnioPrewoP 6yrogetaC:nopaeW

gnilangiS tnempoleveDtnioPrewoP

stfarC citylanA/ecneicS
yrekooC scitamehtaM

gnihctelF lortnoCfleS

gnikroWrehtaeL ecnalaB,evoMlanerdA

yretsaMepoR gnidnaL,evoMlanerdA

gnihtimS gnipaeL,evoMlanerdA

gnivraCenotS deepS,evoMlanerdA

gnidliuB-parT htgnertS,evoMlanerdA

gnivraC-dooW yznerF

noitatideM
:etoN .scilatinidetsileraslliksyradnoceS

.noitamrofnieromrof2.42noitpOotrefeR=*

OPTION 23.2: EXPANDED

LEVEL BONUSES FOR PROFESSIONS

(RMSS CONVERSION FRIENDLY)

Similar to Option 23.1, this option
offers expanded level bonuses. The skills,
both Primary and Secondary, are divided
into categories based on the categories of
the RMSS system, and then assigned level
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bonuses according to profession. This
option makes conversion of characters and
professions from RMSS/FRP much easier.
The table below lists the level bonuses by
category for each profession listed along
the left side of the table.

All bonuses max out at 20th level. (+1
bonuses at +20, +2 bonuses at +40 and +3
bonuses at +60) including the Fighter’s
Combat bonus.

The “Spells” bonus should always offer
a bonus to base spell casting, but should
only offer a bonus to spell list acquisition
if the GM wants to encourage a higher level
of magic in their game. (The effect of such a
bonus can become quite pronounced at
higher levels.)

Note: Secondary skills are listed in italics.

OPTION 23.3: STEPPED

LEVEL BONUSES FOR PROFESSIONS

This option may be used with any of
the other Level Bonus Options, or even the
core Level Bonus rules. It provides for a
stepped bonus to skills rather than a bonus
that increases with level. This stepped
bonus is applied three times according to
the following table; once at first level, once
at 10th level and once at 20th level. The
stepped bonus that is applied is based on
what the Level bonus for that given skill is.
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OPTION 23.4: STATIC
LEVEL BONUSES FOR PROFESSIONS

This option may be used with any of the
other Level Bonus Options, or even the core
Level Bonus rules. It provides for a static
bonus to skills rather than a bonus that
increases with level. This static bonus is
applied only once at first level. This option
does create a less powerful character than
one created using the normal level bonus
options. The static bonus that is applied is
based on what the Level bonus for that
given skill is as shown by the table below.
This option fixes level bonuses at 10th
level, approximately double the RMSS
bonus structure.

LEVEL ADVANCEMENT SUMMARY

Whenever your character
gains a level, follow the steps
below to advance the character
to the next level.
• Make stat gain rolls.
• Gain DP based on Tempo-
rary Development Stats.
• Spend DP on Skills.
• Receive level bonuses and
modifications; level combat
and level spell bonuses;
Resistance Roll modifications
due to level, etc.
• Update spell lists
(if applicable).
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10.0 RUNNING ROLEMASTER

This chapter covers a variety of
Rolemaster mechanics that do not fit
smoothly into other chapters. The first
section provides tips on launching your
campaign and grounding the player charac-
ters in the setting. It also provides a quick
check list for creating adventures. The
second section covers using skills and
making maneuvers in Rolemaster, which lie
at the heart of any fantasy game. Taking an
action in Rolemaster is simple—just tell the
GM what you want to do, and “make a
maneuver roll”. Your maneuver roll is
affected by your skills, situational modifiers,
and maneuver difficulty. Most in game
actions do not require a roll. Normally, you
will make a maneuver roll only for actions
performed under stress or pressure.

The remainder of this chapter deals
with other adventuring essentials, includ-
ing movement, encumbrance and exhaus-
tion. The chapter rounds out with the
“series of unfortunate events likely to befall
the adventurer: injury, death, disease, and
poison, and healing.

10.1 START THE PLAYERS WITH

A RICH BACKGROUND

A. Ask each player about their desires for
their character. Maintaining reason and
play balance, attempt to incorporate them
into their PC background.
B. Based on the player’s wishes, game needs,
and the PCs race and profession, help
choose an appropriate cultural background
for the PC.

1. Give the PC a handout or talk about their
cultural roots, and the manner of their folk.

2. Inform the PC of any overall goals or
problems associated with their culture.
     • Build a specific past for the PC.

1. Discuss any family background, taking
note of any adventures connected with
family members.

2. Discuss the early goals and activities of
the PC.

• Adventures
• Schooling
• Language
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• Formal skill development
• Hobbies or informal

skill development
3. Allow for PC possessions. The GM

may wish to provide certain items and/or
give the PCs the opportunity to pick a
certain mix of general or specific items
according to desire. In the latter case, the
GM might provide a list or lists of items,
apparel, and cash, and allow the PCs a set
number of choices.

• Possessions common to the PCs race
or culture.

• Items acquired which are related to the
PCs profession.

• Heirlooms.
• Cash and items purchased with cash

before the game commences.
4. Be clear about things the player

wishes to keep secret.

10.2 START THE GAME

WITH A MANAGEABLE YET
CHALLENGING ADVENTURE

     Gather the PCs together.
1. Provide an encounter or series of

encounters that bring the PCs together as
one or more groups

• Give each PC a tale of how they came
to the place where the campaign starts.

• Start them in one or more
common places.

• At an inn or tavern, inquiring about
work, wealth, or someone sought.

• As prisoners attempting to escape.

• On a ship or caravan.
• As their people’s representatives in a

given place.
• At a contest or fair.
• As disaster victims, such as a refugees or

survivors of a shipwreck.
• Get clear any long or short-term goals

each PC may have at the time the game
begins.

2. Allow for any common goal or goals
that might keep them together.
     Based on the area and the PC group’s
desires and stated goals, construct a variety
of adventure options with which to start
the campaign.

10.3 EMPLOY A FRAMEWORK FOR

CREATING ADVENTURE OPTIONS

DURING THE COURSE OF THE GAME

     Generally, the more often you adventure
in or refer to an area, the greater the need
for detail. Since time is limited, construct
areas based on game need, and flesh out
vague regions when the need arises. The
higher the probability of an area’s use, the
more you should fill in the associated
framework.

1. Develop a picture of the possible
alternatives the PC group may have.

• Where are they?
• Given the best resources, how far can

they reasonably travel?
• What direction(s) will they most

likely take?
• What goals, if any, do they have?
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• Are they operating with any specific
clues or information that might direct
them somewhere?

2. Based on the alternatives and basic
game considerations, determine high
priority, medium priority, and low priority
areas of game development.

• Map out and develop high priority
areas. These regions need to be
quickly and carefully detailed. In
descending order of need:

• Areas where the PCs begin.
• Relatively close areas where the PCs

plan to spend a lot of time.
• Regions adjacent to the PC group’s

location that have a reasonable chance
of being entered by the players.

• Should time permit, you should try
to construct:

• Areas of strategic importance that are
complex in nature.

• Major routes in between.
• Sketch out medium priority areas.

These areas need to have general
outlines: maps, cultural notes, basic
patterns of settlement and politics.

• Note the general world framework
regarding low priority areas.

    Attempt to use the regional maps and
guidelines as a means of framing details, of
an area the PCs enter or explore.

1. Base specific maps on the land
and climate found on the world and
regional maps.

2. Base encounters on plants, animals,
troop deployment, political and cultural
activity, and settlement patterns, etc.

• Daily life and political events will

dictate where peoples and creatures
normally are.

• The inhabitants will respond to excite-
ment, and will act accordingly.

    The overall world setting will provide a
general guideline in nearly every circum-
stance where more specific detail is un-
available. Where an incredible surprise or
lack of time somehow forces the GM to
create without some framework, a sponta-
neous creation might be necessary. In such
a case, two choices are best pursued:

1. End the game session in order to
avoid an overwhelming, contrived
random response.

2. Using maps and tables detailing
probabilities based on activity and visibil-
ity factors, provide for standard encounters
based on locale and circumstance.

• Natural obstacles (e.g. storms or
traverses).

• Animal attacks.
• Bandit attacks.
• Patrols.
• Local places of interest (e.g. tombs,

abandoned border forts, etc.)
3. Use common sense and unbridled

luck (a dice roll) to create a random event of
a modest nature.

10.4 RESOLVING ACTIONS

AFFECTED BY SKILLS

Each skill is classified as being applicable
to a moving maneuver (MM), to a static
maneuver (SM), to an attack (using an offen-
sive bonus: OB), or to a special purpose (SP).
This section describes how each of these types
of bonuses are used to resolve actions. These
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rules are designed to be guidelines to han-
dling situations that arise during play. The
GM will often find himself confronted with
situations that are not covered by the rules,
such as situations where multiple skills apply,
which can be resolved simply by averaging the
skill bonuses. In other situations, the GM
should begin to develop a consistent set of
“house rules” for dealing with situations that
are not covered by the rules.

MANEUVERS

Maneuvers are actions (other than attacks
and spell casting) that under normal circum-
stances have a chance of failing and usually
entail an element of risk. Thus normal move-
ment and activities such as walking, climbing
stairs, drawing a weapon, etc. are not maneu-
vers. However, 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
generally require rolls. The GM is the final
judge as to what is a maneuver and requires a
roll, and as to what is normal activity and
doesn’t require a roll. Maneuvers are further
classified as being Moving Maneuvers or
Static Maneuvers. Each class of maneuvers is
resolved differently.

MOVING MANEUVERS

Moving Maneuvers include climbing,
swimming, riding, stalking, and any com-
plex or unusual movement (acrobatics,
dodging, tumbling, diving, etc).

ASSIGNING A DEGREE OF DIFFICULTY

When a combatant indicates that he
wishes to attempt a specific moving ma-

neuver, the GM should assign a degree of
difficulty. The degree of difficulty is
chosen from those listed across the top of
the Maneuver/Movement Table 10-03 and
also listed below:

Normally, 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 GM may assign an additional
modification to the maneuver roll (e.g. an
unassisted running leap across a 40’ chasm
for a human might be given a difficulty of
“absurd –10” since the world record is only
around 28’). Assigning difficulty requires a
familiarity with the Maneuver/Movement
Table 10-03 and a subjective decision by
the GM (practice and experience will help).

Note: It is important to remember that
the GM may deem certain maneuvers
impossible. The player should be
advised that such a maneuver is doomed
to failure.
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MANEUVER ROLL

After the difficulty is assigned, the
character may then decide 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 “Canceling
an Action” below.

If a character decides to proceed with
the maneuver, he makes an open-ended roll
and adds his appropriate bonus along with
any other applicable modifications. The
resulting total is cross-indexed with the
difficulty on the Maneuver/Movement
Table 10-03 to obtain the maneuver result.

MANEUVER BONUSES AND PENALTIES

Attempted maneuvers can be affected
by various factors such as skills, armor and
special equipment. Bonuses and penalties
for these factors are outlined in Maneuver
Modifications Table. The sum of these
bonuses and penalties is added to the
maneuver roll to determine the net maneu-
ver roll.

MANEUVER RESULTS

The net maneuver roll is cross-indexed
with the degree of difficulty on Table 10-
03. The result is usually self-explanatory,
but the GM can interpret a percentage
result (i.e. a number) in several ways.

• In the case of an all-or-nothing
maneuver (i.e. no partial success) a
second dice roll must be made. If
this second roll is equal to or less

than the original percentage result,
then the maneuver succeeds.
Otherwise, the maneuver fails.

• If a maneuver can be partially
successful, then the original percent-
age result is the degree of success.

MOVING MANEUVER

PROCEDURE SUMMARY

• The character states the nature of
his maneuver.

• The GM assigns a degree of
difficulty and any special modifi-
cations to the maneuver.

• The character decides whether or
not to cancel the maneuver.

• If he decides not to cancel the
maneuver, an open-ended maneu-
ver roll is made.

• All applicable modifications are
made to the maneuver roll.

• The total is applied to the Maneu-
ver/Movement Table 10-03.

Example: Suppose a combatant attempts
to leap 15’ over a chasm 11’ wide. The GM

assigns the leap a
degree of difficulty of
“Medium”. If the
combatant does not
cancel his maneuver,
his roll will be modified
by -10 for wearing a
chain shirt (AT 13; see
Table 07-05), by +25 for
an excellent Agility,
and by -10 for being
wounded (over 25% of
hits). He rolls a 91 for a
net maneuver roll of 96
(91 -10 + 25 -10). Cross-
indexing on Table 10-
03, we get a result of

“80”. This means that the combatant has
leaped 12’ (15’x80%) and therefore has
crossed the chasm safely.

If this maneuver had been to throw a
rope around a rock on the other side of the
chasm and the same result had been ob-
tained, then a second dice roll would have
been required. If the second roll (unmodi-
fied) was 80 or less, then the rope throw
would be successful; otherwise, it would fail.
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STATIC MANEUVERS

Static Maneuvers include tracking,
hiding, picking locks, disarming traps,
reading runes, using items, perception,
influencing other characters, and any other
complex or unusual activity not involving
significant movement.

If a character chooses a Static Maneu-
ver as his action for a round, the GM must
assign any applicable modifications from
the Static Action Table 10-04. Then the
character must decide whether or not to
actually perform the maneuver (see below
for the effects of “Canceling Action”).

The GM may require more than one
round for the maneuvers that he decides
are very difficult or complex. He may also
allow a character to decrease the difficulty
of appropriate maneuvers by using mul-
tiple rounds.

If the character decides to proceed
with the maneuver, he makes an open-
ended roll and adds his appropriate
bonus along with any other applicable
modifications. If the modified roll is
greater than 100, the action is successful.
If not, the action fails.

STATIC MANEUVER PROCEDURE SUMMARY

• The character states the nature of
his maneuver.

• The GM assigns a degree of
difficulty and any special modifi-
cations to the maneuver.

• The character decides whether or
not to cancel the maneuver.

• If he decides not to cancel the
maneuver, an open-ended
maneuver roll is made.

• All applicable modifications are
made to the maneuver roll.

• Success: if the modified roll is
over 100.

• Failure: if the roll is 100 or lower.

OPTION 24: AN ALTERNATIVE

STATIC MANEUVER TABLE

Static maneuvers in Character Law are
normally handled by a system involving
rolling and adding applicable modifica-
tions; success occurs if the resulting total is
over 100. This optional rule provides a
table that may be used to resolve certain
static maneuvers. The same process (roll

and add appropriate modifications) is
used, but the resulting total is used to
obtain a result on The Alternative Static
Maneuver Table below.

OPTION 25: HIDING

AND STALKING VERSUS

PERCEPTION (OPPOSED SKILLS)

A character’s ‘Hiding and Stalking’
maneuver should be modified by the
‘Perception’ bonus of any potential observ-
ers and any other modifiers affecting
Perception From Table 10-02. These modi-
fiers may cause different results for hiding/
stalking versus the various observers (i.e.
some observers may “perceive” the hider/
stalker, while others may not).

OFFENSIVE BONUSES

Offensive bonuses are added to
certain attack rolls. See AL and SL for a
complete explanation.

SPECIAL PURPOSE BONUSES

Skills that are not particularly appli-
cable to moving maneuvers, static maneu-
vers, or attacks are classified as “Special
Purpose” skills. The effects of bonuses vary
for each of these skills.

CANCELING AN ACTION

During a round a character’s action
may be canceled before it would other-
wise be resolved. (For instance, from a
player changing their mind, or from the
character being stunned or otherwise
prevented from acting on their declared
action.) A character who has canceled
their action may perform one of the
following alternative actions: melee with
half his normal Offensive Bonus or move
half his normal (not running) movement
or attempts different maneuver modified
by -30 (this one may not be canceled). The
alternative action chosen must be per-
formed when the other actions of that
type are normally resolved.

Note: Use the Self Discipline stat
bonus to reduce the penalty of
maneuvers when Stunned (which have
standard penalties ranging from -30
to -70, see Table 10-02).
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10.5 MOVEMENT, ENCUMBRANCE,

AND EXHAUSTION

This section deals with tactical move-
ment (i.e. movement on a round by round
basis) and the effects of carrying encum-
bering loads and results of exertion and
exposure to severe elements. Adventuring
is physically, and mentally stressful, and the
day often comes when characters must
choose between survival and treasure.
Heavy loads affect a characters basic
movement, agility in combat, and exhaus-
tion level. While it is unnecessary for a
character to account for every ounce of
equipment that he or she is carrying, the
GM should keep an eye out for the charac-
ter who seems to be carrying one of every
needed object in his pack, plus a huge
amount of treasure.

MOVEMENT

A character’s movement rate in a given
round is based upon his Base Movement
Rate (Base Rate), his Pace, and possibly a
maneuver roll. A character’s movement rate
for a given round is obtained by multiply-
ing the character’s Base Rate by his Pace
(and possibly modified by the result of a
maneuver roll).

Movement Rate = (Base Movement
Rate) x (Pace Multiplier) x (Maneuver Roll
Result/100)

The assumptions made for this move-
ment system are: (1) a 100 Quickness for a
6’ tall Common Man will result in a “world
class” sprinter; and (2) the average charac-
ter (Quickness 25-74) walks at 3.43 miles
per hour.

BASE MOVEMENT RATE

The Base Movement Rate for an aver-
age Common Man is 50’/round. This can
be modified for specific characters by a
number of factors: the Quickness stat
bonus, any race stat bonus modification,
any armor Quickness penalty, a “stride”
modification, and an encumbrance penalty.
Each character should be able to calculate
several standard Base Movement Rates for
various situations (e.g. carrying all equip-
ment, carrying weapons and armor only,
having dropped backpack, etc.)

Quickness Stat Bonus: The table below
can be used for obtaining the Base Move-

ment Rate due to stat alone. Simply use the
character’s Quickness stat; the resulting
figure is the number of feet the character
can move at a “walking pace” in a ten
second battle round (assuming he is
healthy, unencumbered, and has no armor
maneuver penalty).

OPTION 26: QUICKNESS &
AGILITY FOR BASE MOVEMENT RATE

Some GMs may wish to use the average
Quickness and Agility when using this table.

Armor Quickness Penalty: This penalty
can modify the Base Movement Rate,
but only to the extent of canceling the
Quickness stat bonus (and racial
bonus). In other words, if only the
Quickness stat bonus (and racial
bonus) and the armor bonus penalty
(see Table 07-05 are considered, the
resulting Base Movement Rate can not
fall below 50’/rnd. This factor may be
partially cancelled by a character’s
Strength bonus. The Base Movement
Rate can fall below 50 because of other
factors such as stride, encumbrance, etc.

Stride Modification: The Base Move-
ment Rate is also modified for a
character’s length of stride. This factor
should be used whenever racial adjust-
ments are employed, for shorter beings
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(e.g. Halflings) often have large Quick-
ness bonuses and will move dispropor-
tionately fast considering their short
strides. For purpose of this rule, simply
note that the stride of the average 6’
person is used as the norm, every 6’’
difference will result in an add or
subtraction of 5. One of the following
stride modifications is added to the
Base Movement Rate:

Encumbrance Penalty: A character’s
Base Movement Rate may be reduced
due to the amount of weight he
carries. This factor is discussed below
in “Encumbrance”.

PACE

Each round a character must decide the
Pace at which he wishes to move. This Pace has
three effects on actions during that round:

• Determines the movement rate
(pace multiplier x Base Move-
ment Rate)

• Determines the difficulty of any
movement maneuver required

• Determines how many “exhaustion
points” are expended (see below).

The following table summarizes
those effects:

Encumbering loads (see “Encum-
brance” below) and armor will prevent
anyone from reaching certain speeds
(regardless of their bonuses). A super
character with racial adds to his +25 bo-
nuses for Quickness and Strength may
move quite far walking even while bur-
dened with armor and a heavy load.
Nonetheless, he could not move at either a
“Fast Sprint” or “Dash” rate (depending
upon his armor). The following prohibi-
tions apply:

MOVEMENT MANEUVERS

Use the Maneuver Table for movement
under pressure. Where an individual or
group is “under pressure” from attackers, the
weather, or some other perceived threat – or
time is a major factor – have him/them roll
on the Maneuver/Movement Table 10-03.
Simply determine the appropriate difficulty
(from the Pace Table, or by GM assignment);
the result is the percentage of the distance
they would normally move given their rate
of speed. It is possible to move faster than
normal due to this process.

Example: Bandring is fleeing from the
dreaded Malevolent Moose. He has a
Base Movement Rate of 60’/rnd, he is
running, and thus he would normally
move 120’ per round.
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Due to the pressure of the chase, however,
the GM asks him to roll on the
Maneuver/Movement Table. Bandring
knows the terrain, so the difficulty is
“Easy” (see Pace Table).
Bandring rolls an adjusted D100 and
the result is ‘100’. He moves the full 120
feet. Had he rolled lower and gotten a
‘50’ result, he would move but 60’ that
round. Had the chase been at night a
higher difficulty category may have
been applicable.

ENCUMBRANCE

The problem associated with wearing
armor and other covering are covered
elsewhere (see the Maneuver / Movement
Table 10-03 and the Armor Table 07-05).
Here we are dealing with “dead weight,”
that which one carries rather than wears.
The encumbrance penalties discussed here
apply to the Base Movement Rate (see “Base
Movement Rate” above).

Basically, each character has a “weight
allowance” equal to 10% of his own weight.
If he is carrying dead weight less than or
equal to his weight allowance, he has no
encumbrance penalty. A character’s encum-
brance penalty is based upon the number
of increments of “weight allowance” that
the dead weight consists of (see Encum-
brance Table). A character’s Strength stat
bonus may cancel some or his entire
encumbrance penalty.

Take the following steps to calculate
encumbrance penalties:

1) Calculate the normal body weight for
the character.

2) Calculate the character’s weight
allowance (10% of his weight).

3) Determine how much “dead weight”
(in pounds) the character is carrying; this is
his “load.”

4) Determine the load by the weight
allowance.

5) Determine the encumbrance penalty
using the table below.

Strength Stat Bonus: Once a character
has determined his encumbrance
penalty, his Strength stat bonus may
be used to cancel all or part of this
penalty. If this Strength stat bonus is
greater than his encumbrance penalty,
the difference may be used to cancel
all of part of the character’s armor
Quickness penalty.

EXHAUSTION

Movement under extreme conditions,
in rough terrain, and/or at accelerated rates
will increase fatigue. For reason we include
rules for exhaustion at this point. We also
include provisions for exhaustion due to
melee and missile fire.

Each person has a base number of
exhaustion points equal to his Constitu-
tion stat. This is the number of points he
can expend before he has to rest and/or
recuperate (e.g. when fully rested a char-
acter with a Constitution of 90 would
have 90 exhaustion points). Characters
that have used all of their exhaustion
points are at -100 to all activities and
must rest. Expended exhaustion points
may be recovered at a rate of one per
round rested.

Exhaustion due to Pace: Each round
that a character moves he expends
exhaustion points at a rate deter-
mined by his Pace. This rate ranges
from 1 every 30 rounds for a Walking
Pace to 40 per round for a Dash Pace.
These rates are listed in the Pace Table
in “Pace” above. A character without
sufficient exhaustion points to com-
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plete a full round at a given pace
cannot travel at that rate of speed.

Example: An unencumbered Bandring
travels 50’ per round (i.e. his Base
Movement Rate is 50) when walking.
His Constitution is 90 and he can walk
for 2700 rounds (450 minutes) without
a rest but he would be totally exhausted
thereafter. If he were to sprint he could
move at a rate of 150’ per round; but he
would exhaust his 90 exhaustion points
in 18 rounds (3 minutes) at that pace (5/
round x 18 rounds = 90). If Bandring was
moving in a breastplate and with a 3x
weight allowance load his Base
Movement Rate would be reduced to 20’
per round and he would have to “Sprint”
(and exhaust himself as indicated) in
order to cover 60’ per round.
Exhaustion and Combat: When fight-
ing, a character necessarily expends
more energy than he would while
walking. Thus, the following expendi-
tures should apply.

Exhaustion modifiers: The following
factors may affect the way a character
expends exhaustion points. They provide
detail, but may be considered optional.
Only one modifier of a given type should
be applied (e.g. one temperature modifi-
cation, one terrain modification, one time
without sleep modification).
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SUMMARY

Base Movement Rate = 50 feet per round
+ Quickness stat bonus (See Table 10-08)
+ Race Quickness stat bonus (See

          Table 04-01)
+ Stride modification (See Table 10-07)
+ Encumbrance penalty (See above)
+ Armor Qu penalty (See Table 07-05)
+ Strength bonus (only cancels previous

            two modifications)

Example: Bandring is a High Man (race
Quickness stat bonus of -5) with a
Quickness of 90 (stat bonus of +10). He is
6’7’’ tall so his stride modification is +5.
His weight is 220 pounds and he carrying
27 pounds of dead weight; thus his
encumbrance penalty is -10, since 27 lbs.
is between 1x and 2x his weight allowance
of 22 lbs. (10% of his weight of 220).
His Strength of 85 (bonus +5) plus his ST
stat bonus (+10) will cancel this
encumbrance penalty, but it will not add
anything to the Base Maneuver Rate.
Bandring wears AT 14 with a standard
Quickness Penalty of -10. This armor
penalty is reduced to -5, since 5 of this
penalty is canceled by his Strength
bonus of +15 and because his
encumbrance penalty was only -10. His
armor QU penalty can never exceed -5
because his total QU bonus is only +5.

So his Base Movement Rate is 5;5
50 (standard movement rate)
+5 (stride modification)
+10 (Qu stat bonus)
-5 (race Qu stat bonus)
-10 (encumbrance penalty)
-10 (armor penalty)
+5 (St stat bonus)
+10 (race St stat bonus)

MOVEMENT PROCESS SUMMARY

1) Determine current Base Movement
Rate (see above).

2) Determine Pace (check restrictions).
3) Movement Rate / round = (Base
Movement Rate) x (Pace multiplier).

4) If pressure situation, make a maneu-
ver roll (section 10.4).

5) Expend exhaustion points (section 10.5).

10.6 HEALING, INJURIES

AND DEATH

The challenge of adventure brings a risk
of injury or death. This heightens the sense
of danger and makes the rewards of success-
ful adventuring all the much greater. A taste
of fright starts the adrenaline running.

Because so much of FRP action involves
situations where characters are hurt or killed,
Rolemaster provides detailed and compre-
hensive guidelines covering specific injuries,
death, and healing. These rules revolve around
certain basic principals or assumptions.

10
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BODY AND SOUL

In Rolemaster, life is a union of body
and soul. The body is a physical (or, in rare
cases, enchanted) construct that accommo-
dates the intangible soul or spirit. In turn,
the soul gives the body life. Without a
body, a soul dissipates and cannot interact
in normal affairs. Absent a soul, a body is
little more than an unordered organic
sculpture destined to rot away.

10.7 HEALING

Because injuries and death are central
to most FRP games, a GM should develop a
comprehensive healing system for his
world. This is a factor that controls how
many and how often characters die perma-
nently and how long they are out of com-
mission healing. There are a number of
means of healing.

Healing Spells — Spell Law provides a
complete set of spells for healing by
Clerics, Animists, Healers and Lay
Healers. In a campaign game, healing
spells might be available in towns and
cities. The GM should experiment with
costs and requirements for healing
services. Options include everything
from mercenary spell users requiring
only money for their services to suspi-
cious enchanters who will only heal “true
believers” of their religion (or race).
Large settle-
ments might
contain readily
accessible
healing runes.

Healing Herbs —
The use of
healing herbs
or drugs forms
one of the
prime compo-
nents of a well-
rounded heal-
ing system.
These cures
augment the
services of
physicians and
some herbs
even simulate

the effects of certain spells by produc-
ing miraculous cures. They are also
portable, and are usually more avail-
able than high level healing spell
users. The GM can experiment with
the numbers, prices and effects of
herbs he feels are necessary in his
game. A wide sampling of herbs
(including prices, availability, effects,
etc.) is provided in the Enchanted
Herbs, Breads, and Poisons Price
Table located at the end of chapter 8.

Medicine and First Aid — Of course a GM
should not ignore the mundane
results of medicine and first aid.
These services are often equal to the
task of healing minor injuries or
reducing the burden of major wounds
or illness. Option 18 describes the
secondary skills of first aid and
animal healing.

Natural Healing — The body often heals
itself, albeit slowly. Even without the
aid of spells, herbs, or medicine, an
adventurer can rally from most
injuries. The Healing Recovery Table
below gives the recovery time for a
variety of injuries. Recuperation
periods can be multiplied by a factor
based on the character’s race, modifi-
cations given in Race Abilities Table
04-01 in chapter 4.0.

1-01 3 H GNILAE R YREVOCE T ELBA

nehW.seirujnilarenegtsomrofsemityrevocersedivorptrahcsihT
ehT.llorynaotsunobnoitutitsnoCs'retcarahcehtylppa,tignisu
yberugifehtylpitluM.seirujnithgilrofemityrevocerehtsitluser
ehtevlaH.seirujnierevesrof01ybdnaseirujnimuidemrof5
rehtoemosnidecalprodezilatipsohsimitcivehtfiemityrevocer

eraclaiceps

lloR

)syadni(EGAMADFOEPYT

nruB enoB eussiT daeH nagrO
/elcsuM

nodneT
51-10 3 5 3 01 9 7

53-61 3 3 2 7 6 4

56-63 2 2 1 5 4 3

09-66 1 1 1 3 3 2

+19 1 1 1 2 2 1

10



146

10.8 INJURIES

Although death is a looming danger,
injuries are much more common. Some
injuries, however, effectively disable a
character. Most make adventuring tough
and, given their frequency, can present the
characters with significant obstacles,
including penalties or prohibitions appli-
cable to the use of appendages, the deploy-
ment of senses, maneuvers, combat, or even
simple travel.

Generally, injuries in Rolemaster only
occur as a result of damage from a critical
strike. As such, the injuries are often
described quite specifically. This pro-
vides a tremendous variety of effects and
adds flavor to the game. It also requires a
very specific healing system, spells and
herbs covering every possible plight. The
healing spells found in Spell Law and the
healing herbs found in the Enchanted
Herbs, Breads, and Poisons Price Table
located at the end of chapter 8 are both
designed to provide detailed healing
methods covering any injury which might
arise in an FRP game.

GENERAL DEGREES OF INJURY

It is still helpful to categorize injuries
in broad, manageable groupings. These
enable the GM to apply certain general
rules regarding recovery and effect.

Light Injuries — If a specific injury results
in a penalty of -0 to -20, it is consid-
ered “light.” In addition, light injuries
include wounds that yield 1-5 hits per
round as a result of bleeding.

Medium Injuries — Specific injuries that
result in a penalty of -21 to -50 are
considered of “medium” severity.
Medium injuries also include wounds
that yield 6-10 hits per round as a result
of bleeding. Fractures with an unspeci-
fied penalty are medium injuries.

Severe Injuries — Should a specific injury
result in a penalty of -51 or more, it is
“severe.” In addition, severe injuries
include shattered bones and wounds
which yield more than 10 hits per
round as a result of bleeding. Any
wound that destroys an organ (e.g. eye,
kidney, etc.) or renders it inoperable for
more than 1 day is also severe.

TREATMENT

Even after an injury is treated, however,
recovery is rarely instantaneous. The GM
must still consider the effect of the wound
after treatment. For instance, how long
does it take to recover? Will there be any
permanent damage (e.g. a lowering of
stats)? What effect does the wound have on
the character while he is recovering?

The form of treatment for a given
injury is normally prescribed by:

The description of the wound, or by the
explanation of the spell, medical technique,
or herb employed.

Some injuries, for instance, are healed
by spells with descriptions that require the
victim to remain immobilized during
treatment. Certain herbs must be adminis-
tered with an external compress that cannot
be jarred. Whatever the treatment, the
procedures should be followed, lest the
treatment fail.

FIRST AID

First aid can be employed by virtually
anyone, but has limited effectiveness.
Essentially, the actor must make a success-
ful Static Action (see section 10.4 and Table
10-04) in order to aid the victim. This roll is
modified by the actor’s First Aid secondary
skill bonus (see option 18). Anyone having
a “0” First Aid skill rank operates with a
skill rank bonus of -25.

First aid skills enable a character to
heal any light injury, so long as he utilizes
the necessary equipment (e.g. a compress
and bandage for light bleeding, splints or
slings for light sprains or fractures, etc.). In
addition, this skill can be used to slow or
halt the effects of medium or severe inju-
ries. For example, you can reduce any
bleeding rate by 5 hits/round, or more if
you use a tourniquet; you can set a medium
fracture and stop any associated deteriora-
tion. First aid is generally ineffective when
dealing with medium or severe nerve or
organ damage.

Once healed in this manner, the victim
cannot engage in any activity that might strain
the wounded area without losing the benefits
of the first aid. For instance, the victim prob-
ably cannot fight move at a pace faster than a
walk without re-injuring himself.

10
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RECOVERY FROM WOUNDS

Most spells and some herbs specify
recovery time. Where they do not, use the
Healing Recovery Table, which gives some
suggested recovery times for general injuries.
As a general rule, the recuperation period for
multiple injuries equals that of the worst
wound plus half the cumulative recovery
time for all other concurrent wounds.

Example: As a result of a swindle, Onree
moves into an unsound tower. A storm
erupts and the tower collapses in the
wind. Onree receives a severe head
wound (recovery time 30 days), a medium
bone wound (recovery time 6 days), and
a light tissue wound (recovery time 1 day)
in the ensuing fall. Assuming he is
healed, his total recovery time is 33.5
days (30 + 3 + .5). Poor Onree.
While recovering, a character’s penalty

gradually declines. To determine the rate at
which the character returns to normal health,
divide the penalty by the recovery time (in days).
The result is the daily reduction in character’s
penalty. Round off any fractions and apply any
leftover penalty to the amount recovered the
first day. If the recovery time is less than or equal
to two days, the GM may wish to determine
recovery on an hourly basis.

Example: Onree received a total penalty
of-70 as a result of his plunge. If his
recovery time is 33.5 days, he divides 70
by 33.5, yielding a restoration rate of
2.09. He rounds this to 2. So, Onree’s
penalty is reduced by 2 for each day of
recuperation. Since 2 times 33.5 equals
only 67, there is a 3 remainder. This
remainder is applied to the first day of
recovery, meaning that Onree’s penalty
is reduced by 5 during the first day.
When an injury description specifies

that the organ, appendage, etc. is useless,
the penalty is considered -100. Recovery
usually begins when the area is healed.

If a critical strike description specifies
that an area of the victim’s body is useless
or at a subtraction for a set period, it is
penalized accordingly for the entire pre-
scribed period. However, once the period
passes, recovery begins as if the area was
healed. Any healing during the set period
with start the recovery in motion earlier.
Recovery From Hits: Concussion hits heal

at a rate of 1 per hour if the victim is
resting. Should the victim be active, the
rate drops to 1 every three hours.

PERMANENT DAMAGE

Most of these
questions are very
subjective and must
be decided on a
case-by-case basis.
For example, having
an arm cut off and
then reattached
might cause a loss of
agility (temporary or
permanent) and
maybe a scar. Death
and being raised
from the dead might
cause a general loss
of abilities, partial
loss of experience
and scars.

As a loose rule of
thumb, a character
might receive perma-
nent damage only in
case of a severe
wound. In such a
situation, have the
character make an
open-ended 1-100
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roll and add a number equal to his Constitu-
tion (not simply the Co bonus). Should the
result exceed 100, there is no permanent
damage. If it falls short of 101+, ascertain the
difference between the roll and 101. The
greater the difference, the worse the perma-
nent damage.

10.9 DEATH

Death occurs when the body can no
longer function (i.e. it cannot convey the
soul) or the soul is destroyed. Typically, the
body ceases to operate when it either:

Receives a specific wound or series of
wounds (i.e. critical strikes)

Or

Shuts down due to pain or system
shock (i.e. hits).

Once the body quits working, the soul
will eventually depart. When the soul sepa-
rates from the body any prospects for recov-
ery are remote. Death comes in more than
one form, although it inevitably leads to the
sundering of body and soul. These unfortu-
nately fatal situations require elaboration.

DEATH DUE TO CONCUSSION

HITS (MASSIVE SHOCK)

Depending on body development, a
character is allotted a certain number of
concussion hits (or simply “hits”). These hits
reflect the amount of pain and bleeding the
character can withstand before succumbing
to shock or unconsciousness. Once a
character receives a sum of hits equal to or
greater than their concussion hit allotment,
they passes out due to body shock.

Note: section 7.7 describes body
development and the acquisition of “hits.”

If a character receives more concussion
hits than the sum of their total hit points
plus their Constitution stat (see  chapter
5.0) they begin to die. After a number of
rounds equal to their Constitution divided
by 10 (rounded off), the character dies. This
process of dying can be halted by lowering
the number of hits on the character below
the critical point. However, once the char-
acter dies, the normal death rules apply.

Example: Jaide takes 24 hits and has a
90 constitution. He receives 114 hits after
a few rounds of brutal fighting. Once he
reaches 114 hits he drops and begins to
die of massive shock.

DEATH DUE TO CRITICAL

STRIKES (MAJOR WOUNDS)

A character can also die due to a major
wound or wounds. Occasionally a mortal
blow or combination of blows will fell a
character who has not yet received the
number of hits necessary to send them
into unconsciousness. In these cases, an
attack or accident results in a critical strike
(see AL), which specifies damage to a
particular part of the character’s body.
Should the critical strike description
specify that the effects are fatal, the char-
acter dies in the prescribed manner and at
the appointed time unless someone or
something intervenes.

Example: Jax the Ranger gets drunk and
falls off his camel He rolls a Fall/Crush
attack appropriate to the situation and,
although he takes few hits, he receives a
critical strike. He rolls again. The critical
strike description states that he hits his
head, fracturing his skull, and that he will
die in 2 minutes (12 rounds). Unless
someone repairs the damage in less than
two minutes, Jax is a goner.

DEATH DUE TO SOUL DESTRUCTION

A third form of death results from soul
destruction. In these situations, the body
may survive undamaged, but the character’s
spirit is forever gone. As a result, the
character (being a particular individual) is
irrevocably dead. Such a death invariably
stems from a spell or some form of dis-
tasteful enchantment, so this plight is
extremely rare.

THE EFFECTS OF DEATH

There are two major effects of death:

• Deterioration of stats due to a lack of
oxygen flow to the body and brain
following “death,”

• Departure of the “soul” from the body.
Spells or herbs can halt the process of

dying at any point. A “Preservation” spell or
its equivalent medicine halts the deteriora-
tion of the stats, while Lifekeeping spell stays
the departure of the soul from the body. (See
Spell Law for specific spell descriptions.)
Healing the cause of death also halts both
effects, but does not reverse them.

If the cause of death is healed before the
soul leaves the body, the person is alive and
functional (if there are no other injuries, and
no stat is reduced to zero); however any stat
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loss remains. If the soul has left the body
before the cause of death is repaired, the
body is functional but the character is in a
coma and at -75 for even subconscious
activity. The spell, Lifegiving must be cast on
such a character before he can become
functional once again. Lifekeeping doesn’t
restore deteriorated stats.

DETERIORATION OF STATS DUE TO DEATH

The mental stats (Memory, Reasoning,
Self Discipline, Empathy, Intuition and
Presence) deteriorate first. Each round after
a character dies, roll for each mental stat
and consult the Stat Gain Table 05-02. The
column used is as follows:

The results on this table are the
amounts by which the stats are reduced.
Initially, only the temporary stats are
reduced, not the potentials. Certain races
add to the column number used; see the
Race Abilities Table 04-01.

Every hour after a temporary stat is
reduced to 0 the potential for that stat is
reduced by an amount rolled on column 6-
7 of the Stat Gain Table 05-02.

Sixty rounds (10 minutes) after death,
the physical stats (Strength, Constitution,
Agility, and Quickness) begin to deterio-
rate. Each hour roll on column 6-7 of the
Stat Gain Table 05-02 for each of these
stats, and decrease each one by the
amount shown. As with mental stats, a
physical stat cannot fall below 0. How-
ever, any further deterioration is taken
off of the stat’s potentials.

If any stat falls to 0 or below, the stat
stays at 0 and the character remains in a
coma even if the cause of death is repaired.
The character can be brought out of this
coma if the 0 stats are raised above 0. Dete-
riorated temporary stats can be raised to
previous levels (but not above potentials) by
the following methods: normal level ad-
vancement, certain healing spells (or herbs),

and/or by a normal healing rate of 1 point/
stat/month. If potentials have deteriorated,
stats cannot be raised above the new, inferior
potentials until the potentials are restored
(usually only by very powerful spells).

Example: Elor the Rogue dies after eating
a poisoned stew. Beginning the round
after death, the GM rolls on the Stat Gain/
Loss Table for each mental stat. Each
result is subtracted from the given
temporary stat. Soon Elor’s temporary
Memory stat reaches 0. All further rolls
regarding Memory act to reduce the
potential Memory stat. Sixty rounds after
death, the GM begins the same process for

Elor’s physical stats. He will continue
to roll on the Stat/Gain Loss Table until
all the potential stats fall to 0.

During a battle, a GM should
keep track of how many rounds pass
between death and the halting of the
death process. Then after the resolu-
tion of the battle, he can make the

calculation of stat reductions.

THE DEPARTURE OF THE SOUL

Normally 12 rounds (2 minutes) after
death, a character’s soul leaves his body.
This time will vary depending upon the
race of the dead character. See the Race
Abilities Table 04-01. Once it departs the
soul can only be returned through the use
of powerful spells or herbs (e.g. Lifegiving).

10.10 DISEASE

Disease strikes almost everywhere at
on time or another.

A person attacked by a disease must
make a resistance roll, comparing his own
level with that of the disease. (Use the
Resistance Roll Table 05-05.) The victim
adds his Constitution stat bonus and his
Race bonus to the roll. When the poor
victim fails the RR, the GM should deter-
mine the degree of failure by comparing
the adjusted RR with the number needed to
succeed. Unless the disease is described
otherwise (e.g. the disease delivers only
moderate effects), the amount by which the
RR was failed indicates the severity of the
effect as follows:
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A variety of diseases are described in the
Disease section below. For convenience’s
sake, they are grouped in 5 categories,
according to effect/transmission:

•  Bubonic
•  Chemical
•  Genetic
•  Pneumonic
•  Psychiatric
Recuperation from the effects of

disease should be analogous to recovery
from injuries.

DISEASE DESCRIPTIONS

This section describes the effect of five
categories of diseases, based on their sever-
ity level. The categories are ordered accord-
ing to the type of transmission/effect:

Bubonic — Includes any viral or bacterial
disease resulting from organisms that
reside in the blood or other precious
bodily fluids. Often transmitted by
fleabites, etc.

Chemical — Includes all forms of chemi-
cal dependence on (i.e. addiction to)

herbs/drugs, alcohol, etc. or slow
physical deterioration as a result of
chemical alteration.

Genetic — Includes hereditary diseases
such as dyslexia, hemophilia, sickle-
cell anemia, etc.

Pneumonic — Includes any viral or bacterial
disease carried in the air (e.g. transmit-
ted by mist or breath).

Psychiatric — Encompasses neuroses (e.g.
anxieties, obsessions, phobias, etc.) and
psychoses (e.g. multiple personality,
psychopathology, etc.).

EFFECT DESCRIPTIONS

These general descriptions and specific
effects of certain diseases will vary, even if
classified according to these categories. For
disease descriptions located elsewhere in
Rolemaster, Space Master, or Shadow
World, treat the stated effect as extreme,
applying the mild, moderate, and severe
effects from this table if the victim’s RR
indicates a lesser severity level.

As with poisons, the effects are cumula-
tive, so that a victim beset with two impair-
ments — one reducing his activity by -20
and the other by -15 — is actually at -35. A
victim experiencing serious effects must
also weather moderate and mild effects.
The effects of upper level severities include
all the lower severity results in the same
category. See the Poisons Table for a
description of the time and area of effect.

D51-01 ESAESI S YTIREVE

eruliaFRR ytireveStceffE
52-10 dliM

05-62 etaredoM

001-15 suoireS

+101 emertxE

10



151

BUBONIC

Transmission: Injection.

Description: Strikes in 1-10 days.

Mild — Rashes; mild glandular swelling;
fever (-15).

Moderate — Inflammations and swelling in
the glands, particularly in the armpit
and groin areas (-25). There is a 10%
chance per limb or eye of immobilizing
puss-filled infections. (Limb or eye
cannot be used until cured.)

Severe — Lesions ooze puss; bleeding
through pores; high fever; complete
immobilization (50% chance of coma
for 1-50 days).

Extreme — Death due to viral or bacterial
infection in 1-20 days.

CHEMICAL

Transmission: Ingestion.

Description: Strikes after continued
exposure or use. Chemical dependence
requires continued use or withdrawal
symptoms will occur.

Mild — No significant permanent dam-
age; withdrawal results in mild
spasms, sweating, and irritability for
2-20 days (-15).

Moderate — Occasional hallucinations
(5% chance -25); intermittent spasms
(5% chance -35); double vision (10%
chance -40); impaired Memory and
Agility (-1 to -10 temp stat). With-
drawal results in immobility for 1-10
days (5% chance of death).

Severe — Frequent hallucinations (10%
chance -50); intermittent fevers; shak-
ing; weakened temporary stats (each 1 +
[-1 to 100]). Withdrawal results in
immobility for 2-20 days (20% chance
of death).

Extreme — A slow death (1-50 months) due
to destruction of internal organs (e.g.
liver, kidneys, intestines). Withdrawal
results in immobility for 3-30 days
(40% chance of death).

GENETIC

Transmission: Hereditary.

Description: Strikes prior to outset of
character’s entry into game or at a
random moment during the game (e.g.
whenever he rolls an unmodified 123).

Mild — 01-80 = an allergy (D10: 1. dairy
products, 2. oak, 3. grass, 4. chocolate/
cacao, 5. a specific type of beast, 6.
alcohol, 7. a specific type of herb, 8-9.
ragweed, 10. tanning juices or oil); 81-
100 = mild dyslexia (double dev cost for
written languages).

Moderate — 01-30 = epilepsy (any un-
modified roll of 01 by character
results in immobilizing seizure
lasting 1-100 rounds); 31-50 =
colorblindness (D10: either 1-2.
complete, 3-5. blue/orange, or 6-10
red/ green); 51-80 = pronounced
dyslexia (quadruple dev cost for
written languages); 81-00 = narcolepsy
(any unmodified roll of 02 by charac-
ter results in 1-20 rounds of
unstirrable sleep).
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Severe — 01-20 - cell anemia (character
immune to specific disease such as
malaria but has a -25 Con penalty and
bleeds at 2x normal rate); 21-60 =
hemophilia (character bleeds at 4x
normal rate); 61-100 = diabetes (30 Con
penalty and character must prepare
own food specially or suffer 50%
chance of coma for 1-10 hours).

Extreme — Death in 1-100 days due to a
cancer, or some extreme form of the
plights listed above.

PNEUMONIC

Transmission: Inhalation.

Description: Strikes in 1-100 hours after
exposure.

Mild — Fever; sweating; dizziness (-20).

Moderate — Raging fever (-25); infected
wounds (if any -50); instability (-50 to
MM and missile attacks);

Severe — Immobilizing coma for 1-100 day;

Extreme — Death due to viral or bacterial
infection in 1-100 hours.

PSYCHIATRIC

Transmission: Environment.

Description: Strikes randomly, often as a
result of trauma.

Mild — Mild neuroses include: 01-10 =
stuttering; obsessions such as 10-25 =
cleanliness and 26-40 = directed
grudges; and light phobias such as 41-
75 = vertigo (-50 to balancing maneu-
vers) and 76-100 = claustrophobia.

Moderate — Strong neuroses include: 01-
75 = strong phobia (D10: 1. groups, 2.
open spaces, 3-4. heights, 5-6 con-
fined spaces, 7. water, 8. a specific
animal, 9. storms, 10. riding); 76-100 =
sexual disorder (D10: 1-2. fetish for
particular type of object, 3-4, voyeur-
ism, 5. sexual addiction, 6-7. exhibi-
tionism, 8. compulsive sexual attrac-
tion to children or dead bodies, etc.,
9. sadism, 10. masochism).

Severe — Psychoses include: 01-25 = manic/
depression; 26-50 = paranoia; 51-75 =
schizophrenia; 76-90 = hysteria; 91-100
= multiple personalities.

Extreme — Death in 1-50 weeks due to
suicide (01-90) or murder/ suicide
(91-100).

10.11 POISONS

Like diseases, poisons add spice and
intrigue to a game. Some characters use them
to coat weapons, while others perish after
ingesting a tasty but poisonous draught.
Their hidden dangers are frightening.

Poisons come in many forms. A
variety is detailed in the Poison section
below. Specific poisons are listed in the
Enchanted Herbs, Breads, and Poisons
Price Table located at the end of chapter
8. In both cases they are grouped in six
effect categories:

•  Circulatory
•  Conversion
•  Muscle
•  Nerve
•  Reduction
•  Respiratory
Handle resistance rolls versus poison

according to the disease RR guidelines
above. Recovery from the effects of poisons
should proceed in a manner similar to
recovery from injuries. For more on poi-
sons, see Creatures & Treasures.

POISON DESCRIPTIONS

The following section delineates the
impact of six categories of poisons, based
on their severity of effect (severity level).
Effects are cumulative, so that a victim
beset with two impairments — one reducing
his activity by -15 and the other by -25 — is
actually at -40. A victim experiencing
serious effects must also weather moderate
and mild effects. The effects of upper level
severities include all the lower severity
results in the same category.

Time of Effect — The time at which an
effect sets in is variable; however,
greater effects cannot precede lesser
effects, although they can be simulta-
neous. GMs should roll the time for the
severest effect first, thereby dictating
the upper limit for lesser symptoms.

Area of Effect — The area affected by a
poison often varies as well. Sometimes
the victim’s actions or the attack dictate
the point of entry and the area first
affected (e.g. a maneuver of critical
strike indicates that the snake injects
the nerve poison in the victim’s leg), but
occasionally there will be no indication
of the initially affected spot. In this
case, use the following location table.
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EFFECT DESCRIPTIONS

The following descriptions are general in
nature. Specific effects of certain poisons will
vary, even if classified according to these
categories. For poison descriptions located
elsewhere in Rolemaster, SpaceMaster, or
Shadow World, treat the stated effect as
extreme, applying the mild, moderate, and
severe effects from this table if the victim’s
RR indicates a lesser severity level.

CIRCULATORY POISONS

Mild — Beginning in 1-50 rounds and
lasting 1-50 hours: swelling around the
point of injection or ingestion; drowsi-

ness (-15); slightly blurred vision (-25).
Moderate — Beginning in 3-30 rounds:

lessening of motor coordination in legs
(-25 for leg maneuvers) and arms (-25 for
hand maneuvers); mild euphoria (-20).

Severe — Beginning in 5-50 rounds: discol-
oration and chills; incapacitating head-
aches (no activity; 1-10 hits/round until
unconsciousness or coma).

Extreme — Beginning in 10-100 rounds: death
due to circulatory failure (i.e. oxygen
starvation and associated waste poisoning).

CONVERSION POISONS

Mild — Beginning in 5-50 rounds: Queasi-
ness and an upset stomach (2-20 hits;-20).
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Moderate — Beginning in 10-100 rounds:
painful vomiting (3-30 hits; 10% chance
of incapacity each round).

Severe — Beginning in 2-200 rounds:
partial conversion (1-100%) of bodily
tissue to another form (with associated
disability; death if area affected is a
critical organ); victim at -51 to -100; lapse
into unconsciousness 1-50 rounds after
initial severe effect.

Extreme — Beginning in 20-200 rounds:
complete transformation of bodily
tissue to another form; death if area
critical to survival.

MUSCLE POISONS

Mild — Beginning in 3-30 rounds:
lightheadedness and swelling (-10); pain
(1-5 hits/round).

Moderate — Beginning in 5-50 rounds:
moderate loss of overall coordination
(-30); in any given round, there is 5%
chance muscles necessary to given action
will not operate.

Severe — Beginning in 1-10 hours: fever and
sweating; lapse into unconsciousness for
1-10 days.

Extreme — Beginning in 1 -50 hours: death
due to overall muscle failure (e.g. cessa-
tion of heart activity).

NERVE POISONS

Mild — Beginning in 1-10 rounds: mild loss
of thought and motor coordination
(-30).

Moderate — Beginning in 1-20 rounds:
nervous system shock (5-50 hits; -75).

Severe — Beginning in 2-20 rounds: stroke
(-100); temporary stats reduced by 1-80
(D100 roll, ignoring 81-100).

Extreme — Beginning in 2-50 rounds:
Death due to brain failure.

REDUCTION POISONS

Mild — Beginning in 10-100 rounds: great
pain (4 hits/round until unconscious).

Moderate — Beginning in 20-200 rounds:
bleeding through pores (3 hits/round).

Severe — Beginning in 30-300 rounds:
incapacitation; after 1-100 minutes lapse
into coma lasting 1-100 days.

Extreme — Beginning in 1-10 hours: death
due to dissolution of vital tissue, de-
struction of associated organs (e.g. liver
reduced to fluid).

RESPIRATORY POISONS

Mild — Beginning in 1-20 rounds: mild
euphoria (-20),

Moderate — Beginning in 2-20 rounds:
significant euphoria (-50); choking pain
(1-5 hits/round for 1-100 rounds).

Severe — Beginning in 1 -100 rounds:
uncontrollable coughing (1-10 hits/
round for 1-10 rounds); lapse into
unconsciousness; 50% chance of coma
for 1-10 days.

Extreme — Beginning in 2-200 rounds:
death due to respiratory failure and
associated oxygen starvation.

10.12 NON-PLAYER CHARACTERS

The actors in an FRP campaign are the
PCs and NPCs. They help dictate the flow and
provide the chief means of interaction be-
tween the participants. So, after creating the
setting and initiating the flow of events, the
GM should assemble the principal personali-
ties of the world, and develop a means of
providing less documented NPCs should the
need arise. Again a simple table or list sum-
marizing their capabilities and interrelations
proves invaluable. Once this is done the GM
is ready to start work on the PCs.

The NPCs comprise all the individuals
that run or figure prominently in the world,
and/or interact with the PCs. Some are
unique and spectacular. Most of them,
those that deal with the PCs in more mun-
dane ways, are simply individuals drawn
from the local culture.

GENERAL OR TYPICAL NPCS

The cultural summaries reflect the
typical appearance, dress, language, values,
and possibly motivation of members of the
various classes of each society. This gives
the GM the basis for drawing up typical
NPCs from those groups. One simply:

• Looks at the culture;
• Adds notes concerning the given class

or profession’s mood or attitudes;
• Details the scope of variation and

provides for it in the form of items
and special abilities; and

• Finally allows for individual
personalities.

A summary of typical NPCs should
emphasize statistical ranges rather than
specifics, since one is dealing with a general
class and not simply one individual. The
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precise information on an NPC drawn
from the given class might be ascertained
as late as the time of an encounter, and can
be achieved with a few dice rolls. (Remem-
ber that the ranges should reflect the type
of dice employed in your game. Percentage
ranges, for instance, do not fit well into a
game using exclusively six-sided dice.) A
good summary might cover both the
common class members and their leader-
ship, and include statistics for:

• Class name, the official or com-
monly used label

• Class size, including major sub-
groupings

• Number in units normally en-
countered

• Level
• Hits
• Dress and/or armor type
• Defensive bonus
• Whether they carry any shields or

parrying weapons, and what type
• Offensive bonuses for

both melee and
missile combat,
including the type and
any special adds of
their favored weapons

• Maneuver bonuses
for static and mov-
ing actions

• Skills and associated
skill ranks and
bonuses

• Spell using ability,
including their source
of power, power
points, resistance, and
the level and types of
favored spells or spell
lists they employ

• Character notes on
disposition, habits,
unusual physical
traits, likes and
prejudices, etc.

Average NPC statistics
drawn from Rolemaster are
listed in the Non-player
Character Table 10.18 in
Character Law. They help a
GM determine NPC combat
and spell characteristics.

Once the classes of typical
NPCs are documented, the

GM can place them on maps covering the
area in which they reside. This is normally
not necessary until NPCs enter the
society’s territory, however. The large
campaign map indicates the area(s) in
which their culture is prevalent, and when
PCs enter those regions, the more specific
maps come into play.

SPECIFIC NPCS

Powerful or prominent individuals
require more thorough and specific cover-
age than those described above. It is they
that run the societies that occupy and/or
dominate the world, and their personalities
affect the flow of events. The PCs often
hear much more about their peculiar quirks
as well. When documenting these folk the
GM should use the same procedure used
for the other NPCs; however, the data must
be accurate and not simply expressed as
ranges. In many cases, they are very impor-
tant or unusual members of classes already
described, and the task proves easy.
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Nonetheless, the character’s statistics
and personality notes should be more
extensive. Coverage of their political
alliances, family, and abode(s) should be
included. The GM may wish to generate
some or all of the NPCs in the same man-
ner as they would a PC.

The characters whose actions are not
under the control of a player (non-player
characters, NPCs) are usually under the
control of the GM. The extent to which
these “NPCs” are developed and interact
with the players is a factor that often deter-
mines much of the flavor and color in a
fantasy role playing game. A variety of
NPCs can often inject action and unique-
ness into a game. However, it is often a
difficult chore to determine the capabilities
and skills of a large number of NPCs. To
help alleviate some of this hassle, the Non-
Player Character Table 10.18 is provided.

This table provides a set of skill bo-
nuses for each of the professions described
in Character Law. A variety of other
statistics concerning each class is also
provided. Statistics for Levels 1, 3, 5, 7, 10, 15,
and 20 are given. To obtain the statistics
for some other level, merely extrapolate.

Separate statistics are given for Fighters,
Thieves, Rogues, Warrior Monks, Monks,
Rangers, and Bards. Statistics are given for
categories of the other character classes:
Pure spell users of Essence (Magicians,
Illusionists and Alchemists), Pure spell users
of Channeling (Clerics, Animists and
Healers), Pure spell users of Mentalism
(Mentalists, Lay Healers and Seers), and
Hybrid spell users (Sorcerers, Mystics and
Astrologers). These spell users are grouped
into categories because their capabilities
differ mainly in which spell lists they know.

These skill bonuses assume that the
NPC has average stats in his non-prime
requisites and 90’s in his prime requisites.
Race attributes, magic items, and spells do
not figure into these bonuses. Certain skill
bonuses are marked for Pure and Hybrid
spell users. The skills so marked will vary
for the professions within the category
being described. The skill bonus given is
for the profession within the category with
the average development cost. The
profession(s) with higher or lower than
average development costs should have its
bonus lowered or raised respectively.

10.13 THE PLAYER CHARACTERS

FRP games are social events, so a GM
should assemble a group of folks he enjoys
playing with, and who enjoy playing with
each other. Talk over the rules to be used,
particularly any unpublished material that
the players do not have access to. The GM
should also take care to explain his view on
the relationship between the players and
the GM. By establishing rules on participa-
tion, authority, and debate at the very
outset, later problems will be avoided.

At this point the GM can begin work-
ing on the individual PCs. Certain steps
will prove helpful:

Player Desires: Discuss the player’s desires
concerning their character’s nature and
background. Some players, notably
devoted role players, are very concerned
with the details of motivation and
emotion associated with their PC; others
have a burning desire to undertake a
particular quest. Still others have a
peculiar race or profession in mind. In
every reasonable case attempt to indulge
the player, after all this is a fantasy.

Game System: Help players unacquainted
with, or new to, the game system prac-
tice generating a character.

Game Setting: Make sure the player under-
stands the setting, given the limitations
of his character. Go over the general
political situation and discuss the
significant events and trends known to
the character.

Character Generation: Have the players
generate their characters using the
system chosen for the campaign. In the
case of Rolemaster, use the sequence for
creating and molding characters found
in chapter 2.0 of Character Law.

Character Background: Develop a general
background for the character, noting the
player’s desires and whatever data
derived from the character generation
process. You may wish to permit the
player to select or design elements
covering much of his own past. For
instance, optional rules for background
options can be found in chapter 6.
Whatever, the choice of attributes or
assets, incorporate them into the
character’s heritage. Include information
concerning the character’s (a) birthplace,
(b) family origin and history, (c) place of

10
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upbringing, (d) parents’ natures and
desires, (e) childhood and adolescent
experiences, (f) race and racial motivation,
(g) culture and cultural motivation, (h)
physical traits and peculiarities, and (i)
psychological character.

Current Status: Review the character’s
current situation, including his means
of livelihood (e.g. family trade, profes-
sion, etc.). Go over the events leading
up to the immediate moment at which
play begins.

Final Questions: Discuss the character
with the player, answering any lin-
gering questions and getting a clear
idea of the role the player desires.
Note any last minute requests for
more extensive material.

10.14 THE STARTING SCENARIO

With the NPCs detailed or provided for
and the characters generated, the campaign
can commence. At this point, the only
obstacle is a provision for starting the action
in motion. The GM needs to create the
scenario that will serve as the story’s open-
ing. It is important to be careful with this
first adventure, for it may set the tone for the
entire campaign. Some useful steps follow:

Sketch out locales surrounding the core
area. By using the rough foundation of the
core area, the GM should fill in the specific
features of the surrounding region, paying
particular attention to the places and
inhabitants along the routes out of or
connecting to the starting points for PCs.
This applies to local cultures, beasts, NPCs,
recent events, etc. These are constructs the
GM knows will interact with the players.

Example: A group of PC ruffians
gathers at an inn in search of a
lucrative expedition. The GM
should make sure the inn is com-
pletely laid out and detailed, but
he should also be careful to map
out the route the expedition will
take out of town, and provide for
the eventual destination.
Set up options for adventure. Develop

the situation in the starting locale in such a
way as to create avenues of adventure,
choices for the players. The number of
adventure options should correspond to
the amount of time the GM has to cover the

different routes the PCs might elect to take.
The GM should provide as many options
as they can manage, but no more.

Gather the characters. Start the PCs in
one or more common places, or bring them
together at one or more central locations.
This action will enable them to decide
whether or not they will adventure to-
gether. This can be accomplished in a
number of ways, notably via a:
Search — one or more PCs are specifically

seeking one another as a result of
their background;

Common job — advertising or general knowl-
edge tells the PCs to gather at a place if
they seek a well-paying job, such as guard
duty on a caravan or the clearing of a ruin;

Common danger — adversity such as a war
or bounty drives the PCs to a place of
relative safety;

Disaster — a catastrophe such as a famine or
shipwreck forces the PCs into a con-
fined area;

Public gathering — a fair, or contest brings
the PCs together in competition;

Private gathering — the PCs encounter one
another as representatives or witnesses
to a diplomatic or intellectual gather-
ing, parties to a conspiracy, or some
special private event;

Voyage — the PCs journey along a certain
route or to a set destination on the
same ship or caravan;

Imprisonment or flight — one or more PCs
are prisoners or slaves who have fled, or
are about to escape. Any other PCs
might be involved in aiding or accom-
panying them, should they so desire.

Regardless of the scenario, keep in
mind two factors when starting the group.

Allow for the PCs to purchase goods with
any cash they start with, either before the
outset of the campaign (e.g. before they left
home) or as a part of the opening adventure

Be clear regarding the feelings of the
players about each other and the various PCs.

10
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