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1.0 INTRODUCTION

The Combat Companion is an alternative
to Arms Law, and owes its origins to several
different sources. The new armor system and
combat moves were born out of the TV series
Arms in Action on the History Channel.
After listening and watching, Bruce, Tim, and
I came to the conclusion that the original
Arms Law was flawed, in both how armor
and combat worked. HARP was the first ICE
product to incorporate the new information
that we had learned, introducing a new
armor system and a host of new combat
actions that made fighters more fun and
more powerful. We decided that Rolemaster
players deserved the same perks as HARP
players: a flexible, customizable armor
system, fun combat actions, and fast combat.
The last is important is because while Arms
Law is a great product, running a Rolemaster
combat can be very slow.

Trying to translate historical fact into a
Fantasy RPG system is very difficult. Aside
from the obvious differences such as mon-
sters and magics, the most profound differ-
ence is one of scale. Historically armor is
designed to protect soldiers fighting in large
scale combat, not small groups of adventurers
trekking through the wilderness and monster-
infested ruins. Armor and weapons are also
designed with different philosophies and
purposes in mind. Lamellar armor, for ex-
ample, is designed primarily to deflect arrows
not melee weapons. The samurai combat
technique is based on a single, killing first
blow, putting it at odds with the European
style of sword play. Historians on the Arms in
Action series also raised the point that armor
provides protection mainly from “casual
blows,” and not from people actively trying to
kill you, that’s what parrying is for.

Chapter One Introduction
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We decided to focus on making armor
more realistic by incorporating different
historical armor types into the Combat
Companion, and creating a system that would
let characters mix and match different types
of armor since this also reflected historical
reality. We made it a little easier for
spellcasters to wear some armor in the process
and also revised the armor values of monsters.
We introduced combat moves as a tribute to
eastern and western martial arts, to make
combat more interesting. Finally, we created a
new set of combat tables to accompany the
new armor system.

At the request of our customers, we added
three new semi-spell using professions that
they and we felt were missing from RMC: The
Champion, the Elemental Warrior and the
Venturer. It was also time to give Fighters and
Martial Artists alternatives to the weapon
skills in Character Law; so the Combat
Companion introduces weapon and martial
arts style creation rules and new style skills.

1.1 GAMEMASTER’S WARNING

As with all non-core products, the material
in the Combat Companion is optional, and
not every option will be right for every game.
The Gamemaster should look at each option
carefully before allowing its use in his game.
He should also be sure to let his players know
in advance, which options he will be allowing
and which he will not be allowing.

RMSS/FRP FANS

Now, while most of these rules are de-
signed specifically for use with Rolemaster
Classic, we have included guidelines/rules for
using a number of the given options with
RMSS/FRP.

1.2 DESIGNER’S NOTES

This product has actually had a number of
designers and helpers throughout its writing.
Without all of that help and inspiration, this
product might have never come to fruition.

The RMC Team was a huge help, espe-
cially in working out the spell lists and
getting them balanced. It was a tough job at
times, and there was a lot of discussion
regarding some of the spell capabilities that
the professions should have, but I think that
the results were excellent.

David Johansen is the one who wrote the
critical tables for the new combat system. He
deserves a ton of thanks for that. He worked
from just a few notes and guidelines that I
had already prepared. I loved the flavor and
the uniqueness of the results.

Special Thanks:  We would also like to thank
Brawn and Rhonda Barber of The Schmithenner
Armory (www.schmitthenner.com), for taking the
time to patiently answer all of our questions
about making soft and hardened leather armor.

Chapter One Introduction
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2.0 PROFESSIONS

This section presents you with 3 new
professions; one for each of the realms of
magic. These professions are all semi-spell
users and warriors which address concepts
absent from  the core rules.

2.1 CHAMPION

The Champion is a semi-spell user of the
realm of Channeling. He is a holy warrior,
dedicated to supporting his church and the

clerical hierarchy of his religion. A Pala-
din is a Champion, but not all Champions
will fit the ideal of the Paladin.
Prime Stats:  In/St

CODE OF CONDUCT

Champions must have a Code of
Conduct which they must follow. This Code
should be worked out between the player
and the GM and it should reflect the tenets
of the faith to which the Champion sub-
scribes. Failure to follow this Code of
Conduct could result in a wide range of
punishments; from the Champion being
excommunicated from his religion (not
being allowed to learn any more portions
of his base spell lists) or even rejection by
his deity (loss of the ability to regain power
points). Such punishments usually require
that the Champion atone for the transgres-
sion before they are restored.

T ELBA 10-20 C NOIPMAH

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */2 stsiLllepS */4

rehtaeLdigiR */3 senuR 4

niahC */4 sdnaW&sevatS 6

etalP */5 gnilennahC 3

sllepSdetceriD 6

:sllikSlaicepS :sllikSlareneG
hsubmA 9 gnibmilC 8/3

scitsiugniL */3 gnimmiwS 6/2

sevoMlanerdA 7/2 gnidiR 5/1

esnefeDlanerdA 02 sparTgnimrasiD 6

strAlaitraM 8/3 skcoLgnikciP 8

tnempoleveDydoB 7/2 gnidiH&gniklatS 7/3

)lanoitpO(.veDPP 5 noitpecreP 7/2

:sllikSnopaeW 51;9;7;5;8/3;5/3

Chapter Two Professions
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SPELL LISTS

The Champion has
five spell lists. Four of those lists will are
common to all Champions. The fifth list
should be selected from Table 02-05 Deity
Specific Lists, and should be based upon the
aspect of the deity that the character worships.
Thus two Champions of the same reli-
gious order may each have a different
fifth spell list.

Faith’s Weapon – This spell list enhances
the Champion’s prowess in combat.

Faith’s Shield – This is spell list con-
tains defensive spells that allow the
Champion to protect himself.

Succor – This allows the Champion to
heal himself and others.

Holy Infusions – This spell list allows
the Champion to infuse himself with
the power of his deity for short
amounts of time.

Deity Specific List – This is a list
selected from Table 05-05 Deity
Specific Lists on page 15 and should be
based upon one of the aspects of the
deity that the Champion worships.

2.2 ELEMENTAL WARRIOR

The Elemental Warrior is a semi-spell user
of the realm of Essence. He is often called a

warrior mage. The Elemental
Warrior focuses on spells that
enhance their defenses and
combat skills. They special-
ize in a single element, and
many of their spells will
utilize visual effects that
are based upon the
selected element.

Elemental Warriors
often call themselves

names that are associated
with their chosen element.

An Elemental Warrior with
the chosen element of fire

might call himself a Fire-
brand, while one with the
chosen element of air might
call himself a Windblade, and
so forth. Such groupings are
often natural, and different

orders of Elemental Warriors
may be rivals due to their natural elemental
associations. Regardless of the name of a
specific sub-group, they all follow the broader
heading of the Elemental Warrior.
Prime Stats:  Em/Ag

T ELBA 20-20 E LATNEMEL W ROIRRA

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */3 stsiLllepS */4

rehtaeLdigiR */4 senuR 3

niahC */5 sdnaW&sevatS 5

etalP */6 gnilennahC 51

sllepSdetceriD 6/3

:sllikSlaicepS :sllikSlareneG
hsubmA 6 gnibmilC 9/3

scitsiugniL */3 gnimmiwS 6/2

sevoMlanerdA 7/2 gnidiR 6/2

esnefeDlanerdA 02 sparTgnimrasiD 8

strAlaitraM 3 skcoLgnikciP 8

tnempoleveDydoB 7/2 gnidiH&gniklatS 7/2

)lanoitpO(.veDPP 5 noitpecreP 7/2

:sllikSnopaeW 51;51;8;6;9/3;5/3
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SPELLS

Warrior’s Way – This is an offensive spell list
that enhances the casters combat prowess.

Warrior’s Shield – This defensive spell list
allows the caster to temporarily enchant
his clothing to provide better protection.

Warrior’s Bridge – This spell list gives the
caster extraordinary movement capabili-
ties like flight and teleportation.

Warrior’s Essence – This list grants the
caster a number of essence related abilities.

Warrior’s Element – This is the Elemental
Warrior’s elemental list. This list contains a
number of spells that work differently
dependent upon the element to which the
Elemental Warrior is dedicated to.

2.3 VENTURER

The Venturer is a
semi-spell user from the
realm of Mentalism.
He uses the powers of
his mind to enhance
his own abilities and
to aid in clouding and/
or controlling the
minds of others.
While many of his
abilities are like those
of the Mentalist, they
are not as powerful.
Prime Stats:  Pr/SD

SPELLS

Combat – This is
an offensive
spell list, which
is used to
enhance the
combat capa-
bilities of the
Venturer.
Sensing – This
spell list con-
tains spells that
expand the
character’s sens-
ing capabilities.
Control – This
spell list allows
the Venturer
some control
over others and
defends against
being controlled.
Body – This spell list allows the caster to
control his body in ways that are not
normally possible.
Healing – This spell list concentrates on
allowing the character to repair damage to
his body.

Chapter Two Professions
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T ELBA 30-20 V RERUTNE

:romrAnignirevuenaM :sllikSlacigaM
rehtaeLtfoS */2 stsiLllepS */4

rehtaeLdigiR */2 senuR 4

niahC */3 sdnaW&sevatS 6

etalP */4 gnilennahC 51

sllepSdetceriD 6

:sllikSlaicepS :sllikSlareneG
hsubmA 3 gnibmilC 7/3

scitsiugniL */3 gnimmiwS 6/2

sevoMlanerdA 6/2 gnidiR 6/2

esnefeDlanerdA 8 sparTgnimrasiD 4

strAlaitraM 7/2 skcoLgnikciP 4

tnempoleveDydoB 7/2 gnidiH&gniklatS 6/2

)lanoitpO(.veDPP 5 noitpecreP 6/2

:sllikSnopaeW 51;8;6;4;8/3;5/3

T ELBA 40-20 S YRADNOCE S LLIK D TNEMPOLEVE C TSO T ELBA

#DI llikS tatS .pmahC
.melE
.raW .tneV #DI llikS tatS .pmahC

.melE
.raW .tneV

)1 scitaborcA uQ/gA 6/2 6/2 4/2 )42 cisuM mE/gA 6/2 6/2 6/2

)2 gnitcA mE/rP 6/2 6/2 6/2 )52 noitagivaN nI/eR 5/2 6/2 4/2

)3 gnilaeHlaminA eR/mE 5/1 6/2 6/2 )62 gnikaeps-cilbuP rP/mE 6/2 5/2 6/2

)4 gnivaC eR/DS 6/2 6/2 6/2 )72 yretsam-epoR gA/eM 5/2 5/2 5/2

)5 snoitrotnoC DS/gA 6/2 6/2 5/2 )82 gniwoR tS/DS 6/2 6/2 6/2

)6 yrekooC eR/nI 6/2 6/2 6/2 )92 gniliaS nI/mE 6/2 6/2 6/2

)7 ecnaD nI/gA 6/2 6/2 6/2 )03 noitcudeS rP/mE 6/2 5/2 6/2

)8 gniviD gA/DS 6/2 6/2 6/2 )13 gnilangiS DS/eM 4/2 4/2 4/2

)9 noitacifislaF eR/DS 3 3 3 )23 gnigniS nI/rP 6/2 6/2 6/2

)01 diAtsriF mE/DS 4/2 4/2 4/2 )33 gniikS DS/gA 6/2 6/2 6/2

)11 gnihctelF DS/gA 4/2 4/2 4/2 )43 gnihtimS gA/tS 6/2 6/2 6/2

)21 gnigaroF eM/nI 5/2 6/2 5/2 )53 yretsam-llepS seiraV 5/3 5/2 5/3

)31 yznerF DS/mE 6/2 6/2 6/2 )63 gnizag-ratS eM/nI 6/2 6/2 6/2

)41 gnilbmaG rP/eM 6/2 4/2 6/2 )73 gnivrac-enotS gA/DS 6/2 6/2 6/2

)51 gnidreH rP/mE 7/3 7/3 7/3 )83 esiwteertS rP/nI 6/2 6/2 6/2

)61 gnitsuoJ gA/tS 5/1 6/2 6/2 )93 gniudbuS uQ/gA 6/3 5 4

)71 gnikrow-rehtaeL eR/gA 6/2 6/2 6/2 )04 gnikcarT eR/nI 4/2 4/2 4/2

)81 lareneG:eroL ER/eM 3/1 3/1 3/1 )14 gnidarT mE/eR 4/2 4/2 4/2

)91 lacigaM:eroL eR/eM 4/2 4/2 4/2 )24 gnidliub-parT mE/eR 6/2 6/2 6/2

)02 erucsbO:eroL eR/eM 6/2 6/2 6/2 )34 yrekcirT uQ/rP 6/2 4/2 6/2

)12 lacinhceT:eroL eR/eM 6/2 6/2 6/2 )44 gnilbmuT DS/gA 6/2 6/2 4/2

)22 scitamehtaM eM/eR 5/2 5/2 5/2 )54 gnihctaw-rehtaeW mE/nI 5/1 5/1 5/1

)32 noitatideM DS/rP 5/2 6/2 3/1 )64 gnivrac-dooW mE/gA 6/2 6/2 6/2

2.4 SECONDARY SKILLS

The above tables give the base costs
for the primary skills that are available
to each of the three new professions.
However, this does not cover the op-
tional secondary skills found within the
RMC Character Law pages 91-94.

Use the following table to determine
the DP cost of any secondary skills for
these three new professions.

Chapter Two Professions
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2.5 CHAMPION BASE LISTS

10) Radiant Faith II – As Radiant Faith, except that all
allies within the radius gain +5 to both RRs and DBs.

11) Full Shield – As Target Shield, except the bonus is +30.
12) Transcend Armor III – As Transcend Armor,

except that the modifiers are reduced by 30.
13) Dancing Shield III – As Dancing Shield, except

that the bonus provided is equal to the one from the
spell, Full Shield.

14) Faith’s Armor III – As Faith’s Armor, except that the
bonuses are +30 either RRs or DB or +15 to both.

15) Radiant Faith III – As Radiant Faith, except
that the bonus is +10 to bother RRs and DBs of
all allies    within its radius.

16) Wall Shield – As Target Shield, except that the
bonus is +40.

17) Transcend Armor IV – As Transcend Armor,
except the modifiers are reduced by 40.

18) Dancing Shield IV – As Dancing Shield, except
that the bonus provided is equal to the one from the
spell, Wall Shield.

19) Radiant Faith IV – As Radiant Faith, except that
the bonus to all allies within the radius is +20 to
both RRs and DB.

20) Faith’s Armor IV – As Faith’s Armor, except that the
bonus is +40 to either RRs or DB, or +20 to both.

25) Shield True – As Target Shield, except that the
bonus is +50.

30) Transcend Armor True – As Transcend Armor,
except that the modifiers are reduced by 75.

50) Faith’s Armor True – The caster gains +50 bonus
to both his RRs and his DB.
Note 1: The various shield spells, such as Target

Shield, Dancing Shield, and Normal Shield, do not stack.
Note 2: The various shield spells create physical

shields made out of magical force. They, excluding the
Dancing Shield spells, are wielded and used just as a
normal, non-magical shield of the same type.

Note 3: The Transcend Armor spells work as if the
options for ESF regarding armor, helms, and equip-
ment carried are being used. If they are not being used
normally, they should be allowed to be used for the
caster of this spell, but only when this spell is active.

Note 4: The Transcend Armor spells have a variable
duration. It will last from the time cast until the caster goes
to sleep or meditates for more than 1 hour, or for 24 hours,
whichever comes first.. At that point the spell will end..

Note 5: Several spells on this list create force
constructs. These creations are translucent and colored
according to the options from Spell Law regarding
spell colors (page 32).

F HTIA 'S S DLEIH C NOIPMAH B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 dleihStegraT fles lvl/dnr1 fles F

)2 romrAdnecsnarT fles seirav fles F

)3 dleihSgnicnaD fles lvl/dnr1 fles F

)4 romrAs'htiaF fles lvl/nim1 fles F

)5 htiaFtnaidaR R'01 lvl/nim1 fles F

)6 dleihSlamroN fles lvl/dnr1 fles F

)7 IIromrAdnecsnarT fles seirav fles F

)8 IIdleihSgnicnaD fles lvl/dnr1 fles F

)9 IIromrAs'htiaF fles lvl/nim1 fles F

)01 IIhtiaFtnaidaR lvl/R'1 lvl/nim1 fles F

)11 dleihSlluF fles lvl/dnr1 fles F

)21 IIIromrAdnecsnarT fles seirav fles F

)31 IIIdleihSgnicnaD fles lvl/dnr1 fles F

)41 IIIromrAs'htiaF fles lvl/nim1 fles F

)51 IIIhtiaFtnaidaR lvl/R'1 lvl/nim1 fles F

)61 dleihSllaW fles lvl/dnr1 fles F

)71 VIromrAdnecsnarT fles seirav fles F

)81 VIdleihSgnicnaD fles lvl/dnr1 fles F

)91 VIhtiaFtnaidaR lvl/R'1 lvl/nim1 fles F

)02 VIromrAs'htiaF fles lvl/nim1 fles F

)52 eurTdleihS fles lvl/dnr1 fles F

)03 .rTromrAdnecsnarT fles seirav fles F

)05 eurTromrAs'htiaF fles lvl/dnr1 fles F

FAITH’S SHIELD

1) Target Shield – The caster creates a shield out of glowing
magical energy that he may use as a mundane shield of the same
type. This shield provides a bonus of +10 to the caster’s DB.

2) Transcend Armor – This spell reduces all ESF modifiers from
armor, helm, and equipment by 10.  See the notes for this list
for more information.

3) Dancing Shield – As the spell Target Shield, except that the
shield will move on its own, as if it were being wielded by the
caster (i.e. it will not protect caster from attacks that the caster
could not use a non-magical shield to protect himself from).

4) Faith’s Armor – Caster gains either a +10 to his RRs or a +10 to
his DB, or +5 to both. He must select which at the time of casting.

5) Radiant Faith – All allies of the caster within the radius of the
spell gain +5 to their RRs. The caster is not affected by this spell.

6) Normal Shield – As Target Shield, except that the bonus is +20.
7) Transcend Armor II – As Transcend Armor, except that the

modifiers are reduced by 20.
8) Dancing Shield II – As Dancing Shield, except that it provides

the same bonus as the spell, Normal Shield.
9) Faith’s Armor II – As Faith's Armor  except that the bonuses

are +20 to either RRs or DB, or he may gain +10 to both..

Chapter Two Professions
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FAITH’S WEAPON

1) Consecrate Weapon – The caster permanently enchants a
single, non-magical weapon so that the other spells on this
list may be used with that specific weapon. Caster may only
have one consecrated weapon at a time.

2) Inspired Parry – The caster gains an additional +10
to his DB when parrying.

3) Divine Crit – Add +5 to all critical rolls made with
the consecrated weapon.

4) Exalted Grace – The caster gains a bonus of +1 per
level to his OB for the duration of the spell.

5) Stunning Blow – Attacks deliver +1 round of stun
with any critical that delivers stun.

6) Faith’s Edge – Any attack that delivers a crit with bleeding
damage has the bleeding increased by 1 hit per round.

7) Holy Strike – Attacks deal an additional Holy
Arms crit in addition to any melee critical of D
severity or higher.

8) Multi-Strike – The caster can make 2 attacks each
round for the duration of this spell. Each attack
receives a -50 modifier.

9) Inspired Parry II – Caster gains an additional +20
to his DB from all parries.

10) Sever Weapon – This spell allows the caster to destroy
his connection to his consecrated weapon, rendering
normal again. The weapon need not be present for this
spell to be cast, and the caster must wait at least 24 hours
before consecrating a new weapon.

11) Divine Crit II –Add +10 to all critical rolls made
with the consecrated weapon.

12) Exalted Grace II – Caster gains +2 per level bonus to OB.
13) Stunning Blow II – Caster deals 2 additional

rounds of stun with any critical that normally deals 1
or more rounds of stun. Deals 1 round of stun one
any critical that does not normally deal any stun.

14) Faith’s Edge II – Any attack that delivers a critical
with bleeding has that bleeding increased by 2 hits
per round. All other criticals receive a wound that
bleeds 1 hit per round.

15) Bless Weapon – The caster permanently enchants
his consecrated weapon with one of the 2nd through
8th level spells.

16) Multi-Strike II – Caster can make 3 attacks per
round with a -50 modifier OR make 2 attacks per
round with a -25 modifier. Caster must decide which
while casting the spell as he may not change back
and forth from one to the other.

17) Holy Strike II – Attacks deal an additional Holy
Arms critical in addition to any melee crit of B
severity or higher.

18) Inspired Parry True – Caster gains an additional
+30 to all parries made.

19) Multi-Strike True – Caster can make 4 attacks per round with a
-50 modifier, or 3 attacks per round with a -25 modifier, or 2
attacks per round with no modifier. Caster must select which at
the time of casting and may not change back and forth.

20) Exalted Grace True – Caster gains a bonus of +3 per level to his OB.
25) Hallowed Weapon – Caster may freely use all of the spells with an

“I” in their name at the simultaneously e for the duration of the spell.
30) Bless Weapon True – Caster enchants his consecrated weapon with

all of the abilities described in the spells with an “I” in their name.
50) Faith’s Weapon True – Caster may freely cast all of the spells

with an “II” in their name, at a rate of 1 spell per round, for the
duration of the spell.
Note 1: All spells on this list, except for Consecrate Weapon and

Sever Weapon, may only be used with a consecrated weapon.
Note 2: Spells of the same name do not stack.
Note 3: The Bless Weapon spells only work on a consecrated weapon,

and only as long as it remains consecrated.
Note 4: The Multi-Strike spells require 100% activity to perform,

regardless of how many strikes he makes in a round.
Note 6: Use the Holy Arms column from the Large Critical Table

for Holy crits against foes that do not normally receive Large or
Super-Large crits.

Note 7: Excessive use of Holy Strike against unworthy foes may
result in punishment by the deity and require atonement.

F HTIA 'S W NOPAE C NOIPMAH B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 nopaeWetarcesnoC nopaeW1 P hcuot F

)2 yrraPderipsnI fleS lvl/dnr1 fleS F

)3 tirCeniviD fleS lvl/dnr1 fleS F

)4 ecarGdetlaxE fleS lvl/dnr1 fleS F

)5 wolBgninnutS fleS lvl/dnr1 fleS F

)6 egdEs'htiaF fleS lvl/dnr1 fleS F

)7 ekirtSyloH fleS lvl/dnr1 fleS F

)8 ekirtS-itluM fleS lvl/dnr1 fleS F

)9 IIyrraPderipsnI fleS lvl/dnr1 fleS F

)01 nopaeWreveS fles P fles F

)11 IItirCeniviD fleS lvl/dnr1 fleS F

)21 IIecarGdetlaxE fleS lvl/dnr1 fleS F

)31 IIwolBgninnutS fleS lvl/dnr1 fleS F

)41 IIegdEs'htiaF fleS lvl/dnr1 fleS F

)51 nopaeWsselB nopaeW1 P hcuot F

)61 IIekirtS-itluM fleS lvl/dnr1 fleS F

)71 IIekirtSyloH fleS lvl/dnr1 fleS F

)81 eurTyrraPderipsnI fleS lvl/dnr1 fleS F

)91 eurTekirtS-itluM fleS lvl/dnr1 fleS F

)02 eurTecarGdetlaxE fleS lvl/dnr1 fleS F

)52 nopaeWdewollaH fleS lvl/dnr1 fleS F

)03 eurTnopaeWsselB fleS P fleS F

)05 eurTnopaeWs'htiaF fleS lvl/dnr1 fleS F
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HOLY INFUSIONS

1) Minor Holy Symbol– This spell infuses the caster’s holy symbol
with the power of his deity so that it may be used in conjunction
with other spells on this list. Enchanted Holy Symbols are only
magical for the caster them.

2) Symbol of Courage – All allies within the radius gain an extra RR
against fear or panic causing effects. Both the original and the
second roll are made with a +10 modifier.

3) Symbol Strike – Any creature, except the caster, touched by the caster’s Holy
Symbol must make a RR or receive an open-ended roll from the Holy Arms
column of the Large critical Table. This spell will only work on a target once
per casting, but the caster may touch a different target each round.

5) Symbol Repulsion – The caster holds forth his Holy Symbol and
any supernatural enemies of his faith (undead, demons, angels, etc.)
must make a RR or be repulsed from the sight of the symbol. They
will be unable to get within the radius for the duration.

6) Symbol of Calm – The caster holds forth his Holy Symbol and all
within the radius must make a RR or they will be unwilling to take
any aggressive/offensive action and they will fight only if attacked.

7) Lesser Holy Symbol – When cast, this enchants the Minor Holy Symbol so
that it reduces the PP cost of any spell cast, using the Holy Symbol as a focus,
by 1 PP. The caster must always supply at least 1 PP for spells that he casts.

8) Symbol Strike II – [RR Mod: -20] – As Symbol Strike, except with
the RR Mod -20.

9) Sever Symbol Link – This spell breaks the bond between
the caster and a Holy Symbol that he has created.

10) Greater Symbol of Courage – As Symbol of
Courage, except for the radius and the bonus is +20.

11) Symbol of Repulsion II – As Symbol of Repulsion,
except that those who fail their RR will flee from the
caster for the duration.

12) Major Holy Symbol – As Lesser Holy Symbol,
except that the Holy Symbol now reduces the PP cost
by 2 PP when it is used as a casting focus.

13) Symbol Strike III – [RR Mod: -40] – As Symbol
Strike, except with the increased RR Mod -40.

14) Communion Prayer – Caster prays to his deity and
receives a basic “yes” or “no” answer to a single question.

15) Greater Symbol of Calm – As Symbol of Calm,
except for the radius.

16) Symbol Repulsion III – As Symbol Repulsion II,
except that those that fail their RR will receive a Holy
critical before they flee.

17) Greater Holy Symbol – As Lesser Holy Symbol,
except that the Holy Symbol now reduces the PP cost
by 3 PP when it is used as a casting focus.

18) Symbol Strike IV – [RR Mod: -60] – As Symbol
Strike, except with the increased RR Mod -60.

19) Symbol Repulsion True – As Symbol Repulsion II,
except that all that fail their RR are banished to their
home plane if they are from another plane, or
destroyed otherwise.

20) Holy Symbol True – As Lesser Holy Symbol, except
that the Holy Symbol now reduces the PP cost by 4
PP when it is used as a casting focus.

25) Greater Communion Prayer – As Communion
Prayer, except that the question/issue may be more
complex and the answer is more detailed, though
given in imagery and symbolism.

30) Symbol Strike True – [RR Mod: -100] – As Symbol
Strike, except with the increased RR Mod -100.

50) Avatar – The character is infused with the power
and spirit of his deity for the duration of the spell. He
gains a +100 to any actions that further the goals of
the deity, including OB and DB. The GM determines
which actions get this bonus. The character also
undergoes temporary physical changes that make him
more resemble the deity for the duration of the spell.

Note 1: The Holy Symbol created is specifically tied to the
caster and will not work for anybody else. It lose all power
upon the death of the caster.

Note 2: Any Holy Symbol that has had its connection
severed with the 9th level spell can never again be used as a
Holy Symbol for the caster.

Note 3: To make a “touch” attack for the Symbol Strike
spells, the caster must make a Medium Moving Maneuver,
adding in the average of his Agility and Quickness stat
bonuses, or using his Spell Mastery skill for these spells, and
subtracting his target’s DB. A result of 100 or higher
indicates a successful attack, and the foe then gets his RR

H YLO I SNOISUFN C NOIPMAH B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 lobmySyloHroniM meti1 P hcuot F

)2 egaruoCfolobmyS R'01 lvl/dnr1 fles U

)3 ekirtSlobmyS fles lvl/dnr1 hcuot F

)4

)5 noislupeRlobmyS R'01 lvl/dnr1 fles F

)6 mlaCfolobmyS R'01 lvl/dnr1 fles mF

)7 lobmySyloHresseL meti1 P hcuot F

)8 IIekirtSlobmyS fles lvl/dnr1 hcuot F

)9 kniLlobmySreveS fles P fles F

)01 egaruoCfo.bmySrtrG lvl/R'1 lvl/dnr1 fles U

)11 IInoislupeRlobmyS lvl/R'1 lvl/dnr1 fles F

)21 lobmySyloHrojaM meti1 P hcuot F

)31 IIIekirtSlobmyS fles lvl/dnr1 hcuot F

)41 reyarPnoinummoC fles rh1 fles I

)51 mlaCfolobmySrtrG lvl/R'1 lvl/dnr1 fles mF

)61 IIInoislupeRlobmyS lvl/R'1 lvl/dnr1 fles F

)71 lobmySyloHretaerG meti1 P hcuot F

)81 VIekirtSlobmyS fles lvl/dnr1 hcuot F

)91 eurTnoislupeR.bmyS lvl/R'1 lvl/dnr1 fles F

)02 eurTlobmySyloH meti1 P hcuot F

)52 reyarP.mmoCrtrG fles rh1 fles I

)03 eurTekirtSlobmyS fles lvl/dnr1 hcuot F

)05 ratavA fles lvl/dnr1 fles F
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against the spell.

SUCCOR

1) Healing – The target is healed of 1d10
concussion hits.

2) Clotting – The caster ca stop the bleeding on a
wound that is bleeding at a rate of 1 hit per round.
The target may not move for an hour or the
bleeding will restart.

3) Minor Frost/Burn Relief – Heals one area, of up
to 1 square foot, of mild frostbite or up to a 2nd
degree burn.

4) Minor Fracture Repair – The caster can acceler-
ate the healing of one simple fracture (not
compound fractures, shatters, joint damage, etc.).
Recovery time is 24 hours.

5) Healing III – The target is healed of 3d10
concussion hits.

6) Stun Relief – The target is relieved of one round
of accumulated stun.

7) Cut Repair – The caster to stop bleeding from one
wound that it bleeding at a rate of 1 hit per round.

8) Major Fracture Repair – As Minor Fracture
Repair, except that the caster can also repair
compound fractures. Recovery time is 24 hours.

9) Poison Resistance – For the duration of this spell,
the targets gets an additional RR versus any poison.

10) Minor Vessel Repair – The caster can com-
pletely mend a damaged minor blood vessel (a
vessel that bleeds at up to 2 hits per round, not
major arteries or veins).

11) Healing V – The target is healed of 5d10
concussion hits.

12) Minor Muscle/Tendon Repair –The caster can
repair (not replace or regrow) one damaged muscle
or tendon. Recovery time is 24 hours.

13) Major Frost/Burn Relief – As Minor Frost/Burn
Relief, except that any one area of frostbite or burn
may be repaired. Recovery takes 24 hours.

14) Stun Relief II – As Stun Relief, except that 2 rounds
of accumulated stun are removed.

15) Shatter Repair – The caster can repair any broken
or shattered bone. Recovery time is 1-10 hours.

16) Healing X – The target is healed of 10d10
concussion hits.

17) Stasis – Target is placed in a state of suspended
animation until the damage is healed or the target’s
brain is destroyed. This spell will subconsciously
trigger for the caster if he receives a death blow.

18) Major Vessel Repair – As Minor Vessel Repair,
except that it will repair a vessel or artery that is

bleeding up to 5 hits per round.
19) Major Muscle/Tendon Repair – As Minor Muscle/Tendon Repair,

except that it can regrow missing or destroyed muscles or tendons.
Recovery time is 24 hours.

20) Unpoison – Caster can remove any one poison from target. This
spell will not repair any damage already caused by the poison, but
it prevents further damage from occurring.

25) Stun Relief True – As Stun Relief, except all rounds of stun
are removed.

30) Vessel Repair True – As Minor Vessel Repair, except that all
bleeding is healed.

50) Succor – Caster may freely cast any one lower level spell on this
list each per round.
Note 1: Stun Relief removes 1 or more rounds of stun from the

total number that is affecting the target. This does not allow the
character to have 1 or more rounds of normal action before the stun
resumes, it removes the worst stuns from the overall duration and
the rest still apply immediately.

Note 2: Other than the Stun Relief and Stasis spells, no other spells
on this list are subconscious normally. However, should the caster be
affected by his own Stasis spell, as triggered by the caster receiving a
death blow, then he may use all of the other spells on the list as if
they were subconscious spells until he is healed.

S ROCCU C NOIPMAH B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 gnilaeH tegrat1 P hcuot H

)2 gnittolC tegrat1 P hcuot H

)3 feileRnruB/tsorFrnM tegrat1 P hcuot H

)4 riapeRerutcarFrnM tegrat1 P hcuot H

)5 IIIgnilaeH tegrat1 P hcuot H

)6 feileRnutS tegrat1 P hcuot sH

)7 riapeRtuC tegrat1 P hcuot H

)8 riapeR.tcarFrjM tegrat1 P hcuot H

)9 ecnatsiseRnosioP tegrat1 lvl/nim01 hcuot H

)01 riapeRlesseVrnM tegrat1 P hcuot H

)11 VgnilaeH tegrat1 P hcuot H

)21
.dneT/.csuMrnM

riapeR
tegrat1 P hcuot H

)31 feileRnruB/tsorFrjM tegrat1 P hcuot H

)41 *IIfeileRnutS tegrat1 P hcuot sH

)51 riapeRrettahS tegrat1 P hcuot H

)61 XgnilaeH tegrat1 P hcuot H

)71 sisatS tegrat1 P hcuot sH

)81 riapeRlesseVrjM tegrat1 P hcuot H

)91 riapeR.dneT/.csuMrjM tegrat1 P hcuot H

)02 nosiopnU tegrat1 P hcuot H

)52 *eurTfeileRnutS tegrat1 P hcuot sH

)03 eurTriapeRlesseV tegrat1 P hcuot H

)05 roccuS fleS lvl/dnr1 fleS H
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Chapter Two Professions

DEITY SPECIFIC LISTS

As described in section 2.1, each Cham-
pion has a single list that is devoted to an
aspect of the deity that they worship. The
Champion is allowed to select a single spell
list from one of the spheres that are associ-
ated with the deity that he worships. If more
than a single list is given, that means that
there are different foci for that Sphere and it
is up to the player to select which spell list
will become his last Base List.

Table 02-05 Deity Specific Lists shows a
number of “Spheres of Influence” along with
one or more spell lists for each sphere. This is
not a complete list of available spheres, and
the spell lists given for each sphere should not
be taken as an absolute.

Ideally, instead of using the following
list, the GM will create a short list for each of
the deities in the campaign setting that he is
using and the player of a Champion will
select his last list based upon the religion of
his character.
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2.6 ELEMENTAL WARRIOR BASE LISTS

WARRIOR’S WAY

1) Weapon Link – This spell creates a bond between the caster’s aura and
his chosen weapon and allows the other spells from this list to work with
the linked weapon. Caster may only have 1 linked weapon at a time.

2) Improved Parry – The caster gains an additional +10 to his DB
when parrying.

3) Staggering Blow – All successful attacks deal an additional +10 hits
of damage. A successful attack is one that causes damage.

4) Warrior’s Grace – The caster a bonus of +1 per level to his OB for
the duration of the spell.

5) Savage Critical – Add +5 to all critical rolls made with the linked weapon.
6) Stunning Blow – Attacks deliver +1 round of stun with any critical

that delivers a stun result.
7) Weapon’s Edge – Caster delivers +1 hit per round with any critical

results that contain Bleeding.
8) Multi-Strike – The caster is able to make 2 attacks each round for

the duration. Each attack receives a -50 modifier.
9) Lesser Elemental Weapon – Caster’s attacks do a secondary

elemental critical, of 2 severities less than any normal critical
delivered. The type of critical is based upon the element that the
caster is specialized in. “B” = A-25; “A” = A-50.

10) Sever  Weapon Link – This spell allows the caster to destroy the
connection between himself and his linked weapon, rendering it a
normal weapon, and allowing the caster to to link to another

weapon. The weapon need not be present for this
spell to be cast, and the caster must wait at least 24
hours before linking to a new weapon.

11) Improved Parry II – Caster gains an additional
+20 to his DB from all parries.

12) Staggering Blow II – Caster deals an additional
+20 hits of damage with a successful attack.

13) Warrior’s Grace II – Caster gains +2 per level
bonus to OB.

14) Savage Critical II – Attacks are more deadly
overall. Add +10 to all critical rolls made with the
consecrated weapon.

15) Stunning Blow II – Caster deals 2 additional rounds
of stun with any critical that normally deals 1 or more
rounds of stun.  Deals 1 round of stun one any
successful attack that does not normally deal any stun.

16) Weapon’s Edge II – Any attack that delivers a
critical with bleeding has that bleeding increased by
2 hits per round. All other successful attacks receive a
wound that bleeds 1 hit per round.

17) Warrior’s Weapon – This spell allows the caster to
permanently enchant his linked weapon with one of
the spells  between 2nd and 9th level.  Caster may
only have 1 instance of this spell active at a time.

18) Multi-Strike II – Caster is able to make 3 attacks
per round with a -50 modifier OR make 2 attacks
per round with a -25 modifier. Caster must decide
which while casting the spell as he may not change
back and forth from one to the other.

19) Greater Elemental Weapon – As Lesser Elemental
Weapon, except that the critical is one severity less
than normal.

20) Warrior’s Grace True – Caster gains a bonus of +3
per level to his OB.

25) Multi-Strike True – Caster is able to make 4 attacks
per round with a -50 modifier, or 3 attacks per round
with a -25 modifier, or 2 attacks per round with no
modifier. Caster must select which at the time of
casting and may not change back and forth.

25) Elemental Weapon True – As Lesser Elemental
Weapon, except that the critical is of equal severity.

50) Warrior’s Way – Caster may freely cast all of the
spells with an “II” in their name for the duration.
Note 1: All of the spells on this list work only with a

weapon prepared with the spell Weapon Link.  Should
the link ever be severed, the weapon is unusable for
this list and even a Permanent ability such as the one
gained by Warrior’s Weapon will be lost.

Note 2: Spells of the same name do not stack. Note
3: The Multi-Strike spells require 100% activity to
perform the strikes.

Note 4: The Elemental Weapon spells and the
Warrior’s Weapon spell all make the  caster’s weapon be
considered Magical for which column is used when
making attacks on Large and Super-Large creatures.
The Elemental Weapon spells may also allow the
weapon to use the slaying column against elemental
based creatures of the opposite element.

W ROIRRA 'S W YA E .MEL W ROIRRA B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 kniLnopaeW nopaew1 P hcuot F

)2 yrraPdevorpmI fleS lvl/dnr1 fleS F

)3 wolBgnireggatS fleS lvl/dnr1 fleS F

)4 ecarGs'roirraW fleS lvl/dnr1 fleS F

)5 lacitirCegavaS fleS lvl/dnr1 fleS F

)6 wolBgninnutS fleS lvl/dnr1 fleS F

)7 egdEs'nopaeW fleS lvl/dnr1 fleS F

)8 ekirtS-itluM fleS lvl/dnr1 fleS F

)9 .paeW.melE.rssL fleS lvl/dnr1 fleS F

)01 kniLnopaeWreveS fleS P fleS F

)11 IIyrraPdevorpmI fleS lvl/dnr1 fleS F

)21 IIwolBgnireggatS fleS lvl/dnr1 fleS F

)31 IIecarGs'roirraW fleS lvl/dnr1 fleS F

)41 IIlacitirCegavaS fleS lvl/dnr1 fleS F

)51 IIwolBgninnutS fleS lvl/dr1 fleS F

)61 IIegdEs'nopaeW fleS lvl/dr1 fleS F

)71 nopaeWs'roirraW nopaew1 P hcuot F

)81 IIekirtS-itluM fleS lvl/dr1 fleS F

)91 .paeW.melErtrG fleS lvl/dr1 fleS F

)02 eurTecarGs'roirraW fleS lvl/dr1 fleS F

)52 .eurTekirtS-itluM fleS lvl/dr1 fleS F

)03 .rT.paeW.melE fleS lvl/dr1 fleS F

)05 yaWs'roirraW fleS lvl/dr1 fleS F
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WARRIOR’S SHIELD

1) Target Shield – This spell allows the caster to create
a shield out of glowing magical energy that he may
use as a mundane shield of the same type. This
shield provides a bonus of +10 to the caster’s DB.

2) Mystical Armor – This spell surrounds the caster
in a glowing (visible in daylight), translucent field
of mystical force. This protects the caster as if he
were wearing AT 5 (AR 3 +2 DB). This magic
armor has no maneuver or casting penalties.

3) Dancing Shield – As the spell Target Shield, except
that the shield will move on its own, as if it were
being wielded by the caster (i.e. it will not protect
caster from attacks that the caster could not use a
non-magical shield to protect himself from).

4) Deflect Missile – Any one physical missile, or
thrown weapon, within range, and within the
caster’s field of vision, has its OB modified by -50.

5) Deflect Bolt – Any one magically created missile
or bolt within the caster’s field of vision has its OB
modified by -50.

6) Normal Shield – As Target Shield, except that the
bonus is +20.

7) Mystical Armor II – As Mystical Armor, except
that it protects as AT 8 (AR 5 +6 DB).

8) Dancing Shield II – As Dancing Shield, except
that it provides the same bonus as the spell,
Normal Shield.

9) Deflect Missile II – As Deflect Missile, except that
2 missiles may have their OB modified by -50 or
one missile may have its OB modified by -75.

10) Deflect Bolt II – As Deflect Bolt, except that 2 magical
missiles or bolt may have their OB modified by -50 or
one missile may have its OB modified by -75.

11) Full Shield – As Target Shield, except the bonus is +30.
12) Mystical Armor III – As Mystical Armor, except

that it protects as AT 13 (AR 8 +5 DB).
13) Dancing Shield III – As Dancing Shield, except

that the bonus provided is equal to the one from the
spell, Full Shield.

14) Deflect Missile III – As Deflect Missile, except that
3 missiles may have their OB modified by -75 or one
missile may have its OB modified by -100.

15) Deflect Bolt III – As Deflect Bolt, except that 3
missiles may have their OB modified by -75 or one
missile may have its OB modified by -100.

16) Wall Shield – As Target Shield, except that the
bonus is +40.

17) Mystical Armor IV – As Mystical Armor, except
that it protects as AT 16 (AR 10 +25 DB).

18) Dancing Shield IV – As Dancing Shield, except that
the bonus provided is equal to the one from the
spell, Wall Shield.

19) Deflect Missile True – As Deflect Missile, except
that as many as 1 missile per level has its OB
modified by -100.

15) Deflect Bolt True – As Deflect Bolt, except that as many as 1
magical bolt per level has its OB modified by -100.

25) Shield True – As Target Shield, except that the bonus is +50.
30) Mystical Armor True – As Mystical Armor, except that it protects

as AT 20 (AR 10 +25 DB).
50) True Deflections – All physical missiles and magical bolts and

missiles within 100' of the caster are modified by -100 to their OB.
Note 1: The shield spells do not stack. Only one shield spell may

be active at any time.
Note 2: The shield spells, excluding the Dancing Shield spells,

create physical shields made out of magical force. They are wielded
and used just as a normal, non-magical shield of the same type
would be used. The Dancing Shield spells work in the same manner,
except that the caster does not have to physically wield it or even
make motions for it.

Note 3: The force field that encases the caster when using the
Mystical Armor spells will have coloration and visual aspects related
to the caster’s element.

Note 4: Several spells on this list (the Shield and Dancing Shield
spells) create force constructs. These creations are translucent and
colored according to the options from Spell Law regarding spell
colors. All constructs are treated as if they are the equivalent of steel
for attacks made against them (page 32).

Note 5: The Mystical Armors all impose certain drawbacks while
the spells are active. The caster has a Quickness Penalty of 10; a
Missile Attack Penalty of 15; and a Maneuver Modification of -10.
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lvL llepS EfoA noitaruD egnaR epyT
)1 dleihStegraT fleS lvl/dnr1 fleS F

)2 romrAlacitsyM fleS lvl/nim1 fleS F

)3 dleihSgnicnaD fleS lvl/dnr1 fleS F

)4 *elissiMtcelfeD elissim1 -- '001 F

)5 *tloBtcelfeD tlob1 -- '001 F

)6 dleihSlamroN fleS lvl/dnr1 fleS F

)7 IIromrAlacitsyM fleS lvl/nim1 fleS F

)8 IIdleihSgnicnaD fleS lvl/dnr1 fleS F

)9 *IIelissiMtcelfeD seirav -- '001 F

)01 *IItloBtcelfeD seirav -- '001 F

)11 dleihSlluF fleS lvl/dnr1 fleS F

)21 IIIromrAlacitsyM fleS lvl/nim1 fleS F

)31 IIIdleihSgnicnaD fleS lvl/dnr1 fleS F

)41 *IIIelissiMtcelfeD seirav -- '001 F

)51 *IIItloBtcelfeD seirav -- '001 F

)61 dleihSllaW fleS lvl/dnr1 fleS F

)71 VIromrAlacitsyM fleS lvl/nim1 fleS F

)81 VIdleihSgnicnaD fleS lvl/dnr1 fleS F

)91 *eurTelissiMtcelfeD seirav -- '001 F

)02 *eurTtloBtcelfeD seirav -- '001 F

)52 eurTdleihS fleS lvl/dnr1 fleS F

)03 .rTromrAlacitsyM fleS lvl/nim1 fleS F

)05 snoitcelfeDeurT seirav -- '001 F
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WARRIOR’S BRIDGE

1) Leaping – The target can leap 50' laterally or 20' vertically in the
round that the spell was cast.

2) Landing – The target can land safely in a fall of up to 20' per level of
the caster; and to take that distance off longer falls.

3) Short Door – The caster can teleport himself to a point up to 5' per
level away, but there can be no intervening “barriers” between the
caster and the point. A “barrier” is anything the caster could not
physically go through. A door is a barrier, a pit is not.

4) Portal –The caster can create a portal in any sort of wooden barrier,
or other non-magical barriers of a similar density. Once created,
anyone may pass through the portal.

5) Bridge – The caster can create a magical bridge of force. The bridge
may be any length and width, so long as the total square footage does
not exceed 50' and both ends rest upon a solid surface.

6) Platform – Creates a 5' radius disc of force. This disc is immobile,
but does not need to rest on anything. It can support up to 1,000 lbs.

7) Short Door II – As Short Door, except that the distance is 10' per
level of the caster; or a distance of 5' per level of the caster and
through non-magical barriers.

8) Portal II – As Portal, except for the distance of the portal, and that it
can be through any non-magical substance except metal.

9) Bridge II – As Bridge, except that the total square
footage of the bridge cannot exceed 100'.

10) Platform II – As Platform, except that the disc has
a 10' radius. Alternatively, the radius can remain at 5'
and the disc may move up or down, no lateral
movement, at a rate of 10' per round.

11) Short Door III – As Short Door II, except that the
caster may teleport 10' per level and through non-
magical barriers.

12) Mass Short Door – The caster and all within a 5'
radius who fail their RR are transported to a
destination of the caster’s choice. The destination
may be up to 10' per level of the caster away, and
may be through non-magical barriers.

13) Bridge III – As Bridge, except the total square
footage does not exceed 200'.

14) Platform III – As Platform, except that the disc
has a 10' radius and it can move in any direction at a
rate of 5' per round, or a 5' radius disc that can move
up or down only at a rate equal to 1/2 of the caster’s
Base Movement Rate (BMR).

15) Portal III – As Portal II, except that it can be
through any non-magical material.

16) Short Door IV – As Short Door III, except that the
distance is 30' per level of the caster.

17) Platform IV – As Platform, except that the disc
has a 10' radius and can move in any direction at a
rate equal to the caster’s BMR.

18) Mass Short Door II – As Mass Short Door, except
that the radius of effect is 10' and the distance that
can be teleported is 100' per level of the caster.

19) Short Door True – As Short Door, except that the
caster may teleport a distance equal to 1 mile per level.

20) Platform True – As Platform, except that the disc
may move at speeds up to twice the caster’s BMR
and the disc has a 10' radius.

25) Bridge True – As Bridge, except that the total
square footage does not exceed 500'.

30) Portal True – As Portal III, except that the portal
may be through any substance, including magical
substances.

50) Mass Short Door True – As Mass Short Door II,
except that the radius is 50' and the caster may
selectively choose which persons, other than himself,
within that radius may be teleported.
Note: Several spells on this list create force

constructs. These creations are translucent and
colored according to the options from Spell Law
regarding spell colors. All constructs are treated as if
they are the equivalent of steel for attacks made
against them (page 32).
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lvL llepS EfoA noitaruD egnaR epyT
)1 *gnipaeL tegrat1 dnr1 ’001 U

)2 *gnidnaL tegrat1 seirav ’001 U

)3 rooDtrohS fles - fles U

)4 latroP '3x'6x'3 lvl/dnr1 hcuot F

)5 egdirB tfqs05 lvl/nim1 '01 F

)6 mroftalP R'5 lvl/dnr1 '01 F

)7 IIrooDtrohS fles - fles U

)8 IIlatroP lvl/'1x'6x'3 lvl/dnr1 hcuot F

)9 IIegdirB tfqs001 lvl/nim1 '01 F

)01 IImroftalP seirav lvl/nim1 '01 F

)11 IIIrooDtrohS fles - fles U

)21 rooDtrohSssaM R'5 - fles F

)31 IIIegdirB tfqs002 lvl/nim1 '01 F

)41 IIImroftalP seirav lvl/nim1 '01 F

)51 IIIlatroP lvl/'1x'6x'3 lvl/dnr1 hcuot F

)61 VIrooDtrohS fles - fles U

)71 VImroftalP R’01 lvl/nim1 '01 F

)81 IIrooDtrohSssaM R'01 - fles F

)91 eurTrooDtrohS fles - fles U

)02 eurTmroftalP R’01 lvl/nim1 '01 F

)52 eurTegdirB tfqs005 lvl/nim1 '01 F

)03 eurTlatroP lvl/'1x'6x'3 lvl/dnr1 hcuot F

)05 .rTrooDtrohSssaM R’05 - fles U
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WARRIOR’S ESSENCE

1) Cancel Essence – When a spell of the Essence
Realm is cast against the caster (of this spell), the
attack spell must first make a successful RR before
the caster is forced to make a RR. For the first RR,
the attack level is the level of the caster of this
spell, and the defender level is the level of the
caster of the attacking spell. If this first RR is
successful, then the attack proceeds normally.

2) Cancel Mentalism – As Cancel Essence, except
against Mentalism spells.

3) Cancel Channeling – As Cancel Essence, except
against Channeling spells.

4) Change Size – Caster is able to alter his size/mass
(usually height and weight), and the size of all
worn possessions by up to 25%, either larger or
smaller. This does not change the caster’s strength
in any way, except for movement purposes.

5) Unpower Item – Target magical item must make
a RR against the level of the caster or lose its
abilities for 1 day. This spell will not work against
items that are held, worn, or carried by another.

6) Dispel Magic – Target spell must make a RR
against the caster of this spell or be dispelled. The
defender level is the level of the caster of the target
spell if known, or the level of the spell itself if level
of caster is not known. The target spell gets a +30
modifier to its RR.

7) Hold Kind – Humanoid target is restricted to 25%
normal activity (i.e. all actions require 4x the normal
amount of activity to accomplish) due to the
thickening of the air around the target. Any attacks
against a target held in this manner will disrupt the
field and cancel the spell.

8) Change Size II – As Change Size, except that the size
variation may be up to 50% of normal.

9) Hold Kind II – As Hold Kind , except for the duration.
10) Unpower Being I – If the target fails their RR, they

lose 50% of their total Power Points for 1 day.
11) Dispel Magic II – As Dispel Magic, except that the

defending spell gets a modifier of +10 to its RR.
12) Hold Any – As Hold Kind, except that it may be

used against any target.
13) Unpower Being II – As Unpower Being, except that

all Power Points are lost for the duration.
14) Change Size III – As Change Size, except that the

size variation is up to 75% of normal.
15) Dispel Magic III – As Dispel Magic, except that the

defending spell does not get a modifier to its RR.
16) Mass Hold Kind – As Hold Kind II, except that it may

affect up to 1 humanoid target per level of the caster, and if
the hold is broken on any one, then it breaks for all targets.

17) Cancel True – As Cancel Essence, except that it works
against all realms.

18) Mass Hold Any – As Mass Hold Kind, except that it may be used
against any target.

19) Lord Unpower – As Unpower Item and Unpower Being II, except
that the duration is 1 week.

20) Dispel Magic True – As Dispel Magic, except that the defending
spell gets a modifier of -20 to its RR.

25) Change Size True – As Change Size, except that size variation is
up to 90% of normal.

30) Mass Hold True – As Mass Hold Any, except for duration.
50) Unpower True – As Lord Unpower, except for duration.

Note 1: Attacks made by a character who has changed his size are
made normally, and a percentage of the overall damage is applied to the
target based on the character’s actual size. Round up as required. For
example, a character at 50% normal size will do only 50% of the damage
rolled (1/2 round of stun would be rounded up to 1 round of stun).

Note 2: If the Hold XXX spell is broken, the target of that spell
gets to complete whatever action he was attempting before the
character that broke the spell gets to resolve his action.

Note 3: Targets of Hold XXX spells may not make attacks or cast
spells, other than instantaneous or subconscious spells while held.
Even if allowed to cast such spells, the target may not perform any
actions that might be indicated, such as with the Leaping spell.
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lvL llepS EfoA noitaruD egnaR epyT
)1 *ecnessElecnaC fleS C fleS F

)2 *msilatneMlecnaC fleS C fleS F

)3 *gnilennahClecnaC fleS C fleS F

)4 eziSegnahC fleS lvl/nim1 fleS U

)5 metIrewopnU tegrat1 yad1 '05 F

)6 cigaMlepsiD lleps1 - '01 F

)7 dniKdloH tegrat1 C '001 F

)8 IIeziSegnahC fleS lvl/nim1 fleS U

)9 IIdniKdloH tegrat1 lvl/dnr1 '001 F

)01 IgnieBrewopnU tegrat1 yad1 '05 F

)11 IIcigaMlepsiD lleps1 - '05 F

)21 ynAdloH tegrat1 lvl/dnr1 '001 F

)31 IIgnieBrewopnU tegrat1 yad1 '05 F

)41 IIIeziSegnahC fleS lvl/nim1 fleS U

)51 IIIcigaMlepsiD lleps1 - '001 F

)61 dniKdloHssaM lvl/tegrat1 lvl/dnr1 '001 F

)71 eurTlecnaC fleS C fleS F

)81 ynAdloHssaM lvl/tegrat1 lvl/dnr1 '001 F

)91 rewopnUdroL tegrat1 keew1 '001 F

)02 eurTcigaMlepsiD lleps1 - '001 F

)52 eurTeziSegnahC fleS lvl/nim1 fleS U

)03 eurTdloHssaM lvl/tegrat1 lvl/nim1 '001 F

)05 eurTrewopnU tegrat1 htnom1 '001 F
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WARRIOR’S ELEMENT

1) Elemental Aspect – Caster takes on the Tier I aspect of his element
as indicated in the notes for this list.

3) Elemental Bolt – Caster fires a 1" bolt of elemental material from
his palm. This attacks on the Shock Bolt Attack Table, and does
critical damage as listed in the notes for this list.

4) Elemental Cloak – The caster appears as if he is covered in flames
comprised of his chosen elemental material. He and his equipment
are unharmed by this, but any foes who make a melee attack against
the caster will take an ‘A’ critical of the appropriate type.

5) Multi-Bolt – The caster may fire 2 elemental bolts, as per the spell
Elemental Bolt, at once. Both attacks are made with a -50 modifier to
the caster’s OB.

6) Elemental Aspect II – As Elemental Aspect, except for the longer
duration, and the caster may select a Tier I or Tier II ability.

7) Elemental Bolt II – As Elemental Bolt, except that the attack is made
on the Water Bolt Attack Table.

8) Elemental Cloak II – As Elemental Cloak, except that it deals a
‘B’ critical.

9) Multi-Bolt II – As Multi-Bolt, except that the bolts are the same as
found in Elemental Bolt II.

10) Elemental Form – Caster, and all worn/carried
possessions, are transformed into a Weak El-
emental. Caster retains his intellect, but has all
the capabilities of the Elemental. The caster may
not cast spells in this form.

11) Elemental Bolt III – As Elemental Bolt, except that
the attack is made on the Ice Bolt Attack Table.

12) Elemental Aspect III – As Elemental Aspect, except
for the longer duration, and the caster gains the Tier
III aspect for their chosen element.

13) Multi-Bolt III – As Multi-Bolt, except that the
bolts are the same as found in Elemental Bolt III.

14) Elemental Cloak III – As Elemental Cloak, except
that it deals a ‘C’ critical.

15) Elemental Bolt IV – As Elemental Bolt, except that
the attack is made on the Fire Bolt Attack Table.

16) Elemental Ball – Caster may fire a 3" ball of
elemental material from the palm of his hand. This
attack uses the Cold Ball Attack Table with criticals
based upon the caster’s chosen element.

17) Multi-Bolt IV – As Multi-Bolt, except that the
bolts are the same as found in Elemental Bolt IV.

18) Elemental Ball II – As Elemental Ball, except for
the larger radius of the attack, and it uses the Fire
Ball Attack Table.

19) Elemental Bolt True – As Elemental Bolt,
except that the attack is made on the Lightning
Bolt Attack Table.

20) Lord Elemental Form – As Elemental Form, except
that the caster takes the form of a Strong Elemental.

25) Multi-Bolt True – As Multi-Bolt, except that the
bolts are the same as found in Elemental Bolt True.

30) Elemental Aspect True – As Elemental Aspect,
except for the longer duration, and the caster takes
on the aspects of all three Tiers.

50) Elemental Form True – As Lord Elemental Form,
except that the caster may also cast spells, and gains
full access to the Magician Base List related to his
element (Use Evil Magician List, Darkness for the
element Dark). He may cast spell from this extra list
using his normal Power Points while in this form.
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)1 tcepsA.melE fleS lvl/dnr1 fleS F
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)3 tloB.melE tegrat1 - '05 E
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)11 IIItloB.melE tegrat1 - '05 E

)21 IIItcepsA.melE fleS lvl/nim1 fleS F

)31 IIItloB-itluM seiraV - '05 E

)41 IIIkaolC.melE fleS lvl/nim1 fleS E

)51 VItloB.melE tegrat1 - '05 E

)61 llaB.melE R'5 - '05 E

)71 VItloB-itluM seiraV - '05 E

)81 IIllaB.melE R'01 - '05 E

)91 eurTtloB.melE tegrat1 - '05 E

)02 mroF.melEdroL fleS lvl/nim1 fleS E

)52 eurTtloB-itluM seiraV - '05 E

)03 eurTtcepsA.melE fleS lvl/nim01 fleS F

)05 eurTmroF.melE fleS lvl/nim01 fleS E
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WARRIOR’S ELEMENT – SPELL NOTES

As noted in the profession description,
the Elemental Warrior must to select a single
element to which he is associated with for his
entire career.

This element will affect several things
about the character’s spell lists, most specifi-
cally with the Warrior’s Element spell list as
that is the one that most specifically deals
with the element. However, there are a couple
of spells on the Warrior’s Way spell lists that
also work according to the element selected.

CRITICAL TYPES

The critical delivered by spells that do
damage is determined by the element that the
Elemental Warrior is associated with. The
following table shows the element and its
associated primary critical. The secondary
and tertiary criticals are only used when
attacking with the spell, Elemental Bolt True.

OPPOSING ELEMENTS

When the Elemental Warrior makes an
elemental spell attack upon creatures with an
opposing element, they do double concussion
hit damage. Damage from criticals is not
doubled. Some elements have more than one
opposing element.

When the Elemental Warrior is under the
effects of various spells from the Warrior’s
Element (Aspect, Cloak & Form spells); he will
receive double damage if attacked by his
opposing element.
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ELEMENTAL ASPECT SPELLS

This spell allows the caster to transform
himself by taking on an aspect of his chosen
element. The elements provide the following
benefits when this spell is cast. These abilities
are sorted by Tier.

Each of the Tier I abilities also list a slight
appearance change to go along with the
Aspect abilities granted. The appearance
change also occurs on the higher Tiers even
though they may not be mentioned. However,
for the higher Tiers, the appearance changes
are also more pronounced overall.

TIER I

Air: The caster moves one step faster than
indicated by his Pace (i.e. Walking is at 1.5x
BMR, Jog is at 2x BMR, Run is at 3x BMR,
etc.) for the duration. Caster is also sur-
rounded by bits of small wispy clouds, not
enough to obscure him in any manner, just
enough to be noticeable, and his skin takes

on a light sky blue tinge.

Dark: Caster and his possessions
are nearly invisible in shadowed
areas (-90 to perception rolls
against caster while he is in
shadows) as his skin and cloth-
ing take on a much darker hue.

Earth: Caster gains a +10 to his
Strength Bonus for the duration.
He also has a more rocky-look-
ing complexion.

Fire: Caster is quicker, both physically
and mentally, and gains +10 to
both Quickness and Reasoning
Bonuses, but he also receives -10 to
his Self Discipline Bonus because
he is also more impulsive. Caster’s
skin takes on a reddish tinge.

Ice: Caster is immune to natural extremes of
cold, and his skin takes on a slightly
bluish-white tinge.

Light: Caster glows, illuminating the same
amount of area as a torch. This also makes
the caster seem more powerful, granting a
bonus of +5 to DB. Caster’s skin appears
to have a golden tinge to it.

Water: Caster is able to move freely in water and
can even swim at his normal Base Move-
ment Rate. Caster’s skin takes on a greenish
tinge and slightly scaly appearance.
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TIER II

Air: The caster controls the wind to pick up
and move objects that weigh up to 5 lbs
caster level. The objects may be moved at
a rate of 10' per round. The caster needs
to concentrate to use this ability, but it is
be available for the entire duration.

Dark: The caster is able to enter and meld with
one shadow and travel along with that
shadow. While melded, he may fully use
his senses and may actually animate the
shadow to use gestures to communicate
with others.

Earth: The caster can cause a tendril of earth
and stone to rise from the ground. The
caster may develop an OB with this using
the Spell Mastery skill, otherwise it attacks
using a+0 Grappling Attack. The caster
must concentrate to control the tendril.

Fire: For the duration, all spells cost one less
power point than normal. A spell may not
have its power point cost reduced below 1.

Ice: The caster may cover up to 100 square feet
with ice. The ice spreads out from a point
touched, and any creatures or beings
attempting to move on the ice do so with a
-50 modifier.

Light: Caster glows with light as bright as a
torch, this grants +10 to caster’s DB in
melee by making him look more powerful.
However, the light is not visible to any-
body who is more than 20' from the caster.

Water: The caster may freely breathe in air or
in any liquid.

TIER III

Air: The caster may make one weapon for
every 10 levels that he has dance. The
weapon attacks with the caster’s OB with
it, and he does not need to concentrate
on it, except when telling it which target
to attack.

Dark: Caster is able to transform into a
shadow and move at his BMR along any
solid surface.

Earth: Caster creates up to 1 tendril for every 5
levels, each having a base +50 OB before
any skill bonus is added.

Fire: Caster’s gains +10 to his level for the
purpose of others resisting any spells he
casts within the duration.

Ice: Caster has the ability to make an attack on
a target by shooting forth a stream of ice
that will encase the target tif they fail a RR
against the caster's level. If encased, the
target is in suspended animation until
released. The ice has 500 hits, and will
never melt naturally.

Light: Caster creates a globe of light that has
the radius of a torch and any undead
within that radius must make a RR vs the
caster's level or be destroyed.

Water: Caster is able to create a single dose
potion out of any spell that he knows.  The
potion is usable by anyone for 24 hours
and once drank, the embedded spell's
duration is the maximum for the caster's
level.  The caster does need the containers
for each potion and a liquid in which to
embed the spell.

POTION OF WATER BREATHING

EVERBURNING SPARK
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)51 IIgnisahP fleS lvl/nim1 fleS U

)61 IIgnigreM fleS lvl/nim01 fleS F

)71 sgnuLgnignahC fleS lvl/nim01 fleS U

)81 II.evoMderednihnU fleS lvl/nim01 fleS U

)91 eurTecarToN fleS lvl/nim01 fleS U

)02 eurTgnigreM fleS lvl/nim01 fleS F

)52 eurTgnisahP fleS lvl/nim01 fleS U

)03 eurTeziSegnahC fleS lvl/nim1 fleS U

)05 yretsaMydoB fleS lvl/dnr1 fleS F

2.7 VENTURER BASE LISTS

BODY

1) Leaping – Allows the caster to leap 50' laterally or
20' vertically in the round that the spell was cast.

2) Landing – The caster can land safely from all
falls of up to 20' per level of the caster; and to take
that distance off longer falls.

3) Change Size – Caster is able to alter his size/mass
(usually height and weight), and the size of all
worn possessions by up to 25%, either larger or
smaller. This does not change the caster’s strength
in any way, except for movement purposes.

4) Minor Shifting – Caster may alter his body shape
by up to 25%, and alter his features completely,
though he cannot make himself look like a
specific person.

5) Waterlungs – Caster can breathe water but not air.
6) Underwater Movement – Caster may move and take

action while underwater as if he were on dry land.
7) Phasing – Caster may move through solid, non-

magical material at a rate of 1' per round. The
caster is not able to cast spells while moving, and is
unable to see where he is going using just this spell.

8) Change Size II – As Change Size, except that the
size variation may be up to 50% of normal.

9) Merging – Caster can merge into a solid, in
animate material (up to body depth + 1'); caster is
inactive and unaware of surrounding activity; caster
cannot cast spells.

10) No Trace – Caster may move at up to a Walking
Pace without leaving any tracks or other signs of
his passing.

11) Landing True – As Landing, except that the caster
can land safely from any fall 99% of the time.

12) Unhindered Movement – Caster may move freely, as if on dry,
solid land, at up to a Walking Pace, on any loose, unstable, or
hindering surface, such as loose sand, snow, knee-deep water, etc.

13) Gaslungs – As Waterlungs, except that the caster may breathe any
gas as he would normal air.

14) Change Size III – As Change Size, except that the size variation is
up to 75% of normal.

15) Phasing II – As Phasing, except that the caster may move at a
rate of 5' per round.

16) Merging II – As Merging, except that the caster may turn within
the material and can see outside if he is within 6" of the surface.

17) Changing Lungs – As Waterlungs, except that the caster may
breathe water, gas and air at will.

18) Unhindered Movement II – As Unhindered Movement, except
that the caster may move at any pace.

19) No Trace True – As No Trace, except that the caster may
move at any pace.

20) Merging True – As Merging II, except that the caster may also
cast spells upon himself.

25) Phasing True – As Phasing, except that the caster may move at a
rate of 10' per round.

30) Change Size True – As Change Size, except that size variation is
up to 90% of normal.

50) Body Mastery – Caster may freely cast any one lower level spell
from this list at a rate of one spell per round.
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COMBAT

1) Fluid Combat – Caster’s movements and actions become more
fluid, granting him a +5 bonus to both OB and DB.

2) Staggering Blow – All successful attacks deal an additional +10
hits of damage. A successful attack is any attack that does damage.

3) Armored Critical – Caster is treated as if he were wearing a
helm and greaves for the purpose of conditional damage
received from criticals.

4) Savage Critical –Add +5 to all critical rolls made by the caster.
5) Fluid Combat II – As Fluid Combat , except the bonus is +10.
6) Deflect Ranged – Caster can deflect any one incoming missile,

thrown weapon, or elemental bolt. The incoming attack receives a -
50 modifier and must be within the caster’s field of vision.

7) Multi-Strike – The caster can make 2 attacks each round for
the duration. Each attack receives a -50 modifier.

8) Improved Critical – Caster may select one aspect of critical
damage that is improved by 1 step on any critical containing that
aspect that he delivers within the duration. The caster must select
the aspect when the spell is cast.

9) Fluid Combat III – As Fluid Combat, except that the bonus is +15.
10) Deflect Ranged II – As Deflect Ranged, except that a single attack

receives a -75 modifier or 2 incoming attacks receive a -25 modifier.
11) Staggering Blow II – As Staggering Blow, except an additional

+20 hits of damage is dealt.

12) Fluid Combat IV – As Fluid Combat, except that
the bonus is +20.

13) Armored Critical II – As Armored Critical, except
that the caster is always considered to be wearing
the best possible armor against conditional damage
regardless of his actual armor worn.

14) Savage Critical II – As Savage Critical, except that
+10 is added to all critical rolls made by the caster.

15) Deflect Ranged III – As Deflect Ranged, except
one attack receives a -100 modifier, or 2 attacks
receive a -50, or 3 attacks receive a -25.

16) Fluid Combat V – As Fluid Combat, except that
the bonus is +25.

17) Multi-Strike II – Caster is able to make 3 attacks
per round with a -50 modifier OR make 2 attacks
per round with a -25 modifier. Caster must decide
which while casting the spell as he may not change
back and forth from one to the other.

18) Improved Critical II – As Improved Criti-
cal, except that two aspects may be improved
by one degree or one aspect may be improved
by two degrees. This must be decided upon at
time of casting.

19) Fluid Combat VI – As Fluid Combat, except that the
bonus is +30.

20) Deflect Ranged True – As Deflect Ranged, except
that all non-friendly ranged attacks within the
caster’s field of vision receive a -50 modifier.

25) Fluid Combat True – As Fluid Combat, except
that the bonus is +50.

30) Multi-Strike True – Caster is able to make 4
attacks per round with a -50 modifier, or 3
attacks per round with a -25 modifier, or 2
attacks per round with no modifier. Caster must
select which at the time of casting and may not
change back and forth.

50) Combat True – Caster may freely use any one
lower level spell from this list at a rate of one
spell per round.
Note 1: Conditional Damage is damage inflicted by

a critical that is based on the type of armor worn.
Note 2: Critical aspects that can be improved

include stun, bleeding, and penalties. Increasing Stun
a single step adds 1 more round of stun to that
delivered by the critical. Increasing Bleeding by 1 step
addss 1 more hit per round. Increasing penalties by
single step means increasing those penalties by 5 (i.e.
-25 becomes -30).

Note 3: Only a single instance of the Improved
Critical spell may be active at one time.

Note 4: The Multi-Strike spells require 100%
activity to perform the strikes, regardless of how
many the character actually makes in a round.

C TABMO V RERUTNE B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 *tabmoCdiulF fleS lvl/dnr1 fleS F

)2 wolBgnireggatS fleS lvl/dnr1 fleS F

)3 *lacitirCderomrA fleS lvl/nim1 fleS U

)4 lacitirCegavaS fleS lvl/dnr1 fleS F

)5 *IItabmoCdiulF fleS lvl/dnr1 fleS F

)6 *degnaRtcelfeD kcatta1 - '001 F

)7 ekirtS-itluM fleS lvl/dnr1 fleS F

)8 lacitirCdevorpmI fleS lvl/dnr1 fleS U

)9 *IIItabmoCdiulF fleS lvl/dnr1 fleS F

)01 *IIdegnaRtcelfeD seirav - '001 F

)11 IIwolBgnireggatS fleS lvl/dnr1 fleS F

)21 *VItabmoCdiulF fleS lvl/dnr1 fleS F

)31 *IIlacitirCderomrA fleS lvl/nim1 fleS U

)41 IIlacitirCegavaS fleS lvl/dnr1 fleS F

)51 *IIIdegnaRtcelfeD seirav - '001 F

)61 *VtabmoCdiulF fleS lvl/dnr1 fleS F

)71 IIekirtS-itluM fleS lvl/dnr1 fleS F

)81 IIlacitirCdevorpmI fleS lvl/dnr1 fleS U

)91 *IVtabmoCdiulF fleS lvl/dnr1 fleS F

)02 *eurTdegnaRtcelfeD seirav - '001 F

)52 *eurTtabmoCdiulF fleS lvl/dnr1 fleS F

)03 eurTekirtS-itluM fleS lvl/dnr1 fleS F

)05 eurTtabmoC fleS lvl/dnr1 fleS F
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CONTROL

1) Minor Distraction – Target suffers from -20
modifier to all actions. Duration of this spell is 1
round for every 10 points that the RR is failed by.

2) Mind Wall – Caster receives a +10 to his RRs
against any mind affecting or mental attack spell.

3) Question – Target must answer one single-
concept question completely and truthfully.

4) Misfeel Kind – For the purposes of magical or
mental detections, caster appears to be of any race
he chooses.

5) Question III – As Question, except that the caster
may ask up to 3 questions at a rate of no more
than 1 per round.

6) Mind Wall II – As Mind Wall, except that the
bonus is +20.

7) Suggestion – Target will follow a single suggested
act that was not completely alien to him (i.e. no
suicide suggestions, no blinding himself or other
maiming suggestions).

8) Misfeel Calling – As Misfeel Kind, except that
profession may be misrepresented.

9) Major Distraction – As Minor Distraction, except
that the modifier is -50.

10) Mind Wall III – As Mind Wall, except that the
bonus is +30.

11) Mind Tongue– [RR Mod: -50] Caster taps into
the speech centers of those within the radius, and
may speak any language known by those who failed
their RRs for the duration.

12) Misfeel Power – As Misfeel Kind, except that the
caster’s level may be misrepresented.

13) Mind Wall IV – As Mind Wall, except that the
bonus is +40.

14) Master of Kind – Target must obey the caster in
the manner described under Suggestion.

15) Unpresence – As Misfeel Kind, except that the
caster appears to have no presence (i.e. he cannot be
detected by Presence and Awareness spells).

16) Misfeel – Allows the caster to use all of the Misfeel
spells at once.

17) Mind Tongue True – [RR Mod: -50] As Mind
Tongue, except for a longer duration and larger range.

18) Mind Wall V – As Mind Wall, except that the
bonus is +50.

19) Distraction True – As Minor Distraction, except
that the modifier is -100.

20) Mind Wall True – As Mind Wall, except that the
bonus is +75.

25) Misfeel True – As Misfeel, except for the duration.
30) Nondetect – Caster and objects on his person

cannot be detected by any “Detect xxx” spells.

50) Control Mastery – Caster may freely use any one lower level
spell from this list at a rate of one spell per round.

C LORTNO V RERUTNE B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 noitcartsiDroniM tegrat1 seirav '001 mF

)2 llaWdniM fleS lvl/nim1 fleS U

)3 noitseuQ tegrat1 - '01 mF

)4 •dniKleefsiM fleS C fleS U

)5 IIInoitseuQ tegrat1 - '01 mF

)6 IIllaWdniM fleS lvl/nim1 fleS U

)7 noitsegguS tegrat1 seirav '01 mF

)8 •gnillaCleefsiM fleS C fleS U

)9 noitcartsiDrojaM tegrat1 seirav '001 mF

)01 IIIllaWdniM fleS lvl/nim1 fleS U

)11 eugnoTdniM fleS lvl/nim1 R'02 mF

)21 •rewoPleefsiM fleS C fleS U

)31 VIllaWdniM fleS lvl/nim1 fleS U

)41 dniKforetsaM tegrat1 lvl/nim01 '01 mF

)51 ecneserpnU fleS C fleS U

)61 •leefsiM fleS C fleS U

)71 eurTeugnoTdniM fleS lvl/nim01 Rlvl/'01 mF

)81 VllaWdniM fleS lvl/nim1 fleS U

)91 eurTnoitcartsiD tegrat1 seirav '001 mF

)02 eurTllaWdniM fleS lvl/nim01 fleS U

)52 •eurTleefsiM fleS lvl/nim01 fleS U

)03 tcetednoN fleS lvl/nim1 fleS U

)05 yretsaMlortnoC fleS lvl/dnr1 fleS F
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HEALING

1) Heal  – Caster heals 1d10 hits of damage.
2) Clotting –The caster can stop the bleeding on a wound that is

bleeding at a rate of 1 hit per round. The target may not move for an
hour or the bleeding will restart.

3) Stun Relief – The target is relieved of one round of accumulated stun.
4) Heal III – As Heal, except that 3d10 hits are healed.
5) Cut Repair – The caster can stop bleeding from one wound that it

bleeding at a rate of 1 hit per round.
6) Lesser Fracture Repair – The caster can accelerate the healing of

one simple fracture (not compound fractures, shatters, joint damage,
etc.). Recovery time is 24 hours.

7) Minor Motive Repair - The caster can repair (not replace or
regrow) one damaged muscle or tendon. Recovery time is 24 hours.

8) Cut Repair III – As Cut Repair, except that it stops 3 points
of bleeding.

9) Stun Relief III – As Stun Relief, except it relieves 3 rounds of stun.
10) Heal V – As Heal, except that 5d10 hits are healed.
11) Repair Vessel – As Cut Repair, except that it will heal a wound

that is bleeding up to 5 hits per round.
12) Lesser Nerve/Organ Repair – The caster can repair (not

replace or regrow) minor nerve or organ damage (except brain).
Recovery time is 1d10 days.

13) Self Keeping – Upon receiving a death blow, the
caster goes into a state of suspended animation, until he
is cured or his brain is destroyed.

14) Greater Fracture Repair – As Lesser Fracture
Repair, except that it can also repair compound
fractures and shattered bones. Recovery time is
24 hours.

15) Major Motive Repair – As Minor Motive Repair,
except that it can regrow missing or destroyed
muscles or tendons. Recovery time is 24 hours.

16) Stun Relief V – As Stun Relief, except that 5
rounds of stun are removed.

17) Heal X – As Heal, except that 10d10 hits are healed.
18) Repair Vessel True – As Repair Vessel, except that
any amount of bleeding is stopped and healed.

19) Greater Nerve/Organ Repair – As Lesser Nerve/
Organ Repair, except that it repairs major damage.

20) Heal True – As Heal, except all hit damage is healed.
25) Regenerate Limb – Caster will regenerate
missing limbs over the course of 10-100 days
(depending upon how much of limb is actually
missing). This requires the caster to spend a
minimum of 2 hours per day concentrating on
this spell until the limb is fully regrown.

30) Nerve/Organ Regeneration – This spell works in
conjunction with Self Keeping to regenerate any
organs or nerves (except for the brain) that are
completely destroyed.

50) Regeneration True – As Nerve/Organ Regeneration,
except all damage (except brain) is regenerated in
10-100 days.

Note 1: Stun Relief removes 1 or more rounds of
stun from the total number that is affecting the target.
This does not allow the character to have 1 or more
rounds of normal action before the stun resumes, it
removes the worst stuns from the overall duration and
the rest still apply immediately.

H GNILAE V RERUTNE B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 laeH fles P fles sH

)2 gnittolC fles P fles sH

)3 *feileRnutS fles - fles sH

)4 IIIlaeH fles P fles sH

)5 riapeRtuC fles P fles sH

)6 riapeR.tcarF.rssL fles P fles sH

)7 riapeRevitoM.rnM fles P fles sH

)8 IIIriapeRtuC fles P fles sH

)9 IIIfeileRnutS fles - fles sH

)01 VlaeH fles P fles sH

)11 lesseVriapeR fles P fles sH

)21 .peR.grO/evreN.rssL fles P fles sH

)31 *gnipeeKfleS fles seirav fles sH

)41 riapeRerutcarF.rtrG fles P fles sH

)51 riapeRevitoMrojaM fles P fles sH

)61 *VfeileRnutS fles - fles sH

)71 XlaeH fles P fles sH

)81 eurTlesseVriapeR fles P fles sH

)91 .peR.grO/evreN.rtrG fles P fles sH

)02 eurTlaeH fles P fles sH

)52 bmiLetarenegeR fles )C(P fles sH

)03 .negeRnagrO/evreN fles P fles sH

)05 eurTnoitarenegeR fles lvl/dnr1 fles sH
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SENSING

1) Presence – Caster is aware of the presence of all
sentient/thinking being within his range, and
their approximate location within that range.

2) Sidevision – Caster has a 300° field of vision.
3) Improved Senses – Caster gains a +10 on any

and all perception style maneuver (i.e. Perception,
Tracking, etc.).

4) Clear Sight – Caster can clearly see up to 50'
through non-solid obstructions such as fog, rain,
water, etc.

5) Darkvision – Caster may clearly see up to 20' in
total, non-magical darkness. He can see twice as
far as normal in situations where there is low or
little light, and can see normally in the daylight.
For example, if a torch illuminates a 20' radius,
this spell allows the caster to see up to 40'.

6) Improved Senses II – As Improved Senses,
except that the bonus is +20.

7) Remote Sense – Caster may move the focal point
of a single sense (such as sight or hearing) at a
rate of 5' per round, up to a maximum distance of
5' per level away from his location.  He may not
send his sensing focal point through barriers (a
closed door is a barrier, a pit or open window is
not). The caster must select which sense to send
at the time of casting, and he loses the use of that
sense while this spell is in effect.

8) Awareness – As Presence, except for the shorter
range and that the caster knows the general actions
being taken by those within the range. Caster learns
things like person 20' north of you is casting a spell,
but not which spell nor who it is aimed at.

9)  Clear Sight II – As Clear Sight, except that the
caster may see up to 100' clearly.

10) Improved Senses III – As Improved Senses, except
that the bonus is +30.

11) Remote Sense II – As Remote Sense, except that the
caster may move the focal point for his senses at a
rate of 10' per level and he has a maximum range of
10' per level.

12) Awareness II – As Awareness, except that the caster
can sense presences in a larger area.

13) Darkvision II – As Darkvision, except that the
caster can see up to 50', even in magical darkness,
and up to 4 times the normal distance if there is
some light, and he can see normally in daylight.. For
example, if a torch illuminates a 20' radius, this spell
allows the caster to see up to 80'.

14) Clear Sight III – As Clear Sight , except for a longer
duration and caster can see a maximum of 150'.

15) Barrier Sight – Caster may see through 1" per level of non-
magical materials.

16) Improved Senses IV – As Improved Senses, except that the bonus
is +40.

17) Remote Sense III – As Remote Sense II, except the caster may
move two senses together at the same time or he may move one
sense and still retain it at his location as well.

18) Clear Sight IV – As Clear Sight, except that caster can see a
maximum of 200'.

19) Improved Senses V – As Improved Senses, except that the bonus
is +50.

20) Awareness True – As Awareness II, except that the caster
knows what the specific actions are going to be.

25) Remote Sense True – As Remote Sense II, except that the caster
can move two senses together and still retain them in his location
as well.

30) Barrier Sight True – As Barrier Sight, except that the caster
may see through up to 1" per level of any material.

50) Sensing True – Caster may freely cast any one lower level spell
from this list at a rate of one spell per round.

S GNISNE V RERUTNE B ESA

lvL llepS EfoA noitaruD egnaR epyT
)1 *ecneserP lvl/'01 C fleS I

)2 noisivediS fleS lvl/nim01 fleS U

)3 sesneSdevorpmI fleS lvl/nim1 fleS U

)4 thgiSraelC fleS lvl/nim1 fleS U

)5 noisivkraD fleS lvl/nim01 fleS U

)6 IIsesneSdevorpmI fleS lvl/nim1 fleS U

)7 esneSetomeR fleS C fleS U

)8 *ssenerawA R'03 C fleS I

)9 IIthgiSraelC fleS lvl/nim1 fleS U

)01 IIIsesneSdevorpmI fleS lvl/nim1 fleS U

)11 IIesneSetomeR fleS C fleS U

)21 *IIssenerawA lvl/'01 lvl/nim1 fleS I

)31 eurTnoisivkraD fleS lvl/nim01 fleS U

)41 IIIthgiSraelC fleS lvl/nim01 fleS U

)51 thgiSreirraB fleS C fleS U

)61 VIsesneSdevorpmI fleS lvl/nim1 fleS U

)71 IIIesneSetomeR fleS C fleS U

)81 VIthgiSraelC fleS lvl/nim01 fleS U

)91 VsesneSdevorpmI fleS lvl/nim1 fleS U

)02 *eurTssenerawA lvl/'01 lvl/nim01 fleS I

)52 eurTesneSetomeR fleS C fleS U

)03 eurTthgiSreirraB fleS C fleS U

)05 eurTgnisneS fleS lvl/dnr1 fleS F
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3.0 ARMOR BY THE PIECE

The armor system in this chapter is a
radical departure from the standard
Rolemaster armor types. Certain armor types,
such as robes, no longer exist. The armor
system has been redesigned from scratch to let
characters mix armor pieces and armor types
with complete freedom. The Combat Com-
panion distills the vast range of historical
armors into a simple, useable armor system.
The armor categories are historically accurate,
but their protective values have been altered
to meet the demands of Rolemaster combat.
The individual pieces of armor also contain a
heavy fudge factor, for the sake of usability
and simplicity.

3.1 ARMOR PRIMER

Armor by the piece divides the humanoid
body into 10 hit locations; a piece of armor
covers a specific hit location, or even multiple
locations; gauntlets, for example cover the
hands, while an armor shirt/hauberk protects
the torso, abdomen, the groin, shoulders and
upper arm.

Armor now has an Armor Rating (AR)
instead of an Armor Type (AT). The AR repre-
sents the overall protective quality of the
armors worn over the largest regions of the
body: the torso, abdomen and groin.

Other pieces of armor, such as helms,
bracers, greaves, gorgets, and others all work
to protect specific parts of the body and do
not adjust that Armor Rating. However, these
other pieces can add to the overall protective
quality of the armor by giving bonuses to a
character’s DB.

Note: The following armor rules are
meant to be used with the new combat
tables also found within this product,
and not with the combat tables found in
Arms Law. Using them with Arms Law
could lead to certain armor types (3, 4, 11,
& 12) being more popular than should be
normal because of how those tables work.
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3.2 MANEUVERING IN ARMOR

The Maneuvering in Armor skill is now a
single skill, and the bonus is applied to any
and all armor worn.

Armor has a Maximum Penalty and a
Minimum Penalty (for both fitted and unfit-
ted armor). The Maximum Penalty is the
starting penalty for a set of armor, and the
Minimum Penalty is the lowest that the
penalty may be reduced to using the Maneu-
ver in Armor skill.

Under these rules, the Maneuver in Armor
skill uses the same skill rank progression as
other skills, receiving 5 points for each of the
first 10 ranks, 2 points for each of the next 10
ranks and so forth. Refer to Table 07-01 on p.
71 of RMC Character Law for more informa-
tion on Skill Rank Bonuses.

Rolemaster Fantasy Role-playing and
Rolemaster Standard System: Armor is now
treated as a single skill within a single Armor

category. This category and the single skill
within it are also learned use the standard
“Combined” skill rank bonus progression.
See Table 03-01 Armor Costs for the new
skill costs for each profession. All profes-
sions may develop up to 3 ranks per level in
Armor each level.

Converting the Skill Cost:  In order to
determine the cost of the Maneuvering in
Armor skill under these rules just use the
following steps:

1.   Add together the first cost for each of
the old skills.

2.   Divide this number by the number of
skills (4 for RMC, 3 for RMSS/FRP)

3.   Round up to the next whole number
4.   Add 1
5.   Put it into the proper format (x/* for

RMC; x/x/x for RMSS/FRP)
Refitting an existing Character: Total all

of the development points that the character
spent in the old armor skills and use these
development points to buy as many ranks as
the character needs in Maneuvering Armor.
Any excess Development Points are lost.

Stat Bonuses: This new skill continues to
use Strength and Agility as the stat bonuses
and they are applied normally.

T ELBA 10-30 A ROMR C STSO

cissalCretsameloR PRFMR/SSMR
noisseforP tsoC noisseforP tsoC

rethgiF */3 rethgiF 3/3/3

feihT */4 feihT 4/4/4

eugoR */3 eugoR 3/3/3

knoMroirraW */11 knoMroirraW 11/11/11

naicigaM */11 namyaL 5/5/5

tsinoisullI */11 naicigaM 21/21/21

tsimehclA */11 tsinoisullI 21/21/21

cirelC */7 cirelC 8/8/8

tsiminA */8 tsiminA 8/8/8

relaeH */7 tsilatneM 7/7/7

tsilatneM */7 relaeHyaL 5/5/5

relaeHyaL */5 relaeH 8/8/8

reeS */7 citsyM 8/8/8

rerecroS */11 rerecroS 21/21/21

citsyM */7 regnaR 5/5/5

regolortsA */7 nidalaP 3/3/3

knoM */11 knoM 01/01/01

regnaR */4 relbbaD 8/8/8

draB */4 draB 5/5/5

noipmahC */5 tnegaM 5/5/5

roirraWlatnemelE */6

rerutneV */4
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3.3 ARMOR TYPES

Armor normally falls into one of ten
different categories or groups, often referred
to as “armor types”, which are listed below.
These types are based roughly on the type of
materials used to create armor and/or the
manner in which those materials are used to
create armor. Each armor type has an Armor
Rating associated with it.

The groups may include armors that are
quite different from one another cosmetically
– one character may prefer yy armor over xx
armor, but the overall protectiveness of the
armor is the same, so they fall within the same
category. The following table shows the basic
categorization of the various types of armor.
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ARMOR

Historically, armor comes in many differ-
ent styles and is made of many different
materials, from coconut fiber to steel. Usually
there are two factors that determine the type
of armor that a culture or individual will have
in their possession: materials and money.
Some of the more common armor types are
described below. In an rpg, armor materials
and types are limited only by the GMs’ and
the players’ imaginations. Exotic armors can
be created from the rare hides of magical
creatures such as dragons or trolls and armor
can be imbued with mystical properties.

The following list of different types of
armor gives a basic description. And in
parenthesis next to the name of the armor is
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what type of armor it falls under. Sometimes
it falls under multiple types because the actual
material that it is made from can vary.
Bar Mail (MS) – Similar to chain mail, except

every other row is comprised of a heavier
ring made with a bar through its center.

Brigandine Armor (FL) – Leather or heavy
cloth with interlocking metal plates
riveted or sandwiched between its layers.
The plates give protection against crush-
ing and slashing blows and helped
reinforce the leather.

Chain Mail (CH) – Probably one of the most
common armors found. It is composed of
small metal rings that are “woven” together
in a pattern. This armor has extreme
flexibility and allows a wearer to move or
bend in any direction, however, it can be
very heavy and expensive to construct.
One advantage of chain mail is it allows a
wearer to protect vital areas that rigid
materials such as leather and plate cannot,
such as an armpit or behind a knee.
Typically each ring is connected to four
other rings. Sometimes the rings are
riveted closed during the weaving process
allowing it to sustain more damage.

Hardened Lacquered Leather (RL) – This is
rigid leather that has been hardened by
boiling or lacquering. It is very hard and
provides good protection. It is often
called “a poor man’s plate” armor.

Lamellar (LS or CH or MS) – A type of scale
armor (leather or metal) in which the
plates are attached to each other rather
than a backing.

Padded Cloth (QT) – Usually an arming coat
of heavy cloth and some padding. Much
lighter than quilted armor and intended
to be worn under heavier armor such as
chain mail and plate.

Plate Armor (PL) – Interlocking pieces of metal
armor designed to cover as much of the
body as possible. The joints are covered
by articulated pieces of metal. Usually
custom designed for a specific individual.
Probably the best armor money can buy,
but expensive and heavy to use.

Plate Mail (MS) – Plate and chain mail worn
together in combination.

Quilted Armor (QT) – Simple armor con-
structed of two layers of heavy cloth with
thick padding sewn in between.

Ring Armor (FL) – Soft leather with metal ring
sewn to the outside of the armor.

Scale Armor (FL , LS, CH, MS) – Overlapping
metal or leather scales sewn onto a
sturdy backing.

Soft Leather (SL) – Usually made from cured
animal hide. This type of armor is a
common undercoat for heavier armors
such as chain mail or banded armor.

Studded Leather (FL) – Soft leather with metal
studs or lames riveted to the inside. The
metal studs and small plates allow the
user to resist slashing and crushing blows.

Scale Armor (LS, LC, CH or MS) – Leather scale
armor consists of leather pieces shaped
into triangles, squares, or circles and then
woven together with leather strapping or
attached to a leather undercoat. Metal
scale armor using metal plates can be
made as well. Scale armor is very flexible.
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3.4 ARMOR TERMINOLOGY

A set of armor is composed of several
pieces; each piece designed to protect a specific
part(s) of the body from damage. Below is a list
of the common terms used to describe each
piece of armor and its basic function. This is
not a complete list of armor pieces—historically,
there are dozens of armor pieces designed to
protect different areas of the body. It would be
impossible to list them all.

For RM purposes, we have simplified the
armor pieces, to create a simple, flexible
system of customizing armor. Also note that
armor pieces do overlap one another around
their edges; this is how they are designed.
However, this does not result in a double DB
in those areas of overlap. Use only the best
armor in those overlapping locations. Table
03-03 Armor By Location shows you which
pieces cover which body parts.

Bracers:  Cover the lower arms and the wrists.

Cuirass/Vest: Covers the torso (chest &
back), abdomen and groin.

Gorget: Protects the neck.

Gauntlets: Protects the hand and wrist.

Greaves: Protects the entire leg including
the knee.

Helm: Protects the head.

Pauldrons: Protects the shoulders, upper
arms, and collarbone.

Sabatons/boots: Protects the feet and the
ankles. Usually constructed from plate or
other sturdy materials.

Shirt/hauberk: Protects the torso, abdo-
men, the groin, shoulders and upper arm.

3.5 ARMOR TABLES

Table 03-04 Armor Table presents you
with all of the basic types of armor previously
discussed. The following table gives the basic
breakdown of armor by its type.
Item: This column shows the piece of armor.

The cost of full suits/sets of armor is listed
at the top of each section This full set of
armor can be built using either a cuirass
and pauldrons or using a shirt.. Beneath
the full suits are the individual pieces.

AR: The Armor Rating. This number is roughly
analogous to the Armor Types that are in
the core rules. The cuirass and the shirt are
the pieces of armor that provide the Armor
Rating for what the character is wearing. If
you wear multiple items that provide an
AR, you use the higher AR value, and add
together all the penalties and DB modifiers
for all the items.

DB: All items, except for the cuirass, give a
modifier to the character’s Defensive
Bonus (DB). These are added normally to
the character’s DB and they apply against
all attacks against the character. The DB
for the individual items is given in
fractions of whole numbers. You add all
of these individual bonuses to DB
together and then round off to the
nearest whole number (less than 1.5
round down; 1.5 or higher rounds up).
The DB for the full suits have already
taken this rounding into account.

Maneuver Penalties: There are 4 columns that
represent the maneuver penalties associ-
ated with the armor. When a character

T ELBA 30-30 A ROMR BY L NOITACO

romrA daeH kceN smrA sdnaH osroT sredluohS nemodbA niorG sgeL teeF
mleH x

tegroG x

snordluaP x

steltnuaG x

srecarB x

ssariuC x x x

sevaerG x

stooB x

trihS x x x x
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buys a suit of armor, it is considered
fitted, so he would use the MxP and the
MnP columns of the tables. Armor found
when adventuring should always be
considered to be Unfitted, and thus use
the UMxP and the UMnP columns.

UMxP: The Unfitted Maximum Maneu-
ver Penalty.

UMnP: The Unfitted Minimum Ma-
neuver Penalty.

MxP: The Maximum Maneuver Pen-
alty. This column is only used for
fitted armor.

MnP: The Minimum Maneuver Pen-
alty. This column is only used for
fitted armor.

 Maneuver Penalties for armor are
applied against all MM and OB skills
equally, and against Base Movement
Rate as detailed in RMC Character
Law, page 140.

Cost: The cost of the armor.

Weight: The weight of the armor. Full suits
sometimes weigh slightly less than the
individual pieces.

Prod. Time: The time it would take for an
appropriate smith to craft this item of
armor if he has all of the materials ready
and at hand. It does not
include such things as
curing or tanning
leather or other such
preparatory work.

Note: As
mentioned
previously,
if you were
multiple
items in
the same
location,
such as 2
sets of
bracers, you
get both DB
bonuses, but
you also get the
penalties
associated
with both
items as well.

FULL SETS OF ARMOR

All of the armor types described above, in
the section on Types of Armor, are available as
full sets of armor that protect a humanoid
body from head to toe. Any full set or indi-
vidual piece of armor that is purchased by the
character is also considered to be fitted
armor. The character uses the maneuvering
penalties associated with fitted armor.

Armor that is found as part of treasure or
taken from defeated foes is considered to be
unfitted armor, and as such it carries much
higher maneuver penalties. Even if characters
of similar height and build exchange pieces
of armor, the armor is automatically treated as
unfitted armor.

Note: When a character purchases and
dons armor, the correct padding is
automatically included. The cost and
weight of this padding is calculated into
the cost and weight of the armor.
Characters may have unfitted armor fitted

by paying 10% of the value of the armor, plus
the cost of any additional required material.
Additional material is required when the
armor to be fitted is smaller than the person it
is being fitted to.

Breaking up a full set of armor — Charac-
ters will rarely find the perfect set of armor;—
they will most likely be mixing and matching
pieces of armor throughout their career. Full
sets of armor that are parts of treasure, can be
“broken up” and divided amongst members of
an adventuring party. The construction of the
full set will be what determines which pieces
the armor can be broken into.

A full set of armor consists of the follow-
ing pieces:

Option A Option B
Helm Helm
Gorget Gorget
Pauldrons Shirt
Bracers Bracers
Gauntlets Gauntlets
Cuirass Greaves
Greaves Boots
Boots

When purchasing a full set of armor, the
player (or the GM for armor found as trea-
sure), has to decide which option they are
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T ELBA 40-30 A ROMR T ELBA

htolC RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

)sehtolclamron(teSlluF 1 0 0 0 0 0 pb4 5-2 yad3

)seboryvaeh(teSlluF 1 3 0 0 0 0 pb8 6-3 syad3

sruF/htolCyvaeH RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 2 9 02- 0 51- 0 ps6 9-7 syad4

mleH - 52.1 2- 0 2- 0 pb5 1 sruoh4

tegroG - 52.1 2- 0 1- 0 pb5 5.0 ruoh1

snordluaP - 52.1 2- 0 1- 0 ps1 1 sruoh2

steltnuaG - 52.1 2- 0 1- 0 pb5 5.0 sruoh3

srecarB - 52.1 2- 0 2- 0 pb5 5.0 ruoh1

ssariuC 2 0 6- 0 5- 0 ps2 3-2 sruoh2

sevaerG - 52.1 2- 0 2- 0 pb5 1 syad2

stooB - 52.1 2- 0 1- 0 pb5 1 sruoh2

trihS 2 52.1 8- 0 6- 0 ps3 4-3 sruoh3

rehtaeLtfoS RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 3 11 62- 6- 02- 0 ps01 21-9 syad4

mleH - 5.1 2- 0 2- 0 ps1 1 sruoh4

tegroG - 5.1 2- 1- 2- 0 ps1 5.0 ruoh1

snordluaP - 5.1 2- 1- 2- 0 ps1 1 sruoh2

steltnuaG - 5.1 2- 1 2- 0 ps1 5.0 sruoh3

srecarB - 5.1 2- 1- 2- 0 ps1 5.0 ruoh1

ssariuC 3 0 7- 2- 6- 0 ps3 5-3 sruoh2

sevaerG - 5.1 2- 1- 2- 0 ps1 2 syad2

stooB - 5.1 2- 0 2- 0 ps1 1 sruoh2

trihS 3 5.1 9- 2- 8- 0 ps4 5.5-5.3 sruoh3

rehtaeLdigiR RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 4 31 08- 01- 04- 5- ps52 03-52 syad5

mleH - 57.1 8- 1- 4- 5.0- ps3 5.2 syad2

tegroG - 57.1 8- 1- 4- 5.0- ps3 1 sruoh2

snordluaP - 57.1 8- 1- 4- 5.0- ps3 5.2 sruoh3

steltnuaG - 57.1 8- 1- 4- 5.0- ps3 1 sruoh4

srecarB - 57.1 8 1- 4- 5.0- ps3 1 sruoh2

ssariuC 4 0 23- 3- 21- 5.1- ps8 51-01 yad1

sevaerG - 57.1 8- 1- 4- 5.0- ps3 5 syad2

stooB - 57.1 8- 1- 4- 5.0- ps3 2 sruoh4

trihS 4 57.1 52- 4- 61- 2- ps01 61-11 yad1

rehtaeLdecrofnieR RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 5 41 001- 02- 05- 01- ps54 03-52 syad51

mleH - 2 01- 2- 5- 1- ps5 5.2 syad6

tegroG - 2 01- 2- 5- 1- ps5 1 sruoh6

snordluaP - 2 01- 2- 5- 1- ps5 5.2 sruoh9

steltnuaG - 2 01- 2- 5- 1- ps5 1 sruoh21

srecarB - 2 01- 2- 5- 1- ps5 1 sruoh6

ssariuC 5 0 03- 6- 51- 3- ps01 51-01 yad3

sevaerG - 2 01- 2- 5- 5.0- ps5 5 syad6

stooB - 2 01- 2- 5- 5.0- ps5 2 sruoh21

trihS 5 2 04- 8- 02- 4- ps51 61-11 yad3
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T ELBA 40-30 A ROMR T ELBA

elacSrehtaeL RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 6 61 021- 03- 06- 51- pg01 04-03 syad54

mleH - 52.2 21- 3- 6- 5.1- ps01 3-2 syad1

tegroG - 52.2 21- 3- 6- 5.1- ps01 4-3 syad5-3

snordluaP - 52.2 21- 3- 6- 5.1- ps01 4 syad5

steltnuaG - 52.2 21- 3- 6- 5.1- ps01 1 syad8

srecarB - 52.2 21- 3- 6- 5.1- ps01 4 syad2

ssariuC 6 0 63- 9- 81- 5.4- ps03 51-01 syad81

sevaerG - 52.2 21- 3- 6- 5.1- ps01 4-3 syad5-3

stooB - 52.2 21- 3- 6- 5.1- ps01 3 syad5-3

trihS 6 52.2 84- 21- 42- 6- ps04 52-02 syad03

elacS)niahc(rehtaeL RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 7 81 061- 03- 08- 51- pg51 55-54 shtnom2

mleH - 5.2 61- 3- 8- 5.1- ps51 3-2 syad1

tegroG - 5.2 61- 3- 8- 5.1- ps51 4-3 syad6-4

snordluaP - 5.2 61- 3- 8- 5.1- ps51 4 syad6

steltnuaG - 5.2 61- 3- 8- 5.1- ps51 1 syad8

srecarB - 5.2 61- 3- 8- 5.1- ps51 4 syad2

ssariuC 7 0 84- 9- 42- 5.4- ps54 02-51 syad12

sevaerG - 5.2 61- 3- 8- 5.1- ps51 4-3 syad5-3

stooB - 5.2 61- 3- 8- 5.1- ps51 3 syad5-3

trihS 7 5.2 46- 21- 23- 6- ps06 03-52 syad53

elacS)rehtael(lateMroniahC RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 8 91 061- 03- 08- 51- pg51 55-54 shtnom2

mleH - 57.2 61- 3- 8- 5.1- ps51 3-2 syad1

tegroG - 57.2 61- 3- 8- 5.1- ps51 4-3 syad6-4

snordluaP - 57.2 61- 3- 8- 5.1- ps51 4 syad6

steltnuaG - 57.2 61- 3- 8- 5.1- ps51 1 syad8

srecarB - 57.2 61- 3- 8- 5.1- ps51 4 syad2

ssariuC 8 0 84- 9- 42- 5.4- ps54 02-51 syad12

sevaerG - 57.2 61- 3- 8- 5.1- ps51 4-3 syad5-3

stooB - 57.2 61- 3- 8- 5.1- ps51 3 syad5-3

trihS 8 57.2 46- 21- 23- 6- ps06 03-52 syad53

elacS)niahc(lateM RA BD PxMU PnMU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 9 12 002- 04- 001- 02- pg61 06-04 shtnom3

mleH - 3 02- 4- 01- 2- ps51 3-2 syad3

tegroG - 3 02- 4- 01- 2- ps51 5-3 syad4

snordluaP - 3 02- 4- 01- 2- ps51 5-4 keew1

steltnuaG - 3 02- 4- 01- 2- ps51 1 skeew1

srecarB - 3 02- 4- 01- 2- ps51 5-4 keew1

ssariuC 9 0 06- 21- 03- 6- ps55 02-81 htnom1

sevaerG - 3 02- 4- 01- 2- ps51 5-4 skeew3

stooB - 3 02- 4- 01- 2- ps51 3 keew1

trihS 9 3 08- 61- 04- 8- ps07 53-03 skeew5

etalP RA BD PxMU PnmU PxM PnM tsoC
.tW
)sbl(

emiT.dorP

teSlluF 01 52 002- 04- 001- 02- pg02 06-04 shtnom3

mleH - 5.3 02- 4- 01- 2- ps02 3-2 syad3

tegroG - 5.3 02- 4- 01- 2- ps02 5-3 syad4

snordluaP - 5.3 02- 4- 01- 2- ps02 5-4 keew1

steltnuaG - 5.3 02- 4- 01- 2- ps02 1 skeew1

srecarB - 5.3 02- 4- 01- 2- ps02 5-4 keew1

ssariuC 01 0 06- 21- 03- 6- ps06 02-81 htnom1

sevaerG - 5.3 02- 4- 01- 2- ps02 5-4 skeew3

stooB - 5.3 02- 4- 01- 2- ps02 3 keew1

trihS 01 5.3 08- 61- 04- 8- ps08 53-03 skeew5
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using for the set. This determines what pieces
that the set can be broken into, and it also
helps in determining the AR and the DB of
the set of armor. See Table 03-04 for more
information regarding the individual capa-
bilities of the various armor pieces as well as
the AR (DB) for the different types of full sets.

CHOOSING AND CUSTOMIZING ARMOR

The descriptions given in Examples of
Armor Types represent only a handful of the
armor types that exist. Fantasy settings will
have even more types of armor available.
When choosing armor for a character, balance
the protective qualities of the armor versus the
maneuver penalties. If the character is a spell
caster don’t forget to take any casting penal-
ties or restrictions into account.

Then decide what the armor looks like.
Players have tremendous latitude in custom-
izing the appearance of the armor. So if a
player decides that her fighter’s armor looks
like that of Xena the Warrior Princess, but
protects as AR 15, that’s fine. This is a fantasy
role playing setting. Stealthy types will obvi-
ously prefer armor that is more easily hidden
beneath clothing, preferring function over
flash. Conversely, others may prefer armor
that is phenomenally showy, ornamented with
spikes and studs and brightly painted.

Example: The AR(DB) of a rigid leather
shirt is 4 (1.75).
Nynyve, a Rogue, prefers to where a

combination of soft and rigid leather armor.
She chooses the following pieces of armor:
Rigid Leather Cuirass: AR 4 DB: 0
Rigid Leather Bracers: DB: 1.75
Rigid Leather Gorget: DB: 1.75
Rigid leather Helm: DB: 1.75
Soft Leather Greaves: DB: 1.5
Soft Leather Boots: DB: 1.5
Soft Leather Gauntlets: DB: 1.5
Soft Leather Pauldrons: DB: 1.5
Total AR: 4                        Total DB: 11 (11.25 rounded)

Fractional DB results are rounded off to
the nearest whole number after all the DB
values have been totaled; so a DB result of
11.25 would round off to 11.

CONVERTING EXISTING ROLEMASTER

ARMOR TO THE ARMOR

BY THE PIECE SYSTEM

If you, as GM, decide to employ these
rules, you will need to convert the armor that
the player characters are wearing from the
system used in the core rules to the Armor by
the Piece (AbtP) rules. Table 03-05 Armor
Conversion takes a specific look at each of
the core rule Armor Types and gives you the
AbtP conversion.

Unless the armor description says other-
wise, a character wearing the listed armor type
will be considered to be wearing normal
clothes under his armor and soft leather
boots. All DBs are rounded to the nearest
whole number.

ANIMAL & MONSTER ARS & DBS

In the core rules, animals and creatures
use the same Armor Type Scale as everybody
else. Under these rules, animals and monsters
will use a Natural Armor Rating (NAR).
We have divided the natural
armors of animals and crea-
tures into 10 specific ratings
just as we have for the
Armor by the Piece rules.

The NAR are equal to
the Armor Ratings from
armor because they
both measure the
overall protectiveness
of the creature or
character. AR and
NAR do not repre-
sent a specific type
or suit of armor.
This means that
when using the
combat tables in
Section 5, you
will look up the
attack in a
similar manner
as you do now.
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In Table 03-06 Natural Armor Ratings we
provide you with a way of converting the ATs
given to creatures in the core rules to the NARs
used by this system. The DB values given in
this table are slightly different than those
given for full sets of armor. This is because this
is natural armor for these animals and crea-
tures, not something that is worn.

Section 5.6 Creature Conversions at the
end of this product lists all of the animals
and creatures from RMC
Creatures & Treasures
already converted

to using the NAR, or in the case of sentient,
armor wearing monsters, we give you their
AR and DB equivalents. The listing will
specify when we are using regular AR
instead of NAR.

We make this distinction solely to show
you which creatures are wearing armor and
which are not.

3.6 ARMOR CASTING PENALTIES

In the core RMC rules, characters from
different realms may not cast spells while
wearing armor, or at least certain types of
armors. Essence users cannot wear armor at
all. Channeling users cannot wear metal
armors, and Mentalism users can wear armor,
but cannot wear helms.

The RMC core rules give options that do
allow characters to wear armors not normally
allowed as well as helms while casting; these
are specific options under the group of
options called Extraordinary Spell Failure
(ESF). The ESF options concerning helms
and armor are the only options we are wor-
ried about here. If those options are used in
conjunction with the Armor By The Piece
rules, Table 03-07 Armor Casting Modifiers
should be used to determine the ESF modifi-

ers accordingly.
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3.7 BONUS BY THE PIECE

Characters will often find or attempt to
purchase armor that is of above average
quality, made with special materials or is
magical in nature. Section 8 of the Rolemaster
Classic core book, Character Law, contains
information regarding bonuses to items, and
the cost variations and such. However, these
bonuses apply to full sets of armor or other
individual items like weapons. In order to
make those rules work with the Armor by the
Piece rules, we need to be able to indicate how
much of a given bonus belongs to a specific
piece of armor.

INCREMENT BASICS

We will begin by introducing the term,
Bonus Increment. Basically, a Bonus Incre-
ment is a +5 bonus. Thus a +15 bonus would
be the equivalent of 3 Bonus Increments, and
a +25 bonus would be the equivalent of 5
Bonus Increments.

Next, we introduce the term Increment
Value. The Increment Value tells us how much
of the Bonus Increment an item receives.
Weapons and most other items have an
Increment Value of 5, which means that they
receive the full +5 bonus that comes from a
full Bonus Increment.

Armor, on the other hand, is a bit differ-
ent. Since a full suit of armor is basically
comprised individual pieces that cover 10
locations of the body, we have assigned an
Increment Value to each piece of armor based

upon how many body locations are covered.
Thus, an item that covers a single location gets
1/10th of the full Bonus Increment.

To determine how much bonus should
apply to a given piece of armor, just multiply
the Increment Value by the number of Bonus
Increments to get the appropriate bonus that
the item should receive.

The Table 03-08 Bonus by the Piece
already works this out for you for up to 6
Bonus Increments (a +30 bonus to a full set
of armor).

Example: The party has just found and
destroyed a nest of giant ants lairing in a

small cave. As
part of the loot
scattered
around the
cave, the
players find a
Leather Scale
cuirass (AR 6).
In his treasure
determination,
the GM
determines
that the cuirass
has 4 Bonus
Increments due
to it being
made form

heavy monster hide. Looking up Table
03-08 Bonus by the piece, the GM cross-
references 4 Bonus Increments against
the Cuirass to see that the heavy monster
hide provides a +6 to the armor’s DB.
If the bonus to the full set is higher

than +30, just divide the bonus by 5 to get
the number of Bonus Increments. Then just
multiply the number of Bonus Increments
times the Increment Value of a specific
piece of armor to get the bonus that it
should receive.

Once you have the bonus for an indi-
vidual item of armor, you then add this bonus
to any natural bonus to DB that the item has
just as you would when adding together the
bonuses for DB for multiple pieces of armor.

Example: Kwan finds several pieces from
a suit of Dragonskin Armor (a full suit
would be treated as Leather Scale AR 6; a
full set of leather has a DB modifier of
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+16 and the +60 DB from the
Dragonskin’s innate qualities makes a
total DB of 76 from the armor). However,
only a cuirass, bracers, and boots were
found. Kwan is convinced that he will
look dashing in them.
The +60 Dragonskin bonus means that
the armor has 12 Bonus Increments (60 ÷
5 = 12). The Cuirass has an Increment
Value of 1.5, which means that it has a +18
to DB (12 * 1.5 = 18). Both the Bracers and
the Boots have an Increment Value of 0.5,
which gives them each a DB modifier of
+6 (0.5 * 12 = 6). Adding the inherent DB
mod of 2.25 that Leather Scale bracers
and boots each have, gives the
Dragonskin version of these items a total
DB of +8.25 for each.
This means that while wearing the
Dragonskin armor that he found, Kwan
will have an AR of 6, and a total DB of 35
(18 [cuirass] + 8.25 [bracers] + 8.25 [boots] =
34.5; rounded up to 35) from just the armor.

MANEUVER INCREMENTS

Certain factors, such as special materials,
magic, or craftsmanship can affect Bonus
Increments that apply to Maneuver Penalties
(Maneuver Increments) as well as the Bonus
Increments that apply to DB.

Maneuver Increments are applied in the
same manner as Bonus Increments, broken
down by the piece for the armor. They are
applied to both the maximum and minimum
penalties equally. However, a Maneuver Incre-
ment can never adjust a Maneuver Penalty so
that it is higher than a zero.

Example: The armor that Kwan found is
made of Dragonskin and which has 6
Maneuver Increments as shown on Table
03-13 Unusual Organic Material. An
ordinary full suit of armor has an unfitted
max penalty of -120, an unfitted min
penalty of -30, a fitted max penalty of -60
and a fitted min penalty of -15. The bonus
increments reduce the Maneuver Penalties;
a full set of Dragonskin has an unfitted
max penalty of -90 (-120 + 30 = -90), an
unfitted min penalty of 0 (-30 + 30 = 0), a
fitted max penalty of -30 (-60 + 30 = -30)
and a fitted min penalty of 0 (-15 + 30 = 15,
rounded down to 0).

      However, Kwan only found the
cuirass, bracers, and boots. Normal
versions of these items would have a
maximum unfitted penalties of -60 (-36
[cuirass] + -12 [bracers] + -12 [boots] = -60)
and unfitted minimum penalties of -15 (-
9 cuirass + -3 bracers + -3 boots = -15).
Purchased pieces of the same armor
would have a maximum fitted penalty of
-30 (-18 cuirass + -6 bracers + -6 boots = -
30) and a fitted minimum penalty of -8 (-
4.5 cuirass + -1.5 bracers + -1.5 boots = -
7.5; round up to -8).
      Since the Dragonskin versions have 6
Maneuver Increments, we can see from
Table 03-08 Bonus by the Piece, that the
cuirass has a bonus of +9 and that the
bracers and boots each have a bonus of
+3. This means that the armor that Kwan
found would have an unfitted maximum
penalty of -45 (-60 + 9 [cuirass] + 3
[bracers] + 3 [boots] = -45) and an unfitted
minimum penalty of 0 (-15 + 9 [cuirass] + 3
[bracers] + 3 [boots] = 0). Should he get the
armor fitted, the penalties would change
to a fitted maximum penalty of -15 (-30 +
9 [cuirass] + 3 [bracers] + 3 [boots] = -15)
and a fitted minimum penalty of 0 (-8 + 9
[cuirass] + 3 [bracers] + 3 [boots] = 7;
rounded down to zero).

CASTING INCREMENTS

In the core Rolemaster Classic rules, a
spell user may not normally cast spells while
wearing certain types of armor. RMC Spell
Law includes an ESF option that allows a
caster to wear those restricted types of armor
while casting spells. Table 03-07 (p. 39)
includes casting modifiers to use with that
ESF option for the Armor by the Piece rules.
The following rules apply only if you are
using the optional ESF rules that allow a spell
user to wear the restricted armors.

Certain materials are inherently magical,
and can either aid or impede a spell caster
who is wearing armor. Table 03-07 lists the
modifiers for each piece of armor for each
realm. Section 3.8 gives information on
different types of bonuses from different
sources, such as craftsmanship or material.

One of those types of bonuses is called the
Casting Increment (CI) and it works just like
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the Bonus Increments and Maneuver Incre-
ments described above. While both Bonus
Increments and Maneuver Increments can
have Negative Increments (see example below),
they are much more common in relation to
Casting Increments than the other types.

Example: A metal cuirass (breastplate) has
a casting modifier for the realm of
Essence, of -32. Arinyark has a Casting
Increment of 4. If we multiply 4 by the
Increment value of 1.5 for the cuirass,
which gives us a total of 6, which makes
the casting modifier for an Arinyark
Breastplate have a total casting modifier
of -26. On the other hand, if the cuirass
had been made of Adamantine, which has
a CI of -6, then the total casting modifier
would be -41 (-32 + (-6 x 1.5) = -41).

3.8 TYPES OF BONUSES

Section 3.7 discusses how bonuses to DB
are applied to armor. This section takes an in
depth look at the sources of these bonuses.
There are several factors that can affect armor
bonuses; these include: Craftsmanship,
Design, Materials and Magical.

CRAFTSMANSHIP

Just as with anything else, there are crafts-
men of varying levels of skill, Table 03-09
Craftsman Levels shows the basic number of
ranks required for each title level for a crafts-
man. Those ranks are approximate skill levels,
and it is quite possible that a craftsman with
less overall skill, but much
innate talent, can achieve the
same results as a craftsman of a
given level.
Apprentice: An Apprentice has

mastered the basics of the
skill, and can perform the
most basic of tasks given

enough time and effort. Attempts at item
creation are rarely perfect, but they are at
least usually serviceable.

Journeyman: A Journeyman knows the basics
of his profession quite well, and is often
capable of handling the more routine and
day-to-day tasks associated with maintain-
ing his craft. Journeymen are sent out into
the world to broaden their overall experi-
ence before they can be considered qualified
enough to reach the rank of Tradesman.

Tradesman: A Tradesman is the lowest rank of
mastery within a craft. He has the knowledge
and the skill to support himself and a family
if that is his wish. He is able to easily accom-
plish the tasks required to maintain /perform
his profession. He is also occasionally able to
produce works that are above average. A
Tradesman may take on an Apprentice, but
rarely more than one at a time.

Master: A master has often spent years per-
fecting his craft and he can often produce
works that are above average in quality. A
master may also know of rare or secret
techniques that are unknown to most
others in the craft. Masters will often have
one or more Apprentices, and perhaps even
a Journeyman or two.

Grand Master: A Grand Master is the highest
rank of mastery attainable. Grand Masters
will, more often than not, produce works of
very high quality. They will often have
knowledge that is thought to have been lost
or forgotten. They are also quite well versed
in finding and creating new techniques for
the creation of works.

Truly exceptional Craftsmen can craft
items of such good quality that they gain
bonuses just from the skill and expertise of
the person making the item. High quality
items fall into two distinct categories; Excep-
tional and Mastercraft. The bonuses associ-
ated with each category are shown on Table
03-10 Craftsmanship Bonuses.
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The following materials are all non-
magical in nature, and the techniques for
creating such materials are often held as a craft
secret, and almost never shared with outsiders.
Low Steel (I): This is a non-magical iron and

carbon alloy.
High Steel (II):  This is a non-magical alloy of

iron, carbon, and various other elements.
The specifics of the other elements may vary
from formula to formula among craftsmen.

White Alloy:  This is a non-magical alloy
created from iron, carbon and titanium.
Some formulas for this may also include
trace amounts of other materials.

Black Alloy: This is a non-magical alloy created
from iron and meteoric metals. Some
formulas use meteoric iron and other metals
in combination to create this substance.

Superior Leather: This is regular leather that
has been specifically treated during the
tanning process to make it tougher and
more durable overall. It also makes it
suppler and easier to move in as well. The
formulas for this special treatment are quite
often a trade secret and closely guarded
from outsiders.

Exceptional items are usually only made
by those with the rank of Master, though
Tradesman, and even less frequently, Journey-
men, may create such items. To make an
Exceptional item requires a successful Ex-
tremely Hard crafting maneuver.

Mastercraft items are even rarer than Excep-
tional items and it is normally only a Grand
Master who can produce one as it requires a
successful Sheer Folly crafting maneuver.

Example: A set of full plate armor
normally costs 20 gp. If it is a
Mastercraft item, it would cost 200 gp (20
gp x 10 = 200 gp).
Note: Whenever you are calculating the
cost of an item that has several cost
multipliers, add all of the multipliers
together before calculating the cost.
Example: If the set of full plate in the
above example were an Exceptional
item (x5 cost multiplier) and made of
High Steel (x20 cost multiplier – see
below), the total cost multiplier would
be x25 (5 + 20 = 25), and the cost of the
set of armor would be 500 gp (20 gp x
25 = 500 gp). Such an item would also
have a total of 3 Bonus Increments and
1 Maneuver Increment.

SUPERIOR MATERIALS

Craftsmen to prefer to work with only the
best materials available. When the skills of an
excellent craftsman are combined with the
superior materials listed below and on Table
03-11 Superior Metals, armorers can produce
some remarkable pieces of armor.
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INHERENTLY MAGICAL MATERIALS

Craftsmen love one thing even better than
they like high quality materials and that is
those materials that are considered to be
magical in nature. This includes both magical
metals and unusual organic materials. We will
cover each separately below.

MAGICAL METALS

Each of the materials from Table 03-12
Special Metals is described below in fuller
detail. Many of the descriptions also contain
additional information regarding the special
properties of the material that is not covered
by the table.

In the descriptions below, the term
“unworked” refers specifically to refined ingots
of the material. Raw ore would typically go for
half of the value of the unworked value.
Adamantine: This metal is extremely hard and

nearly indestructible once forged. It is also
extremely difficult to work and requires a
magically enhanced forge to be able to do
so properly. It is highly prized for use in
weapons and armor. Items made of Ada-
mantine sell for 25,000 times their normal
value, and unworked Adamantine sells for
5,000 gp an ounce.

Arinyark: This is a soft, malleable bluish-
green mineral that has the unusual prop-
erty of absorbing and retaining raw Es-
sence radiations. Items made entirely from
Arinyark work as Power Point (PP) Batter-
ies, storing up to 5 PP for each ounce of the
material. Once attuned to, the wielder may
use those stored PP at will.  PP within the
Battery will recharge at a rate of 1 per hour.
A Very Hard Attunement is required to
prevent the Battery from taking its PPs
from its wielder.
      While Arinyark is too soft to be
properly used for weapons or armor, it is
often used as a laminate, coating the

item. This laminate is too thin and
spread out for the Arinyark to work
as a Battery, but it does provide a
different effect.
      When used as a coating on items,
Arinyark provides a bonus to Resistance
Rolls against essence spells and to DB
against elemental attack spells (not
natural elemental attacks). This bonus is
equal to 6 Bonus Increments (i.e. a full
set of armor coated in Arinyark pro-
vides +30 to Essence RRs and +30 DB vs
elemental attack spells). Spells from
other realms receive half of this bonus.
Items coated with Arinyark cost 1,000
times their normal price, and unworked
Arinyark sells for 200 gp an ounce.
Dwarven Steel: The secret of its crafting

known only to Dwarven smiths,
Dwarven Steel is extremely tough and
durable. In addition to the properties
listed in Table 03-12, Dwarven Steel
also provides 2 Bonus Increments to
all Resistance Rolls made while
wearing armor made from it. Items
made from Dwarven Steel cost 10,000
times their normal price and
unworked Dwarven Steel sells for
500 gp an ounce.

Elven Steel: Created by Elves, this metal is
both light and strong. In addition to the
properties listed in Table 03-12, Elven
Steel also provides 1 Bonus Increment to
all Resistance Rolls made while wearing
armor made from it. Items made from
Elven Steel sell for 10,000 times their
normal price and unworked.
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Enchanted Iron:  This is refined and magi-
cally worked iron. It is commonly used for
weapons and armor. Items made from
Enchanted Iron cost 10 times their normal
price and unworked Enchanted Iron sells
for 2 gp an ounce.

Enchanted Steel I: This is an alloy of iron and
carbon that is magically worked to give it
greater strength and toughness. It is also
often called Enchanted Low Steel. Items
made from this material cost 40 times their
normal price and unworked Enchanted
Steel I sells for 10 gp an ounce.

Enchanted Steel II: This is also an alloy of
iron, carbon, and a few other trace ingre-
dients that is magically worked to give it
greater strength and toughness. It is also
often referred to as Enchanted High
Steel. Items made from this material cost
200 times their normal value and
unworked Enchanted Steel II sells for 50
gp and ounce.

Eog: Raw Eog ore is hard, brittle and extremely
difficult to work, requiring both hot and
cold forging to properly work, making
magical forges a must. This metal is often
alloyed with other materials to make more
malleable and easier to work overall. This
enchanted material makes excellent weapons
and armor. The most common variety of Eog
is Red in color. The next most common
colors are Black and White, with Blue and
Grey Eog also being available.
     White and Black Eog are very resistant to
magic once they have been worked, more
than the normal Red Eog. They provide 5
Bonus Increments to all RRs. Blue and
Grey Eog are just like normal Red Eog.
     Items made from this Red Eog cost
10,000 times their normal price and
unworked Eog sells for 2,000 gp an ounce.
Items of White or Black Eog cost 20,000
times their normal price and unworked Eog
of these colors sells for 4,000 gp an ounce.
Blue or Grey Eog is often more expensive
than Red Eog due to its rarity, but never as
expensive as White or Black Eog.

Ithloss: A strong, but light and somewhat
flexible material. It is an enchanted alloy
created by an unknown ancient race and its
production method is no longer known.
Luckily, ingots of this rare material may

occasionally still be found. Ithloss is a light
gold in color, making it relatively easy to
identify, for those who know of it.
     It is highly prized for armor because of
its high protective qualities and its
unencumbering lightness. Ithloss also
grants 4 Bonus Increments to a character’s
DB against all types of elemental attacks.
Items made from this material are 10,000
times their normal cost and unworked
Ithloss sells for 2,500 gp an ounce.

Keron: This is a shiny black alloy that is
strong, flexible, and holds a keen edge
when sharpened. When polished, it has
such a high luster that it appears wet or
oiled. Weapons are more often made of
Keron than Armor is, but it works just as
well for both. Items made of this material
cost 300 times their normal price and
unworked Keron sells for 60 gp an ounce.

Laen: This is an extremely hard type of volcanic
glass. It comes in two main varieties, smokey
and translucent. Most Laen is without color,
but there is some Laen that is naturally
colored. Naturally colored Laen often has
affinities towards a specific element.
     Laen is rare in that it gains strength from
heat, so it can only be worked with a cold
forge, chilling the glass down until it can
be molded and worked like putty. In this
malleable state, Laen may also be tinted and
worked in other ways as well. Laen is always
considered to be enchanted.
     While Laen is usually made into
weapons or amulets or other items
containing one of its crystals, it can also
be formed into armor, though this is
always the equivalent of Metal Scale and
Plate as the Laen cannot be worked fine
enough to create chain. Items made from
this material cost 5,000 times their
normal price and unworked Laen sells
for 1,000 gp an ounce.

Mithril Alloy:  Pure Mithril is too soft and
malleable to be used in armor or weapons.
However, this silvery-white metal, which
never tarnishes, works well with other
metals to create a truly extraordinary alloy
that Dwarves tend to think very highly of.
Items made from Mithril Alloy cost 2,000
times their normal price and unworked
Mithril sells for 400 gp an ounce.

Chapter Three Armor by the Piece
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Rularon: This dull silver mineral is too soft
and malleable to of any use in making
weapons or armor. However, it is very
good at inhibiting magic. Items that are
fully coated in Rularon gain 10 Bonus
Increments that are applied to all Resis-
tance Rolls. These items also carry -10
Casting Increments as well. Items made
with this material cost 5,000 times their
normal price and unworked Rularon sells
for 1,000 gp an ounce.

Shaalk: This is an extremely light weight and
flexible material that is not a true metal, but
also isn’t glass either, though it seems to
share properties of both. It can be formed
into thin sheets like paper, but they are
nearly indestructible. Incredibly high heat
will melt Shaalk, but normal fires won’t
harm it at all.

Shaalk is also a favorite material for
lock picks and bows because of it resiliency
and flexibility. The Bonus Increments from
the Shaalk makes these items highly prized.
It is too flexible to be made into Plate armor,
but Shaalk works extremely well in making
Scale or Chain armors. Items made from this
material cost 500x their normal price and
unworked Shaalk sells for 100 gp an ounce.

Titusinium:  This is an alloy made of iron,
carbon, titanium, and several other trace
ingredients that is magically worked to
create a light weight metal that is stron-
ger than Steel. Items made from this
material cost 1,000 times their normal
value and unworked Titusinium sells
for 100 gp and ounce.

UNUSUAL ORGANIC MATERIALS

In addition to the magical metals listed
above, other materials of a more organic
nature can also be used to craft weapons,
armor and other items.

Organic materials include the skins of
certain types of creatures, horns, bone, the
shell-like carapaces of some creatures and
materials such as certain rare woods.

If a weapon or piece of armor is made
of wood when it normally isn’t supposed to
be (i.e. a wooden sword) it receives the
equivalent of -6 Bonus Increments (a -30
modifier) before any other Bonus Incre-
ments (from enchantments, etc.) are applied.

If a weapon or piece of armor is made
of (hardened) bone instead of the material
it is normally made from, it receives the
equivalent of -4 Bonus Increments (a -20
modifier) before any other Bonus Incre-
ments are applied.

Each of the materials described on Table
03-12 Unusual Organic Materials is described
in more detail below. A number of the materi-
als also have special properties that are not
listed on the table.

The materials on Table 03-13 Unusual
Organic Material is separated into several
groups to make it easier to organize.

As with the magical metals, the term
“unworked” refers to the material after it has
been processed (in most cases this means
tanned), but before it has been worked into
specific items. Unprocessed material often
sells for half of the given amounts or less
depending upon its condition.
Dragon Bone: These bones are highly prized

by weapon makers and armorers alike. The
bones can be shaped and made into arrow
heads, spear tips, small plates for use in
reinforced leather armor, and more rarely
into items such as a Dragonbone sword or
other items. Such weapons made from the
bones of a dragon tend to be used in the
creation of “Of Slaying” weapons that
specifically target dragons. Dragon bones
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also tend to more easily enchanted to do
additional criticals of an elemental nature.

Wielding a Dragon Bone weapon is
often seen as being a mark of great pres-
tige. However, Dragons tend to get very
angry when confronted with items made
from one of their kin, and they will often
go into a murderous rage.

Items made from this material cost
7,000 times their normal price and unworked
dragon bone sells for 100 gp an ounce.

Dragon Horn: Harvested from mature drag-
ons, this horn can be used for any number
of things; but it is especially prized for
making bows and musical instruments or
bows. Dragon horns are also used as
decorations on shields and armor as well.
Items made from Dragon Horn often have
abilities other than those listed in the table,
but which are specific to the type of dragon
from which the horn came.

As with Dragon Bone, any dragon
seeing items formed from the body of its
kin will drive a dragon into a murderous
rage. Items made from this material cost
7,000 times their normal price and
unworked dragon bone sells for 100 gp
an ounce.

Dragon Skin: The skin of a dragon is highly
prized for making crafting of armor. Not
only does it have excellent protective capa-
bilities and essentially no maneuver penal-

ties if fitted properly, but it also provides
other benefits. Armor made from Dragon
Skin provides 6 Bonus Increments to the
Resistance Rolls of the wearer and 10 Bonus
Increments against elemental attacks (this is
in addition to the normal 12 BI to DB).

As with other objects made from a
dragon, a person wearing armor made from
Dragon Skin will be the target of the
murderous rage of any dragon that spies
the armor. Items made from Dragon Skin
cost 10,000 times their normal price and
unworked Dragon Skin sells for 500 gp a
square foot.

Monster Bone: This is bone harvested from
monsters such as wyverns, dinosaurs and
other large creatures. Used in much the
same manner as Dragon Bone, Monster
Bone is not quite as powerful. Items made
from this material cost 5,000 times their
normal price, and unworked Monster Bone
sells for 50 gp an ounce.

Monster Hide, Heavy: This is the hides of
some of the tougher monsters such as
wyverns and cave drakes and such. Armor
made from this hide has 4 Bonus Incre-
ments of protection against elemental
attacks in addition to the abilities listed in
Table 03-13. Items made from this material
cost 6,000 times their normal price and
unworked Heavy Monster Hide sells for 75
gp a square foot.
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Monster Hide, Medium: Harvested from low-
level magical creatures such as hydras or
gorgons, this material makes is often makes
for tough leather. Armor made from Me-
dium Monster Hide has 2 Bonus Incre-
ments of protection against elemental
attacks in addition to the capabilities listed
in Table 03-13. Item made from this mate-
rial cost 4,000 times their normal price and
unworked Medium Monster Hide sells for
60 gp a square foot.

Monster Shell/Chitin/Horn: This class of
material is usually comprised of things like
the shells of turtles or giant snails, the chitin
carapace of giant beetles or ants, and/or the
horns from magical creatures. This material
grants, in addition to the capabilities listed
in Table 03-13, 4 Bonus Increments to all
Resistance Rolls and 2 Bonus Increments
against elemental attacks. Items made from
these materials cost 7,000 times their normal
price and unworked Monster Shell/Chitin/
Horn sells for 100 gp an ounce (or square
foot, depending upon the material).

Spidersilk: This is the specially processed silk
of giant spiders. Once processed, it can be
woven into an incredibly tough, but light
weight cloth armor that is often the favorite
of Monks and Thieves. Items made from
this material cost 8,000 times their normal
price and unworked Spidersilk sells for 150
gp a square foot.

Trollskin: Leather made from the skin of trolls
has a very unusual property that is well
thought of by those who wear it. The armor
ignores any critical effect that indicates the
destruction of “organic armor”. Instead of
being destroyed, Trollskin armor is rendered
non-functional for the 1 hour that it will
take to regenerate. However, Trollskin armor
cannot regenerate damage done by fire.
Trollskin also provides, in addition to the
capabilities listed on Table 03-13, 2 Bonus
Increments to the wearer’s Resistance Rolls
and an additional 2 Bonus Increments
against cold and electrical attacks. Items
made from this material cost 6,000 times
their normal price and unworked Trollskin
sells for 90 gp a square foot.

Wood, Dir: This is an extremely dark wood
with an appearance similar to ebony.
Durable and fine grained, it often makes

for excellent staves and other weapons
comprised entirely of wood. Unlike normal
woods, Dir only receives -3 Bonus Incre-
ments rather than the normal -6 Bonus
Increments when used to make items that
are not normally made of wood. This
means that for such items it actually has 1
Bonus Increment rather than the normal 4
Bonus Increments as listed in Table 03-13.
Items made from this wood cost 1,000
times their normal price and unworked Dir
Wood sells for 50 gp per cubic foot.

Wood, Hoen: This is an extremely pale col-
ored wood, similar to oak. It is very light
and springy and is excellent for the craft-
ing of bows and arrows. Items made from
this wood sell for 500 times their normal
price and unworked Hoen Wood sells for 5
gp per cubic foot.

Wood, Navaril: This wood is a deep red in
color, much like mahogany. Once it has
been worked it can be treated with a special
compound of chemicals that makes it as
hard as steel, but somewhat lighter overall.
Navaril also ignores the normal -6 Bonus
Increments that are applied to wooden
versions of items that are not normally
made of wood. It is highly prized in areas
where metals are scarce. Items made of this
wood cost 5,000 times their normal price
and Navaril Wood sells for 100 gp per
cubic foot.

MULTIPLE BONUS INCREMENTS

Items may contain multiple Bonus Incre-
ments from different sources. In such cases,
the Bonus Increments should be added
together before figuring the total bonus of
the item in question. This also applies to
Maneuver Increments, Casting Increments
and Negative Increments as well.

Example: A set of full plate armor that is
an Exceptional item (x5 cost multiplier)
and constructed of High Steel (x20 cost
multiplier) gains 1 Bonus Increment and 1
Maneuver Increment from the
Exceptional Craftsmanship and 2 Bonus
Increments from the High Steel that it is
constructed from. Thus, the final set of
full plate would have a total of 3 Bonus
Increments and 1 Maneuver Increment,
making it AR 10 with a DB of 40 (25

Chapter Three Armor by the Piece
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inherent + 15 from BI). It would have an
unfitted maximum penalty of -195 and
an unfitted minimum penalty of -35 and
a fitted maximum penalty of -95 and a
fitted minimum penalty of -15.

3.9 CATCHING, KILLING

& HARVESTING

The special hides and materials provided
by certain creatures in the construction of
weapons and armor are highly prized and
sought after by warriors. Needless to say,
these creatures are unlikely to willingly
surrender their hides readily since it’s vital to
their ability to live.

In general, the amount of material needed
to create a full suit of armor varies depending
on the size of the wearer. Table 03-14 Mate-
rial Quantity explains the general amount of
hide necessary to create a full suit of armor
based on the size of the wearer and the size of
the creature whose hide is being used. Each
column represents the number of full hides
necessary to create a full set of armor for the
wearer’s size.

Example: A human (medium sized
creature) wants to make some
Dragonskin armor for himself. A
typical adult dragon is a Huge
creature and will provide enough
material for 2 sets of armor, assuming
100% of the hide is recovered.
When attempting to gather these valuable

resources the GM should take into consider-
ation exactly how the materials were recovered.

If a warrior is attempting to capture the
hide of a monster for the construction of
armor, he must take great care in killing the
creature in a manner that keeps the hide as
intact as possible. If possible, the creature

should be subdued using the sub dual rules.
This would allow as much of the hide to be
recovered as possible. Table 03-15 Material
Recovery gives the amount of material recov-
ered for use in the creation of items.

Creature Condition:  How the creature was
killed or subdued. If several types of attacks
were used to “kill” the creature, use the attack
type that caused the most hit damage.

Percentage of Hide Recovered:  Shows
how much of the hide was useable for the
creation of items. The different attack types
damage the hide and will make certain
areas unusable.

Recovery Time: Modifier to the normal
time required to harvest the hide or material.
Due to certain attack types causing severe
damage to the hide, the character will have to
work around those areas to obtain good
enough pieces for use.

Note: Table 03-15 Material Recovery is
assuming that 100% of a hide from a
certain size creature is recovered. In
other words, if a medium sized character
wants to make some armor from the hide
of a medium sized creature, normally it
would require 2 full (100%) hides. If the
creature was killed with a sword
(slashing weapon) then only half (50%)
of the hide of the creature was usable.
The character has only one quarter of the
amount of hide necessary to complete a
full set of armor.
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If the next creature of that type was also
killed with a sword and he successfully
recovered as much of the hide as possible,
he would have an additional 50% of
usable hide. He now has the equivalent of 1
full hide (50% hide + 50% hide = 100% hide).
If he kills a third creature using a
“subdual” technique, then he could
recover 100% of that hide and now have
enough to create armor for a medium
sized character.

CREATING THE ARMOR

Finding an armorer or weapon smith
capable of creating the item after the raw
materials have been harvested can be a feat
unto itself. Your average craftsman has
probably never worked with any of these
special materials before.

Working with superior materials will
require a craftsman of at least Tradesman level
of capability and all such materials will

require at least Very Hard maneuver rolls to
work with. For magical materials and/or
special organic materials, you will require
craftsman of at least Master rank, if not
higher, and require Extremely Hard maneuver
rolls to work.  The rarest of all materials will
require those of Grand Master level of capa-
bility, and require Sheer Folly or even Absurd
maneuver rolls to work.

The actual percentage of upper level
craftsmen who know how to work special
materials is going to be very small in most
cases, and it will also be dependant upon
what materials are available in your cam-
paign setting and how rare those materials
actually are.

Campaign setting that are short on iron,
but have plenty of laen will most likely have
smiths who find working with laen easier and
less difficult than they do working with iron
and steel.

Chapter Three Armor by the Piece
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Chapter Four Combat Style Creation

4.0 COMBAT STYLE CREATION

The core RMC rules contain 6 weapon
skills and 8 martial arts skills, and 1 skill that
increases the Defensive Bonus of martial artist
professions. Using the rules presented in this
section all of these skills are replaced with a
single skill called Combat Styles. Gamemasters
are encouraged to use the following rules to
create unique and interesting Combat Styles
for his campaign. Players who want to create
their own combat styles should only do so with
their GM’s permission.

The style creation rules presented in this
section use a point based system for building
the individual styles. The total number of
points that are used to create a style are then
used to determine the Development Point (DP)
cost of the style for the various professions.

There are 2 primary types of Combat
Styles; Weapon Styles and Martial Arts
Styles. Weapon styles can also be broken
down into Melee Styles and Ranged Weapon
Styles. The following rules will break out each
individual section as required in order to go
into more detail for each.

4.1 COMBAT STYLES

In the standard Rolemaster rules weapon
skills are divided into categories based on the
type of weapon, and the character must learn
each weapon individually. There are 6 skills
involved, one for each category of weapon,
and the player gets to assign one of 6 costs to
each category.

In Rolemaster Fantasy Role Playing
(RMFRP), you can learn skill in both the
categories and in the individual weapons, but
it still requires development in individual
weapons to get the fullest bonus. In addition
to this, the Martial Arts are divided into 8
offensive skills and 1 defensive skill. And skill
in Directed Spells (elemental bolt attacks) is
yet another skill.

The style rules presented in this chapter
removes the need for these 16 skills, and
replaces them with 4 generic skills, each with a
specific Baseline Cost, which is then used to
determine the actual DP cost of a given style
for that type of attack.
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To do this, we will use the existing costs for
weapons and/or martial arts and directed
spells for the professions as a Baseline Cost for
each of the 4 types of styles. Each profession
will end up with 4 costs; one for Melee Attacks,
one for Ranged Attacks, one for Martial Arts
Attacks, and one for Directed Spells.

Each character must determine what their
Baseline Costs will be for Melee, Ranged,
Martial Arts, and Directed Spell Attacks.

To determine the Base Cost for Martial
Arts attacks, just use the cost of Martial Arts
for the given profession as their Baseline
Cost. Use the existing Directed Spells cost

as the Baseline cost
for Directed Spell
styles. In both cases,
the player should
replace any cost that
is higher than a 6
with a 6 and assign
it appropriately.

To determine
the Baseline Costs
for Melee and
Ranged Attacks, the
player should select
the two lowest
weapon costs,
replacing any cost
higher than a 6 with
a 6, and then assign
them, one to Melee
Attacks and one to
Ranged Attacks.

Table 04-01
Baseline Costs shows
the Baseline Costs for
the RMC professions. It
also provides a solid
example for those who
would like to utilize
these rules with
RMFRP.

Once you have
determined your
Baseline Cost for a
given type of style,

then you just need to determine the actual
Development Point (DP) cost for a style that
you want to learn.

Cross-reference your Baseline Cost with
the Total Style Point Value of the style on
Table 04-02 Style DP Costs, and the result is
the DP cost for your style.

Example: Darwin, the Fighter has a Base
Cost of 1/5 for Melee Styles. He decides
to learn the Swashbuckler style which
has a Total Style Point Value of 9 points.
Looking at the row that contains the 1/5
Baseline, we look at the result on the 9-
10 point column, and that gives us a DP
cost of 3/6. Thus the Swashbuckler Style
costs 3/6 DPs for Darwin.

T ELBA 10-40 B ENILESA C STSO

noisseforP eeleM degnaR
laitraM

strA
.riD
sllepS

rethgiF 5/1 5/2 7/3 6

feihT 7/2 8/3 7/3 6

eugoR 5/2 8/3 7/3 6

knoM.raW 4 6 3/1 6

naicigaM 6 6 6 5/2

tsinoisullI 6 6 6 6/2

tsimehclA 6 6 6 7/2

cirelC 6 6 6 3

tsiminA 6 6 6 3

relaeH 6 6 6 3

tsilatneM 6 6 3 6/2

relaeHyaL 6 6 3 7/2

reeS 6 6 3 7/2

rerecroS 6 6 6 5/2

citsyM 6 6 6 6/2

regolortsA 6 6 6 7/2

knoM 5 6 5/2 6

regnaR 7/3 4 4 6

draB 9/3 6 3 6

noipmahC 5/3 8/3 8/3 6

.rraW.melE 5/3 9/3 3 6/3

rerutneV 5/3 8/3 7/2 6

:etoN ni.stsocenilesaBriehtpawsyamsreyalP
ebrevenyamyeht,deppawsecnO.rennamyna

.kcabdeppaws

Chapter Four Combat Style Creation



53

Stat Bonuses: For Melee Attack Styles use
St/St/Ag and for Ranged Attack Styles use
Ag/St for thrown attacks and Ag/Ag/St for
all other ranged attacks and Martial Arts
Attack Styles use St/Ag. Directed Spells will
use only Ag for its stat.

4.2 STYLE CREATION

RULES OVERVIEW

Creating a combat style is relatively simple
and is done in a few easy steps.

•    Select the Style Focus.
•    Select any Universal Style Options.
•    Select any options that are specific to

the focus.
•    Select maneuvers that are available for

the style, along with how many maneuvers
the style begins with.

•    Total the style costs.
•    Compare Baseline Cost with the Total

Style Point Cost on Table 04-02 Style DP
Costs to find DP Cost.

T ELBA 20-40 S ELYT PD C STSO

tsoCenilesaB
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2-1 4-3 6-5 8-7 01-9 21-11 41-31 61-51 81-71 02-91
5/1,4/1,3/1 3/1 4/1 4/2 6/2 6/3 8/3 8/4 01/5 21/6 8

5/2,4/2 4/1 4/2 6/2 6/3 8/3 8/4 01/5 21/6 8 01

7/2,6/2 4/2 6/2 6/3 8/3 8/4 01/5 21/6 8 01 21

7/3,6/3 6/2 6/3 8/3 8/4 01/5 21/6 8 01 21 41

3,9/3,8/3 6/3 8/3 8/4 01/5 21/6 8 01 21 41 61

4 8/3 8/4 01/5 21/6 8 01 21 41 61 81

5 8/4 01/5 21/6 8 01 21 41 61 81 02

+6 01/5 21/6 8 01 21 41 61 81 02 -

RMSS/RMFRP
If using these rules for RMSS or

RMFRP, each of the skills mentioned
in Section 4.1 should be treated as
Combined skills. The GM should also
review the skills within the Combat
Maneuvers category and remove those
that may be replicated with these rules.
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4.3 SELECT STYLE FOCUS

The first step in creating a style is to
determine the focus of the style, and in the case
of the Martial Arts, the strength of that focus.

MARTIAL ARTS FOCUS

If the martial arts are selected as the focus
of the style, then the character has to select the
maximum Tier he wants to be able to use in
Martial Arts Strikes (Strikes), Martial Arts
Sweeps & Throws (Sweeps) or Martial Arts
Grappling/Wrestling (Grapples). A Martial
Arts Style will focus on Strikes, Sweeps or
Grapples, and the Tier that may be used with
such an attack must always be higher in the
Primary Focus type of attack than it is in the
Secondary  Focus type.

A Martial Arts Style may only have 2
attack types within the style. This means
that one style might be Strikes/Sweeps
while another is Grapple/Strikes and a
third might be just Sweeps if no secondary
focus is wanted.
Primary Martial Arts Focus: The character

must decide the maximum usable Tier
he would like in either Strikes, Sweeps
or Grapples for the style that he is
creating. The Tier levels represent the
maximum size and/or damage able to
be done by attacks made with the style.
A character can have from 1 to 4 Tiers in
this primary focus.

Cost: 1 point per Tier level

Secondary Martial Arts Focus: The character
must decide the maximum usable Tier he
would like in either Strikes, Sweeps or
Grapples for the style he is creating; the
type of martial arts is one that is not
selected for the Primary Martial Arts
Focus. The Tier levels represent the maxi-
mum size and/or damage able to be done
by attacks made with the style. A character
can never have more Tiers in a Secondary
Martial Arts Focus, than in the Primary
Martial Arts Focus.

Cost: 1 point + 1 point per Tier level

Note: Grapple attacks will use the Sweeps
attack table, but do grapple criticals.

WEAPON FOCUS

There are 2 levels of focus to select from in
weapon styles; one for individual weapons and
one for a group of related weapons. In creating
a Weapon Style, the character is only allowed to
select one type of focus. There are Melee Spe-
cific options that allow for selecting a secondary
focus for creating a two weapon combo.

We are also including the base costs for
creating Directed Spells styles and Innate/
Natural Weapon Styles.
Single Weapon Focus: The weapon style is

learned specifically for that one weapon.
The style may be used with other weapons
from the same group with half of its
normal OB.

Cost: 2 Points

Group Weapon Focus: The weapon style is
learned for an entire group of weapons.
One weapon in the group is selected as the
primary weapon and as such it uses the
full OB bonus; all other weapons in the
group may be used with a -10 modifier.
The character may spend a week practic-
ing, in game, to change which weapon is
considered to be the primary weapon.
Other groups of a similar focus, subject to
GM approval, may be used with half of its
normal OB.

Cost: 5 Points
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Directed Spell Focus: The Directed Spell skill is
learned for a single “Bolt” spell of a given
element. Even two types of bolts for the same
element are treated as separate skills (i.e.
Shock Bolt & Lightning Bolt) normally.
Using this style focus, the skill works in
exactly the same way as before. However, a
character may learn a Directed Spell style
that allows for his skill bonus in a single skill
to be used for multiple bolts. This requires
an extra cost for the style, but eliminates the
need for a second skill, allowing the charac-
ter to have a greater accuracy with the second
type of bolt sooner.  The GM (or the player
with GM approval) may also create styles for
Directed Spells using
the Specific Maneuvers
found on Table 04-11
Missile Weapon
Maneuvers and the
one Missile Option
regarding reduced
range modifiers.

Cost: 4 Points (+3 Points
per additional bolt)

Innate/Natural Weapon
Focus: Some creatures,
monsters and even
races are blessed with
built-in weapons such
as claws, big pointy
teeth, or tails that can be
used to sweep people
off their feet. Indi-
vidual creatures or
beings can actually
develop combat styles
based around these
innate/natural weap-
ons. They could even, in
some cases, be used in
conjunction with
Weapon Katas (see
section 4.7 for more
information on katas).
Unlike the Martial Arts,
natural and innate
weapons do a specific
Tier of damage that
cannot be changed.

Cost: 3 Points

Table 04-03 Weapon Focus Breakdown
shows how the individual weapons and
groups are separated out. As you can see from
the table, there are 26 groups and that each
group contains 2 or more weapons.

The list also does not contain every
possible weapon that might be available in a
given setting. Many unusual or unique
weapons could easily be added just by insert-
ing them into the proper group, if one applies,
or by creating new styles specifically for them.

Example: An oriental weapon known as a
kusarigama is an unusual weapon that
combines aspects of the kama and a long
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chain whip. Its actual use would preclude
the normal weapon styles, so it should most
likely have one created specifically for it.
This also allows the GM to customize the

game in a number of ways. Certain weapons
may not be known to a given culture, so
characters from such cultures would not know
any styles regarding those weapons.

Example: The Kobolds of the Ghenga
Mountains use a weapon that is basically
two weights attached by a length of metal
rope and some sort of swiveling
connectors. Since the humans of the
nearby lowland settlements have never
seen those type of weapon before, they are
unable to learn a style that allows them
use that weapon, unless they can capture
one of the Kobolds and convince them to
teach their style to the humans.

4.4 SELECT UNIVERSAL

STYLE OPTIONS

Once you have determined the focus of
the style, you can then begin adding in vari-
ous style options. First off is the Universal
Style Options. These are options that may be
applied to any Combat Style. The cost for each
of the options is added to cost of the Style
Focus. The costs are found in Table 04-04
Universal Style Options.

Universal Style Options may only be
purchased during style creation, and may not
be acquired or added to styles later.
Additional Attacks: With this option, the charac-

ter may make one extra melee attack each
round for every 10 ranks that the character
has in the style. If more than a single attack is
made in a given round, then all of the attacks

receive a cumulative -20 modifier for each
attack to be made beyond the first. The
player is required to declare the number of
attacks he will use in a round before the
round begins. Once declared, it cannot be
changed. All attacks made with this option
need to be made on the same foe.

Example: Kwan knows Red Tiger Kung
Fu and gets 1 additional attack for every
10 ranks. He has 23 ranks in the style, so
he is able to make 3 attacks total in a
round. Before the beginning of the
round he declares that he will be making
2 attacks. Both attacks use the full style
OB with a -20 modifier. If he had
decided to make 3 attacks, all three
would have received a -40 modifier.

Additional Foes: This option requires that the
style also have the Additional Attacks option
and expands it allow the Additional Attacks
to be made on multiple foes. For each foe
beyond the first that is attacked, the character
receives a -10 modifier on all attacks, which is
added to the -20 modifier for multiple
attacks. The additional foes may not be
separated from the first foe by more than 10
degrees per rank the character has in the
style. This becomes very important when the
character wants to fight 4 or more foes, and
the fourth is opposite the second (i.e. at the 0,
90, 180 and 270 degree marks). The degree of
separation is always counted in 1 direction
from the first foe, and always in the direction
where there are the most foes.

Example: Kwan has 23 ranks in the Red
Tiger Kung Fu style. The style contains
both Additional Attacks and Additional
Foes. This allows him to make up to 3
attacks on up to 3 different people. He
declares that he is going to attack a foe in
front of him, and one directly behind him.
They are separated by 180 degrees; this is
less than the 230 degrees of separation
allowed by his skill, so he can easily
attack both foes. His attack is made with
a -30 to both attacks (-20 from multiple
attacks, -10 from multiple foes). If he had
been attacking 3 foes, he would have
received -60 to each attack.

Adrenal Defense: When using this option, the
character receives a +3 bonus to his DB for

T ELBA 40-40 U LASREVIN S ELYT O SNOITP

snoitpO tsoC
skcattAlanoitiddA 2

seoFlanoitiddA 1

esnefeDlanerdA 4

esnefeDeligA 2

evitaitinIotsunoB 2

egnaRelbmuFdecudeR 2

llikSderiuqeR 1

Chapter Four Combat Style Creation



57

each rank he has in this style up to a
maximum of +75. However, to get this
bonus the character may not be wearing
any armor, except for bracers, greater than
AT 4 (AR2) and may not have a large
object like a weapon or shield in his
hands, unless it is part of a weapon kata
for the style. Using this option and
gaining the bonus to DB requires that the
character devote 10% of their activity each
round to maintaining it. This option may
not be used  with Agile Defense. See the
note below.

Agile Defense: When using this option, the
character receives a +1 bonus to his DB for
each rank he has in this style up to a
maximum bonus of +30. However, the
character only receives this bonus if he
meets the requirements of this option. The
character may not be wearing anything
heavier than AT 10 (AR 5). They also may
not be using a shield larger than a Target
shield, nor be using a two handed weapon.
Using this option and gaining the bonus
to DB requires that the character devote
10% of their activity each round to main-
taining it. This option may not be used in
conjunction with Adrenal Defense. See the
note below.

Bonus to Initiative: This option adds a bonus
to the character’s initiative rolls. The bonus

is equal to +1 and an additional +1 for every
5 ranks that the character has in the style.

Reduced Fumble Range: The fumble range for
all weapons included in the style is re-
duced by 1 and then by another 1 for every
10 ranks that the character has in this
style. This option may not reduce the
Fumble Range to below a 01-02.

Required Skill(s): With this option, the char-
acter is required to learn one or more
other skills. The character receives a bonus
of +1 to the style for every rank that he has
in the required skill up to a maximum
bonus of +20. If the style has more than
one required skill, then the skill with the
lowest number of ranks is used to deter-
mine the bonus. The character is required
to maintain a minimum number of ranks
in the required skill(s) of at least half as
many ranks as he has in the style to gain
this bonus to the style.

Note: Adrenal Defense and Agile
Defense require 10% activity to maintain.
If the character utilizes a Specific
Maneuver that requires 100%, the
character has 2 choices; drop their
defense for the round that the maneuver
is to take place or continue with the
defense, but receiving a -20 modifier to
the 100% activity maneuver in addition
to any other modifiers.
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4.5 SELECT SPECIFIC OPTIONS

The next step in creating a style is to select
any options that may be unique to the style
you are building. Our three options here are
Melee, Missile (which includes Thrown
attacks), and Martial Arts. Each type of attack
has its own small list of specific options.

Unless stated otherwise within an option’s
description, no options may be acquired
outside of style creation.

MELEE SPECIFIC OPTIONS

Additional/Secondary Attack – Group: This
option allows the character to use a second
weapon and make a second attack in the
same round as the primary attack. This is
often called a Two Weapon Combo.

 The OB for this second attack is the same
as the primary attack, but with a -20
modifier due to it being in the off-hand.
The second attack must utilize a weapon
that is equal to or smaller in size than the
primary attack.

 If the character decides to parry, then
both attacks are reduced by the amount
that is applied to DB.

 The character may make both attacks
against the same foe, or he may use one
attack each against two foes, so long as
neither foe receives a positional modifier.

 The secondary weapon selected must also
follow all of the same basic guidelines
regarding OB as described in the Group
Weapon Focus.

Additional/Secondary Attack – Weapon: This
option allows the character to use a second
weapon and make a second attack in the
same round as the primary attack. This is
often called a Two Weapon Combo.

The OB for this second attack is the same as
the primary attack, but with a -20 modifier
due to it being in the off-hand. The second
attack must utilize a weapon that is equal to
or smaller in size than the primary attack.

If the character decides to parry, then both
attacks are reduced by the amount that is
applied to DB.

The character may make both attacks
against the same foe, or he may use one
attack each against two foes, so long as
neither foe receives a positional modifier.

The secondary weapon selected must also
follow all of the same basic guidelines
regarding OB as described in the Single
Weapon Focus.

Additional Primary Weapon: With this
option, the character may select a second
primary weapon that will receive full OB
from the style.

This option may be purchased outside of
the style creation system for (5 + x) Devel-
opment Points for each additional weapon
that is classified as a primary weapon. The
x equals the DP cost for a single rank in the
style. Only one Additional Primary
Weapon may be purchased each level.
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Defense Ward: This option is taken to be used
in conjunction with wielding a second
weapon. It allows the character, so long as
he does not attack with the second
weapon, to parry using 50% of his OB in
that weapon (after the -20 for off-hand
has been applied) without it affecting the
OB of his primary weapon.

 If the weapon being wielded gives any
additional bonuses when not being used
to attack, such as the Sai or the Main
Gauche, then it receives that bonus plus an
additional bonus of +1 for each rank the
character has in the style that contains this
option, up to a maximum bonus of +20.

Paired Weapon Attack: This option allows the
character to wield a second weapon,
identical to his primary weapon, when
making attacks. Unlike the Additional
Weapon options, this option does not
allow the character to make a second
attack; instead it makes his attack more
deadly overall.

The character makes a single attack, and if
it successful, he does a second critical that
is one severity less than the one delivered.
If the delivered critical is an “A”, then the
secondary will be an “A - 20”.

This option is taken only for singular
weapons, not groups or categories.

Shield Bash: With this option, the character is
able to make a second attack in a round
using his shield. The size of the attack is
determined by the size of the shield;
Target = Small, Normal = Medium, Full =
Large, and Wall = Huge. All Shield Bash
attacks are made on the Ram/Butt/Bash/
Knockdown table using only half of the
style OB. The attack has a fumble range of
01-05. If the character also has the Shield
Training option, then the full OB may be
used with just a -20 modifier (the off-
hand penalty) to the style OB.

In the round in which the shield is used to
make an attack, it provides no bonus to
DB. A shield may not be used with the
Defense Ward option. Shield Bash is also
subject to the off-hand penalty (-20).

Shield Training: This option teaches the
character to use his shield to its fullest
potential. The character gains a +1 bonus
per rank in the style to his DB when using
the shield. This bonus may not exceed the
bonus versus melee that a shield normally
possesses (i.e. a full shield provides +25
versus melee, with this option the shield
can provide another +25 bonus for +50
total). If the style also has the Shield Bash
option, the bonus is gained even when
making a shield bash attack, although the
normal shield bonus to DB is lost. Addi-
tionally, if the shield is a Target or Normal
shield, the character gains the shield’s
melee DB modifier against both missiles
and elemental bolt attacks.

MISSILE SPECIFIC OPTIONS

Reduced Range Penalty: The Range Penalties
for your weapon are reduced by an
amount equal to 1 for every rank you
have in this style. This option cannot
reduce the range penalties below half of
their original values.

Speed Loading Bows: This option applies only
to bows and slings, not thrown weapons
or crossbows. The activity percentage
required for loading/reloading slings and
bows is reduced by 10% and then by an
additional 5% for every 5 ranks in the
style. The activity percentage may not be
reduced below one half of the weapon’s
normal load/reload times.

Speed Loading Crossbows: This option
applies only to crossbows, not thrown
weapons, bows or slings. The activity
percentage required for loading/reloading
crossbows is reduced by 30% and then by
an additional 10% for every 5 ranks in the
style. The load/reload activity percentages
can never be reduced below 70% activity.
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MARTIAL ARTS SPECIFIC OPTIONS

The following Options for Weapon Katas
require that the style meet the Tier minimums
for any Kata Weapon to be used with the style.
If the character with the style does not also
meet the minimum number of skill ranks, they
will only do the half of the extra hit damage
(rounded down), and will not be able to use
the alternative critical that Weapon Katas
allow for until the character’s skill in the style
meets the minimum requirements.

Individual Weapon Kata: With this option,
the character may use his style with a
single, specific Kata Weapon (see section
4.7 for more information on Weapon
Katas and how they are resolved). The
style is based around the specific Kata
Weapon, and trying to use it without the
weapon invokes a -20 modifier to all
attacks. The character may learn addi-
tional Kata Weapons with this style as
with any other style.

Natural Weapon Kata:  Some races and
creatures have natural, built-in weaponry
such as claws or long tails that can be used
to knock a foe down. This option allows
that sort of character to learn a martial art
based around that natural attack. The
style with this option uses the most
appropriate Martial Arts attack table, but
the attack done uses the proper critical
table that is required for the attack (i.e.
claws use a Slash critical).

Paired Weapon Kata: With this option, the
character may use his style with a single,
Paired Weapon Kata (see section 4.7 for
more information on the Paired Weapon
Kata and how it is resolved). The style is
based around the Paired Weapon Kata,
and trying to use it without the weapons
invokes a -30 modifier to all attacks. The

character may learn additional Paired
Kata Weapons with this style as they
would learn additional weapon katas with
any other style by paying the cost for both
Kata Weapons to be learned.

Example: Kwan learns the Double
Dagger Style. He later decides that he
want to use sai with the style. Since the
sai would cost 8 DPs to learn as an
Individual Weapon Kata normally, to
learn how to use sai as a Paired Weapon
Kata, Kwan has to pay double the normal
DPs, 16 DPs in this case, to learn Sai as a
Paired Weapon Kata.

Two Weapon Kata:  Some styles allow for the
use of 2 Kata Weapons in a manner that is
similar to a Two Weapon Combat style
created for melee weapons (see section 4.7
for more information on Weapon Katas
and how to resolve Two Weapon Kata
attacks). With this option, the character
may use the style with 2 specific one-
handed Kata Weapons. Each Kata
Weapon is learned for a specific hand.
The Kata Weapon in the off-hand must
also be equal or smaller in size than the
weapon in the main hand.

Because the weapons are integral to the
style, attempts to use the style without the
proper weapons in the proper hands will
result in a -20 for each Kata Weapon that
is missing.  The character may learn to use
this style with additional Kata Weapons
just as they could with any other martial
arts style, however, the character must
learn these additional weapons in pairs
for the style, and both must be purchased
at the same time.

Example: Kwan learns a Two Weapon
Kata utilizing the Kata Weapons Mace
and Dagger. He decides to add Short
Sword and Dagger as a possible Kata
Weapon combination. Since each Kata
Weapon costs 7 DP; that means that
Kwan has to pay 14 DP to add that
combo to his two weapon kata style. It
does not matter that Kwan knows the
Dagger with the Mace, it is the
combination that is important, and so he
has to purchase it again.
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4.6 SELECT SPECIFIC MANEUVERS

The next step in style creation is to select
which Specific Maneuvers are available to a
style and how many of those available Spe-
cific Maneuvers a character will know when
they first learn a style.

AVAILABLE MANEUVERS

It costs nothing to list a Specific Maneu-
ver as being available to a given style. How-
ever, only those Specific Maneuvers that fit
the style should be listed as being available.
Whether or not a Specific Maneuver is avail-
able determines the cost of learning new
maneuvers later on, after the style has been
initially learned.

KNOWN MANEUVERS

A style will always contain, at the very
least, a Basic Maneuver such as Basic Strike,
Basic Shot or Basic Sweep. These are maneu-
vers with a zero cost. They are what allow for
the basic attacks that are essentially the basis
of the core combat rules.

If a player does not declare that they are
using a Specific Maneuver and which one
that they are using when they declare their
actions for the round, then the Basic maneu-
ver for the style is what is used.

Styles may also contain an entry such as 3
Known Maneuvers [3]. This means that the
character gets to select 3 of the Available
Maneuvers and that he starts out knowing
those maneuvers with the style.

The character may not select just any of
the Available Maneuvers for his Known
Maneuvers. He has to be able to meet any
qualifications that a maneuver has.

MANEUVERS PER ROUND

No more than a single maneuver may be
used in a given round normally. Nor may a
character combine the capabilities of multiple
maneuvers.

The maneuver, Basic Strike, is essentially
what is declared when making an attack using
the normal RMC rules. This includes the basic
Parrying capabilities. When using the Spe-
cific Maneuvers, the character may not at-
tempt to use a Specific Maneuver with parry-
ing as parrying is part of the Basic maneuver,
not the Specific Maneuver.

If a character does not declare which

Specific Maneuver he will be using in a given
round, he should always be considered to be
using the Basic maneuver for his style.

SPECIFIC MANEUVERS

Following are several tables, Table 04-08
through Table 04-13, each containing a list of
the Specific Maneuvers that are available for a
specific type of attack.

The OB, DB, Crit, and Init columns denote
the basic modifications to those aspects of
combat that may be performed with a Specific
Maneuver. If one aspect is adjusted for a
maneuver, then all of the other aspects must
also be adjusted according to the basic ad-
justments listed in the table.

Example: The maneuver, Block has an OB
modifier of -2 and a DB modifier of +3.
This means that every 3 points added to the
character’s DB while using this maneuver
automatically adjusts the character’s OB by
-2. The DB cannot be adjusted without
adjusting the OB as well.
Certain maneuvers have aspects that are

not adjustable, but are static, thus they do not
get adjusted accordingly as the other aspects of
the maneuver are adjusted.

Unless otherwise specified, all attacks
require the same amount of activity as de-
noted for general attacks of a given type in
Section 3.0 of RMC Arms Law.

Each of the Specific maneuvers is de-
scribed in more detail below. In parenthesis,
after the name of the maneuver is list of the
table numbers upon which the maneuver may
be found. If multiple table numbers are listed
in the parenthesis, then the maneuver is
available for multiple types of attacks.

Example: Basic Grapple (04-08) means that
the Basic Grapple maneuver may be found
on Table 04-08 MA Grappling Maneuvers.

Basic Grapple (04-08): This maneuver is
common to all styles using a martial arts
grappling attack and as such costs no
points to include. This allows the charac-
ter to make a single attack each round
using the style bonus as his OB. It also
allows the character to shift any portion of
his OB to his DB in an action called
Parrying, as described in Section 2.4
Weapon & Attack Bonuses & Modifica-
tions in RMC Arms Law, pages 18-22.
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Basic Shot (04-12): This maneuver is com-
mon to all styles using missile weapons
and as such costs no points to include.
This allows the character to make a
single attack each round using the style
bonus as his OB. It also allows the
character to shift any portion of his OB
to his DB in an action called Parrying as
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described in Section 2.4 Weapon &
Attack Bonuses & Modifications in
RMC Arms Law, pages 18-22.

Basic Strike (04-09): This maneuver is
common to all styles using martial arts
strikes and as such costs no points to
include. This allows the character to make
a single attack each round using the style
bonus as his OB. It also allows the
character to shift any portion of his OB
to his DB in an action called Parrying as
described in Section 2.4 Weapon &
Attack Bonuses & Modifications in
RMC Arms Law, pages 18-22.

Basic Sweep (04-10): This maneuver is com-
mon to all styles using martial arts sweeps
& throws and as such costs no points to
include. This allows the character to make
a single attack each round using the style
bonus as his OB. It also allows the charac-
ter to shift any portion of his OB to his
DB in an action called Parrying as de-
scribed in Section 2.4 Weapon & Attack
Bonuses & Modifications in RMC Arms
Law, pages 18-22.

Basic Swing (04-11): This maneuver is
common to all styles using melee weap-
ons and as such costs no points to
include. This allows the character to
make a single attack each round using
the style bonus as his OB. It also allows
the character to shift any portion of his
OB to his DB in an action called Parry-
ing as described in Section 2.4 Weapon
& Attack Bonuses & Modifications in
RMC Arms Law, pages 18-22.

Basic Weapon Throw (04-13): This maneuver
is common to all styles utilizing thrown
weapons and as such costs no points to
include. This allows the character to make
a single attack each round using the style
bonus as his OB. It also allows the
character to shift any portion of his OB
to his DB in an action called Parrying as
described in Section 2.4 Weapon &
Attack Bonuses & Modifications in
RMC Arms Law, pages 18-22.

Block (04-09; 04-11): The Block is a more
powerful type of parry, meaning that it
may be performed in the same round as
an attack.  However, this maneuver re-
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with his weapon as the defender level. If
he fails the RR, then he loses his weapon
and must draw another one or spend 2
rounds recovering the one lost.

Disarming Throw (04-10): With this maneu-
ver the character is able to make an at-
tempt at disarming his foe. The character
makes an attack roll as normal, subtract-
ing the foe’s DB and applying any other
modifiers.  The result is then looked up on
the Hard column of the Movement &
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quires that the character devotes 100% of
their activity to this maneuver in the
round in which it is performed. For every
2 points subtracted from OB, the character
gains 3 points to his DB. Additionally, the
character receives a -5 modifier to his
initiative for the round.

Brace (04-12): The character takes extra time to
brace himself and make a better shot. For
each additional 5% activity spend in
bracing the shot, the character receives a
+2 bonus to OB. The bonus acquired from
this maneuver may not exceed a number
equal to double the number of ranks that
the character has in the style.

Defensive Block (04-09; 04-11): This maneu-
ver requires that the character also know
the Block maneuver. It works in the same
manner as the block, except the initiative
modifier is larger and the character
receives 2 point to DB for every point of
subtracted from OB. As with the Block,
this maneuver must be declared before
the beginning of the round and it re-
quires 100% of the character’s activity for
the round.

Defensive Strike/Throw (04-09; 04-10; 04-
11): When using this maneuver, the
character trades penetrating power and
attack speed for slightly better defensive
capabilities. The character can reduce
both his initiative and his critical roll,
should he deal a critical, to increase his
DB for the round by 2 points. A
character’s initiative and critical rolls may
not be reduced by more points than the
character has ranks in this style. This
maneuver requires 100% activity in the
round in which it is performed.

Disarm (04-11): With this maneuver the
character is able to make an attempt at
disarming his foe. The character makes an
attack roll as normal, subtracting the foe’s
DB and applying any other modifiers.
The result is then looked up on the Hard
column of the Movement & Maneuver
Table. If the result from the table is 100 or
greater, then the foe must make a
Strength-based Resistance Roll, using
your number of ranks with this style as the
attacker level, and his number of ranks
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Maneuver Table. If the result from the
table is 100 or greater, then the foe must
make a Strength-based Resistance Roll,
using your number of ranks with this style
as the attacker level, and his number of
ranks with his weapon as the defender
style. If he fails the RR, then he loses his
weapon and end up prone on the ground
and must spend one round getting back
to hit feet, and another either recovering
his weapon or drawing a new weapon.

Far Shot (04-12): By taking a 75% activity
action to make his shot, the character may
increase the ranges for his shot by 2’ for
every -1 that is applied to his OB (i.e. for
a -5 to OB, the ranges on short bow
change from 1’-10’/11’-100’/101’-180’ to 1’-
20’/21’-110’/111’-190’). The total modifier to
the character’s OB for this maneuver
cannot be larger than the number of
ranks that the character has in the style.
This maneuver may be combined with
Distance shot in the same round, but
doing so requires that the shot take 100%
activity for the round.

Far Throw (04-13): By taking a 75% activity
action to make his throw, the character
may increase the ranges for his thrown
weapon by 0.5’ for every -1 that is applied
to his OB, up to a maximum of +10’ in
range. The total modifier to the character’s
OB for this maneuver also cannot be
larger than the number of ranks that the
character has in the style.

Fast Strike (04-09; 04-10; 04-11): With this
maneuver, the character gives up some
offensive power in order to attack faster.
For every 2 points that he reduces his OB,
his initiative is increased 1 point. As with
all other maneuvers that modify the
initiative, the adjustment is just for the
round in which the maneuver is per-
formed. A character may not increase his
initiative by more points than he has
ranks in the style.

Grab (04-08): This maneuver is a more power-
ful version of the Basic Grapple maneu-
ver. It allows the character to give up some
of their Offensive and Defensive capabili-
ties in order to ensure that he does more
damage overall in the attack. For every

point that the character reduces his OB, he
reduces his DB by 2 points. If his attack is
successful, the character also gains a +1 to
the critical roll for each point that his OB
was reduced, and he also does +1 addi-
tional hit of damage to the target. The
additional damage cannot exceed the
character’s Strength bonus, and the
character may not reduce his OB by an
amount that is greater than the number of
ranks he has in the style.

Grappling Block (04-08): With this maneuver,
for every point that the character reduces
is OB and his critical roll, he gets to
increase his DB by 3 points. The character
may not reduce his OB by an amount
greater than the number of ranks he was
with this style. If the foe’s attack does no
damage, you have grappled his weapon
arm, and he must make a Light Strength-
based maneuver roll each round, begin-
ning with this one, in order to break free.
Neither of you can make an attack while
he is so held.

Grappling Disarm (04-08): With this ma-
neuver the character is able to make an
attempt at disarming his foe. The charac-
ter makes an attack roll as normal, sub-
tracting the foe’s DB and applying any
other modifiers.  The result is then
looked up on the Hard column of the
Movement & Maneuver Table. If the
result from the table is 100 or greater,
then the foe must make a Strength-based
Resistance Roll, using your number of
ranks with this style as the attacker level,
and his number of ranks with his weapon
as the defender style. If he fails the RR,
then he loses his weapon and must spend
one round either recovering his weapon
or drawing a new weapon.

Killing Shot (04-12): The character sacrifices
some defensive capabilities and accuracy
for penetrating power. He reduces his OB
and his DB by 1 each in order to gain a +1
to any critical rolls from the shot. The
bonus to the critical roll may not exceed
the number of ranks that the character has
in the style. Utilizing this maneuver
requires that the character spend 75%
activity making the shot.
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Killing Strike (04-09; 04-11): With this
maneuver, the character gives up accuracy
and some defensive capabilities to in-
crease the penetrating power of his strike.
The character may reduce his OB and his
DB, by equal amounts, to gain a bonus on
his critical rolls. For every point sub-
tracted from OB and DB for the round,
the character gets +1 to any critical rolls.
The bonus to the critical roll may not
exceed the number of ranks that the
character has in the style. Using a Killing
Strike requires 100% activity.

Legsweep (04-10; 04-11): The character makes a
normal attack. Instead of the normal
critical, he does an Unbalancing critical,
and if the attack is successful, the foe will
be knocked to the ground and treated as
prone for the remainder of the round if he
fails an Agility-based Resistance Roll
against the number of ranks in the style
that the character has. This maneuver is
primarily for use with the martial arts and
weapons over 3’ in length. Shorter weapons
receive an additional -30 modifier to their
OB when this maneuver is used.

Martial Disarm (04-09): With this maneuver
the character is able to make an attempt
at disarming his foe. The character makes
an attack roll as normal, subtracting the
foe’s DB and applying any other modifi-
ers. The result is then looked up on the
Hard column of the Movement & Ma-
neuver Table. If the result from the table

is 100 or greater, then the foe must make
a Strength-based Resistance Roll (with a -
10 modifier), using your number of ranks
with this style as the attacker level, and
his number of ranks with his weapon as
the defender level. If he fails the RR, then
he loses his weapon and must draw
another one or spend 2 rounds recover-
ing the one lost.

Martial Grab (04-08): This is a more powerful
version of the Grab maneuver. The character
may not learn this maneuver if he does not
already know the Grab maneuver. For every
point that the character reduces his OB, he
also reduces his DB by 1 point. If his attack
is successful, the character also gains a +1 to
the critical roll for each point that his OB
was reduced, and he also does +1 additional
hit of damage to the target. The additional
damage cannot exceed the character’s
Strength bonus, and the character may not
reduce his OB by an amount that is greater
than the number of ranks he has in the style.

Martial Strike (04-09): With this maneuver, the
character gives up some defensive capabili-
ties and some penetrating power to make
more accurate attacks. For every point that
his DB and his critical rolls are reduced, and
they must be reduced equal amounts, the
character gains a +1 to his OB. The character
may not receive a bonus to OB greater than
the number of ranks he has in this style. The
maneuver requires 100% activity.
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Martial Throw (04-10): With this maneuver
the character gives up the ability to do
penetrating attacks to increase both his
OB and his DB. For every 2 points that his
potential critical roll is reduced by, his OB
and DB are both increased by +1. The
bonus to OB and DB cannot exceed the
number of ranks that the character with
the style.

Offensive Shot (04-12; 04-13): The characters
sacrifices some defensive capabilities and
to ensure a greater chance of hitting his
target. He reduces his DB and any critical
rolls he might achieve by 1 each to gain a
+1 bonus for his OB. The bonus to OB
cannot exceed the number of ranks that he
has in the style. Utilizing this maneuver
requires that the character spend 75%
activity making the shot.

Offensive Strike (04-11): With this maneuver,
the character gives up some defensive
capabilities and some penetrating power
to make more accurate attacks. For every
point that his DB and his critical rolls are
reduced, and they must be reduced equal
amounts, the character gains a +1 to his
OB. The character may not receive a bonus
to OB greater than the number of ranks he
has in this style. The maneuver requires
100% activity.

Quick Shot (04-12; 04-13): This maneuver
allows the character to get his shot off
faster, even though it requires the same
amount of activity as normal. But the
chances are that the shot will be less
dangerous overall. For every -1 that he
receives to his OB and any critical roll that
is achieved, he receives a +2 to his initia-
tive. The character may not reduce his OB/
critical roll by an amount larger than the
number of ranks in the style.

Reverse Stroke (04-08; 04-11): This maneu-
ver allows the character to make an
attack against a foe that receives a
positional modifier against them
without having to turn around or
change facing. The attack against the
foe receives a negative modifier equal
to double the positional bonus that the
foe is receiving. However, for every
point that the character reduces his

initiative and DB, he can increase his
OB by 2 points for this attack. The
character may not reduce his initiative
and DB by an amount that is greater
than a number equal to the number of
ranks that the character has in this
style. The bonus to OB also cannot do
any more than offset the modifier from
the foe’s positional bonus.

Example: If the foe is receiving a +15
positional bonus from being on the flank,
this maneuver allows you to attack him
with a -30 modifier (2 x 15 as a negative
modifier). If you have 15 or more ranks in
this style, you can reduce your init and
DB by 15 points to gain a +30 that
negates that modifier, but you cannot
make the bonus any higher regardless of
how many ranks you have. If you only
had 10 ranks in the style, you wouldn’t be
able to reduce your init and DB by more
than 10, which would have given a +20 to
reduce the -30 down to -10.

Riposte (04-09; 04-11): This maneuver is
basically a full parry, followed by a quick
attack. It requires 100% activity to per-
form. The character does a full parry,
moving all of his OB to DB. However, the
riposte does not get the additional +10 to
DB, nor can it receive any additional DB
bonuses from weapons that might provide
them, like the sai or main gauche. If the
full parry portion of the riposte is success-
ful in preventing the incoming attack
from damaging the character, he may
immediately, in the same round, perform
his own attack, using 25% of his OB.

Sacrifice Disarm (04-09; 04-11): This maneu-
ver works just like the Disarm maneuver
described above, except that the character
may reduce his DB for the round in order
to gain a bonus to the Disarm maneuver
(he must first overcome the innate -10
that the normal Disarm has).  For each
point that DB is reduced, he gains a +1 to
the Disarm roll. This maneuver may not
be learned unless one already knows the
Disarm maneuver. The bonus to the
Disarm maneuver is limited by the
number of ranks that the character has in
the style.
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Sacrifice Strike/Throw (04-09; 04-10; 04-11):
The character sacrifices some of his
defensive capabilities to better his
chances of making a more damaging
attack against his foe. For every full 4
points that he reduces his DB, he also
reduces his initiative by 1 point. This in
turn grants him a +3 to his OB and a +1 to
critical rolls. These modifications are
done in groups or units, and the charac-
ter may not make partial modifiers, he
must use the full unit. The character is
also limited by the number of ranks he
has in the style. His critical modifier
cannot exceed the number of ranks that
the character has in this style.

4.7 WEAPON KATAS

Many times, a martial artist will learn
how to use weapons as part of their martial
arts style. In RM, this is referred to as a
Weapon Kata.

The following rules for Katas are not
limited to just the Martial Arts Style rules.
They can equally be used with the core RMC
martial arts rules. They can also be used with
the core RMSS/FRP rules as well.

A Martial Artist doesn’t learn how to use a
weapon like Fighters and Rogues and other
combat oriented characters might learn.
Instead, they simply learn how to use such
weapons in conjunction with their martial
arts; as an extension of themselves.

LEARNING A KATA

In game terms, this means that a Martial
Artist does not learn skill ranks in each indi-
vidual weapon, instead, he spends a small
amount of DP and he can then use the weapon
with one of his existing martial arts styles.

A character may only acquire 1 new
Weapon Kata when doing his development
for a new level.

In addition to this one time DP cost, a
weapon kata also requires a certain amount or
level of skill in the martial arts to use. The two
tables, Table 04-14 Generic Weapon Kata
Information and Table 04-15 Specific Weapon
Kata Information, show the minimum Tier
required in order to learn a kata for each of the
listed weapons and/or group of related weap-
ons. And next to the Tier, in parenthesis, is the
minimum number of ranks required in that Tier
before the specific kata can be learned. The Type
column shows what type of martial arts the kata
may be used for; be it Strikes or Sweeps or both.

Example: a Quarterstaff has a Required
Tier (Rank) of III (5). This means that the
character must have at least 5 ranks in
MA Strikes Tier III in order to purchase
the Quarterstaff weapon kata. Once the
player has met the criteria, then he only
needs to spend 8 DP in order to learn the
kata. If he also wanted to learn the
Quarterstaff Kata for his MA Sweeps &
Throws as well, he would have to meet the
Tier and Rank requirements for that type
of Martial Arts and spend another 8 DP.

Once purchased, the character may use
the weapon kata with any of his martial
arts attacks of the proper type within the

style that it is learned for. However, it
must be purchased separately for

different styles.

PAIRED WEAPON KATAS

Styles with this capability use 2
identical one-handed weapons as
part of the kata. Once a style that
contains a Paired Weapon Kata has
been acquired, the character may
expand the style to use other
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weapon pairs. In doing so, he has to pay
double the normal DP cost for the kata
weapon since he is learning it as part of the
pair. This cost is treated as a single cost that
must be paid all at once, and cannot be split
over multiple levels.

TWO WEAPON KATAS

Styles with this capability use 2 weapons
as part of the kata. The weapons in a Two
Weapon Kata must be one handed weapons
and the weapon used in the off-hand must be
the same size or smaller than the other
weapon. The weapons that are used with a
Two Weapon Kata may be identical or they
may be different weapons.

Once a Two Weapon Kata style has been
acquired, the character may learn additional
Kata Weapon combinations to use with the
style. Both weapons of the combination must
be paid for at the same time, the cost may not
be split over multiple levels.

The combination of the weapons is the
important aspect here. If a character knows a Two
Weapon Kata with Mace and Dagger, and
decides that he wants to learn how to use the style
with Short Sword and Dagger, he must purchase
both weapons of the combination, since he is
learning how to use the 2 weapons together.

It does not matter than he already knows
the Dagger as part of another combination, he
doesn’t know how to use it in conjunction
with the Short Sword, so it must be purchased
in combination with the Short Sword.

KATA RESOLUTION BASICS

When using a Kata, any martial arts attack
made by the character, while wielding his kata
weapon, will do an additional amount of
damage equal to what is listed under Bonus
Hits on the tables, Table 04-14 Generic
Weapon Kata Information or Table 04-15
Specific Weapon Kata Information. Thus, our
Quarterstaff from the earlier example will do
8 extra Hits of damage on any attack that
does damage to his foe.

When using a weapon kata, the player may
also declare that he is going to use the alternate
critical rather than the one normally associated
with his martial arts type. Normally, this alter-
nate critical will be of one degree less severity
than is indicated by the attack table, however,
some weapons, like the Quarterstaff, will do an
alternate critical of equal severity to what the
attack table indicates while others might offer
more than one type of alternate critical.
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Weapon Katas may be used with any
specific martial arts maneuvers so long as the
type of attack that the kata weapon may be
used with matches the type of attack that the
maneuver may be used with.

PAIRED WEAPON KATAS

This type of kata allows the character to
wield 2 identical weapons in such a manner
that it increases the overall damage done. This
type of kata does not allow for multiple attacks
in a given round. Instead, the character makes
a single attack that is more deadly overall.

When using this type of kata, the addi-
tional hit damage done is equal to the bonus
hit damage from each of the 2 weapons used.
(i.e. since a blackjack does +6 bonus hits, a
Paired Weapon Kata with blackjacks will do
+12 hits). This attack will also do an extra,
second critical of one severity less than what is
delivered. An “A” critical becomes an “A - 20”.
The second critical will always be the alternate
critical for the kata weapons, regardless of the
type of critical selected for the attack.

TWO WEAPON KATAS

When making attacks using a Two Weapon
Kata, the character is able to make 2 attacks in
the round. The character must be specific as to
which hand is holding which weapon, as the
kata adjustments carry through to the specific
attacks. The weapon in the character’s off-hand
receives a modifier of -20 to is OB.

When using the Two Weapon Kata, the
character may use specific martial arts maneu-
vers with his attacks. However, both attacks
must use the same maneuver, and any modifi-
cations from the specific maneuver apply
equally to both attacks.

Example: Kwan is using a Multiple
Weapon Kata consisting of a dagger and
a blackjack. He has a style skill bonus of
75 and decides to put 50 points into his
parry. This means that both attacks have
a starting OB of 25, and the blackjack
(off-hand) receives an additional modifier
of -20 for being off-hand, so his OB for
the attacks is 25 for the dagger and 5 for
the blackjack. If successful, since Kwan
also declared that he was using the Alt
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Crits for his Katas, he will do +4 hits with
the dagger and a slash critical of one
severity less than rolled. For the blackjack,
if that attack is successful, he will do +6
additional hits and a crush critical of one
severity less than rolled.

KATA WEAPON INFORMATION

You do not learn katas by group, you
learn them by individual weapons, but the
majority of weapons within each group will
use the same kata stats. Table 04-14 Generic
Weapon Kata Information gives the kata
information for each of the Weapon Focus
groups described in Table 04-03 Weapon
Focus Breakdown.

Table 04-15 Specific Weapon Kata
Information gives you the kata informa-
tion on a number of specific weapons
whose statistics differ from those of its
weapon group.

NATURAL/INNATE WEAPONS

If a GM allows a natural or innate
weapon/attack to be used as a Kata Weapon,
then must assign stats to it accordingly. The
GM should determine which Kata Weapon
the attack is most like, and then set the stats to
be the same as for that weapon.

Example: Bob is playing a character with a
natural set of claws. Bob’s character is a
Monk. The GM decides that
claws would be most akin to a
dagger, so to include his claws as
a Kata Weapon, Bob must meet
the same criteria that would be
required if he wanted to learn to
use a Dagger as a Kata Weapon.
Since Bob’s character also has a
good sized tail, the GM also rules
that the tail could become a
Sweeps only based Kata Weapon
with stats that are equivalent to
those of a Quarterstaff.

4.8 SAMPLE STYLES

The following section contains
several sample styles to get you
started. Each style description con-
tains 4 main parts.  The first is the
description of the style itself. This
can include such details as a capsule
history of the style as well.

 The second item is the Elements. This is a
listing of what the style is actually comprised of.
One of these Elements will often be an entry
called, Specific Maneuvers. This is basically just
a placeholder for one or more maneuvers that
are normally associated with the style. The
player who chooses to learn a given style then
gets to select which maneuvers he will learn with
the style from the third part of the style descrip-
tion, the Available Maneuvers.

The Available Maneuvers is a listing of
those maneuvers that are specifically associ-
ated with the style. The player may choose
which of the listed maneuvers he learns with
the style. The number that he learns is deter-
mined by the Specific Maneuvers item listed
in the Elements section. A character may not
learn more than the listed number of Specific
Maneuvers when he first learns the style.
However, he may learn additional maneuvers
later on (refer to section 4.9 for more infor-
mation on learning additional maneuvers.

The final part is the Total Style Point
Value which gives the total cost of the Ele-
ments. This is what is used to determine the
DP cost for learning a given style

The first several styles listed are generic
styles based upon the basic types of focus.
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BASIC INDIVIDUAL WEAPON STYLE

This style contains no fancy maneuvers or
options. It allows for basic attacks and parry-
ing with a single, individual weapon. The style
may be used with other weapons from the
same group with half of its normal OB.
Elements: Individual Weapon Focus (player’s

choice) [2], Basic Swing [0]

Available Maneuvers: None

Total Style Point Value: 2

BASIC WEAPON GROUP STYLE

This style contains no fancy maneuvers or
options. It allows for basic attacks and parry-
ing with all weapons within a single group.
One weapon in the group is selected as the
primary weapon and it uses the full OB
bonus; all other weapons in the group may be
used with a -10 modifier. The character may
spend a week practicing to change which
weapon is the primary weapon.
Elements: Group Weapon Focus (player’s

choice) [5], Basic Swing [0]

Available Maneuvers: None

Total Style Point Value: 5

BASIC MARTIAL ARTS STRIKES STYLE

This style contains no fancy maneuvers or
options. It allows for basic MA Strikes attacks
with a cap of Tier 2 on your attacks.
Elements: Martial Arts Focus (2 Tiers) [2],

Basic Strike [0]

Available Maneuvers: Defensive Block [1],
Defensive Strike [1], Fast Strike [1], Killing
Strike [1], Martial Disarm [1], Martial Strike [1]

Total Style Point Value: 2

BASIC MARTIAL ARTS SWEEPS STYLE

This style contains no fancy maneuvers or
options. It allows for basic MA Sweeps
attacks with a cap of Tier 2 on your attacks.
Elements: Martial Arts Focus (2 Tiers) [2],

Basic Sweep [0]

Available Maneuvers: Defensive Throw [1],
Disarming Throw [1], Legsweep [1], Martial
Throw [1]

Total Style Point Value: 2

COBRA STYLE

The Cobra Style is strong, fast and deadly.
It is patterned after the swift strikes of snakes,
also taking in the suppleness of a snake’s

movement to better be able to roll with or
dodge attacks. One of the signature moves of
the style is an attack made with a dagger,
known as the Cobra’s Bite. The more nefari-
ous practitioners of this style will often use
poisoned blades for their bite.
Elements: Primary Martial Arts Focus (4 Tiers

- Strikes) [4], Basic Strike [0], Bonus to
Initiative [2], Agile Defense [2], Individual
Weapon Kata (daggers) [1], 3 Known
Maneuvers [3]

Available Maneuvers: Fast Strike [1], Killing
Strike [1], Martial Block [1], Martial Strike
[1], Reverse Stroke [1], Riposte [1], Sacrifice
Strike [1]

Total Style Point Value: 12

DANCING SCIMITAR STYLE

This style is a very acrobatic style, incorpo-
rating many spinning, jumping and ducking
movements which both aid in defense and
offense. Practitioners of this style often wear
loose, flowing robes that make it more diffi-
cult for a foe to read their upcoming move-
ment and also serve to distract foes
Elements: Individual Weapon Focus (Scimi-

tar) [2], Agile Defense [2], 3 Known Maneu-
vers [3], Basic Swing [0], Required Skill
(Acrobatics) [1]

Available Maneuvers: Fast Strike [1], Killing
Strike [1], Legsweep [1], Offensive Strike [1],
Reverse Stroke [1]

Total Style Point Value: 8

DOUBLE DAGGER STYLE

This style allows the character to use 2
daggers together in a very lethal fashion.
The style incorporates many fluid move-
ments in an almost dance-like rhythm that
allows the practitioner to make the most of
his smaller weapons.
Elements: Individual Weapon Focus (dagger)

[2], Additional Attack – Weapon (Dagger) [3],
Additional Attacks [2], Additional Foes [1],
Agile Defense [2], Paired Weapon Attack [3],
Basic Swing [0], 2 Known Maneuvers [2]

Available Maneuvers: Block [1], Defensive
Block [1], Defensive Strike [1], Disarm [1],
Fast Strike [1], Killing Strike [1], Offensive
Strike [1], Reverse Stroke [1], Riposte [1],
Sacrifice Disarm [1], Sacrifice Strike [1]

Total Style Point Value: 15
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DOUBLE SAI STYLE

The Double Sai Style allows the martial
artist to treat the Sai as extensions of himself.
Practitioners of this style are often very
effective against sword wielders.
Elements: Primary Martial Arts Focus (4 Tiers

- Strikes) [4], Basic Strike [0], Agile Defense
[2], Paired Weapon Kata (Sai) [3], 2 Known
Maneuvers [2]

Available Maneuvers: Defensive Block [1],
Defensive Strike [1], Fast Strike [1], Killing
Strike [1], Martial Disarm [1], Martial Strike
[1], Reverse Stroke [1], Riposte [1], Sacrifice
Disarm [1], Sacrifice Strike [1]

Total Style Point Value: 11

YOUNG DRAGON STYLE

The Young Dragon Style is a very power-
ful style of martial arts. It combines powerful
strikes with disorienting sweeps to keep foes
off balance. The style contains 2 signature
attacks, the Claws of the Dragon and the Lash
of the Dragon.

The Claws of the Dragon utilizes a special
martial arts weapon commonly referred to as
dragon or tiger claws. The Dragon/Tiger
Claws consist of several blades attached
together that would fit between the fingers or
over the knuckles (Treat as a dagger).

The Lash of the Dragon utilizes a metal
whip or a chain whip (treat as regular Whip,
except it does a Type IV attack with an OB
Mod of 0 and -10 respectively).
Elements: Primary Martial Arts Focus (4 Tiers

- Strikes) [4], Secondary Martial Arts Focus
(2 Tiers - Sweeps & Throws) [3], Adrenal
Defense [4], Basic Strike [0], Basic Sweep
[0], Individual Weapon Kata (Tiger Claws)
[1],  Individual Weapon Kata (Steel Whip)
[1],Individual Weapon Kata (Quarterstaff)
[1], 2 Known Maneuvers [2]

Available Maneuvers: Defensive Block [1],
Defensive Strike [1], Fast Strike [1], Killing
Strike [1], Legsweep [1], Martial Disarm [1],
Martial Strike [1], Martial Throw [1], Reverse
Stroke [1], Riposte [1], Sacrifice Disarm [1],
Sacrifice Strike [1], Sacrifice Throw [1]

Total Style Point Value: 16

MONKEY STYLE

The Monkey Style is style is a fast acro-
batic style that allows for the practitioner to
better avoid being hit by being prepared to
roll out of the way of incoming attacks.  This
style is deceptive in that it often appears
comical to the observer, but it is also a style of
deception that allows the practitioner to make
surprise attacks at foes.
Elements: Primary Martial Arts Focus (3 Tiers

– Strikes) [3], Secondary Martial Arts
Focus (2 Tiers – Sweeps) [3], Basic Strike
[0], Basic Sweep [0], Agile Defense [2], 3
Known Maneuvers [3], Required Skill
(Acrobatics) [1]

Available Maneuvers: Defensive Block [1],
Defensive Strike [1], Defensive Throw [1],
Disarming Throw [1], Fast Strike [1],
Legsweep [1], Martial Disarm [1], Martial
Strike [1], Martial Throw [1], Sacrifice Dis-
arm [1], Sacrifice Strike [1], Sacrifice Throw [1]

Total Style Point Value: 12

SWASHBUCKLER STYLE

This style is for lightly armored, quick
and agile fighters. The practitioner most
often uses a weapon like a Rapier and a small
shield to combat foes. This style of fighting
often covers a lot of ground as the combat-
ants are often on the move, devoting at least
a small portion of their activity each round
to moving about.
Elements: Group Weapon Focus (thrusting

blades) [4], Agile Defense [2], Shield Bash
[2], Shield Training [3], Basic Swing [0],
Required Skill (Acrobatics) [1]

Available Maneuvers: Block [1], Defensive
Block [1], Defensive Strike [1], Disarm [1],
Fast Strike [1], Killing Strike [1], Offensive
Strike [1], Reverse Stroke [1], Riposte [1],
Sacrifice Strike [1]

Total Style Point Value: 12

SWORD & DAGGER STYLE

This style allows the character to utilize a two
weapon combo consisting of a long double-
edged blade and a short blade as the secondary
weapon. The off-hand, shorter weapon is more
often used for defense than it is for attacking.
There are variants of this style that utilize a short
cloak as the secondary weapon (treat this as a
“net” for the weapon group in this case).
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Elements: Group Weapon Focus (long
double-edged blades) [5], Additional
Attack – Group (short blades) [6], Defense
Ward [2]

Available Maneuvers: Block [1], Defensive
Block [1], Fast Strike [1], Killing Strike [1],
Offensive Strike [1], Riposte [1]

Total Style Point Value: 13

WHIP FIGHTER STYLE

Legends tell of the occasional adventurer,
who uses a long whip as their weapon. These
adventurers were so good that it often seemed
as if any whip in their hands were like a living
creature. The Whip Fighter style is often
considered unique in that it actually incorpo-
rated Specific Maneuvers from many differ-
ent types of fighting, thanks to the versatility
of the weapon.

Unlike many other melee weapons, the
attacks that are made with a whip can be
performed at a small range, one that is equal
to the length of the whip being used. Thus a
Whip Fighter who is wielding a 10’ long whip
may make his attacks at a range of 10’. The
downside to this is that the character may not
make any attacks with the whip is the target is
closer than half of the length of the whip.
Elements: Individual Weapon Focus (whip)

[2], Additional Attacks [2], Additional Foes
[1], Agile Defense [2], Basic Swing [0], Basic
Grapple [0], 4 Known Maneuvers [4]

Available Maneuvers: Defensive Strike [1],
Disarm [1], Fast Strike [1], Feint [1], Grab [1],
Grappling Disarm [1], Killing Strike [1],
Legsweep [1], Martial Grab [1], Offensive
Strike [1], Reverse Stroke [1], Sacrifice
Disarm [1], Sacrifice Strike [1]

Total Style Point Value: 11

4.9 DEVELOPMENT POINT COSTS

Now that you have your styles built, the
next step is for a character to learn the styles,
and to do this, we need to decide how many
development points it will cost them.

To do this, we will use the existing costs
for weapons and/or martial arts for the
professions as a Base Cost. Each profession
will end up with 3 costs; one for Melee At-
tacks, one for Ranged Attacks, and one for
Martial Arts Attacks.

Each character must determine what their
Base Cost will be for Melee, Ranged, and
Martial Arts Attacks.

To determine the Base Cost for Martial
Arts attacks, just use the cost of Martial Arts
for the given profession as their Base Cost.

To determine the Base Costs for Melee
and Ranged Attacks, the player should select
the two lowest weapon costs, replacing any
cost higher than a 6 with a 6, and then assign
them, one to Melee Attacks and one to
Ranged Attacks. Table 04-01 Baseline Costs
already determines this for you for all cur-
rently existing professions.

DETERMINING DP COST

Once you have determined your Base Cost
for a given type of style, then you just need to
determine you actual Development Point (DP)
cost for a style that you want to learn. Cross-
reference your base cost with the Total Style
Point Value of the style, and the result is the
DP cost for your style.

Example: Darwin, the Fighter has a Base
Cost of 1/5 for Melee Styles. He decides to
learn the Swashbuckler style which has a
Total Style Point Value of 12 points.

Looking at the 1/5
row, we look at the
result on the 11-12
point column, and
that gives us a DP
cost of 3/8. Thus, the
Swashbuckler Style
costs 3/8 DPs for
Darwin to learn.

T ELBA 61-40 S ELYT PD C STSO
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PURCHASING ADDITIONAL MANEUVERS

Each style contains a list of Available
Maneuvers. After a style is learned, a character
may pay development points to learn any of
the Available Maneuvers that he did not
originally learn as part of the style.  A charac-
ter, if he is willing to put enough effort into it,
may even learn Specific Maneuvers that are
not normally available to the style.

In order to learn additional Specific
Maneuvers, the following guidelines should
be used.

• A character may only learn one new
maneuver per level.

• A character cannot have purchased
any ranks in the style for this level
of development yet.

• To learn a new Available Maneuver,
the character has to pay a number of
DPs equal to the Additional Ma-
neuver Cost for his Base Cost from
the Development Point Costs Table
times the number of ranks he has in
the style.

• To learn a Specific Maneuver that is
not on the list of Available Maneu-
vers, the character has to be double

what he would pay for an
Available Maneuver.

• A character may not purchase any
additional maneuvers for a style if
he does not have at least one skill
rank more than the number of
Known Maneuvers that he has for
the style.

Example: Matt’s character, Diego has
learned the Whip Fighter style, in order to
pattern himself after the legendary hero
known as the Fox. The style comes with 4
known maneuvers. This means that
Diego must have at least 5 ranks in the
style before he may purchase another
maneuver to add to his list.
Once the character has learned the

maneuver and added it to his style, he must
then refigure the DP cost for all future ranks
to be learned in the style. This new DP cost is
then used for all future ranks purchased in
the style, including for this level. At least
until another maneuver is learned and added
to the style.

The Total Style Point Value of a Style
may not be increased above 20 points in
this manner.

Example: Joe’s character, a Fighter named
Darwin, has just reached 5th level and he
already knows the Swashbuckler Style (he
has 10 ranks). Joe decides that Darwin

wants to add a new maneuver, Fast
Strike, to the style. The style has a
Total Style Point Value of 12,
giving Darwin a DP cost of 3/8
for the style. Since Fast Strike is
one of the Available Maneuvers
for this style, Darwin has to pay
10 DP (10 ranks x 1 DP per rank
already known in the style) for
the maneuver. Joe then adds the
cost of the maneuver (1 point) to
the Total Style Point Value of
the style, bring it up to 13. This
will change Darwin’s DP cost
for ranks in the style from 3/8 to
4/8, so it will cost him 12 DP to
purchase 2 ranks in the style
this level instead of the 11 DP it

cost for the same thing the
previous level.
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5.0 CONDENSED

COMBAT SYSTEM

The new armor rules in the Combat
Companion called for a new set of attack and
critical tables that were tailored to the new
armor system. In the process we decided to
create a faster, condensed version of the attack
and critical tables. The attack and critical
tables, weapon information and basic modifi-
ers are all on a single page, which speeds
combat resolution tremendously. Each full
page of this Condensed Combat System (CCS)
represents a specific group of weapons based
on how those weapons are used. Short blades
are used differently than long blades or
bashing weapons.

The critical tables for each page are
unique to the attack type. That means that we
have 19 unique critical tables to go along with
our 19 different attack types.

5.1 USING THE CONDENSED

COMBAT SYSTEM

The first step is to determine which
combat table to use for your weapon. The
following table gives you that information,
along with some other information that we
will go over next.

1. Table 5.1 has 4 columns per entry:
2. The FR column is the maximum of the
Fumble Range for the weapon.
3. The Type indicated the maximum
amount of damage that can be done with
the weapon on the attack tables.
4. The OB Mod is a modifier to the
weapon’s OB when it is used with these
Combat Tables.
5. The Table column indicates which
table to use when making attacks with
the weapon.
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COMBAT TABLE LAYOUT

Each Combat Table has 4 main sections.
6.  The Attack Table is in the upper left hand

side of the Combat Table. All initial
attacks are rolled on this table.

7. Weapon Data is located below the
Attack Table.

8. Modifiers are on the bottom left of the
Combat. These are the standard modi-
fiers due to size, which apply to both
OB and critical rolls, and the critical
adjustment modifiers.

9. The Critical Table is on the right hand
side of the Combat Table. Each critical
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table is specifically geared to the weapon
table. The modifiers in the bottom left
allow for a wide range of critical results.

5.2 RESOLVING ATTACKS

Attacks are resolved very much like they
are in the core Rolemaster Classic rules.

The attacker rolls percentile dice adds his
character’s Offensive Bonus (OB), and then
subtracts the foe’s Defensive Bonus (DB), and
then adds or subtracts any other modifiers
that might apply.

The result is then looked up on the attack
table by cross-referencing the result with the foe’s
Armore Rating (AR). Each column on the Attack
Table represents 2 specific Armor Ratings.

This will result in one of three types of
results; the letter “F”, a number, or a number/
letter combination. Each is described below.

“F”: This stands for Fumble. The Weapon Data
column FR stands for the Fumble Range. If
the result of the attack roll is between 01
and the FR number, then the attacker has
fumbled, and must roll on the fumble table.

Number: This represents an amount of
concussion hit damage inflicted on the
foe. A result of zero hits can be treated as
an attack that does no damage or as a
clean miss, depending upon whether it
was DB from a shield and/or armor that
put the attack into the zero hit range.

Note: Spells that multiply hit damage
refer to the numbers on the Attack Table,
not additional hits inflicted by criticals.

Number/Letter Combination: The attack
inflicted concussion hits and a critical.
The number represents concussion hit
damage as detailed in the above entry.

The attacker makes a second non-
open-ended roll to determine the exact
critical. This roll is modified by the
Critical Adjustments listed in the Modifi-
ers section of the Combat Table. You just
apply any of the modifiers that are perti-
nent, such as for the size of the foe being
fought and/or the severity of the critical.
Other things, such as the Ambush skill
and/or Specific Maneuvers from the style
rules presented earlier in this book can
also modify the critical roll.

If either a 66 or 100 are rolled on the dice,
then all critical modifiers are totally ignored
and the Unmodified (UM) result is applied to
the foe. The various modifiers to the critical
roll will never allow the character to achieve
one of the UM results on a critical.

Example: A result of 25C causes 25
concussion hits of damage and a C
critical. The attacker rolls again, adding
+10 for C critical. Thus a roll of 56
becomes a 66, which falls into the “66-
70”range on the critical table.

5.3 READING THE

CRITICAL TABLES

Guidelines for specific criticals are below.
+# Hits— (e.g. “+5 hits”) This amount of hits (#)

are taken in addition to the normal hit
result derived from the attack table used.
Normally, these hits are not increased (i.e.
“multiplied”) by strength factors (e.g.
certain creatures do “3x” normal damage, a
Strength spell on a character lets them
deliver “2x” normal damage, etc.).

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

... At -#— (e.g. “Foe fights at -30)” All of the
target’s bonuses (except DB and RRs) are
modified by this number (#). These
penalties are cumulative. Certain of these
penalties apply only to specific skills (e.g.
fighting, running, etc.).

Staggered # rounds— (e.g. “staggered 2
rounds”) For this number (#) of rounds,
the target receives a -25 modifier to all
actions. He may attack or parry as normal
after the modifier has been applied.

Must parry # rounds— (e.g. “must parry 2
rounds”) For this number (#) of rounds,
the target may not attack; they may only
parry with half of their OB, and the only
other actions allowed are movement and
maneuvers, both modified by -25.

Stunned # rounds— (e.g. “stunned 4 rounds”)
For this number (#) of rounds, the target
may not attack, they may only parry with
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half of their Offensive Bonus (Normal DB
due to Quickness, shield, etc. is not af-
fected), and the only other actions allowed
are movement and maneuvers, both
modified by -50.

Stunned and unable to parry # rounds
(Stunned-No Parry)— (e.g. “stunned no
parry 3 rounds”) For this number (#) of
rounds, the target may not attack, they may
not parry (Normal DB due to Quickness,
shield, etc. is not affected), and the only
other actions allowed are movement and
maneuvers, both modified by -75.

Down for # rounds— (e.g. “down 2 rounds”)
The target falls to the floor, and for this
number (#) of rounds, the target may not
attack or parry, the only actions allowed
are movements or maneuvers, both modi-
fied by –100. If the result does not specify
a number of rounds, then the target is
down for one round.

Out for # rounds— (e.g. “out 12 rounds”) The
target falls to the floor, unconscious. They
cannot act, and they loose all parry, move-
ment or quickness related DB. They only
gain DB from items or magical effects.
They are considered “Helpless” for combat
purposes. (see RMC Arms Law, section 5.5).

If the critical does not specify a number of
rounds, then the combatant is unconscious
until someone performs a successful Very
Hard First Aid maneuver on them, or casts a
spell (Like “awakening,” see SL) on them, or
the GM decides sufficient time has passed.
If combat is still proceeding, the combatant
will be at “Stunned No Parry” until the GM
decides they recover their wits.

A combatant prematurely awakened using
first aid (or magic) from an out result with
an “X rounds” duration will be “Stunned
No Parry” until those rounds wear off.

Knocked— (back/left/right/etc) # feet – Target is
knocked in the direction indicated by the
critical (random if not indicated), and
ends up at the destination on their feet or
down, as indicated by the critical. (If not
indicated, assume they are still standing, if
they are still capable.)

5.4 COMBAT EXAMPLE

Toril and Perdon, two adventurers, vying
for a lady’s favor have agreed upon a duel to
the death. They have the following stats:
Toril: Toril is a third level Rogue and he is

wearing:

• A leather Scale Shirt (AR 6  +2.25 DB)
• A Leather Scale Helm (+2.25 DB)
• Leather Scale Bracers (+2.25 DB)
• Leather Scale Greaves (+2.25 DB)
• Soft Leather Boots (+1.5 DB)

This gives his an AR of 6 and a DB of
11 (2.25 +2.25 + 2.25 + 2.25 + 1.5 = 10.5,
rounded to 11) from his armor. His
armor is fitted and Toril has enough
ranks to reduce the maneuver penalty
to its minimum of -11.

• Toril’s DB consists of his bonus from
his armor (+11), his quickness bonus
(+5), and his shield bonus (+20). The
quickness bonus is reduced by his
Maneuver Penalty (-11), but it cannot
be reduced to below zero. This gives
Toril a total AR (DB) of 12 (31) since
the -11 would reduce the +5 quick-
ness bonus below zero, it just be-
comes a zero.

• Toril has a quickness bonus of +5. He
is also using a shield, which modifies
his initiative by -5. This gives him a
total initiative stat of 0.

• Toril is using a broadsword for the
duel. He has 8 ranks in it for a +40,
and he gets a +13 from his stats.
However, his OB is also modified by
his Maneuver penalty of -11, so his
total OB is 42 (40 + 13 – 11 = 42).

• Toril has 35 concussion hits.
To recap, Toril has an AR (DB) of 6 (31), an

initiative stat of 0, an OB of 42 and 35 hits.
Perdon: Perdon is a third level Scout (i.e.

Thief) and he is wearing a full set of Soft
Leather made with a cuirass and
pauldrons. This gives him a base AR (DB)
of 3 (11). His armor is fitted, and he has
enough ranks in Maneuvering in Armor
to reduce his Maneuver Penalty to zero.

• Perdon’s DB consists of his bonus
from the armor (+11), his quickness
bonus (+10) and his shield (+20). Since
Perdon has no Maneuver Penalty, he
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gets to use his full quickness bonus
for his DB. This gives him a final AR
(DB) of 3 (41).

• Perdon has a quickness bonus of +10.
He is using a shield, which modifies
his initiative by -5. This gives him a
total initiative stat of +5

• Perdon is using a sabre, a weapon that
he has 8 ranks in, giving him a +40
bonus. He also gets +10 from his stats,
and he has no Maneuver Penalty, so
his total OB is 50 (40 + 10 – 0 = 50).

• Perdon has a total of 25 concussion hits.
To recap, Perdon has an AR (DB) of 3 (41), an

initiative stat of +5, an OB of 50 and 25 hits.

ROUND ONE

Declare Initial Actions Step:
The first step is for both foes to declare

their actions for the round.
Toril: Being reckless, Toril decides to parry

with 0% of his OB, and to use 100% of activity
to attack.

Perdon: Perdon puts part of his OB into
DB; 15 out of the 50 points he has into his DB,
and to attack with 100% activity.
Determine Initiative:

Since neither party has surprise on their
side and both parties have weapons of the
same length, neither gains any modifier to
their initiative.

Toril: Rolls 2d10 to determine his initia-
tive. Toril rolls a 9 and a 1 for a total initiative
score of 10 for the round.

Perdon: Rolls 2d10 and adds his initiative
of +5 to determine his initiative. Perdon rolls
a 4 and a 4, which with his +5, gives him a
total initiative score of 13 for the round.
Resolve Short Actions:

Since there are no Short Actions to re-
solve, the GM moves on to the next phase.
Resolve Long Actions:

• Since Perdon has the higher initiative
score, he gets to resolve his action first.
He is making a 100% activity attack on
Toril with an OB of 35 for the attack.
Perdon rolls a 85, plus the 35, plus the
-5 that the sabre receives on the attack
table, gives a total of 115. Toril has a
DB of 31. This makes the final attack
roll be 84 (115 – 31 = 84).

• Toril has an AR of 6, so we look on the
6 column of the Attack Table portion
of the Combat Table and we get a
result of 2. Perdon has nicked Toril
for 2 points of damage.

• Now it is Toril’s turn to attack. His
current OB is 42. He rolls a 95, giving
him a total of 127 after applying the -
10 modifier that the broadsword
receives on the attack table. Perdon
has a base DB of 41. To this is added
the 15 points that he devoted to
parrying, giving him a total DB of 56.
This makes the final attack roll be a 71
(127 – 56 = 71).
     Looking up the result for a 71 on the
3 column of the Long Blades Combat
Table gives us a result of 3. Toril does 3
points of damage to Perdon.

Upkeep Phase:
Neither combatant is stunned or bleed-

ing, so there is no upkeep to perform.

ROUND TWO

Declare Initial Actions Step:
At this point, both combatants realize that

the only way either one is going to win is to end
this quickly, and that means attacking full out.

Toril: Toril attacks with 100% of his OB,
using 100% activity.

Perdon: Perdon attacks with 100% of his
OB, using 100% activity.
Determine Initiative:

Since neither party has surprise on their
side and both parties have weapons of the
same length, neither gains any sort of modi-
fier to their initiative.

Toril: Rolls 2d10 to determine his initia-
tive. Toril rolls a 9 and a 3 for a total initiative
score of 12 for the round.

Perdon: Rolls 2d10 and adds his initiative
of +5 to determine his initiative. Perdon rolls
a 6 and a 3, which with his +5, gives him a total
initiative score of 14 for the round.
Resolve Short Actions:

Since there are no Short Actions to re-
solve, the GM moves on to the next phase.
Resolve Long Actions:

• Since Perdon has the higher initiative
score, he gets to resolve his action first.
He is making a 100% activity attack on
Toril with an OB of 50 for the attack.
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Perdon rolls a 92, plus the 50 plus the -5
adjustment on the table, gives a total of
138. Toril has a DB of 31. This makes the
final attack roll be 107 (138 – 31 = 107).

• Toril has an AR of 6, so we look on the
6 column of the Attack Table portion
of the Combat Table and we get a
result of 10B.  Perdon has done 10
points of damage and a B critical.

•. Perdon rolls the dice to determine the
actual critical. He rolls a 53, and adds
5 to this because it is a B critical, for a
total critical roll of 58.

• Looking at the Critical Table por-
tion of the Combat Table, we can see
that it says:

• A nasty strike down the forearm takes
the meat right off the bone. +6 Hits,
foe is bleeding 2/hits per round.

• This means that Toril has taken a total
of 16 hits this round. He won’t take
any hits from the bleeding until the
Upkeep Phase of the round.

Now it is Toril’s turn to attack. However,
he has now received an amount of damage
that is equal to or greater 50% of his total
number of hits (2 + 10 + 6 = 18 = 18; half of 35
rounded up). Since he has not completed his
action for the round yet, he receives an
additional -10 to his OB.

His current OB is 42, and he gets a -10
modifier to his actions because of the total

amount of damage he has received and the -10
from the weapon adjustment on the attack
table giving him a modified OB of 22. He
rolls a 97, an open-ended roll! He rolls again,
but only rolls an 8 for his second roll, this
gives him a total of 127 (22 + 97 + 8 = 127).
Perdon has a DB of 41. This makes the final
attack roll be a 86 (127 – 41 = 86).

• Looking up the result for a 86 on the 3
column of the Long Blades Combat
Table gives us a result of 7A. Toril
does 7 points of damage to Perdon
and also does an A critical.

• Toril rolls the dice to determine the
actual critical. He rolls a 15. Since this
is an A critical, it doesn’t get modified.
The critical reads:

• Crunch! You may not have gotten
through his armor but this thing’s a
pretty effective club. +3 hits.

• This means that Toril has done a total
of 10 hits for this round, and 13 hits in
total. This means that Perdon also
now receives a -10 modifier because he
has also received enough damage to
put him at that 50% or more mark on
damage taken.

Upkeep Phase:
Toril is bleeding at a rate of 2 hits per

round, so he now takes 2 more points of dam-
age; bringing his total damage to 20. That
means that Toril can only receive 15 more points
of damage before he will go unconscious.

Perdon has received 13 points of damage,
meaning that he can only take 12 more hits
before he will go unconscious.

Both combatants are now getting very
worried about their future.

5.5 THE COMBAT TABLES

The tables on the following
pages comprise the entirety

of the Condensed
Combat System pre-
sented in this product.
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011-701 C52 C32 C02 B81 B51 B31 A11 A9 A7 6
601-301 C32 B12 B81 B61 B41 A11 A9 A7 5 5

201-99 B22 B91 B71 B41 A21 A01 A8 5 5 5
89-59 B02 B71 B51 A21 A01 A8 6 5 5 4
49-19 B81 A51 A31 A11 A9 7 5 5 4 4

skcattAIepyTrofmumixaM
09-78 A61 A31 A11 A9 7 6 5 4 4 4
68-38 A41 A11 A9 7 5 5 4 4 3 3

7 28-9 A21 A01 7 5 5 4 4 3 3 3
87-57 A01 8 6 5 4 3 3 3 3 3
47-17 8 6 4 4 3 3 3 2 2 2
07-76 6 4 2 2 2 2 2 2 2 2
66-36 3 2 1 1 1 1 2 2 2 2
26-95 0 0 0 0 1 1 1 1 1 1
85-55 0 0 0 0 0 0 1 1 1 1
45-15 0 0 0 0 0 0 0 0 1 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+!truhattogs'tahT.etibtahtnilatememostoguoY!hcuO

01-60
ottegt'noduoytubhtuomruoynisregnifwefateguoY.hgiS

.tih1+.mehtpeek

51-11
sleehsihtapinotdraugsihrednupordnehtdnaegnuluoY

etsahsihnirevosllafylraeneH.sgelsihneewtebpeewsuoysa
.stih2+.uoyecafdnanrutot

02-61
fohcnubasawtoguoylla;tnemomtsebruoyt'nsawtahT

.hguohtyppahyrevkoolt'nseodeH.raesihfotibadnariah
.dnr1dereggatsdnastih3+

53-12
dnapmilasahwoneoF.toofsihotnihtootruoyknisuoY
dnr/tih1gnideelb,stih5+.delaehlitnudeepsflahtasevom

.dnr1rofdereggatsdna

54-63
5+.liavaonotpumihpirtotyrtdnaflacsihotnohctaluoY

.dnr/stih2gnideelbdnadnr1dereggats,stih

05-64
stih6+.ylsuovrenkcabsecnadehdnashgihtsihtapansuoY

.snoitcallaot01-dna

55-15
dnahteetruoyhtiwtsirwehttamranopaewsihbarguoY

dereggats,stih7+!kaewehtroferasnopaeW.ylthgitnohctal
.stih5+:srecarbhtiW.snoitcallaot01-dnadnr1

06-65
redluohssihtagniraet,gnirpsdnamihsdrawotdnuobuoY

dnastih7+.doolbmraw,teewsetsatuoY.hteetruoyhtiw
.dnr/stih2gnideelb

56-16
mihedisgnolaecaruoysaecnamrofrepaetiuqnostupeH

sdnr2dennuts,stih9+.skcottubsihotnihteetruoyknisdna
.snoitcallaot51-dna

66MU
snipskcattaruoyfoecrofehtdnataorhtehtybeofteguoY

03+.emacuoyyawehtkcab'5gniylfuoydnesdnatuobamih
.sdnr01rofyrrapondennutsdnadnr/stih5gnideelb,stih

07-66

revomihkconkotliaftubtaorhtsihotnihteetruoyteguoY
,sdnr2dennuts,stih01+.damytterpskooleH.nognahro
:romrakcenhtiW.snoitcallaot51-dnadnr/stih3gnideelb

.dnr/tih1gnideelbdnadnr1dennuts,stih5+

57-17

peekotsthgifehsakcabmihgnikconk,tsehcsihotnimalsuoY
4gnideelb,sdnr2dennuts,stih01+.kcensihmorfhteetruoy

dennuts,stih5+:romrakcenhtiW.snoitcallaot02-dnadnr/stih
.snoitcallaot01-dnadnr/stih2gnideelb,dnr1

08-67

knuhcytsatayawaraetuoY!doogytterpsetsatyugsihtyeH
ot02-,dnr/stih4gnideelb,stih21+.noitcesdimyhselfsihfo

.dnr1rofyrrapondennutsdnasnoitcalla

58-18
,stih41+.elcsumdnasnodnetehtdnerdnaniesolcuoY

2rofyrrapondennuts,snoitcallaot51-,dnr/stih5gnideelb
.sdnrerom2dennutsdnasdnr

09-68

tubytissecendasas'tI.hctorcsihotnihteetruoyknisuoY
,stih51+.gnideerbyugsihtfothguohtehtraebt'nacuoy
niorghtiW.sdnr4yrrapondennuts,dnr/stih5gnideelb

.dnr/stih2gnideelbdnastih5+:romra

59-19
eh,kcensihotnihteetruoyknisdnadrawrofdnuobuoY

ondennuts,dnr/stih5,stih02+.ffouoyhsupotseirtylelituf
.snoitcallaot02-dnasdnr4yrrap

001-69
sihotnipeedhteetruoyknisuoypaelsuoigidorpahtiW
6dennuts,stih61+.dnuorgehtotmihgarddnaredluohs

.dnr/stih6gnideelbdnasdnr

001MU
.ffothgirsemocdaehsihtahtylsuoicivosnepotaorhtsihraetuoY

nacuoytahtemitelttilossekatsihT.wondaeddnadoogs'eH
.mihdnihebyltcerid'01nihtiwenoynatsniagakcattaeerfaekam

501-101
.dnuorgehtotmihkconkuoyswajruoynikcensihgnihctaC

dnasnoitcallaot03-,stih02+.wongnoltsalt'noweH
.sdnr5yrrapondennuts

011-601
01+.ffotiekahsyllacitcarpdnamranopaewsihotnohctaluoY

.sdnr5dereggatsdnasdnr3dennuts,dnr/stih21gnideelb,stih

511-111
etiuqs'tI.knuhcdoogafforaetdnadnahffosihotnohctaluoY

.dnr/stih81gnideelbs'ehdnastih81+.ylivaehgnideelbs'eH.yhcnurc

021-611

ehtotmihgarddnataorhtsihotnihteetruoyknisuoY
revollasyarpsdoolbehtlitnumihekahsuoynehT.dnuorg

52gnideelb,stih21+.seidehdnaspanskcensiH.uoyfohtob
.ssoldoolbehtmorfsdnr6nidaedsiehdnadnr/stih
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

ataDnopaeW
nopaeW RF epyT doMBO

woBetisopmoC 4 VI 0
woBgnoL 5 VI 01-
wolBtrohS 4 III 0

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10
,selggigyliratnulovniehdnaraesihselkcitgnihctelfruoY

.stih0+.sedarmocsihmorfseralghsrahgniward

01-60
otspordworraehtnehT.seyeehtneewtebthgirmihlianuoY

.tih1+.uoytaseralgehdnateefsih

51-11
elkcirtllamsA.elddimehtnwodriahsihstrapyltaenworraruoY

.stih2+.esonsihotnodnadaeherofsihnwodsnurdoolbfo

02-61
anwodmihwolsdluohshgihtehthguorhtworranagnivaH

.dnr/tih1gnideelbsieofdnastih2+.tib

53-12
dnaretnecdaedenobtsaerbsihsekirtsworraehtfotniopehT
sihgnihctacerofebtnemomasmrasihslialfdna,selbmutseh

.dnr1dereggatssieofdnastih3+.ecnalab

54-63
s'ehtub,hsagytsanatfeldnaredluohssihdezargworratahT
.dnr/stih2gnideelbdnadnr1dereggats,stih3+.gnimocllits

05-64
worraruoytogs'ehwon,yawehtnimrasihtogeH!wA

.snoitcallaot01-tasieofdnastih3+.pecibsihfotuognikcits

55-15
ehtdnauoynehtdna,dnahsihhguorhtworraehttagnikools'eH

,stih4+?erehttitupohwtuoerugifll'ehtahtylekils'tI.wob
.stih2+:steltnuaghtiW.snoitcallaot01-dnadnr1rofdereggats

06-65
erasrehtaefehtylnO.edissihotnithgirsknistohsruoY

.dnr/stih3gnideelbsieofdnastih5+.gniwohs

56-16

.paehaniselpmurcehdnapaceenksihserutcnupworraehT
dnr1dennuts,stih7+?bomehtrofgnikrowtuobaknihtrevE

llaot01-dnastih3+:romragelhtiW.snoitcallaot02-dna
.snoitca

66MU
sihgnicreip,niseogworraehtdnahtuomsihsnepoeH

nidrowategotelbaebdluohsuoywoN.slisnotdnaeugnot
.dnr/stih01gnideelbdnasdnr3dennuts,stih02+.esiw-egde

07-66
,stih7+.edissihnihsagpeedgnolapusnepotniopehT
.snoitcallaot51-dnadnr/stih3gnideelb,dnr1dennuts

57-17
.esonafotuoemocnacdoolbhcumwohgnizamasyawlas'tI

,stih9+.tihguorhtthgirkcutsworranas'erehtnehwyllaicepsE
.snoitcallaot02-dnadnr/stih3gnideelb,sdnr2dennuts

08-67
natatuostujworraehtdnapihsihotnisbatsdaehworraehT

dnadnr/stih4gnideelb,stih01+.gnireviuq,elgnaddo
.dnr1yrrapondennuts

58-18

dnapustcelfedworraruoy,mraerofsihnienobehtgnikirtS
gnideelb,stih21+.gniwohserasrehtaefehtylnolitnusdrawni
dnasdnrerom2dennuts,sdnr2yrrapondennuts,dnr/stih6

.snoitcallaot51-ta

09-68
71+.enobehtffosecnalgtubkeehcsihneposraetworraruoY

.sdnr4yrrapondennutsdnadnr/stih5gnideelb,stih

59-19

hcumtahthtiwtub,tillepsnacehtbuoduoY!yretralaromeF
tahtswonkeherusebnacuoy,gelsihnwodgninnurdoolb

htiW.dnr/stih9gnideelbsieofdnastih81+.trohssiemitsih
.dnr/stih4gnideelbdnastih9+:romragel

001-69
sieofdnastih51+.sbirelpuocaneewtebsegdolworraruoY

.sdnr5rofdennuts

001MU

tnemomanI.rehtoehttuodnaraeenoniseogyllaretilworraehT
neewteblaitnatsbusgnihtynasawerehtfierusrofwonkdluohsuoy
retfA.snoitcallaotytlanep02-asetalumuccaehdnuorhcaE.meht

.seideh01retfadnadezylarapyletelpmocs'ehsdnr5

501-101
81+.ruatonimaro,llubasawehfiebdluowtirO!eyeslluB

.snoitcallaot02-dnasdnr5yrrapondennuts,stih

011-601
dnagnideelbs'eh,xnyralsihderutcnupenotahT!emosewA
,dnr/stih51gnideelb,stih21+.emitemasehttagnitacoffus

.sdnr8niseiddnasdnr2dereggats,sdnr2dennuts

511-111
.traehsihderutcnupdnasbirehtneewtebthgirtnewenotahT

.sdnr5dennutsdnadnr/stih52gnideelbs'eH

021-611
gniworht,enipssihsezargdnatugsihhguorhtsessapworraruoY
,stih03+.traehruoysmrawtahtsnoisluvnocfoseiresaotnimih

.snoitcallaot05-tasiehdnadnr/stih01gnideelb
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lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E82 E62 E42 E32 E12 E91 D71 D61 D41 D21
641-341 E72 E52 E32 E12 E02 D81 D61 D51 C31 C11
241-931 E52 E42 E22 E02 D91 D71 D51 C31 C21 C01
831-531 E42 E22 E12 D91 D71 C61 C41 C21 B11 B9
431-131 E32 D12 D02 D81 D61 C51 C31 B11 B01 B8

skcattAIIIepyTrofmumixaM
031-721 D22 D02 D81 C71 C51 C31 B21 B01 B9 B7
621-321 D02 D91 D71 C61 C41 B21 B11 B9 A8 A6
221-911 D91 C71 C61 C41 C31 B11 B01 A8 A7 A6
811-511 C81 C61 C51 B31 B21 B01 A9 A7 A6 5
411-111 C71 C51 C31 B21 B01 A9 A8 A6 5 5

skcattAIIepyTrofmumixaM
011-701 C51 B41 B21 B11 B9 A8 A6 5 5 5
601-301 B41 B21 B11 A01 A8 A7 5 5 5 4

201-99 B31 B11 B01 A8 A7 6 5 4 4 4
89-59 B11 A01 A9 A7 A6 5 4 4 4 4
49-19 A01 A9 A7 6 5 4 4 4 4 3

skcattAIepyTrofmumixaM
09-78 A9 A7 A6 5 4 4 3 3 3 3
68-38 A8 A6 5 4 3 3 3 3 3 3

7 28-9 A6 5 4 3 3 3 2 3 3 2
87-57 5 4 3 2 2 2 2 2 2 2
47-17 4 2 2 2 2 2 2 2 2 2
07-76 2 1 1 1 1 1 1 2 2 2
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 0 1 1 1 1
85-55 0 0 0 0 0 0 0 1 1 1
45-15 0 0 0 0 0 0 0 0 0 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E42 E32 E12 E02 E81 E71 E51 D41 D21 D11
641-341 E32 E12 E02 E91 E71 E61 D41 D31 D21 C01
241-931 E22 E02 E91 E81 E61 D51 D31 D21 C11 C9
831-531 E12 E91 E81 E71 D51 D41 D21 C11 C01 C8
431-131 E02 D81 D71 D61 D41 D31 C21 C01 C9 B8

skcattAIIIepyTrofmumixaM
031-721 D91 D71 D61 D51 D31 C21 C11 C9 B8 B7
621-321 D71 D61 D51 D31 C21 C11 C01 B8 B7 B6
221-911 D61 C51 C41 C21 C11 C01 B9 B7 B6 A5
811-511 C51 C41 C31 C11 C01 B9 B8 B6 A5 A4
411-111 C41 C31 C21 C01 B9 B8 B7 A6 A4 A3

skcattAIIepyTrofmumixaM
011-701 C31 B21 B11 B9 B8 B7 A6 A5 A4 3
601-301 B21 B11 B01 B8 B7 A6 A5 A4 3 3

201-99 B11 B01 B8 B7 A6 A5 A4 3 3 3
89-59 B01 A9 A7 A6 A5 A4 3 3 3 3
49-19 A9 A8 A6 A5 A4 3 3 3 3 3

skcattAIepyTrofmumixaM
09-78 A8 A6 A5 A4 3 3 3 3 3 2
68-38 A7 A5 4 3 3 3 2 2 2 2

7 28-9 A5 4 3 2 2 2 2 2 2 2
87-57 4 3 2 2 2 2 2 2 2 2
47-17 3 2 1 1 1 2 2 2 2 2
07-76 2 1 1 1 1 1 1 1 1 1
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 1 1 1 1 1
85-55 0 0 0 0 0 0 0 1 1 1
45-15 0 0 0 0 0 0 0 0 0 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10
otliafylrettuyehtsagnihceercssuoedihaekamswalcruoY

.tih1+.gnihtolcsihetartenepneve

01-60 .stih2+.redluohssihhsalsuoyhgihgnicnuoP

51-11 .stih3+.tibaffokcabmihsekamtawstfiwsA

02-61
stih4+.hgihtehtnosehctarcsfoworytsanamiheviguoY

.dnr1dereggatsdna

53-12
daeherofsihnosehsagpeedmihsevigseyesihtahgihgnikirtS

.dnr1dereggatsdnadnr/tih1gnideelb,stih5+.keehcdna

54-63
dnaredluohssihrevowalcateguoysaybabaekilsrepmihweH

.dnr/tih1gnideelbdnadnr1dereggats,stih6+.kcabsihekar

05-64
.esoltisraetdnawoblesihninodnetaskcinepiwsdilosruoY

.snoitcallaot01-dnastih7+

55-15
llaeragniraews'ehsenoeht,stnapwendeenannogs'eH

dnr1dereggats,stih8+.seenkehtwolebydoolbdnadedderhs
.snoitcallaot01-dna

06-65
9+.doolbwarddnatsehcsihtawalcuoymihtsapgnihsalF

.dnr/tih1gnideelbsiehdnastih

56-16
dnamradleihssihforedluohsehtotniswalcruoykoohuoY
,stih01+.eerfsraeteherofebdnuorgehtotyawflahmihllup

.snoitcallaot51-dnasdnr2dennuts

66MU
htaenebnoisicnilacigrusanepouoyesaesuoutpmetnochtiW

2gnideelb,stih03+.traehsihotniraetdnanihcaer,sbirsih
sdnr01rofyrrapondennutsdnadnr/stih

07-66
dnatsehcsihsehsalsdnanihcsihskcinepiwsdrawnwodruoY

dnr/stih3gnideelb,sdnr2dennuts,stih11+.neponemodba
.snoitcallaot51-dna

57-17
.enobeesnacuoy,hgihtsihmorftaemfoknuhcagniraetretfA

.snoitcallaot02-dnadnr/stih3gnideelb,sdnr2dennuts,stih21+
.dnr/tih1gnideelbdna,dnr1dennuts,stih6+:romragelhtiW

08-67
dnaedissihotniswalcruoyknisuoyhcaersihedisnignipaeL

llaot02-,dnr/stih4gnideelb,stih31+.niagatuomehtraet
.dnr1yrrapondennutsdnasnoitca

58-18

uoY.nwodmihgniggard,sbirsihhguorhtswalcruoykoohuoY
ot51-,dnr/stih4gnideelb,stih41+.reganameciffonaebdluoc

,stih7+:romrahtiW.sdnr4yrrapondennutsdnasnoitcalla
.sdnr2dennutsdnasnoitcallaot01-,dnr/stih2gnideelb

09-68
elihwsemitlarevessgelsihnwoddnapuswalcruoynuruoY

5gnideelb,stih41+.eslegnihtemosotnoitnettagniyaps'eh
.sdnr4yrrapondennuts,dnr/stih

59-19

enipssihotniswalcruoykoohuoy,kcabsihdnuoragnihcaeR
ot02-,dnr/stih6gnideelb,stih51+.noisicerpdecitcarphtiw

s'ehdnastih03+:romraonfI.sdnr4dennutsdnasnoitcalla
.nwodtsiawehtmorfdezylarap

001-69
ytterpsahgeltahtekilskooL!niatnuofnosmircytterpatahW

dnasdnr6dennuts,stih61+.revosllafeh,tidahhcum
.dnr/stih5gnideelb

001MU

sihniegalitracehtyortseddnanepoediwtaorhtsihwalcuoY
ehsaniksfodaerhtanoedisenootselgnaddaehsiH.enips

eerfaekamnacuoyesuaptuohtiwgnicnuoP.daedspord
.'01nihtiwenoynatsniagakcatta

501-101
ehtotmihevohsuoy,seyesihfoenootniswalcruoygnikniS
71+.sgeldnihruoyhtiwydobsihtawalcylegavasdnadnuorg

.sdnr5yrrapondennutsdnasnoitcallaot02-,stih

011-601
51gnideelb,stih81+?ehdidtideent'ndideH?gelsiht,tahW

51niseideh,sdnr5rofdereggats,sdnr3dennuts,dnr/stih

.ssoldoolbrojammorfsdnr

511-111
otelohehthguorhthcaernehtdnaffothgirmradrowssihpiruoY

nidaeds'ehdna,dnr/stih02,stih91+.sgnuldnatraehsihpuraet

.tsrifmihlliktonseodssoldoolbehtfi,amuartehtmorfsdnr01

021-611
mihdneruoypihdnaredluohssihotniswalcruoygnikooH

3nidaed,dnr/stih05gnideelb,stih02+.owtniylraen
sdnrgnirepmihw,evitcani
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E14 E83 E63 E33 E13 E82 D62 C32 C12 C81
641-341 E93 E73 E43 E13 E92 D62 D42 C12 C91 B61
241-931 E73 E53 E23 E03 D72 D52 C22 C02 B71 B51
831-531 E53 E33 E03 D82 D52 D32 C12 B81 B61 B31
431-131 E33 D13 D82 D62 D42 C12 C91 B61 B41 A21

skcattAIIIepyTrofmumixaM
031-721 D13 D92 D62 D42 C22 C91 B71 B51 A31 A01
621-321 D92 D72 D52 C22 C02 C81 B51 A31 A11 A9
221-911 D72 C52 C32 C02 C81 B61 B41 A21 A9 9
811-511 C52 C32 C12 C91 B61 B41 A21 A01 9 8
411-111 C32 C12 C91 B71 B41 B21 A01 9 8 7

skcattAIIepyTrofmumixaM
011-701 C12 B91 B71 B51 B31 A11 A9 8 7 6
601-301 B02 B71 B51 B31 A11 A9 8 7 6 6

201-99 B81 B51 B31 A11 A9 A8 7 6 5 5
89-59 B61 A31 A11 A9 A7 7 6 5 5 5
49-19 A41 A21 A9 A7 6 6 5 4 4 4

skcattAIepyTrofmumixaM
09-78 A21 A01 A8 6 5 5 4 4 4 4
68-38 A01 A8 5 5 4 4 3 3 3 3

7 28-9 A8 6 4 4 3 3 3 3 3 3
87-57 6 4 3 3 2 2 2 2 2 2
47-17 4 2 2 2 2 2 2 2 2 2
07-76 2 1 1 1 1 1 1 1 1 2
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 0 1 1 1 1
85-55 0 0 0 0 0 0 0 0 0 1
45-15 0 0 0 0 0 0 0 0 0 0

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO
tloBecI 2 VI 01-

llaBdloC 2 III 0
yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+.mihsehserferezeerbloocehT

01-60 .stih2+.spmubesoogmihsevigtluassalaturbruoY

51-11
3+.gninnurstratsesonsihdnasworbeyesihnosmroftsorF

.dnr1dereggatssieofdnastih

02-61
sieofdnastih4+.mradleihssihnotihehtsekateH

.dnr1dereggats

53-12 .dnr1dereggatssieofdnastih5+.tsorfniderevocsigelsiH

54-63
sieofdnastih5+.riallihcfotsalbehttasehctiwteH

.dnr1dennuts

05-64
stih5+.dnahnopaewsihnoetibtsorfmihsevigkcattaruoY

.snoitcallaot01-tasieofdna

55-15
6+.emirniderevocniksehtsaetihwsnrutmranopaewsiH

.snoitcallaot01-dnadnr1dennuts,stih

06-65
aevahotgniogs'ehsevilehfI.dilosriahsihsezeerftsalbehT

.dnr/stih2gnideelbsieofdnastih6+.dlocdaehytsan

56-16
sdnr2dennuts,stih8+.wondeerbrevenll'eH!sekiY!hoO

.snoitcallaot02-dna

66MU

dellikev'uoY.tsorfraohniydoberitnesihsrevoctsalbehT
snoitcallaot02-,stiH03+.teytiwonkt'nseodehtubmih
sa,sdnr9txenehtrofhcae02-lanoitiddaaseviecerehdna

.dilosnezorfgnivah,seidehneht

07-66
ecafsihnokoolehtmorF.sgelsihfohtobsrevoctsorfyvaeH

1gnideelb,sdnr2dennuts,stih01+.senobsihnitahttlefeh
.snoitcallaot51-dnadnr/tih

57-17
21+.eulbelttilasmeesehdnaedissihotnezorfsimradleihssiH

.snoitcallaot02-dnadnr/tih1gnideelb,sdnr3dennuts,stih

08-67
,stih31+.nihcdnaesons'eofruoymorfelgnadselcicI

.sdnr3yrrapondennutsdnadnr/tih1gnideelb

58-18
tsujs'ehwonthgiR.tsrubgelsihniseiretranezorfehT

3yrrapondennuts,dnr/stih3gnideelb,stih51+.delppirc
.snoitcallaot51-dnasdnrerom2dennuts,sdnr

09-68
dlocesnetnifotsalbehtsadoolbhtiwdehcnerdsitrihssiH

gnideelb,stih71+.tsehcsihnislessevdoolbecafrusehtstsrub
.sdnr5yrrapondennutsdnadnr/stih5

59-19
eofdnastih12+.ytterpyrevsieH.eofruoysflugnetsorfraoH

.sdnr4dennutsnehtdnasdnr3rofdezilibommiyllatotsi

001-69
nidaehruoyekahsuoysA.trohssllaftsalbruoY

nodaehsihskcamsdnaeciehtnospilseh,tnemtnioppasid
.dnr/stih3gnideelbdnasdnr5dennuts,stih91+.dnuorgeht

001MU
sllafehsarednownihctawuoY.erocehtotdilosnezorfs'eH

nasekat'5nihtiwenoynA.seceipynitotnisrettahsdnarevo
.lacitirCdloC'A'

501-101
htiwpullifsgnulsiH.ecinidesacnesitsehcs'eoF

,stih12+.tfihserutarepmetneddusehtmorfnoitasnednoc
.snoitcallaot02-dnasdnr5yrrapondennuts

011-601

kcabgniddiksmihsdnesdnadilossgelsihsezeerftsalbruoY

21+!naminobmaZehterauoY.ecifoteehsanoteefneetfif

sdnr4dereggats,sdnr4dennuts,dnr/stih01gnideelb,stih

.egamadyretradnaeussitehtmorfsdnr21niseiddna

511-111
ro,taeH,hsurK'A'naekatll'tI.daehs'eofruoysesacneecI

21gnideelbsieoF.ffotitlemrohsamsotlacitirctcapmI

.sdnr5nietacoffuslliwdnadnr/stih

021-611
slatsyrcegralsaecafs'eofruoystrotnocynogaerupfokoolA

dnr/stih04gnideelbsieof,stih21+.doolbsihnimrofecifo
.dasoS.seidnehteH.sdnr6nidedderhssitraehsihdna
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E33 E13 E03 E82 E62 E52 E32 D12 D02 C81
641-341 E23 E03 E82 E72 E52 E32 E22 D02 C81 C71
241-931 E03 E82 E72 E52 E42 E22 D02 C91 C71 C51
831-531 E92 E72 E52 E42 E22 D12 D91 C71 C61 B41
431-131 E72 E62 E42 E22 D12 D91 C81 C61 B41 B31

skcattAIIIepyTrofmumixaM
031-721 E62 E42 E32 D12 D91 D81 C61 B51 B31 B21
621-321 E42 D32 D12 D02 D81 C61 C51 B31 B21 A01
221-911 D32 D12 D02 D81 C71 C51 B41 B21 A01 A9
811-511 D22 D02 D81 C71 C51 C41 B21 A11 A9 A8
411-111 D02 C91 C71 C51 C41 B21 B11 A9 A8 6

skcattAIIepyTrofmumixaM
011-701 C91 C71 C61 C41 B21 B11 A9 A8 7 5
601-301 C71 C61 C41 B31 B11 B01 A8 7 5 5

201-99 C61 B41 B31 B11 B01 A8 A7 5 5 5
89-59 B41 B31 B11 B01 A8 A7 5 5 5 4
49-19 B31 B11 B01 A8 A7 A5 5 5 4 4

skcattAIepyTrofmumixaM
09-78 B11 A01 A8 A7 A6 5 4 4 4 4
68-38 A01 A9 A7 A6 5 4 4 4 3 3

7 28-9 A9 A7 A6 5 4 3 3 3 3 3
87-57 A7 A6 4 4 3 3 3 3 3 3
47-17 A6 4 3 3 2 2 2 2 2 2
07-76 4 2 2 2 2 2 2 2 2 2
66-36 0 0 1 1 1 1 1 1 2 2
26-95 0 0 0 0 1 1 1 1 1 1
85-55 0 0 0 0 0 0 1 1 1 1
45-15 0 0 0 0 0 0 0 0 1 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

wobssorCdleh-dnaH 5 II 0
wobssorCyvaeH 5 VI 01-

wobssorCthgiL 5 III 0
yniT 2 I 01-

llamS 2 I 0
muideM 2 II 0

egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+?drahtahttsujdaehsihsirotnioptnulbatahtsaW

01-60
ehtoteohssihsniptlobruoydnaerifuoysaelttilapilsuoY

.tih1+.dnuorg

51-11
ehttsaeltA.ydaerlasgnicreiphguoneevaht'ndidyugtahtfisA

.stih2+.tahtekilraesihmorfgnilgnadgnitseretniskoollerrauq

02-61
ylevolaoddnapirtotylno,esaehtiwtohsruoysegdodeH

.dnr/tih1gnideelbsieofdnastih2+.tnalpecaf

53-12
ekilromraynahguorhtgnihcnup,redluohssihsezargtlobehT

.dnr1dereggatssieofdnastih3+.erehtnevet'nsawti

54-63
sieof,stih3+.hsagydoolbagnivaelmrasihsezargtohsruoY

.dnr/stih2gnideelbdnadnr1dereggats

05-64
tlobtahthtiwmrasihgnirewolelbuortlaerevahotgniogs'eH

.snoitcallaot01-tasieofdnastih4+.diotledsihhguorht

55-15
.srehtaefehtotputhgir,hgihtsihotniyltceridsevirdtlobehT

.snoitcallaot01-tadnadnr/stih2gnideelbsieof,stih5+

06-65
.ylpeedtisezargtlobehtsaerehwyrevedoolbsyarpshgihtsiH

.dnr/stih3gnideelbsieofdnastih5+

56-16
ehtubenobehtstihtinehwspotsredluohssihnotihtceridA

1dereggatssieof,stih7+.dnuorgehtotyltneloivnworhtsi
.snoitcallaot02-dnadnr

66MU

erehtsdnatsdnaelpmetsihhguorhtthgirseogtlobruoY
ynatuB.gnidnatsllitss'eh,hguoneylgnihsinotsA.gnireviuq

dennuts,stih52+.yltnatsnimihlliklliwtievomerottpmetta
.dnr/stih21gnideelbdnasdnr2yrrapon

07-66
,stih9+.edissihnihsagpeedgnolapusnepotniopehT
.snoitcallaot51-dnadnr/stih3gnideelb,dnr1dennuts

57-17
11+.hsagytsanasevaeltubbiraffodetcelfedsitohsruoY

.snoitcallaot02-dnadnr/stih4gnideelb,dnr1dennuts,stih

08-67
gninnip,romradnadleihssihhguorhtthgirsehcnuptlobehT

dennutsdnadnr/stih5gnideelb,stih31+.edissihotmrasih
.dnr1yrrapon

58-18
sgnihctelf,tsehcsihotnisehsinavtlobruoY!noegrusallaC

,sdnr2yrrapondennuts,dnr/stih5gnideelb,stih51+.lladna
.snoitcallaot51-dnasdnrerom2dennuts

09-68
retsafevomt'naceH.nodneTsellihcAsihsrevestohswolA
dennutsdnadnr/stih6gnideelb,stih71+.wonklawanaht

.sdnr3yrrapon

59-19
doolbgniyarpsnemodbasihhguorhtthgirsehcnuptloB

sieofdnastih12+.edisrehtoehttuosessaptisaerehwyreve
.dnr/stih7gnideelb

001-69
s'eH.erehtsegdoldnaenipssihotnithgirseogtlobehT

.sdnr5dennutsdnastih91+.nwodtsehcehtmorfdezylarap

001MU
ehthguohtsehsamspitehtdnaeyesihnithgirtlobatupuoY

elpuocarofyamsidnidnuoraselbboweH.llukssihfokcab
.daedspordnehtdnasdnoces

501-101
.neppahsihtekilsgnihtnehwytliugtibaleefuoysemitemoS

12+.sespalloctsehcsihdnaenobtsaerbsihsekirtstlobruoY
.snoitcallaot02-dnasdnr5yrrapondennuts,stih

011-601
puthgirtlobwobssorcA?tegelpoeppukcutstahwwonkuoY

01gnideelb,stih21+!tegyehttahws'taht,lirtsontfeleht
.sdnr6niseiddna,sdnr3dereggats,sdnr3dennuts,dnr/stih

511-111

llukssihfokcabehtybdeppotssitniopehT!tohslufituaeB
stegrofeH.tekcoseyesihnignireviuqerasgnihctelfehtdna

.eromyna01nahtrehgihtnuoct'nacdnatebahplaehtflah
.snoitcallaot02-dnasdnr01yrrapondennuts,stih02+

021-611
nigninwords'eH.taorhtsihhguohtthgirsehcnuptlobehT
traehsihdna,dnr/stih52gnideelb,stih21+.doolbnwosih

.sdnr6retfatuosevig
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E44 E24 E04 E93 E73 E53 E33 E23 D03 D82
641-341 E24 E04 E93 E73 E53 E33 E23 D03 D82 D62
241-931 E04 E93 E73 E53 E33 E23 D03 D82 D62 C42
831-531 E93 E73 E53 E33 E23 D03 D82 D62 C52 C32
431-131 E73 E53 E33 E23 D03 D82 D62 C52 C32 C12

skcattAIIIepyTrofmumixaM
031-721 E53 E33 E23 D03 D82 D62 C52 C32 C12 B91
621-321 E33 D23 D03 D82 D62 C52 C32 C12 B91 B71
221-911 D23 D03 D82 D62 C52 C32 C12 B91 B81 B61
811-511 D03 D82 D62 C52 C32 C12 B91 B81 B61 A41
411-111 D82 C62 C52 C32 C12 B91 B81 B61 A41 A21

skcattAIIepyTrofmumixaM
011-701 C62 C52 C32 C12 B91 B81 B61 A41 A21 A01
601-301 C52 C32 C12 B91 B81 B61 A41 A21 A11 9

201-99 C32 B12 B91 B81 B61 A41 A21 A11 9 7
89-59 B12 B91 B81 B61 A41 A21 A11 9 7 5
49-19 B91 B81 B61 A41 A21 A11 9 7 5 4

skcattAIepyTrofmumixaM
09-78 B81 A61 A41 A21 A11 9 7 5 4 4
68-38 A61 A41 A21 A11 9 7 5 4 4 3

7 28-9 A41 A21 A11 9 7 5 4 4 3 3
87-57 A21 A11 A9 7 5 4 3 3 3 3
47-17 A11 A9 7 5 4 3 3 3 2 2
07-76 A9 7 5 4 3 2 2 2 2 2
66-36 7 5 4 3 2 2 2 2 2 2
26-95 5 4 3 1 1 1 1 1 1 1
85-55 3 2 1 1 1 1 1 1 1 1
45-15 0 0 0 0 0 1 1 1 1 1

2 05-7 0 0 0 0 0 0 0 0 1 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

gnaremooB 4 II 01-
gnilS 6 III 51-
hpyT 6 III 0

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10 .stih1+.tibadnuoramihkconK

01-60 .stih2+.sehcniwefakcabsedilstubflesmihsecarbeH

51-11 .stih3+.tcapminomihsepacsehtaerbA

02-61
stih3+.wolbruoyfoekawehtniecnalabsihsesolylraeneH

.dnr1dereggatssieofdna

53-12 .sdnr2dereggatssieofdnastih4+!oduoytahws'ti,gnitimS

54-63
stih5+.dnuorgehtotmihkconkuoydraugffomihgnihctaC

.sdnr2dereggatssieofdna

05-64
mihrednustsiwtelknasihecnalabsihpeekotsthgifehsA

.snoitcallaot01-tasieofdnastih5+.yllufniap

55-15

tluassaruoyffodrawotpumradleihssihsworhteH
,stih6+.ssecorpehtniwoblednatsirwsihgnihcnerw

stih3+:dleihsahtiW.snoitcallaot01-dnasdnr2dereggats
.dnr1dereggatsdna

06-65
ehT.mihfotuodniwehtkconkdnatugehtnimihhctacuoY
s'ehdnastih7+.elggigottnawuoysekams'ehdnuosgnizeehw

.stih3+:romratsehcahtiW.dnr1dennuts

56-16
ylmrifmihkconkuoysadnuosyhcnurcecinasekameH
02-dna,sdnr2rofdennutssieof,stih8+.dnuorgehtot

.snoitcallaot

66MU
sihsehsurcdnaslaehrevodaehmihspilftcapmifoecrofehT

51gnideelbdnasdnr5rofdennutssieof,stih52+.lluks
.sdnrnetniseiddna,dnr/stih

07-66
sdnr2dennuts,stih9+.tcesninaekiledisamihhsurbuoY

.snoitcallaot51-dna

57-17
dennuts,stih21+.sdrawkcabteefevifdnanwoddekconks'eH

.snoitcallaot02-dnasdnr3

08-67
fopotnonwodemocuoyoswolseogehdnahgihoguoY

3dennuts,stih31+.tsudehtotnimihdnirgdnadrahmih
.dnr1yrrapotelbanudnasdnr

58-18

s'ehsayldabeugnotsihsetibdnadraugffothguacs'eH
,dnr/stih2gnideelb,stih81+.dnuorgehtotnevird

ot51-dnasdnrerom3dennuts,sdnr2yrrapondennuts
.snoitcalla

09-68
elbaebt'nowsdikdnargsihtahtdrahosnwodmihkconkuoY

.sdnr5yrrapondennutsdnastih02+.pukcabtegot

59-19
fotuotegotseirtehsahgihmihssotdnawolmihhctaC

3dereggatsdnasdnr3dennutss'eh,stih12+.yawruoy
.tahtretfasdnr

001-69
gnolasdiksdnadnuoranupss'ehtahtdrahosmihtihuoY
.sdnr5dennutssiehdnastih91+.ecafsihnodnuorgeht

001MU
sihgnikaerbdnatsehcsihgnihsams,gubaekilmihhsurcuoY

eh,doolbpmuproehtaerbotelbaregnoloN.mradleihs
.retalsdnoceswefaseidylluficrem

501-101
dnanoitceriddrawkwananigelsihsdnebskaerbwolbruoY

yrrapondennuts,stih51+.gnimaercsdnuorgehtotspordeh
.snoitcallaot03-dnasdnr5

011-601
ottnemomaekatuoydnuorgehtotmihdehsabgnivaH

,dnr/stih5gnideelb,stih21+.mihnonwoddnapupmuj

.sdnr2rofdereggatsdnasdnr3rofdennuts

511-111
pmotsuoydrawrofgnilbmuts,tsrifecafmihspordwolblaturB

.dezylaraps'ehdnastih02+.tipansdnaenipssihnothgir

021-611
tisevirddnasbirsihfoenosegdolsidtcapmifoecrofehT

,stih52+?tahtoduoydid,spoO.gnuladnatraehsihhguorht
.sdnr6nidoolbnwosihnisnworddnadnr/stih52gnideelb
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E54 E44 E24 E14 E04 E83 E73 E63 E43 E33
641-341 E34 E24 E04 E93 E83 E63 E53 E43 D23 D13
241-931 E14 E04 E83 E73 E63 E43 D33 D13 D03 D92
831-531 E93 E83 E73 E53 E43 D23 D13 D92 D82 C62
431-131 E83 E63 E53 E33 D23 D03 D92 D72 C62 C42

skcattAIIIepyTrofmumixaM
031-721 E63 E43 E33 D13 D03 D82 C72 C52 C42 C22
621-321 E43 D23 D13 D92 D82 C62 C52 C32 C12 B02
221-911 D23 D03 D92 D72 C62 C42 C32 C12 B91 B81
811-511 D03 D82 D72 C52 C42 C22 B12 B91 B71 B51
411-111 D82 C72 C52 C32 C22 B02 B91 B71 B51 A31

skcattAIIepyTrofmumixaM
011-701 C62 C52 C32 C12 B02 B81 B61 B51 A31 A11
601-301 C42 C32 C12 B02 B81 B61 A41 A31 A11 A9

201-99 C32 B12 B91 B81 B61 A41 A21 A01 A9 8
89-59 B12 B91 B71 B61 A41 A21 A01 A8 8 7
49-19 B91 B71 B51 A41 A21 A01 8 7 7 6

skcattAIepyTrofmumixaM
09-78 B71 A51 A31 A21 A01 8 7 6 6 5
68-38 A51 A31 A21 A01 8 6 6 5 5 4

7 28-9 A31 A11 A01 8 6 5 5 4 4 4
87-57 A11 A9 8 6 5 4 4 3 3 3
47-17 A9 8 6 4 4 3 3 3 3 3
07-76 8 6 4 3 3 2 2 2 2 2
66-36 6 4 2 2 2 2 2 2 2 2
26-95 3 2 1 1 1 1 1 1 1 1
85-55 0 0 1 1 1 1 1 1 1 1
45-15 0 0 0 0 0 1 1 1 1 1

2 05-7 0 0 0 0 0 0 0 0 1 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

tloBkcohS 2 II 5-
tloBgninthgiL 2 VI 01-

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10
ehtub,dogyrgnanafohtarwehtekilmihsetimstlobruoY

.tih1+.ynnufuoytagnikoolerehtsdnatstsuj

01-60
ehtnipugnilruc,elttilasekomsdnadnenosdnatsriahsiH

.tih1+?resserdriahasagnillacruoydessimuoyspahreP.ssecorp

51-11
stih2+.tsugsidniuoytaseralgdnalwoydeltratsasevigeH

.dnr1dereggatss'ehdna

02-61
stih3+.seogehsagnihctiwt,noseirraceh,msapspeedaretfA

.dnr1dereggatssieofdna

53-12
etiuqtisdnifeH.tnemomarofmihshtaerwerifs'omlEtniaS

.sdnr2dereggatssieofdnastih4+.gnitcartsid

54-63
sieofdnastih4+.yppahkooltonseodehdnaylfskrapS

.sdnr3rofdereggats

05-64
ruoyfohtamretfaehtnignihctiwtdnagnikahspotst'naceH

roytinasnienofoderucneebs'ehedispuehtnotubtluassa
.snoitcallaot01-tasieofdnastih5+.tibahytsan

55-15
wefarofmihdnuorrusstlojeulbgnikansdnaskrapS

,stih5+.ydobsihrevollasnrubytsangnivaelstnemom
.snoitcallaot01-dnasdnr3dereggats

06-65
htrofdnakcabkcorsistnemomlarevesrofodnacehllA

stih6+".gninthgilybkcurtS.gninthgilybkcurtS"gnirettum
.sdnr4dennutsdna

56-16
etacirtninahtiwydobsihevaeltlobtahtmorfsnrubehT

3dennuts,stih7+.syadsihfodneehtlitnusracsfonrettap
.snoitcallaot02-dnasdnr

66MU
gnikomssihylnognivaelmihsemusnochtarwtohetihwehT

%52ahtiwmoorehtdnuorastehcocirtlobeht,sroodnifI.stoob
.tneserpnosrephcaeotlacitircyticirtcelE'A'nagnisuacfoecnahc

07-66
,metsyssuovrensihstpursidyticirtcelefotlojevissamehT

,stih8+.ydobsihfoedistfelehtgnisufnocdnagnibmun
.snoitcallaot51-dnasdnr4dennuts

57-17
.noitisoptahtnisezeerftidnamranopaewsihsekirtstlobehT

,sdnr4dennuts,stih9+.llatatievomt'nacehrorrohsihoT
.snoitcallaot02-dnadnr/tih1gnideelb

08-67
ecafmihsnipsdnamihrednumorftuogelsihspihwtsalbruoY
.sdnr2dereggatsdnasdnr3dennuts,stih01+!tridehtotnitsrif

58-18
dnuorgehtotselbmutehdnariaehtotnimihsnipsegrahcsidehT
ondennuts,dnr/tih1gnideelb,stih51+.tibaroftignolasllordna

.snoitcallaot51-dnasdnrerom3dennuts,sdnr3yrrap

09-68
stih02+.ffirratiugehteuC!KCURTSREDNUHT:neebs'eH

.sdnr5yrrapondennutsdna

59-19
otselpmurceherehwteef01sdrawkcabmihsehsamstlobruoY

2gnideelbdnastih91+.denekcalbdnagnikomsdnuorgeht
.dnr/stih

001-69
nismaercsdnasekahsehsaydobsihssorcasyalpgninthgiL

ehtrebmemerotelbaebrevenll'ehylluficreM.ynogaelbirret
.sdnr6dennutsdnastih71+.ruohtsal

001MU

thgil,htraeehtmorfpusesireh,erifcirtceleeulbdehtaerW
emocebdnadednecsaevahI"gniyrc,secifirollamorfgnihsur

siehdnaezeerbehtnirettacssehsasih,nehT"!sdogehtsa
.daedylurtsiehepohrettebd'uoY.lladnaraeg,enog

501-101
otydobsihhguorhtsesruocyticirtcelesadezylarapyliratnemoM
3gnideelb,stih52+.erifnohctacgnihtolcdnariahsih,htraeeht

.snoitcallaot02-dnasdnr6yrrapondennuts,dnr/stih

011-601
elbuortevahll'ehtsalbtahtretfA.kcabsihnotalfnworhts'eH

dereggats,sdnr5dennuts,stih63+!doohdlihcsihgnirebmemer

.egamadevrendnakcohsehtmorfsdnr51niseiddna,sdnr3

511-111

nispsageH.dloctraehsihspotsegrahcsidlacirtceleehT

sieoF.uoydrawotreggatsotseirtehsasllafdnayamsid

reffuslliwdna,sdnr21yrrapondennuts,dnr/stih03gnideelb

.nehterofebdeidt'nsahehfisetunim2tuobanihtaedniarb

021-611
.rednuhtekilhsarcelbirretanisedolpxeeH!enodlleW

.'02nihtiwenoyreverevollamihfostibs'erehT

ELECTRICITY ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E41 E31 E21 E21 D11 D01 D9 C9 C8 C7
641-341 E31 E31 D21 D11 D01 D01 C9 C8 C7 B6
241-931 E31 D21 D11 D01 D01 C9 C8 C7 B7 B6
831-531 D21 D11 D11 D01 C9 C8 C8 B7 B6 B5
431-131 D11 D11 C01 C9 C8 C8 B7 B6 B6 A5

skcattAIIIepyTrofmumixaM
031-721 D11 C01 C9 C9 C8 B7 B6 B6 A5 A5
621-321 C11 C9 C9 C8 B7 B7 B6 A5 A5 A5
221-911 C01 C9 B8 B7 B7 B6 A5 A5 A5 5
811-511 C9 B8 B7 B7 B6 A5 A5 A5 5 4
411-111 B8 B8 B7 B6 A5 A5 A5 5 4 4

skcattAIIepyTrofmumixaM
011-701 B8 B7 A6 A6 A5 A5 5 4 4 4
601-301 B7 A6 A6 A6 A5 4 4 4 4 4

201-99 A6 A6 A5 A5 4 4 4 4 4 4
89-59 A6 A5 5 4 4 4 4 4 3 3
49-19 A5 4 4 4 4 3 3 3 3 3

skcattAIepyTrofmumixaM
09-78 5 4 4 3 3 3 3 3 3 3
68-38 4 3 3 3 3 3 3 3 3 3

7 28-9 3 3 2 2 2 2 2 2 2 2
87-57 2 2 2 2 2 2 2 2 2 2
47-17 1 1 1 1 1 2 2 2 2 2
07-76 0 1 1 1 1 1 1 1 2 2
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 1 1 1 1 1
85-55 0 0 0 0 0 0 0 1 1 1
45-15 0 0 0 0 0 0 0 0 0 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

aloB 7 VI 01-
'eG 7 VI 0

ossaL 6 VI 51-
)rotaidalg(teN 5 III 0

)gnihsif(teN 8 III 01-
yniT 2 I 01-

llamS 2 I 0
muideM 2 II 0

egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+.reenssuoutpmetnocahtiwuoysedaveeH

01-60
ecnetepmocniruoyybdessarrabmeosebdluowreniartruoY

.tih1+.tieesdluocehfi

51-11 .tih1+.flesmihgnilgnatnudeffucstibastegeH

02-61
gutfeirbaretfaniagatieerfotseganamehtubmrasihteguoY

.dnr1dereggatsdnastih2+.raw'o

53-12 .dnr1dennutsdnastih2+.pumihspirtraelcteefsihgnitteG

54-63
dnifotemits'tiwon,mradleihssihelgnatneoteganamuoY

snoitcallaot01-,stih3+.uoytogs'ehromihtogev'uoyfituo
.sdnr2dennutsdna

05-64 .snoitcallaot01-dnastih3+.pudelgnatllamranopaewsihtegeH

55-15
,stih4+.seenksihotselbmutseh,teefsiheerfotelbanU

.snoitcallaot01-dnasdnr2dereggats

06-65
otseganamehtub,sredluohsdnadaehehtdnuoramihteguoY

dnauoymorfyawagnicafpusdniweH.tifotuonips
.sdnr2dennutsdnastih4+.yzzidyliratnemom

56-16
sihnorevosllafdnarehtegotdeitllageldnamrasihstegeH

.snoitcallaot51-dnasdnr3dennuts,stih5+.edis

66MU
nI.sdnr01nihtaedotekohcll'ehdnakcensihelgnatneuoY

sdnr01.uoyesumaselggurtsetarepsedsihemitnaemeht
.yrrapondennuts

07-66
dnalortnocnier'uoY.edissihotylthgitdnuobsimradleihssiH

.snoitcallaot51-dnasdnr3dennuts,stih5+!tiekiluoyknihtuoy

57-17
gniogtons'eh,ylthgitpumehtssurtdnasgelsiheransuoY

.snoitcallaot02-dnasdnr3dennuts,stih6+.wonerehwyna

08-67
,drahknaydnasredluohsdnadaehehtdnuoramihhctacuoY

llaot02-,stih6+!truhattogs'tahT.kcensihgnitacolsid
.dnr1yrrapondennutsdna,snoitca

58-18
otmihgnicrof,drahtsiwtuoydnapudelgnatllastegmrasiH

,snoitcallaot51-,stih7+.redluohssihgnitacolsid,dnuorgeht
.sdnrerom3dennutsdnasdnr2rofyrrapondennuts

09-68
sihstiheH.mihrednumorftuomehtkrejuoy,sgelsihgniranS

atamihllesotgninnalpt'nerewuoyepoh,drahytterpdaeh
.sdnr3yrrapondennutsdnasnoitcallaot02-,stih8+.muimerp

59-19
regnolondnapudeityllatots'ehtub,luftraylralucitraptons'tI

ondennutsdnasnoitcallaot03-,stih9+.enoynaottaerhta
.sdnr5yrrap

001-69
uoysagnilggigs'ehyawehttuobagnilttesnugnihtemoss'erehT
01+.spotsehlitnuhcamotsehtnimihkcikuoyos,pumiheit

.dnr/tih1gnideelbdnasdnr6dennuts,snoitcallaot03-,stih

001MU

sniartsehsapirgruoyesoltub,smradnadaehsihhctacuoY
evahtsumkcenrodaehsihnignihtemoS.lortnocruoytsniaga

otniseogehesuacebdnuorgehttihehnehwnekorb
.sdnr3niseiddnasnoisluvnoc

501-101
mihrofepacseons'ereht,orplaeraekilnwoddnapumiheituoY
.sdnr5yrrapondennutsdnasnoitcallaot03-,stih11+.emitsiht

011-601
stucyldabeH.lortnocniagylkciuquoy,draugffomihgnihctaC

2gnideelb,stih21+.mihgnidnibuoyfossecorpehtnipuflesmih

.snoitcallaot03-dnasdnr3dereggats,sdnr5dennuts,dnr/stih

511-111
kaerbuoy,mihgnilgnatneelihW!mihnithgiffotolasaheruseH

.sdnr6yrrapondennutsdnasnoitcallaot03-,stih31+.mrasih

021-611

ehtdnakcensihdnuorasteggnihtemos,pumiheituoysA
dnataorhtsihhsalsotdeganams'eH.mihfotuoseogthgif

.melborpasawerehtdecitonuoyerofebflesmihetacoffus
.daeduoyotgnihtemoshtrows'ehepoH

ENTANGLING ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

Chapter Five Condensed Combat System

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E24 E93 E63 E43 E13 E82 E52 E32 E02 E71
641-341 E04 E73 E53 E23 D92 D72 D42 D22 D91 D61
241-931 E73 E53 E33 D03 D82 D62 D32 C12 C81 C61
831-531 E53 E33 D13 D92 D72 D42 D22 C02 C71 C51
431-131 D33 D13 D92 D72 C52 C32 C12 C91 C71 B41

skcattAIIIepyTrofmumixaM
031-721 D13 D92 D72 C62 C42 C22 C02 C81 B61 B41
621-321 D82 D72 C62 C42 C22 B12 B91 B71 B51 A31
221-911 C62 C52 C42 C22 B12 B91 B81 B61 B41 A21
811-511 C42 C32 C22 B12 B02 B81 B71 A51 A31 A21
411-111 C12 C12 B02 B91 B81 A71 A61 A41 A31 11

skcattAIIepyTrofmumixaM
011-701 B91 B91 B81 B81 A71 A61 A51 A31 21 01
601-301 B71 B71 B61 A61 A51 A41 A31 21 11 01

201-99 B51 B51 A51 A41 A41 31 21 11 01 9
89-59 A21 A31 A31 A31 21 21 11 01 9 9
49-19 A01 A11 A11 11 11 11 01 01 9 8

skcattAIepyTrofmumixaM
09-78 A8 A9 9 01 01 01 9 9 8 7
68-38 A5 7 7 8 8 8 8 8 7 7

7 28-9 3 5 6 6 7 7 7 7 6 6
87-57 1 3 4 5 5 6 6 6 6 5
47-17 0 0 2 3 4 5 5 5 5 5
07-76 0 0 0 1 2 3 4 4 4 4
66-36 0 0 0 0 1 2 3 3 3 3
26-95 0 0 0 0 0 1 2 2 2 3
85-55 0 0 0 0 0 0 0 1 2 2
45-15 0 0 0 0 0 0 0 0 1 1

2 05-7 0 0 0 0 0 0 0 0 0 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO
tloBeriF 2 VI 01-
llaBeriF 2 III 5-

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+.pudemrawgnittegtsujer'uoY.sseugemteL

01-60
wolbuoyos,ytaewsllagnittegsawriahsiH.uoyfodnikwoH

.stih2+.mihroftideird

51-11 .stih4+.tramsottogs'tahT.mraerofsihfforiahehtsekateriF

02-61
sieofdnastih4+.sekomsdnasredlomsgnihtolcsiH

.dnr1dereggats

53-12
sihsnekcalbylnotubmihdnuorastpureonrefnitnecsednacninA

.dnr1dereggatssieofdnastih5+.rehgihmiaemittxeN.stoob

54-63
sihoterifstesdnakcabmihskconkemalfesnetnifotsalbehT

.dnr/tih1gninrubdnadnr1dereggats,stih4+.gnihtolc

05-64
,potst'nseodehfI.riahdnagnihtolcsihoterifstestsalbruoY

2gninrubsieoF.esrowtegylnolliwtinoos,llordna,pord
.snoitcallaot02-tasidnadnr/stih

55-15
6+.laciretsyhsignicnadsiH.erifnostoobsihstestsalbruoY

.snoitcallaot02-tadnadnr1dereggatssieof,stih

06-65
uoygnicafs'tahtydobsihfoflahehtsevaeltsalbsselicreM

2gnideelbsieof,stih6+.sretsilbniderevocdnadernosmirc
.snoitcallaot01-tasidnadnr/stih

56-16
denekcalbsiecafsihdnaffothgirdenrubsidaehsihnoriahehT

.snoitcallaot02-dnadnr1dennuts,stih8+.tooshtiw

66MU

erehwtniopehtotpugniraews'ehlatemynataehsemalfehT
52+.elbuortlaernis'eh,etalpgniraewnis'ehfI.derswolgti

forebmunasesuacgninrubehtdnasdnr3dennutssieof,stih
.gnitaRromrAs'eofelbuodotlauqednr/stih

07-66

tidleihsnedoowatogs'ehfI.mradleihssihsekirtstsalbruoY
.tohderstegtidleihslatematogs'ehfI.semalfotnistsrub

ot02-tadnadnr/stih2gnideelb,dnr1rofdennuts,stih01+
.dnr/stih4otgnideelbesaercni,dleihslatemfI.snoitcalla

57-17
,stih21+.sgelsihnoriahrohtolcynasetingitaehehT

.snoitcallaot02-dnadnr/stih2gnideelb,sdnr2dennuts

08-67
,stih31+!euqebrabneebevahdluowuoydnarettohynA

.dnr1yrrapondennuts,dnr/stih4gnideelb

58-18
,dnr/stih6gnideelb,stih51+.tnrubylerevessimranopaewsiH
.snoitcallaot03-dnasdnrerom2dennuts,sdnr2yrrapondennuts

09-68
yldliwdnuorasreggatsdnaemalfotnistsrubtegratruoY

dnadnr/stih6gnideelb,stih71+.semalfehttuotaebotgniyrt
.sdnr4yrrapondennuts

59-19
aekilsleefeoF.taehehtpunrutyllaerotyawehtsitahT

.dnr/stih8gnideelbsieofdnastih12+.rettircypsirc

001-69
sleereofruoY.mihrofhcumootelttilaneebevahyamtahT
.sdnr5yrrapondennutsdnastih91+.taehesnetniehtmorf

001MU
kcalbagnivaelyltnatsnitsomlamihsemusnoctaehesnetniehT

ebtonnacs'eH.dootseherehwhsafoelipadnaekomsfoduolc
.lacitirCtaeH'A'nasekatmihfo'5nihtiwenoynA.redaedyna

501-101
thgiryrfotsnigebdnasnekcalbnikssiH.elzzismihotnetsiL
ot03-dnasdnr5yrrapondennuts,stih12+.seyeruoyerofeb

.snoitcalla

011-601

seunitnocriahdnagnihtolcsih,semalfnideflugnesieofruoY

,dnr/stih61gnideelb,stih21+!eriffodrolehterauoY.nrubot

ehtmorfsdnr21niseiddna,sdnr2dereggats,sdnr2dennuts

.egamadnrubdnakcohs

511-111
fohcnetsehT.gnihtolcdnariahdna,efilsihputhgiluoY

morfseiddnadnr/stih81gninrubsieoF.lufwasihselftnrub

.sdnr01niamuartevissameht

021-611
ehtotsllafdnasnekcalbydobsihsaynoganisehtirweoF

tuosevigtraehsihdna,dnr/stih62gnideelb,stih21+.dnuorg
.ytivitcanignitaicurcxefosdnr6retfa

FIRE ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

Chapter Five Condensed Combat System

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E84 E54 E24 E93 E63 E23 E92 E62 E32 E02
641-341 E64 E34 E04 E73 E43 E13 E82 E52 E22 D91
241-931 E44 E14 E83 E53 E23 E92 E62 E32 D02 D71
831-531 E24 E93 E63 E33 E03 E72 E42 D22 D91 D61
431-131 E04 E73 E43 E13 E82 E62 D32 D02 D71 C51

skcattAIIIepyTrofmumixaM
031-721 E83 E53 E23 E92 E72 D42 D12 D91 C61 C31
621-321 E63 E33 D03 D82 D52 D22 D02 C71 C41 C21
221-911 E43 D13 D82 D62 D32 D02 C81 C51 C31 B11
811-511 D23 D92 D72 D42 D12 C91 C61 C41 B21 B9
411-111 D03 D72 C52 C22 C02 C71 C51 B21 B01 B8

skcattAIIepyTrofmumixaM
011-701 D82 C52 C32 C02 C81 C51 B31 B11 B9 A7
601-301 C62 C32 C12 C81 C61 B41 B11 B9 A7 A5

201-99 C42 C12 B91 B71 B41 B21 B9 A8 A6 A5
89-59 C22 B02 B71 B51 B21 B01 A8 A6 A5 5
49-19 B02 B81 B51 B31 B11 A9 A7 A5 5 4

skcattAIepyTrofmumixaM
09-78 B81 B61 A31 A11 A9 A7 A5 5 4 4
68-38 B61 A41 A11 A9 A7 A5 5 4 4 4
28-97 A41 A21 A9 A7 A5 5 4 4 3 3
87-57 A21 A01 A8 6 5 4 4 3 3 3
47-17 A01 A8 6 4 4 3 3 3 2 3
07-76 A8 6 4 3 3 2 2 2 2 2
66-36 6 4 2 2 2 2 2 2 2 2
26-95 3 2 1 1 1 1 1 1 1 2
85-55 0 1 1 1 1 1 1 1 1 1
45-15 0 0 0 0 1 1 1 1 1 1

2 05-7 0 0 0 0 0 0 0 0 1 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

)h2(drowSdratsaB 5 III 0
exAelttaB 5 VI 5-
eromyalC 4 III 0

gaD 6 III 0
kaagrI 3 VI 0

ihcaD-oN 5 VI 0

drowSdednaH-owT 5 VI 5-
aklabkraY 6 II 0

50-10 .stih2+!yliodycalatonnopaewgnikcahas'ti,noemoC

01-60
nevet'ndidtaht,gnihtsihtneprahsotdeentsumuoY?huH

.stih3+.drabatsihfohtolcehttuc

51-11
uoytub,ekortsedisruoydiovaotgniyrt,sdrawkcabsyawseH

.stih5+.esonsihelgnamoteganam

02-61
sihskconkdnaflacsihniedalbruoysdebmepeewswolruoY

.dnr1dereggatsdnastih6+.mihrednumorftuoteef

53-12
otnithgiryrrapdetpmettasihsevirdwolbruoyfoecrofehT

ytterpaebotgniogs'taht,yadehtsevivrusehfI.ecafsih
.dnr1dereggatsdnastih7+.racsevisserpmi

54-63
tsomuoystsocgniwsotmooremostegotkcabpetsagnikaT

,stih6+.tohsdaehylevolesiwrehtonafomutnemomehtfo
.dnr/stih2gnideelbdnadnr1dereggats

05-64
dnastih8+.sbirlarevessetacolsidtsehcehtotgniwsnaelC

.snoitcallaot01-

55-15
skcottubsihotnipeedsetibtI.gniwsediscitsinutroppO
01-dnadnr1dereggats,stih9+.yawapetsotseirtehsa

.snoitcallaot

06-65
otnipeedsknisedalbehtdnawolgniwsedisruoyskcolbeH

.dnr/stih2gnideelbsieofdnastih9+.flacsih

56-16
.elddimehtnwodthgireenksihstilpsgniwsdnahrevoruoY

,stih21+.ylreporptahtlaehlliwcigamfotrohsgnihtoN
.snoitcallaot02-dnadnr1dennuts

66MU
ffomradleihssihkcahuoysesnefedsihnwodgnitaebretfA

gnideelbdnasdnr3dennuts,stih05+.redluohsehtwolebtsuj
.dnr/stih01

07-66

eesnacuoY.mranopaewsihmorfhselfehtsyalfgniwsruoY
-dna,dnr/stih3gnideelb,dnr1dennuts,stih51+!enobeht

dna,dnr/tih1gnideelb,stih7+:romrahtiW.snoitcallaot51
.snoitcallaot01-

57-17
yldabgnideelbmihsevaelsgniwstrohsfoyrrulfdliwruoY

,stih81+.ydobdnasmrasihnostucpeedforebmunamorf
.snoitcallaot02-dnadnr/stih3gnideelb,sdnr2dennuts

08-67
81+.enobehtotmranopaewsihtucuoypeewsdilosahtiW

.dnr1yrrapondennutsdnadnr/stih4gnideelb,stih

58-18

thgirsknisedalbehT.ffosyapekirtsgnihtonrollaruoY
5gnideelb,stih52+.tsehcsihotnidnaredluohssihhguorht
dna,sdnrerom2dennuts,sdnr2yrrapondennuts,dnr/stih

.snoitcallaot51-

09-68
rofgnipsaguoysevaeleenkehtevobaffogelsihgnippohC
52+.pukcabgnittegebt'nowehdnanwods'ehtub,htaerb

.sdnr4yrrapondennutsdnadnr/stih6gnideelb,stih

59-19
ehtecnahcdoogas'erehT.tugsihpusnepogniwsedisytsaN

.dnr/stih7gnideelbsieofdnastih03+.citpesnrutlliwdnuow

001-69
dnamlehsihstilpsedalbehthtiwwolbdnahrevoemosewA

.sdnr5dennutsdnastih03+.dloctuos'eH.llukssihsehcton

001MU

gnipporderofebsdrawpu’5doogasnipstI!daehsihhtiwffO
wolbruoyfomutnemomehT.yawagnillordnadnuorgehtot
txenehttsniaga,dnuorsiht,kcattaeerfaekamotuoyswolla

.hcaernihtiwsitahteof

501-101
,stih05+.ffotisekatylraengelsihtagnikcahyldetaepeR

.snoitcallaot02-dnasdnr5yrrapondennuts

011-601
sihsrevestahtgniwsedistfiwsahtiwydobsihotnitucuoY

,dnr/stih51gnideelb,stih81+.pihehtevobatsujenips
.efilrofdezylarapdna,sdnr2dereggats,sdnr2dennuts

511-111
skooL.gniwsedis,wolahtiwsevlacehttaffomihtucuoY

lliwdnadnr/stih51gnideelbsieoF.wonretrohs’2s'ehekil
.gnilaehlacigamtuohtiwniagaklawreven

021-611
edalbehtnehwspotsylnoredluohsehtotwolbdnahrevonA

,dnr/stih52gnideelb,stih81+.tsehcsihfoelddimehtnisi
.sdnr6retfatuosevigtraehsihdna

GREAT BLADE ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E03 E82 E62 E42 E22 D91 D71 C51 C31 C11
641-341 E92 E62 E42 E22 D02 D81 C61 C41 C21 B01
241-931 E72 E52 E32 D12 D91 C71 C51 C31 B11 B9
831-531 E62 E42 E22 D02 D81 C61 C41 B21 B01 B8
431-131 E42 D22 D02 D81 C61 C51 B31 B11 B9 A7

skcattAIIIepyTrofmumixaM
031-721 D32 D12 D91 C71 C51 B31 B21 B01 A8 A6
621-321 D12 D02 D81 C61 C41 B21 B01 A9 A7 A6
221-911 D02 C81 C61 C41 B31 B11 A9 A8 A6 5
811-511 C91 C71 C51 B31 B11 A01 A8 A7 5 5
411-111 C71 C51 C41 B21 B01 A9 A7 5 4 4

skcattAIIepyTrofmumixaM
011-701 C61 B41 B21 B11 A9 A7 6 5 4 4
601-301 B41 B31 B11 A9 A8 6 5 4 4 4

201-99 B31 B11 B9 A8 A6 5 4 4 4 4
89-59 B11 A01 A8 A7 5 4 4 4 3 3
49-19 A01 A8 A7 5 4 4 3 3 3 3

skcattAIepyTrofmumixaM
09-78 A9 A7 A5 4 3 3 3 3 3 3
68-38 A7 A6 4 3 3 3 3 3 3 3

7 28-9 A6 4 3 2 2 2 2 2 2 2
87-57 4 3 2 2 2 2 2 2 2 2
47-17 3 2 1 1 1 1 2 2 2 2
07-76 2 1 1 1 1 1 1 1 2 2
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 1 1 1 1 1
85-55 0 0 0 0 0 0 1 1 1 1
45-15 0 0 0 0 0 0 0 0 1 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

tloBretaW 2 VI 51-
yniT 2 I 01-

llamS 2 I 0
muideM 2 II 0

egraL 2 III 0
eguH 2 VI 0

50-10
.thgualsnosuoirufruoyfoecafehtniyltnegsyawseofruoY

.stih2+

01-60
kcabdevohsylnosidnatcapmiehttsniagaflesmihsecarbeH

.stih3+.petselgnisa

51-11
stih4+.’5kcabnupssidnaredluohssihnotihehtsekateH

.dnr1rofdereggatssieofdna

02-61
sieofdnastih5+.revomihslwobylraentcapmiehT

.sdnr2dereggats

53-12
ecnalabsihsniagerehtubteefsihffodekconkylraens'eH

.dnr1rofdennutsdnasdnr2dereggats,stih5+.ylkciuq

54-63
2dereggats,stih6+.’5edisamihsehsurbtcapmifoecrofehT

.sdnr2dennutsdnasdnr

05-64
yltpurbaostuobanupsdnamranopaewehtnokcurtss'eH

.snoitcallaot01-sieofdnastih7+.deniarpssimrasihtaht

55-15
selpmurcehdnaelgnaytsanatasdrawkcabdeppanssieenksiH

.snoitcallaot01-dnasdnr2dereggats,stih8+.edisenoot

06-65
dnatih9+.revosdlofdnatugsihnitifotnurbehtsehctaceH

.sdnr2rofdennutss'eh

56-16
yawa’01dnaslaehrevodaehmihskconktsalbruoY!mahW
2dennuts,stih01+.paehdrawkwananisdnaleH.uoymorf

.snoitcallaot01-dnasdnr

66MU
sihspotsdnatsehcehtniretnecdaedmihsekattcapmiehT

,stih03+.RPCswonkenoemosepohrettebd'eH.traeh
.seidnehtdnasdnr3yrrapondennuts

07-66
tuogubseyesihtahtdrahostsehcehtnimihstihtsalbehT
3dennuts,stih11+.detsuberasbirlareveS.popsraesihdna

.snoitcallaot51-dnasdnr

57-17
sihnosdnalehdnamihrednumorftuonwolberasgelsiH
.nekorbdnagnideelbsiesonsiH.ecroftnacifingishtiwecaf

.dnr/tih1gnideelbdnasdnr5dennuts,stih21+

08-67
skconkgnidnaleht,sdrawkcabthgiartsnwoddekconks'eH

5dennuts,stih31+.llukssihskcarcdnamihfotuodniweht
.dnr1dereggatsdnasdnr

58-18
elpitlumgnitteg,’01rofslaehrevodaehselbmuteofruoY

,dnr/stih2gnideelb,stih51+.yawehtnosesiurbdnaseparcs
.sdnrerom3dennutsdnasdnr2yrrapondennuts

09-68
romrahguorhtgnidnirgdnuorgehtgnolamihsdikstsalbehT

dnadnr/stih3gnideelb,stih71+.repapdnasekilhselfdna
.sdnr5yrrapondennuts

59-19
htob,esleydobemosstihehfI!’51kcabmihslruhtcapmiehT

.sdnr3yrrapondennutsdnastih12+.lacitirCtcapmI'A'naekat

001-69
delpmurcanidnalot'01gniylfmihdnestcapmifoecrofehT

.sdnr5dennutssieofdnastih42+.dnuorgehtnopaeh

001MU

snagrosezeeuqsdnasenobsihmorfhselfehtsraettcapmiehT
derevoc,notelekssih,ylddO.eveisaekilegacbirsihhguorht
laicepsas'tahtwoN.gnidnatssniamer,erogfostibdeggarni

.daedfodnik

501-101
72+.gnikcitnospeektisepoheoF.gnikcilasekatydobsiH

.snoitcallaot02-dnasdnr5yrrapondennuts,stih

011-601

erofebsemitlarevesgnicnuob,dnuorgehtssorcaspikseH

sihnisenobnekorB?drocerarofgnioguoY.tserotgnimoc

,sdnr3yrrapondennuts,dnr/stih51gnideelb,stih03+.gel

.snoitcallaot05-dnasdnr2dereggats

511-111
sihgnippans,daehsihnosdnaldna’01kcabnworhts'eH

.dezylaraps'ehdnastih33+.giwtaekilkcen

021-611
sihnienobyreveseziropavtcapmiehtfoecrofehT!talpS

.dnuorgehtotsknisehsaollejfokcasaekilselggijeH.ydob
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E43 E23 E92 E72 E52 E22 E02 E81 E51 D31
641-341 E23 E03 E82 E62 E42 E12 E91 D71 D51 D31
241-931 E03 E82 E62 E42 E22 D02 D81 D61 D41 D21
831-531 E82 E72 E52 D32 D12 D91 D71 D61 D41 C21
431-131 E72 D52 D42 D22 D02 D81 D71 C51 C31 C11

skcattAIIIepyTrofmumixaM
031-721 D52 D32 D22 D12 D91 C71 C61 C41 C21 C11
621-321 D32 D22 D12 C91 C81 C61 C51 C31 C21 B01
221-911 D12 C02 C91 C81 C71 C51 C41 B31 B11 B01
811-511 C91 C81 C81 C71 C61 B41 B31 B21 B01 B9
411-111 C71 C71 C61 B51 B51 B31 B21 B11 B01 A9

skcattAIIepyTrofmumixaM
011-701 C61 B51 B51 B41 B31 B21 B21 A01 A9 A8
601-301 B41 B41 B31 B31 B21 A11 A11 A01 A9 A8

201-99 B21 B21 B21 A21 A11 A01 A01 A9 A8 7
89-59 B01 A01 A01 A01 A01 A9 A9 8 7 7
49-19 A8 A9 A9 A9 A9 8 8 7 7 6

skcattAIepyTrofmumixaM
09-78 A6 A7 A7 8 8 8 7 7 6 6
68-38 A4 A5 6 6 7 7 6 6 6 5
28-97 A3 4 5 5 5 6 6 5 5 5
87-57 2 2 3 4 4 5 5 5 4 4
47-17 1 1 2 3 3 4 4 4 4 4
07-76 0 0 1 1 2 3 3 3 3 3
66-36 0 0 0 1 1 2 2 2 3 3
26-95 0 0 0 0 0 1 1 2 2 2
85-55 0 0 0 0 0 0 1 1 1 2
45-15 0 0 0 0 0 0 0 1 1 1

2 05-7 0 0 0 0 0 0 0 0 0 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

)h1(drowSdratsaB 4 VI 51-
drowsdaorB 3 VI 01-

ssaltuC 3 VI 51-
noihclaF 5 VI 0

anataK 3 VI 5-
)exA4/3(exAgnoL 4 III 0

canyKgnoL 3 III 0
drowSgnoL 4 VI 5-

erbaS 3 VI 5-
ratimicS 4 III 0

exAs'namsdooW 4 III 5-

50-10
rofdenefaedmihsevaelswolbfoyrrulfsihtmorfrettalcehT

.stih0+.sdnuorowt

01-60
.titlefehtub,tiybdesserpmitonsieH.enotahttlefeH

.stih2+

51-11
sihttubromrasihhguorhtnettogevahtonyamuoY!hcnurC

.stih3+.bulcevitceffeytterpas'gniht

02-61
dnastih4+.mihsreggatsylfeirbredluohsehtotwolbytaemA

.dnr1dereggatssieof

53-12
sihnoretnecffostcennoctisadnahruoynisnrutedalbehT

.dnr1dereggatssieofdnastih5+.palsytaemahtiwgel

54-63
yvaehfoseiresdrawkwanahtiwdnuorgehtotmihtaebuoY

.dnr/tih1gnideelbdnadnr1rofdereggatssieof,stih4+.swolb

05-64
tsaeltA.dnuorgehtotlellarapedalbehtnrutotdesoppuser'uoY
.snoitcallaot01-dnastih5+.ssenisubnaemuoyswonkehwon

55-15
6+.eenkenootmihspordredluohsehtotwolbdnahrevO

redluohshtiW.snoitcallaot01-dnadnr1dereggats,stih
.stih3+:romra

06-65
ehtffothgirtaemehtsekatmraerofehtnwodekirtsytsanA

.dnr/stih2gnideelbsieof,stih6+.enob

56-16
tuothgirtooftfelsihsekatwolgnigniwsdnahgihgnikaF

.snoitcallaot02-dnadnr1dennuts,stih8+.mihrednumorf
.snoitcaot01-dnastih4+:sevaerghtiW

66MU
,stih03+!ffodaehsihkootylraenkcensihotwolbtahT

.dnr/stih01gnideelbdnasdnr3dennuts

07-66
nimihbatsottiesudnadraugsihnignineponaecrofuoY
51-dnadnr/stih2gnideelb,dnr1dennuts,stih01+.tugeht

.dnr/tih1gnideelbdnastih5+:romrahtiW.snoitcaot

57-17
ehtwolebffomradleihssihstucnahtsraeteromwolbruoY

,stih21+.drowsruoyneprahsylbaborpdluohsuoY.tsirw
.snoitcallaot02-dnadnr/stih2gnideelb,sdnr2dennuts

08-67
.enobehttaspotstubhgihtsihotnipeedskcahekirtsruoY

.dnr1rofyrrapondennutsdnadnr/stih4gnideelb,stih31+

58-18
,stih51+.sbirsiheesnacuoY.tsehcsihpudenepohsalstahT

2rofdennuts,sdnr2yrrapondennuts,dnr/stih5gnideelb
.snoitcallaot51-tadnasdnrerom

09-68
5gnideelb,stih71+.doolbswardredluohssihotecilsdilosA

.sdnr4rofyrrapondennutsdnadnr/stih

59-19
evaht'nseodehfI.ffodaehsihsekatylraenwolbkcennaelC

derevesmorfsdnr5nihtaedotdeelbll'eh,romrakcen
.dnr/stih7gnideelbsieofdnastih12+.seiretra

001-69
daehsihfoedisehttsniagaskconkwolbruoyfoecrofehT
.sdnr5rofdennutssieofdnastih91+.kcarcduolahtiw

001MU
,daedspordeoF!daehsihseogerehT!kcaH!nipS!kcaH

drawrofgnirpsotelbaerauoydeepsgninthgilhtiwgnivom
.'02nihtiweofrehtoynatsniagakcattaeerfaekamdna

501-101
dnatemlehehthguorhtthgirseogedalbruoY!kcamS

5rofyrrapondennuts,stih12+.daehsihhguorhtyawflah
.snoitcallaot02-dnasdnr

011-601
51gnideelb,stih21+.ssorgtsujs'taht,hsifaekilmihtuguoY
sdnr21niseiddna,sdnr2dereggats,sdnr2dennuts,dnr/stih

.amuartdnakcohsehtmorf

511-111
sihneewtebsessapedalbruoydnuorgehtotlellarapgnitsurhT

51gnideelbsieoF.gnulasespallocdnadedepminusbir
.sdnr01nidoolbnwosihnisnworddnadnr/stih

021-611
sieof,stih21+.namdamaekilydobsihtayawakcahuoY

.sdnr6retfatuosevigtraehsihdna,dnr/stih52gnideelb

LONG BLADE ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E52 E42 E32 E12 E02 E91 D81 D61 D51 C41
641-341 E42 E32 E12 E02 E91 D81 D71 D51 C41 C31
241-931 E32 E22 E02 E91 E81 D71 D51 C41 C31 C21
831-531 E22 E02 E91 E81 D71 D61 C41 C31 C21 B11
431-131 E02 E91 E81 D71 D61 C41 C31 C21 B11 B01

skcattAIIIepyTrofmumixaM
031-721 E91 D81 D71 D61 D51 C31 C21 B11 B01 B9
621-321 D81 D71 D61 D51 C31 C21 B11 B01 B9 A8
221-911 D71 D61 D51 C31 C21 B11 B01 B9 A8 A6
811-511 D61 C51 C41 C21 C11 B01 B9 A8 A7 A5
411-111 C51 C41 C21 C11 B01 B9 A8 A7 A5 4

skcattAIIepyTrofmumixaM
011-701 C41 C21 C11 B01 B9 A8 A7 A5 4 4
601-301 C31 B11 B01 B9 B8 A7 A6 4 4 4

201-99 B11 B01 B9 B8 A7 A6 4 4 4 4
89-59 B01 B9 B8 A7 A6 4 4 4 3 3
49-19 B9 A8 A7 A6 A5 4 3 3 3 3

skcattAIepyTrofmumixaM
09-78 A8 A7 A6 A5 4 3 3 3 3 3
68-38 A7 A6 A5 4 3 3 3 3 2 2

7 28-9 A6 A5 4 3 3 2 2 2 2 2
87-57 A5 3 3 2 2 2 2 2 2 2
47-17 3 2 2 2 2 2 2 2 2 2
07-76 0 1 1 1 1 1 1 1 1 1
66-36 0 0 0 1 1 1 1 1 1 1
26-95 0 0 0 0 0 0 1 1 1 1
85-55 0 0 0 0 0 0 0 0 0 1
45-15 0 0 0 0 0 0 0 0 0 0

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

)deromrA(tsiF 1 II 01-
)eraB(tsiF 1 I 01-
IknaR/reiT 2 I 0
IIknaR/reiT 2 II 0

IIIknaR/reiT 2 III 0
VIknaR/reiT 2 VI 0

50-10 .stih0+.gnippalslautceffeniruoytaskrimseH

01-60
tcefrepaetsawdnakcikdimniecnalabruoyesoluoY

.tih1+.gninepo

51-11
knihtotgniogs'ehtahtekilmraehtniuoygnittihpeekuoyfI

.stih2+.gnitader'uoy

02-61
dnastih3+.gnileermihsdneshgihtehtotkcikdilosA

.dnr1dereggats

53-12
nihsehtnimihkcikuoyretfauoysevigehkooltnangidniehT

.dnr1dereggatsdnastih5+.reveroferusaertll'uoyyromemasi

54-63
ehtubedurcelttilasitahtekiltugehtnimihgniremmaH

peekotgnithgifs'ehekilskooldnatnurggniyfsitasaevigseod
.sdnr2dereggatsdnastih5+.dnocesarofnwodrennidsih

05-64
.skeewrofgnileefebll'ehtahteenkehtnikcikamiheviguoY

.snoitcallaot01-dnastih6+

55-15
ykaeuqs,duolasevigehdnahcamotsehtnimihkcikuoY

dnr1dereggats,stih7+.dessarrabmeylbirretskooleH.hcleb
.stih3+:romrahtiW.snoitcallaot01-dna

06-65
ydobehtotsehcnupesolclareveshtiwmihremmahuoY

.dnr1dennutsdnastih7+.yawareggatsotseganameherofeb

56-16

ruoyfoecrofehtrefsnartotseganamkcolbdetpmettasiH
,stih9+.enotahtmorfesiurbaevahll'eh,mraerofsihotwolb

4+:romramrahtiW.snoitcallaot51-dnasdnr2dennuts
.snoitcallaot5-dnadnr1dennuts,stih

66MU
noisicerptaht,ecafsihnoynogaerupfokoolehtmorF!seY
dnadnr/tih1gnideelb,stih52+.retsulcevrenadnuofekirts

.sdnr01yrrapondennuts

07-66
enorofnekahsebylnolliwydalA.niorgehtnimihkcikuoY
-dnastih4+:romrahtiW.snoitcallaot51-dna,stih9+.dnr

.snoitcallaot01

57-17
ehtraetdnapihsihetacolsiduoykciknipsgninthgilahtiW

.snoitcallaot02-dnasdnr2dennuts,stih01+.stnemagil

08-67
.renihslufituaebamihsevigeyeehtotekirtsdnahdesolcA

.dnr1yrrapondennutsdnasnoitcallaot02-,stih11+

58-18
21+.sbirlarevesderettahskcikhgihdetucexeyllufituaebtahT

dnasdnr2rofyrrapondennuts,snoitcallaot51-,stih
.sdnrerom2dennuts

09-68
.ybuoyrebmemerotkramylevolasevaelmrasihrednubajA

.sdnr4yrrapondennutsdnastih21+

59-19
otkciknipslaireanamiheviguoysaseriwnoer'uoyekils'tI

,stih51+.dnuorgehtotdekconks'eH.daehsihfoediseht
.sdnr5rofdereggatsdnasdnr01yrrapondennuts

001-69
,stih21+.sselhtaerbmihsevaelesons'eofotekirtselbuoD

.dnr/stih5gnideelbdnasdnr6rofdereggats

001MU

dneehttawohemostub,diduoytahwerusnevetoner'uoY
uoyskool,uoytsniagagninaelpusdniwehswolbfoseiresafo

.gnortssiufgnukruoY.daedrevosllafnehtdnaeyeehtni
.dnrtxenekamuoykcattastralaitramynaot001+aekaT

501-101
llaot03-,stih51+.wajsihskaerbekirtsdednahdesolcruoY

.sdnr5yrrapondennutsdnasnoitca

011-601
.riarofgnipsagmihsevaelsuxelpralosehtotekirtsmlapnepO

.sdnr5dereggatsdnasdnr3dennuts,dnr/stih2gnideelb,stih8+

.sdnr3dereggatsdnadnr/tih1gnideelb,stih4+:romrahtiW

511-111
nopaewsihbarg,draugsihedisnipilsuoy,esaesuoutpmetnochtiW

sesionynnufgnikamsieH.secalpeninniskaerbtI.tsiwtdnamra

.sdnr21yrrapondennutsdnasnoitcallaot52-,stih52+.won

021-611
gnikohcsieH.aehcartsihsehsurcpohclufrewoptubelpmisA

.ytivitcanignitaicurcxefosdnr01retfadaedeblliwdna

MARTIAL ARTS STRIKES ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E61 E51 E51 E41 E41 E31 D31 D21 C21 C11
641-341 E51 E51 E41 E41 E31 D21 D21 C11 C11 C01
241-931 E51 E41 E31 E31 D21 D21 C11 C11 C01 B9
831-531 E41 E31 E31 D21 D21 D11 C01 C01 B9 B9
431-131 E31 D31 D21 D11 D11 C01 C01 B9 B8 B8

skcattAIIIepyTrofmumixaM
031-721 D31 D21 D11 D11 C01 C01 B9 B8 B8 A7
621-321 D21 D11 D11 C01 C9 C9 B8 B8 A7 A6
221-911 D11 C11 C01 C9 C9 B8 B7 A7 A6 A5
811-511 C01 C01 C9 C9 B8 B7 A7 A6 A5 5
411-111 C01 C9 C9 B8 B7 B7 A6 A5 5 5

skcattAIIepyTrofmumixaM
011-701 C9 B8 B8 B7 B7 A6 A5 5 5 4
601-301 B8 B8 B7 B6 A6 A5 5 4 4 4

201-99 B8 B7 B6 A6 A5 A5 4 4 4 4
89-59 B7 A6 A6 A5 A5 4 4 4 4 3
49-19 A6 A6 A5 A5 4 4 3 3 3 3

skcattAIepyTrofmumixaM
09-78 A6 A5 A4 4 4 3 3 3 3 3
68-38 A5 A4 4 4 3 3 3 3 3 3

7 28-9 A4 4 3 3 3 2 2 2 2 2
87-57 3 3 2 2 2 2 2 2 2 2
47-17 2 2 2 2 2 2 2 2 2 2
07-76 1 1 1 1 1 1 1 1 2 2
66-36 0 0 1 1 1 1 1 1 1 1
26-95 0 0 0 0 1 1 1 1 1 1
85-55 0 0 0 0 0 0 1 1 1 1
45-15 0 0 0 0 0 0 0 0 1 1

2 05-7 0 0 0 0 0 0 0 0 0 0
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

IknaR/reiT 2 I 0

IIknaR/reiT 2 II 0

IIIknaR/reiT 2 III 0

VIknaR/reiT 2 VI 0

gniltserW 2 II 0

yniT 2 I 01-

llamS 2 I 0

muideM 2 II 0

egraL 2 III 0

eguH 2 VI 0

50-10
yllarenegeraseistoof,erutlucsihnI.desufnoctibaskooleH

.stih0+.gnitrilfsanees

01-60
fforafootpudniwtubhguoneylecinmihecnalabnuuoY

.tih1+.ytinutroppoehtnoezilatipacotretnec

51-11
ruoydnaoduoysatnemomemasyrevehttanispetseH

.stih2+.ylduolrehtegotkconksdaeh

02-61
.kcoldaehanimihhtiwpudniwdnassotpihruoybulfuoY

.dnr1dereggatsdnastih3+

53-12
nwodseogeH.ssotpihatuobalufituaebgnihtemoss'erehT
ehtebyamsihT.mihrevognidnatsuoygnivaeledissihno

.dnr1dennutsdnastih5+.taolgotemittcefrep

54-63
tsomlauoytahthtoomsossiworhtredluohskoobtxetruoY

.sdnr2dennutsdnastih5+.tihtiwgnolatnewtsujehfirednow

05-64
nwodseogehdnamihrednumorftuogelsihpeewsuoY

.snoitcallaot01-dnastih6+.hsoohwahtiw

55-15

hsupdnatoofsihkoohneht,worhtredluohsaotnitsiwtuoY
liatsiH.gnilwarpsmihsdnestsiserottpmettanwosih,kcab

,stih7+.gnidnaltahtretfasyadrofgnitramseblliwenob
.snoitcallaot01-dnasdnr2dereggats

06-65
mihspordtoofruoyfopeewsneddusadnamrasihnollupelttilA
2dennutsdnastih7+.yldabsdnaleh,yasotsseldeeN.kcoraekil

.sdnr

56-16
morftuosgelsihgnikcikdnatsiwtahtiwtsirwsihgnibbarG

tub,evisserpmirohsilytsebtonthgimseenkehttamihrednu
.snoitcallaot51-dnasdnr3dennuts,stih9+.evitceffeyrevs'ti

66MU
.dnahreppuehttegottuobasiehsatsujspirtehdnaspilspirgruoY
tsujsawtahT.sllafehsaseenkehtwolebsgelsihfohtobskaerbeH
.sdnr01yrrapondennutsdnasnoitcallaot03-,stih03+.driewnialp

07-66
seganamdnadigirseogehtubworhtredluohsarofnileehwuoY
.snoitcallaot51-dnasdnr3dennuts,stih9+.tuokcabsihtupot

57-17
spansgelsihdnaworhtehtotninipsuoysadelgnattegsgelruoY

.snoitcallaot02-dnasdnr3dennuts,stih01+.giwtaekil

08-67
nimihpordeenkdnamihrednumorftuogelsihpeewsuoY

snoitcallaot02-stih11+.elibdnadoolbswepseH.tugeht
.dnr1yrrapondennutsdna

58-18
,nwodthgiartsspordehdnamihrednumorftuogelsihpeewsuoY
,stih21+.ssecorpehtnimihdnihebyllarutannugelrehtoehtgnitsiwt
.sdnrerom3dennutsdnasdnr2yrrapondennuts,snoitcallaot51-

09-68
mihevirddnaredluohsruoyrevopumihevaehuoytrihssihgnizieS

.sdnr5yrrapondennutsdnastih21+.dnuorgehtotnitsrifecaf

59-19
s'eH.kcensihspansgnidnalehtdnarevothgirmihpilfuoY

.stih51+.dezylarapyltnenamrep

001-69
dnuorgehtgnolasdiksehtubsselwalft'nsinoitucexeruoY

sdnr6dennuts,stih21+.snoisarbaytsanemospuskcipdna
.dnr/stih5gnideelbdna

001MU

dnuoranips,teefsihffomihnipsuoymranopaewsihgnizieS
ehtsekirtstinehwnisevacdaehsih,mihworhtdnaeciwt

uoyreveohW.daeddnadoogs'eH.spanskcensihdnadnuorg
.lacitirchsurK'A'nasekatotnimihwerht

501-101
htiwkcabsihnomihmalsdna,kooh,llup,evohs,barG

dnasnoitcallaot03-,stih51+.sbirsihkaerbotecrofhguone
.sdnr5yrrapondennuts

011-601

mutnemomsihesuuoyossdnahruoyotnithgirsnurtsujeH

morfecafsihnotalfmihporddnadnuorgehtffomihtfilot

,sdnr5dennuts,dnr/stih2gnideelb,stih8+.thgiehredluohs

.sdnr21niseidehdnasdnr3dereggats

511-111
ogyehttahtekiltitsiwtdnamras'enoemosbarguoynehwyllausU

dnuorayawehtllatitsiwtuoydnastsisereH.mehtdnesuoyerehw

.snoitcallaot03-dnasdnr6yrrapondennuts,stih52+.tekcosehtni

021-611
.mihnipsdnariaehtniteefxismihpilfotmutnemomsihesuuoY

.ydobsihnienobyreveskaerbdnadnuorgehtotnisleehwtraceH
.sdnr6nidaedmihsllikkcohsehtdnadnr/stih02gnideelb,stih21+

MARTIAL ARTS SWEEPS ATTACKS
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E24 E04 E83 E63 E43 E23 E03 E82 D62 D42
641-341 E04 E83 E63 E43 E23 D13 D92 D72 C52 C32
241-931 E73 E63 E43 E33 D13 D92 D72 C62 C42 C22
831-531 E53 E43 E23 D13 D92 D82 C62 C52 C32 B12
431-131 E33 E23 D03 D92 D82 C62 C52 C32 B22 B02

skcattAIIIepyTrofmumixaM
031-721 E13 D03 D92 D72 C62 C52 C42 B22 B12 B91
621-321 D82 D82 D72 C62 C52 C32 B22 B12 B02 A81
221-911 D62 D52 C52 C42 C32 B22 B12 B02 A91 A81
811-511 D42 C32 C32 C22 B22 B12 B02 A91 A81 A71
411-111 C12 C12 C12 B12 B02 B91 A81 A81 A71 61

skcattAIIepyTrofmumixaM
011-701 C91 C91 B91 B91 B81 A81 A71 A71 61 51
601-301 C71 B71 B71 B71 A71 A61 A61 51 51 41

201-99 B51 B51 B51 A51 A51 A51 51 41 41 31
89-59 B21 B31 A31 A41 A41 41 31 31 31 21
49-19 B01 A11 A11 A21 21 21 21 21 21 11

skcattAIepyTrofmumixaM
09-78 A8 A9 A01 01 11 11 11 11 11 01
68-38 A5 A7 8 8 9 9 01 01 01 9
28-97 A3 5 6 7 7 8 8 8 8 8
87-57 2 3 4 5 6 6 7 7 7 7
47-17 1 1 2 3 4 5 6 6 6 7
07-76 0 0 1 2 3 4 4 5 5 6
66-36 0 0 0 1 1 2 3 4 4 5
26-95 0 0 0 0 0 1 2 3 3 4
85-55 0 0 0 0 0 1 1 2 2 3
45-15 0 0 0 0 0 0 1 1 1 2

2 05-7 0 0 0 0 0 0 0 0 0 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

nuGwolB 5 II 01-
straD 5 I 0

lioF 3 III 0
reipaR 4 VI 01-

iaS 2 II 0
nekiruhS 5 II 01-

yniT 2 I 01-
llamS 2 I 0

muideM 2 II 0
egraL 2 III 0
eguH 2 VI 0

50-10 .stih0+.hsiruolfahtiwriahsihtrapuoY

01-60 .tih1+.edissihsezargtniopehT

51-11 .stih2+.sbirsihffodetcelfedsiekirtsruoY

02-61
dnatucagnivael,enobkeehcsihffosecnalgtniopruoY

.dnr1dereggatsdnastih2+.raesihfoflahffognikat

53-12
ehdnatniopruoynoskcottubsihfotaemehthctacuoY

.dnr1dereggatsdnastih3+.ytingidniehttaslwoh

54-63
1rofdereggats,stih3+.doolbswardflacehtotbajtfiwsA

.stih2+:romrahtiW.dnr/stih2gnideelbdnadnr

05-64
tasieofdna,stih4+.dnahnopaewsihsecreipekirtssuoicivA

.stih2+:romradnahhtiW.snoitcallaot01-

55-15
.tnemomarofecnalabffosyawsehdnahgihtsihezarguoY

:romrahtiW.snoitcallaot01-tadnadnr1dereggats,stih5+
.dnr1dereggatsdnastih2+

06-65
ottsirwehtmorfhsagagnivaelmrasihpusnurtniopruoY

stih5+.racsgnitseretninaevaelyletinifedlliwtI.redluohseht
.dnr/stih3gnideelbdna

56-16
,stih7+.hgihtsihhguorhtthgirerutcnupytsanamiheviG

.snoitcallaot02-dnadnr1dennuts

66MU
ehtmorfhtdaerbs'riahadnasbirehtneewtebthgiR!esolcoS

,stih52+.hguohtgnulsihderutcnupevahyamuoY.traeh
.dnr/stih01gnideelbdnasdnr3dennuts

07-66
,stih9+.edissihnihsagpeedgnolapusnepotniopehT
.snoitcallaot51-dna,dnr/stih3gnideelb,dnr1dennuts

57-17
,sdnr2dennuts,stih11+.tugehtnibatspeedamiheviG
6+:romrahtiW.snoitcallaot02-dnadnr/stih3gnideelb

.snoitcaot01-dnadnr/stih2gnideelb,dnr1dennuts,stih

08-67
,stih31+.ynoganimihsevaeledissihotekirtssuoirolgA

.dnr1rofyrrapondennutsdnadnr/stih4gnideelb

58-18

ehtnisegdoldnakeehcsihhguorhtseogtniopruoY!enodyleciN
keehcnieugnotemosodylurtnacehwoN.taorhtsihfokcab
ondennuts,dnr/stih5gnideelb,stih51+.sevivrusehfi,romuh

.snoitcallaot51-dnasdnrerom2dennuts,sdnr2yrrap

09-68
doolbdnapecibotnisknistniopruoysaeugnotsihsetibeH

,stih71+.mrasihsevomehrevenehwerehwyrevesyarps
.sdnr4yrrapondennutsdnadnr/stih5gnideelb

59-19
sihotnipeeddnaemohtniopruoysevirdekirtsruoY

tuotiknayuoysadnuosgnikcuscifirrohasekamtI.nemodba
.dnr/stih7gnideelbsieofdnastih12+.niaga

001-69
ehdedaehkcihtwohtsujsevorpdaeherofehtottihtceriD

.sdnr5dennutssieofdnastih91+.siyllaer

001MU
otwolbruoyfoecrofehtesudnahgihoguoy,wolseogeH

ehT.redluohsehtwolebtsujkcabsihotninopaewruoyevird
.daedetiuqs'eH.eenksihevobatsujsegremetniop

501-101
uoY.mranopaewsihfowobleehthtiwstcennoctniopehT

dnasdnr5yrrapondennuts,stih12+.kcarctiraehylisaenac
.snoitcallaot02-

011-601

mihskconkwolbehtfoecrofehtdnaeyeehtnimihbatsuoY
,sdnr2dennuts,dnr/stih51gnideelb,stih21+.dnuorgehtot

etiuq,oslasieH.sdnr21niseiddnasdnr2dereggats
.llewsaeyetahtnidnilb,ylsuoivbo

511-111
dnawajsihrednutniopruoysevirdekirtsdrawpulufrewopA

nisnworddnadnr/stih51gnideelbsieoF.daehsihotnipu
.sdnr01nidoolbnwosih

021-611
puthgiR!gninromehtnidebfotuouoystegtahwsisihT

52gnideelb,stih21+.gnulahguorhtdnasbirehtrednu
.sdnr6retfatuosevigtraehsihdnadnr/stih
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
skcattAVIepyTrofmumixaM

051-741 E05 E74 E54 E24 E04 E73 E53 E23 E03 D72
641-341 E84 E54 E34 E04 E83 E53 E33 E03 D82 D52
241-931 E64 E34 E14 E83 E63 E33 E13 D82 D62 D32
831-531 E44 E14 E93 E63 E43 E13 D92 D62 D42 C22
431-131 E24 E93 E73 E43 D23 D92 D72 D52 C22 C02

skcattAIIIepyTrofmumixaM
031-721 E04 E73 E53 D23 D03 D72 D52 C32 C02 C81
621-321 E83 D53 D33 D03 D82 D52 C32 C12 C81 B61
221-911 D53 D33 D13 D82 C62 C32 C12 C91 B71 B41
811-511 D33 D13 D92 C62 C42 C22 C91 B71 B51 B31
411-111 D13 C92 C72 C42 C22 C02 B71 B51 B31 A11

skcattAIIepyTrofmumixaM
011-701 C92 C72 C42 C22 B02 B81 B51 B31 A11 A9
601-301 C72 C52 C22 B02 B81 B61 B31 A11 A9 A7

201-99 C52 B32 B02 B81 B61 B41 A21 A9 A7 5
89-59 B32 B12 B81 B61 A41 A21 A01 A7 6 5
49-19 B12 B91 B61 A41 A21 A01 A8 6 5 4

skcattAIepyTrofmumixaM
09-78 B91 A71 A41 A21 A01 A8 6 5 4 4
68-38 A71 A41 A21 A01 8 6 5 4 4 4
28-97 A51 A21 A01 8 6 5 4 4 3 3
87-57 A31 A01 8 6 5 4 4 3 3 3
47-17 A01 8 6 4 4 3 3 3 3 3
07-76 8 6 4 3 3 2 2 2 2 2
66-36 6 4 2 2 2 2 2 2 2 2
26-95 3 2 1 1 1 1 1 1 1 2
85-55 0 0 0 1 1 1 1 1 1 1
45-15 0 0 0 0 0 1 1 1 1 1

2 05-7 0 0 0 0 0 0 0 1 1 1
62-32 0 0 0 0 0 0 0 0 0 0
22-91 0 0 0 0 0 0 0 0 0 0

)1+*( 81- 0 0 0 0 0 0 0 0 0 0
-1 * F F F F F F F F F F

.elbatetairporppanollor,elbmufcitamotua=F
.desunopaewehtfo)RF(egnaRelbmuF=*

ataDnopaeW
nopaeW RF epyT doMBO

raepSraoB 5 III 51-
noopraH 4 II 51-

nilevaJ 4 II 01-
)detnuom(ecnaL 7 VI 0

muliP 5 II 5-
mrAeloP 7 III 0

raepS 5 II 0
tnedirT 5 III 01-

50-10
mihgnittawspudneuoydnasdnahruoynistsiwttfahehT

.stih1+.edalbehtfotalfehthtiw

01-60
ehtnimihekopoteganamuoytubgninepotaergatons'tI

.stih2+.tfahehtfomottobehthtiwhcamots

51-11
tsehcsihotnitfahehtmalsuoyosesolcootelttilastegeH

ruoygnitaloivredisnocermihekamll'tahT.sdnahhtobhtiw
.stih3+.ecapslanosrep

02-61
nosaeras'erehT.wolbruoyybyawanrotsiromratsehcsiH

sieofdnastih4+.kcitsanorenepo-nacaekilskoolgnihtsiht
.dnr1dereggats

53-12
revomutnemomehtyrracuoyosediwdaehehtsecrofyrrapsiH

.dnr1dereggatssieofdnastih5+.eenksihotekirtsttubaotni

54-63
morfmihspeekedalbehtdnatniopehthtiwmihraepsuoY

.dnr/stih2gnideelbdnadnr1dereggats,stih6+.resolcynagnitteg

05-64
.redluohssihnidnuowpeedapusnepoyldammihtagnikcaH

.stih3+:romraredluohshtiW.snoitcallaot01-dnastih7+

55-15
ssorcahsagytsanastegllitsehtubgniwsuoysakcabspetseH

htiW.snoitcallaot01-dnadnr1dereggats,stih8+.tsehcsih
.dnr1dereggatsdnastih4+:romra

06-65
sihotnidaehehtetatordnatfahehthtiwwolbakcolbuoY

.dnr/stih2gnideelbdnastih9+.knuhtytaemahtiwredluohs

56-16

decrofer'uoytahtduolosslaeuqsehdnatoofsihraepsuoY
,stih01+.pumihtuhsotecafsihotnitfahehtrevelot

:stoobderomrahtiW.snoitcallaot02-dnadnr1dennuts
.snoitcallaot01-dnastih5+

66MU

ehT.pirgruoynetrohsdnanipsuoydrawrofspetsehsA
ehthguorhtselbmutdaehderevessihsaralucatcepssitluser

daedtsujs'eH.erehwyrevedoolbgniyarpssdraylarevesrofria
?yako

07-66

ehtnoflesmihsraepseofruoyevomycnafagniyrtelihW
ehdnatnemomarofdnuorgehtffomihtfiluoy,tniop

3gnideelb,dnr1dennuts,stih21+.gipkcutsaekilslaeuqs
.snoitcallaot51-dnadnr/stih

57-17
dnerylegavasdnallibehthtiweenkehtdnihebmihhctacuoY
,sdnr2dennuts,stih51+.gnilwohnwodseogeH.snodneteht

.snoitcallaot02-dnadnr/stih3gnideelb

08-67
81+.mrasihputhgirtisedilswolbruoyyrrapottpmettasiH
:romrahtiW.dnr1yrrapondennuts,dnr/stih4gnideelb,stih

.dnr/stih2gnideelbdnastih9+

58-18
pihehtmorfsnurtahthgihtehtnihsagpeedamiheviguoY
2yrrapondennuts,dnr/stih5gnideelb,stih12+.eenkehtot

.snoitcallaot51-dnasdnrerom2dennuts,sdnr

09-68
6gnideelb,stih52+.ffothgirmradleihssihsekatwolbruoY

togs'ehfI.snoitcallaot01-dnasdnr4yrrapondennuts,dnr/stih
.snoitcallaot02-;nekorbylnosimrasihtubderettahss'tidleihsa

59-19
gniyortsed,pihsihotnipeedsehsamsgniwsedislufrewopruoY

.snoitcallaot51-dnadnr/stih7gnideelb,stih42+.tniojllabeht

001-69
.enipssihsrevesdnaedissihpusnepowolbruoyfoecrofehT

.dezylarapdnadnr/stih01gnideelb,sdnr5dennuts,stih03+

001MU

doowaekilgniwsuoysatfahehtnwoddnahruoygnidilS
uoy;daedspordeoF.flahnithgirdaehsihtilpsuoy,rettuc
tsniagakcattaeerfaotninowolbehtfoecrofehtyrracnac

.mihottxengnidnatsebothguonehsiloofenoyna

501-101
,dnuorgehtotmihkrejdnallibehthtiwelknasihkoohuoY

ondennuts,stih03+.”!KAWHT“wollohasevigdaehsih
.snoitcallaot01-dnasdnr5yrrap

011-601
egarevelesudnatniopehthtiwsbirehthguorhtmihelapmiuoY

dennuts,dnr/stih21gnideelb,stih82+.dnuorgehtotmihecrofot
.ynogagnilgrugfosdnr6niseiddna,sdnr2dereggats,sdnr2rof

511-111
sihekatylraendnallibehthtiwkcenehtnomihhctacuoY

nwosihnisnworddnadnr/stih03gnideelbs'eH.ffodaeh
.ssoldoolbmorfrenooseidtonseodehfisdnr01nidoolb

021-611

,traehsihgniyortsedtsehcsihhguorhtsehsalsekortsruoY
gnikooldiputssihtyrracuoyyhws'tahT.enipsdna,sgnul

3niseidehdna,dnr/stih03gnideelb,stih06+?tit'nsigniht
.emitelohwehtymmomsihrofgnimaercs,sdnr
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skcattArofstnemtsujdAeziS † stnemtsujdAlacitirC
serutaerC)egraL(muideM.sV 01- stirCA 0+

serutaerC)eguH(muideM.sV 02- stirCB 5+

serutaerCegraL.sV 51- stirCC 01+

serutaerCegraL-repuS/eguH.sV 03- stirCD 51+
† ;stirC&slloRkcattAhtobotseilppa=

.10sadetaertera10wolebstluser

stirCE 02+

)ylnostirC(skcattAyniT -20

lloR 1 2 3 4 5 6 7 8 9 01
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5.6 CREATURES CONVERSIONS

The following list contains all of the
creatures from RMC: Creatures & Treasures
listed in alphabetical order. We have converted
all of their AT (DB) ratings into NAR (DB)
ratings for you. In some cases, where the

creatures wear armor, we give their AR (DB)
ratings instead. In such cases, we prefix the
rating with “AR” so that you will recognize
them as creatures who wear armor. The DBs
listed have been rounded to the nearest mul-
tiple of 5 in the few cases where it was required.

Creature NAR (DB)
Abraxas ................................................... 2 (40)
Alligator

Large, Land .......................................... 4 (5)
Large, Water ....................................... 4 (15)
Small, Land .......................................... 4 (5)
Snall, Water ....................................... 4 (25)

Al-mi’raj ................................................... 2 (50)
Alpaca ....................................................... 2 (30)
Androsphinx ........................................... 3 (40)
Antelope

Large ................................................. 2 (40)
Small .................................................. 2 (50)

Ants
Queen ................................................ 6 (45)
Soldiers .............................................. 6 (45)
Worker ............................................... 6 (45)

Apparition ................................................ 1 (55)
Arthropods

Gemsting ........................................... 7 (55)
Jadeback .......................................... 10 (30)

Banshee .................................................... 2 (30)
Barrow-Wight .......................................... 1 (95)
Basilisk ..................................................... 7 (45)
Bats

Large .................................................. 1 (65)
Small .................................................. 1 (65)

Bear
Large .................................................. 5 (35)
Small .................................................. 5 (25)

Bee ........................................................... 1 (45)
Birds

Large ................................................... 1 (55)
Small ................................................... 1 (75)

Black Stalker .......................................... 10 (70)
Boar .......................................................... 3 (40)
Buffalo ..................................................... 3 (20)
Bull ........................................................... 3 (20)
Caimans

Large, Land .......................................... 4 (5)
Large, Water ....................................... 4 (15)
Small, Land .......................................... 4 (5)
Small, Water ...................................... 4 (25)

Camel
Bactrian..............................................2 (20)
Dromedary ....................................... 2 (40)

Capricon .................................................. 3 (60)
Caribou .................................................... 2 (25)
Cat

Fishing, Land.................................... 2 (60)
Fishing, Water .................................. 2 (40)
House................................................. 1 (45)
Large .................................................. 2 (50)
Small .................................................. 2 (70)

Caustic Slime ........................................... 3 (30)
Cave Worm .............................................. 7 (35)
Celebdel .................................................... 1 (75)
Centaurs ................................................... 2 (35)
Cerberus ................................................... 3 (60)
Chamelion Amoeba.................................. 1 (25)
Changeling ............................................. 2 (40)
Cheetah ................................................... 2 (60)
Chimera .................................................... 5 (45)
Civets

Large ................................................. 2 (60)
Small .................................................. 1 (65)

Cockatrice ................................................ 2 (70)
Condor ...................................................... 1 (35)
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Construct
Greater ............................................. 10 (40)
Lesser ............................................... 10 (30)
Minor............................................... 10 (20)

Corpse Candle .......................................... 1 (35)
Corpse Lantern ........................................ 1 (45)
Crabs ........................................................ 7 (45)
Crocodile ..........................................................

Large, Land .......................................... 4 (5)
Large, Water ....................................... 4 (15)
Small, Land .......................................... 4 (5)
Small, Water ...................................... 4 (25)

Culraug .................................................... 1 (45)
Cyclops ..................................................... 6 (45)
Daedhel ..................................................... 1 (35)
Daerauk................................................... 6 (40)
Demon

Beyond the Pale ............................... 10 (80)
Celebdel .............................................. 1 (75)
Culraug .............................................. 1 (45)
Daedhel .............................................. 1 (35)
Daerauk ............................................ 6 (40)
Gogonaur .......................................... 3 (55)
Hodhedhel ........................................ 3 (60)
Hothrog ............................................. 6 (30)
Narauk............................................... 7 (65)
Noble Gogonaur ............................. 8 (80)
Ordainer Moloch .......................... 10 (100)
Ordainer Raukamar ........................ 10 (90)
Pale I ................................................... 1 (25)
Pale II ................................................ 2 (40)
Pale III ............................................... 3 (60)
Pale IV ................................................ 3 (70)
Pale V ................................................. 5 (55)
Pale VI ................................................ 7 (75)
Thauredhel ........................................ 3 (70)

Demon Dog ............................................ 2 (40)
Demon Horse .......................................... 3 (50)
Demon Whale .......................................... 5 (45)
Dinosaurs

Anklosaur ........................................ 10 (50)
Brontosaur ......................................... 5 (25)
Elothere .............................................. 3 (30)
Megalodon ........................................ 4 (35)
Pterosaur, Large ................................ 2 (40)
Pterosaur, Small ............................... 2 (60)
Sabertooth Tiger ............................... 3 (50)
Stegosaur .......................................... 9 (50)
Triceratops ....................................... 10 (30)
Tyrannosaur ...................................... 6 (45)

Dogs
Large .................................................. 2 (50)
Small ................................................. 2 (60)

Dolphin.................................................... 1 (45)
Dolphin, River ......................................... 1 (45)
Donkey ..................................................... 2 (50)
Doppleganger .......................................... 3 (50)
Dragon Salamander ................................ 7 (55)
Dragon Turtle ........................................ 10 (50)
Dragons (Great Drakes)

Cold, Mature ................................... 10 (70)
Cold, Old ......................................... 10 (85)
Cold, Young ....................................... 7 (75)
Fire, Mature ....................................... 8 (70)
Fire, Old ........................................... 10 (95)
Fire, Young ........................................ 7 (75)
Gas, Mature ....................................... 8 (50)
Gas, Old ............................................. 8 (70)
Gas, Young......................................... 7 (65)
Light, Mature ..................................... 7 (75)
Light, Old ........................................... 7 (65)
Light, Young ...................................... 7 (85)
Oriental, Mature .............................. 8 (80)
Oriental, Old ................................... 10 (70)
Oriental, Young ................................. 7 (85)
Sea, Mature ........................................ 8 (50)
Sea, Old .............................................. 8 (70)
Sea, Young ......................................... 7 (65)

Drakes, Lesser
Air, Mature ........................................ 6 (65)
Air, Old .............................................. 7 (55)
Air, Young ..........................................6 (95)
Cave, Mature .................................... 9 (50)
Cave, Old ......................................... 10 (50)
Cave, Young ....................................... 6 (75)
Land, Mature .................................... 9 (50)
Land, Old ......................................... 10 (70)
Land, Young ...................................... 6 (75)
Water, Mature ................................... 7 (55)
Water, Old ........................................ 8 (60)
Water, Young ..................................... 6 (75)

Dwarf ................................................. AR 8 (55)
Dwelfs ....................................................... 1 (25)
Eagle .......................................................... 1 (35)
Echidna ................................................... 2 (40)
Eels

Electric ............................................... 2 (30)
Moray ................................................ 2 (50)
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Elemental Guardians
Air ...................................................... 2 (70)
Cold ................................................... 2 (70)
Earth .................................................. 2 (70)
Fire ..................................................... 2 (70)
Light ................................................... 2 (70)
Water.................................................. 2 (70)

Elemental Servants
Air ...................................................... 1 (65)
Cold ................................................... 1 (65)
Earth .................................................. 1 (65)
Fire ..................................................... 1 (65)
Light ................................................... 1 (65)
Water.................................................. 1 (65)

Elementals
Air, Strong .......................................... 1 (55)
Air, Weak ........................................... 1 (65)
Cold, Strong ...................................... 1 (45)
Cold, Weak ......................................... 1 (55)
Earth, Strong ...................................... 5 (15)
Earth, Weak ....................................... 5 (25)
Fire, Strong ......................................... 1 (35)
Fire, Weak .......................................... 1 (45)
Light, Strong ...................................... 1 (65)
Light, Weak ......................................... 1 (75)
Water, Strong .................................... 2 (30)
Water, Weak ..................................... 2 (40)

Elephant
African ............................................... 7 (35)
Indian ................................................ 7 (35)

Ellyllon ..................................................... 1 (45)
Elves

Fair ............................................. AR 10 (70)
High ............................................ AR 8 (60)
Wood .......................................... AR 4 (40)

Empusa .................................................... 2 (60)
Euryale ................................................... 10 (30)
Falcon, Peregrine ..................................... 1 (65)
Fauns ........................................................ 2 (30)
Fell Beast .................................................. 6 (55)
Ferret ....................................................... 2 (60)
Fire Phantom ............................................ 1 (55)
Fish ....................................................................

Large .................................................. 3 (30)
Medium ............................................ 2 (40)
Small ................................................... 1 (55)

Fosergrim .................................................. 1 (25)
Fosse-Grim ............................................... 1 (25)
Gargoyle ................................................... 8 (55)
Garks ........................................................ 2 (30)
Genii

Ifrit ..................................................... 3 (70)

Jann .................................................... 3 (70)
Jinn .................................................... 3 (80)
Marid ................................................. 3 (60)
Shaitan ............................................... 3 (60)

Geryon ..................................................... 2 (30)
Ghost Wolf .............................................. 3 (65)
Ghosts

Greater ................................................ 1 (55)
Headless ............................................. 1 (35)
Lesser .................................................. 1 (35)
Minor................................................. 1 (45)
Wolf ................................................... 3 (65)

Ghouls
Greater ............................................... 3 (30)
Lesser ................................................. 3 (20)

Giant Hellbender .................................... 4 (25)
Giants, Greater

Cloud ................................................ 8 (90)
Fire ..................................................... 6 (65)
Forest .................................................6 (50)
Frost ................................................... 6 (55)
Hill ..................................................... 7 (50)
Mountain .......................................... 7 (75)
Stone .................................................. 7 (45)
Storm ................................................ 8 (90)
Water..................................................6 (50)

Giants, Lesser
Major ................................................. 7 (45)
Minor................................................. 3 (30)
Normal .............................................. 5 (25)

Gila Monster .......................................... 2 (40)
Gnolls ...................................................... 2 (40)
Gnomes ..................................................... 1 (25)
Goblins .............................................. AR 5 (35)
Gogonaur ................................................. 3 (55)
Golems

Brass ................................................. 10 (30)
Clay .................................................... 2 (30)
Eog ................................................... 10 (80)
Flesh ................................................... 1 (60)
Iron .................................................. 10 (50)
Mithril ............................................. 10 (70)
Steel .................................................. 10 (60)
Stone ................................................. 8 (40)
Tar ...................................................... 2 (30)

Gorcrow ................................................... 1 (60)
Gorgon ...................................................... 1 (35)
Gorilla ...................................................... 2 (30)
Great Eagle

Greater ............................................... 3 (70)
Lesser ................................................. 3 (60)
Minor................................................. 2 (70)
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Great Falcon ........................................... 2 (90)
Great Porcupine ...................................... 2 (50)
Great Serpents

Horned Snake ................................... 3 (60)
Horse Viper ....................................... 3 (50)
Tatzelwurm ........................................ 5 (35)

Great Wasp .............................................. 2 (55)
Gremlins .................................................. 2 (35)
Griffin ...................................................... 3 (45)
Grims ......................................................... 1 (25)
Gryphon ................................................... 3 (45)
Gulo ......................................................... 3 (40)
Guyascutus ............................................. 2 (40)
Halflings .................................................. 1 (45)
Harpy ....................................................... 2 (50)
Hawk ........................................................ 1 (50)
Headless Ghost ........................................ 1 (35)
Hippocampus .......................................... 3 (40)
Hippogriff ............................................... 5 (25)
Hippopotamus

Land ................................................... 3 (20)
Water.................................................. 3 (30)

Hira’razhir (Avians) .................................. 1 (35)
Hobgoblins .......................................AR 8 (45)
Hodhedhel ............................................... 3 (60)
Homonculous .......................................... 3 (60)
Horse

Mustang ............................................ 2 (50)
Plow ...................................................2 (20)
Quarter ............................................. 2 (40)
Thoroughbred ................................... 2 (30)
Warhorse, Greater ............................. 2 (50)
Warhorse, Lesser............................... 2 (40)

Hothrog ................................................... 6 (30)
Hydra .......................................................9 (50)
Ice Skeleton.............................................. 1 (40)
Idiyva (Felines) ........................................ 2 (40)
Incubus ................................................... 2 (60)
Jackalope .................................................. 2 (50)
Jellyfish ..................................................... 1 (35)
Kangaroo

Large ................................................. 2 (40)
Small .................................................. 2 (50)

Ki-lin ....................................................... 2 (60)
Killer Rabbit ........................................... 2 (40)
Killer Whale ............................................. 5 (25)
Ki-rin ........................................................ 3 (50)
Kobolds .............................................. AR 4 (35)
Komodo Dragon ..................................... 4 (35)
Lamiae ..................................................... 2 (40)
Lammasu .................................................. 3 (40)
Lamprey.................................................... 2 (30)
Leprechaun ............................................... 1 (30)
Lich ........................................................... 9 (85)
Lion .......................................................... 3 (30)
Lizard

Large ................................................. 2 (60)
Small .................................................. 2 (70)

Llama ........................................................ 2 (30)
Lobsters .................................................... 7 (45)
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Lycanthropes
Werebear ........................................... 5 (45)
Wereboar ........................................... 3 (50)
Werejackal ........................................ 2 (60)
Wererat .............................................. 3 (40)
Weretiger ........................................... 3 (50)
Werewolf ........................................... 3 (60)

Maazhat
Drones ............................................... 7 (25)
Lieutenants ........................................ 7 (50)
Queen ................................................7 (60)
Warriors ............................................. 7 (70)
Workers ............................................. 7 (25)

Manticore ................................................ 4 (45)
Mara .......................................................... 1 (35)
Medusa ..................................................... 1 (35)
Megalodon .............................................. 4 (35)
Mermen .................................................... 1 (40)
Minotaur.................................................. 3 (45)
Mongoose ............................................... 2 (80)
Moose ...................................................... 3 (30)
Mule ........................................................ 2 (40)
Mummys

Greater ............................................... 5 (45)
Lesser ................................................. 5 (35)

Mustelids
Large ................................................. 2 (60)
Small .................................................. 1 (65)

Naga
Human ............................................... 3 (50)
Human/Snake ................................... 6 (45)
Snake ................................................. 6 (45)

Narauk ..................................................... 7 (65)
Nator ........................................................ 3 (50)
Neanderthals .....................................AR 4 (25)
Necks ........................................................ 1 (30)
Neng ........................................................ 6 (65)
Nile Monitor ............................................ 1 (35)
Nixies ........................................................ 1 (35)
Noble Gogonaur .................................... 8 (80)
Nokke........................................................ 1 (30)
Nucklelavee ............................................ 2 (40)
Nymphs .................................................... 1 (25)
Octopus

Large ................................................... 1 (35)
Medium .............................................. 1 (35)
Small ................................................... 1 (55)

Ogres
Large .................................................. 3 (20)
Small .................................................. 2 (30)

Orca .......................................................... 5 (25)

Orcs
Greater .......................................AR 10 (40)
Lesser ........................................... AR 5 (35)

Ordainer Moloch ................................ 10 (100)
Ordainer Raukamar .............................. 10 (90)
Oriental Dragon

Mature .............................................. 8 (80)
Old ................................................... 10 (70)
Young................................................. 7 (85)

Otter
Land ................................................... 2 (50)
Water.................................................. 2 (50)

Owl ............................................................ 1 (55)
Oxen ......................................................... 2 (30)
Pech ........................................................... 1 (25)
Pegasus ..................................................... 2 (50)
Peries ................................................. AR 4 (50)
Phantom .................................................... 1 (25)
Phoenix .................................................... 3 (50)
Piranha ..................................................... 1 (45)
Pixies ........................................................ 1 (50)
Plants, Emitter

Ansillus ............................................... 1 (15)
Clivimis .............................................. 1 (15)
Delhinuris .......................................... 1 (15)
Mushroom.......................................... 1 (15)
Salorisa ............................................... 1 (15)
Spinewoods ........................................ 1 (15)
Spirium ............................................... 1 (15)
Trumpet .............................................. 1 (15)

Plants, Trapping
Dreamvine ......................................... 6 (25)
Fly Trap .............................................. 6 (25)
Grippershrub .................................... 6 (25)
Pitcher Plant ...................................... 6 (25)
Sundew .............................................. 6 (25)

Plon ........................................................... 1 (85)
Pony ......................................................... 2 (50)
Pooka ....................................................... 3 (60)
Porcupine

New World ........................................ 2 (30)
Old World ......................................... 2 (30)

Porpoise ................................................... 1 (45)
Portuguese Man-of-War ......................... 1 (15)
Primates

Great Apes ........................................ 2 (40)
Lesser ................................................. 2 (50)

Pterosaurs
Large ................................................. 2 (40)
Small ................................................. 2 (60)

Pysk .......................................................... 1 (50)
Rat ............................................................. 1 (35)
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Rath ........................................................ 10 (40)
Rays

Electric ................................................ 1 (35)
Manta ................................................ 1 (45)

Red Jaw..................................................... 3 (40)
Reindeer ................................................... 2 (25)
Revenant .................................................. 4 (30)
Rhinoceros ............................................... 7 (35)
Roc ............................................................ 3 (70)
Rodents

Large ................................................... 1 (25)
Small ................................................... 1 (35)

Rumtifusel ............................................... 3 (40)
Sabertooth Tiger ...................................... 3 (50)
Sasquatch ................................................. 3 (50)
Satyrs ........................................................ 2 (30)
Scorpions ................................................. 7 (45)
Scylla ....................................................... 2 (40)
Sea Lion

Land ...................................................2 (20)
Water................................................. 2 (40)

Sea Serpent .............................................. 8 (50)
Sea-Krals ........................................... AR 4 (30)
Seal

Land ...................................................2 (20)
Water................................................. 2 (40)

Seftuau ..................................................... 2 (50)
Shadow

Greater ................................................ 1 (35)
Lesser ................................................. 1 (40)

Shards
Greater ............................................... 7 (65)
Lesser ................................................. 7 (65)

Sharks
Large ................................................... 1 (35)
Small .................................................. 3 (45)

Sheep ........................................................ 2 (50)
Silverscale

Dragon.............................................. 8 (60)
Human ............................................... 3 (70)

Siren ........................................................ 2 (40)
Sirrush...................................................... 7 (55)
Skeleton

Greater ................................................ 1 (35)
Ice ....................................................... 1 (40)
Joker ................................................... 1 (65)
Lesser .................................................. 1 (15)
Lord..................................................... 1 (75)
Minor.................................................... 1 (5)
Red ................................................... 1 (205)
Sovereign ............................................ 1 (75)

Skunk ....................................................... 1 (45)

Snakes
Boa ..................................................... 2 (10)
Cobra ................................................. 1 (45)
Cobra, Spitting .................................. 1 (45)
Non-Poisonous ................................ 1 (45)
Pit Viper ............................................. 1 (45)
Python ............................................... 2 (10)
Sea ...................................................... 1 (45)
Viper .................................................... 1 (35)

Sohleugir (Lizardmen) ........................... 6 (40)
Specter

Lesser ................................................. 1 (80)
Major .................................................. 1 (55)
Minor................................................ 1 (105)

Sphinx ...................................................... 6 (75)
Spiders

Non-Poisonous ................................. 1 (15)
Poisonous ........................................... 1 (15)

Spiders, Great
Greater ............................................... 3 (50)
Lesser ................................................ 2 (40)
Major ................................................. 7 (75)

Spineshark ............................................... 6 (55)
Squid

Large ................................................... 1 (35)
Medium .............................................. 1 (35)
Small ................................................... 1 (55)
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Sstoi’isslythi (Reptilians) .........................2 (20)
Steardan .................................................. 2 (60)
Striges ...................................................... 2 (50)
Su ............................................................ 2 (30)
Succubus ................................................. 2 (60)
Swamp Star ............................................... 1 (75)
Sylphs ........................................................ 1 (55)
Tasmanian Devil ..................................... 2 (60)
Thauredhel ............................................... 3 (70)
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Three-tailed Bavolorus ........................... 2 (40)
Thyfur ....................................................... 3 (50)
Tiger ......................................................... 3 (40)
Titans ................................................ AR 10 (50)
Tove .......................................................... 2 (50)
Tree

Awakened .......................................... 6 (15)
Lamb ................................................... 1 (35)
Slowroot ............................................ 6 (55)
Tiger ................................................... 3 (40)
Treeherd ............................................. 7 (65)

Troglodyte ............................................... 2 (40)
Trolls

Cave .................................................. 6 (40)
Forest ................................................. 6 (25)
Hill ..................................................... 6 (35)
Mountain ......................................... 8 (60)
Snow .................................................. 6 (45)
Stone .................................................. 6 (30)
War..................................................... 8 (70)

Turtle
Large, Land ......................................... 7 (15)
Large, Water ........................................ 7 (15)
Small, Land ........................................ 7 (35)
Small, Water ...................................... 7 (35)

Tylweth Teg ....................................... AR 4 (50)
Undead

Class I ................................................. 1 (15)
Class II ................................................ 1 (25)
Class III .............................................. 1 (35)
Class IV .............................................. 1 (45)
Class V ............................................... 1 (45)
Class VI .............................................. 1 (45)

Undines .................................................... 1 (30)
Unicorn .................................................... 3 (60)
Vampire

Bunny ................................................ 3 (90)
Greater ................................................ 1 (85)
Lesser ................................................. 1 (95)
Minor................................................ 1 (105)

Vargamor ................................................ 2 (40)
Vestice ...................................................... 3 (40)
Vulfen (Wolfmen) .................................... 2 (45)
Vulture ...................................................... 1 (35)
Wallabies

Large ................................................. 2 (40)
Small .................................................. 2 (50)

Walrus
Land ................................................... 2 (10)
Water.................................................. 2 (30)

Warders
Greater ............................................... 6 (45)
Lesser ................................................. 3 (50)

Wasp......................................................... 1 (45)
Water Buffalo .......................................... 2 (30)
Whales

Baleen ................................................ 5 (55)
Beaked ............................................... 5 (45)
Narwhal ............................................. 5 (55)
Toothed, Large ................................... 5 (45)
Toothed, Small .................................. 5 (55)

Wight
Lesser ................................................. 8 (50)
Major ................................................ 9 (40)
Minor................................................. 6 (45)

Wild Hunt Hound .................................. 1 (45)
Will of the Wisp ..................................... 1 (105)
Wolf ........................................................ 2 (40)
Wolverine ............................................... 2 (60)
Wraith

Greater ................................................ 1 (55)
Lesser .................................................. 1 (75)

Wyvern
Land ...................................................9 (45)
Water.................................................. 8 (65)
Winged .............................................. 7 (80)

Yaai ........................................................... 2 (30)
Yeti ............................................................ 3 (50)
Zephyr Hound

Fire ..................................................... 3 (40)
Ice ....................................................... 3 (40)
Night ................................................. 3 (40)
Storm ................................................. 3 (40)
Vapor.................................................. 3 (40)
Water.................................................. 3 (40)

Zombie ..................................................... 1 (20)


