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• PART I· 
INTRODUCTION 

�X�X�X�X�X«l 1.0 · ROLE PLAYING IN �X�X�X�X�X«I 
TOLKIEN'S WORLD 

"Tbrtt Rit�s for 1M Elwtt-kit�s ,mdtr I� sky, 

Sewll for t& Dwarf-lord! i" tht-ir halls of slOllt, 
Nillt for Mortal Mrn dOOrl1rd 10 dir, 

Olle for I/'" Dark Lord on bi! dark Ihroll( 
I" the umd of Marder where lhe Shadows lit, 

Olle Ring 10 rult lhem all, 0,,( Ring 10 fit,d Ibm" 

One Rillg 10 bring rlltl/J all aud ill the darkttUS biud Iklll 
11, tbe umd of Morder wh", IIx Shadows lit." 

-Gandalf'luoting an ancient verse to Frodo Baggins 
LotR l,p. 81. 

This haunting 'luore captures the essence of the saga 
known as Tk Lord ojthe Rings. The stirring words refer [0 the 
epicsrruggleofEru's Children--Elves. Dwarves, and Men-­
against the ftightening evil spawned by the Dark Lord, 
Sauron ofMordor. This tale ranks among the greatest annals 
of fantasy. Its setting, Middle-earth, is as rich a bnd as any 

Seamless!y crafted and uunly believable. Middle-earth 
"lives" in the mind of anyone fortunate enough [0 delve infO 
].R.R. T o!kien' s brilliantstories. It is a world ful! of evocative 
prose and VeTse, colorful vigneTtes and characters, fabulous 
languages and cultures, and (pehaps most of all) honest, 
hearrfelt messages and lessons about things good and bad. 
Here, immortal Elves, stalwart DW;lrves, passionate Men, 
and simple Hobbits give baule against overwhelming odds. 
Fighting prejudice. greed, fear, and temptation. they struggle 
amidst the shadowy currentli of a world torn asunder. 

Middlt-ellrth R,,/e Playing (MEXP) lets you step into J.R.R. 
Tolkien's marvelous world. If rou love adventure, drama, 
fantasy, fairy rail'S, or just c:xploring uncharted mysteries, 
you'll savor this game. Now, you can role play in Middle­
earth, meeting the sort of challenges and sharing the sort of 
joys and terrors experiencc:d by Strider, Gimli, Legolas, and 
Frodo. 

MiJdlt-rlirth R"le Playing is a complete role playing system. 
in literature. ____ 

.
\Ve provide guidelines covering every f:,cet of advenrure 

gaming. It's all you need to geT srarred on a simple guest 
or grandiose campaign. Besides rull."s about role playing 
and character development, maneuvers and combat. 
magic and healing. encounters and adventures (and the 
lik). we provide a host of play aids and :I wealth of 
information aboutrhe land the Elves call Endor: Middl,,­
earth. \Ve ho)X' you u:ad it all, gather some friends, and 
enjoy a journey wgcther in rhe greatest fantasy setting 
ever published. 

WHAT IS A FANTASY 
ROLE PLAYING GAME? 

As you m:Jy already know, role playing is akin w 
playacting. The referee, or gamemaster, serves as a SOrt 
of actor/direcwr. while the players portray the main 
characters. Everyone combines their imagmarive talents 
[0 conceive a spontaneous HOry which is never short of 
action, intrigue, and adventure. 

11,e easiest way to understand a roll' playing game is 
to think of it as a work of fiction such as a novel (or a 
play, or a movie, etc.). In a novel the author determines 
rhe setring of the novel along with the actions of al! of 
the characters and thus the plot; however. in a role 
playing game, rhe author (cal!ed the Gamemaster) only 
determines rhe setting and some of the basic elements of 
the plot. The actions of the characters (and thus the 



plot) are determined during the game by the game "players" 
and the Gamema.Sler. Each of the "playus" controls the 
actions of his "player character," while the Gamemaster 
controls the actions of all of the other characters (ailed non­
player characters). Thus each player assumes the role of (i.e., 
role plays) his character and the Gamemastn role phys the 
non.player characters. In other words. a fant;l.Sy role playing 
game is a "living" novel where interaction between the actors 
(ch:ar:acurs) creaus a constantly evolving plOL 

The Gamemaster also makl"s sure all of the char:acters 
perfonn only those actions which are possible within the 
framework of the setting that he has developed (his " fantasy" 
world). Th is is where the "fantasy" parr and the "game" parr 
come into [he definition of a fantasy role playing game. A 
Gamemaster crealeS a setting which is not limited by the 
realities of our world, and thus the setting f.,lls into the genre 
of fiction known as "fantasy". However, the Gamemaster 
uses a set of "rules" which define and control the physical 
realities of his fanra�)' world. The use of these rules makes the 
process of creating the role playing "novel" into a game. 

THE SETIING 

Thus. a f.1ntasy role playing ("FRP") game is set In a 
fantasy world whose realit), is not defined by our world, bUl 
instead is defined by a set of game rules. The creation of the 
plot of:a role playing game is an on-going process which both 
the Gamemaster and players may affect. but which neither 
connols. The plot is determined by the the interactions 
between the various characters and the game's seaing. 

Smce fanr:ISY role playing is afur all a game:. it should be 
interesting, exciting. and challenging. Thus one of the main 
objectivt'S of a role playing game: is for each playe:r to rake on 
the persona of his (or her) player character, reacting to 
situations as the character would. Thi� is the biggest differ­
e:nce between role playing games and other games such as 
chess or bridge. A player's character is not just a piece or a 
card: in a good role playing game, a player places himself in 
his characur's position. The Gamemaster uses derailed de­
scriptions, drawing� and maps to help the players visualize 
the physical settings and other characters. In addition, each 
player character should speak and react to the other players 
as his character would. All of this creates an air of involve­
ment, excitement. and realism (in a fantasy setting of course). 

THE GAMEMASTER 
The Gamcmasu:r has bt:en described as the limited "au­

thor" of the game; actually, he functions as more than this. 
The Gamemaste:r not only describes everything which occurs 
in the game as if it were really happt'ning to the player 
characters, but he also acts as a re:feree or judge for situations 
in which the actions attempted by characte:rs must be: re­
solved. The: Gamemaster has to do a lot of preparation before 
the g:amt: is actually playt:d. He must develop the sening and 
scenarios for the play of the game:, using the game rules, and 
either material of his own design or commercially available 
play aids. Until the playe:rs actually encou!1ter cenain situa­
tions during play, much matuial concerning the seaing and 
the: scenario is known only to the Gamemaster. In addition. 
the Gamemaster plays the roles of all of the cbaraccers and 
crC;lmres who are not player charactrrs, but nonthell':Ss move 
and act within the game setting. 

�--

THE PU.YERS 

The players each develop and create a character using the 
rules of the game and the help of rile Gamemaster (for the 
character's background and hislory). Each player character 
has certain numerical ratings for his attributes, capabilities 
and skills. Thest' ratings depe:nd upon how the: player devel­
ops his character using the: rules of the game. Ratings 
determine how much of a chance rhe character has of 
accomplishing cCrf:ain actions. Many of the actions that 
characters attt'mpt during play have a chance of success and 
a chance of f.,i1urc. The:rt:fore, even !:hough actions are 
initiated by the Gamemaster and the players during the game, 
the success or failure of the:se: actions is determined by the 
roles, the characters' ratings. and the random factor of a roll 
of the dice. 

Finally, a f.1ntasy role playing game deals with adventure, 
magic. action, danger, combat. treasure, heroes, vilbins, life 
and death. In shorr. in a role playing g;une, the pbyers leave 
the real world bt:hind for a while and enter a world where the 
fantastic is real and reality is limited only by the imagination 
of [he G:amemastet and the players themsdves. 

Pan: I 
Introduction b. .. 
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Part I 
Introduction 

� 

braey 

• ADVENTURJNG IN • 
MIDDLE-EARTH 

"�Ybmo now art 1M l)'hudtlin, E!essar, Elmilr? 
WIry do tby kinifoik wanik,. Iljar? 

Ntar is Ibt hour wbm tbe Lost should (O1l1� JaTlb, 
And IN Crry Company n'ok from lilt North. 

B .. / dark is the path Ilppoirlltd for th«o' 

JJx Dead wal,h fix road IIxlI uads /0 tk Sta." 

-Queen Galadriel, to the Ranger Aragorn (EJessar) 
L1tR 11, p. /36, 

Th LerJ if/be Rings stirs your imagination and leaves you 
with sense of adventurous wandnlust. Middk-tartb Rq/t 
Playing helps transforms your dreams into action. You step 
out of this world and stride boldly into Middle-earth, where 
you adventure as an Elf. or a Hobbit, or a Man. or even an 
Orc. You can eat cakes in the Shire, peruse books in 
Rivende!l, climb the storied Misty Mountains, or fight 
Dragons in the Withered Heath. Rathcrthansimply reading 
about the servants of the Evil One, you can do something to 
srop them. Stand vigil against the minions of the \\.'hite 
Hand, hattie the Black Riders, orspyon the men ofMordor­
wherever your mission, and your courage, takes you. 

Middle·earth presents boundless opportunity for adven· 
ture. A turbulent land, it is torn by a great struggle involving 
myriad races and peoples, goals and alliances, monsters and 

artifacts, dreams and desires, and heroes and villains. The 
forces of order combat rhose of chaos, while the prophets of 
hope crusade against the aposdes of doom. Warmhearted 
fools, stouthearted optimists, grim warriors, and inspired 
dreamers champion the cause of goods, defending freedom 
in the face of the cowards, cynics, and oppressors who serve 
the cause of darkness. There is ample room in Endor for 
virtually any sort of adventurer, or any I)'pe of sojourn, 
expedition, or campaign. 

Underlying it all, are grander themes offering broad 
foundations for wondeful stories and compelling adventures. 
Two especially color life in Middle-eanh at the rime of the 
War of the Ring. The first is the contest between the 
righteous "preservers"-those who revere and guard Em's 
gifu;, the Great Music of Creation, the Fire Imperishable, and 
the Balance ofThings--and the selfish "abusers," many of 
whom subscribe to the hideous vision of the Evil One. The 
second is the climactic march toward a permanent transfor­
mation of the world, the so-called end of the Fading Years. 
As Saruman once said: ''Ik Eidlr D.lp arlgo'I!. "I.be MiJdk nlYs 
art paSSIng. Th Yow'WT Days aft brgilmhlg. "( L,fR I, p. 339.) Both 
of lhese themes deal with the nature of fundamental change, 
be it good, bad. or indifferent, and both challenge us to 
understand how Middle-earth can be a bettn world. 

We invite you to grapple with these challenges. adopt a 
character, and try your hand at adventure. So, read on. 



THE PLACE CALLED 
MIDDLE-EARTH 

"SIll! rrJNnJ lbe rorntr Ihtre lIIay 'oWit 
A ntw roaJ or II SImI galt; 

AnJ IboNgb I ojf /:ww: ptUSlJ ,btln by, 

A �y wil! rorne III !Ju, wben I 
Sht.fllilu ,be biJJm pnlbJ ,ha, nm 

Wm oj ,be Moon, East oj lbe SNn." 

-From an old walking.song. ulR UI,p. 381. 
Before you go venturing into Middle-earth, you probably 

should know a bit about the place. It is, after all, going [0 k 
your character's home. So, we offer a little background about 
the world, its his[Ory, and its peoples. \Ve start with a some 
geography, 

THE LANDS OF TOLK.IEN'S WORW 

Middle·earth is nOf a world; if is a cominent. It is Endor, 
the "Middle L,nd" on the world the Elves call Arda (Q. 
"The Place"). Arda is home fO three continents: 

Endor, or Middle-earth; 
• Arnan, the Blessed Realm; and 
• Morenori:, the Dark Land. 

Middle.carth lies well fO the ean of Aman and some 

T .. I E SEAS 01: TOL.K1EN'S WORLD 

\'Ii' ater covers mOSt of Arda, and thrl'l' seas dominatl' the 
world. Th�y include: 

th� 8degaer, or Sundering Sea; 
• the Haragaer. or Southern Sea; and 
• the Ekkala, or Encircling Sea. 

T'l� Bdegacr, or "Gre;l.( Sea," separates the "Young 
Lands" of Aman in the \Vesr from the "Old Lands" of 
Mo�nore and Endor in the East. It is the "Sundl'ring Sea" 
ofElven lore. Its western waters, those beyond the Gr�at Rift, 
are known as the "Bent $cas"-fof mariners sailing toward 
Aman will never get there unless they have Em's leave. 

The Ekkaia, or "EnCircling Sea," is actually a larger ocean. 
Srrelching across both poles, it washes the icy, northern 
shor�s of Aman and Endor. as well as the cool, southern 
coasts of Aman and M6renor�. The Ekkaia also lies along the 
ea�tcrn edge of both of the Old Lands. Numerous smalll'Cr 
seas comprise this vast mere. 

The Haragaer, or "South Sea," lies south ofMiddle·l'Carth. 
It separatl'S Endor from the lands of the Utter South. As such, 
it is just a rightly refered to by its ancient Sinda label: the 
"Middle Sea," or Enegaer. Its waters meet those of the 
Be.legaer to the w!"sr at Metharn (Hyarnumente). Since it is 
a small oc!"an, many geographers f!"ckon it to bl' a pan of the 
Ekk�ia. 

leagues north of M6renore. Endorian chroniclers some- .,------------------... !'!!I 
times refer to Aman as the "East Land," and M6renore 
as the "South Land." Created by Eru-the One-3S a 
land for his Children ([he Eruhlni), Middle-earth is the 
oldest of the three landm:lSSes. It is a magical place 
populated by all sorts of creatures, a land increasingly 
dominated by Men. 

Morenori:, or "Dark Land," is the smallest of Arda's 
three continents. (The still smaller island·continent of 
Numenorsank beneath the Bclegacr during laner years of 
the Second Age.) If is a warm, shadowy place, most of 
which is utterly unexplored. Legends recount that is 
haunted, full of monsters, and populated only by a 
handfill of wild peoples. During the Elder Days, Morenore 
was nearly connected to Endor at its northeastern and 
northwestern tips. The twO lands sfill remain in close 
proximity, separated only by the shifting waters of the 
small oCl'an the Eldar call the Haragaer. Thus, the Dark 
Land is also called "Hyarmenore," the South Land. 

Aman, (he "Blessed Realm," is also called the Death­
less Lands or the Undying Lands. A young conrinent 
located in the Farthest \Vesf. it is situat�d across the 
Sundering Sea, well to rhl' west of both M6renore and 
Middle·earth. Aman's exact dimensions remain uncer­
uin, for time and distancr mean little [heTe, but it is 
clearly much longer than it is wide. Strrtching far to the 
north and south of the Girdle of Arda (the Equator), it 
Vl'ry n�arly $pans the poles. Aman contains Valinor, the 
home of the Valar, the Maiar. and many of the Quendi. 
Other Elves make their home in the coastal realm of 
Eldamar and on the isle of To I Erresca. in the eastern­
most part of the continent. In the west of Aman lie the 
Halls of Awaiting, the pbce of the dead, where Elven 
spirits go to rest. 
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P"rt I lnrrodu<cion 

Cimli, Fredo, 
_lid Sam 

,.bn>NgJ. ,lot 
WIIltrs q 

Ja,ud_ziir.m 

.. MAGIC, MYTHS, 0 
& RELIGION 

''TIe Elder Days art go"/. The Midtilt Dilys art paJsing. IIw 
Y<lUngn-Days art brginn;'rg. Th lime of lilt Elva is owr, but aur 
time is 01 band.- the world oj Mm, which WI' mils/ mli, B .. / WI' mNS/ 
haw powu, po�r to ord" ali things as \W wil/,jor ,bal good which 
onry the wiu (all sa. " 

-Sarum:!.n the White speaking to Gandalf the Grey 
LotR I, p. 339-340. 

Now that you've sampled some geography. we rum to the 
fundamental nature of Arda. 

MYTHS & REUGION 
Ero, the One--the only truc dicty---crl'3rcd Arda. First, 

however, he conceived the Ainur, or "Powers," The first 
beings to enter Tolkien's world, the Ainur acrual1y shaped 
Arda according to Ern's scheme. 

The Ainur are all-powerful. immortal spirits. They in­
dude rht' exalted Valar, like Manwe and Varda, as well as the 
Maiar, who include Sauron and the five Wizards. Mon of the 
Ainur (including all but one of the Valar) remain faithf1LI [0 
their creator. Others, like Sauron and the Balrogs, have fallen 
from grace. 

While their direct influence in Endor wanes with each 
passing Age, the Powers remain the most potent beings in 
Existence. The peoples of Middle-earth still worship cheir 
various incarnations in coundess ways. After all, they repre­
sent Eru's 111Ought, his great Themes. 

Originally, there were fifteen Valar. They include: 
• Manwt: (Sl,Iimo) - The Master of Air; the King of the 

Valar. 
• Varda (Elbereth) - The Mistress of the Stars; the 

Queen of the Valar. 
• Ulmo - The Master of Water: the King of the Sea 
• Aule (Mah:al) - The Master of the (non-living or 

element:al) Earth. 

• Yavanna (Kement.i.ri) - The Mistress of the (living) 
Earth. 

• Namo (Mandos) - The Master of Fate or Doom 
(death, passing). 

• Nienoa - The Misl"ress of Conscience (grief, pity, 
suffering). 

• Orome (Bema) - The Master ofNawre: the Hunts­
man of the Vabr. 

• Vana - The Mistress of Youth (wild, birth, renewal, 
fire, flowers, song). 

• T ulkas (sum. Astaldo) - The Master of Valor and 
Champion of the Valar. 

• Nessa - The Mistress of Joy. 
• Irmo (LOrieo) - The M�ster of Spirits (dreams, 

desires, love, vision, peace). 
• Este - The Mistress ofRenew�1 (healing. rest, peace). 
• Vaire - The Mistress of Time (fate, tales, memory). 
• Melkor (Morgoth)-The Black Enemy; He who is Evil 

Incarnate. 

Vala relationships mirror those of the Children oflluvarar. 
Some are older [han others. Most are married, and most h�ve 
siblings. Manwe's wife Vard�, for instance, is Queen. Her 
word is law to all the Powl"rs. excepting her husband. 

MAGIC & PoWER 
].R.R. Tolben's works include many evocative themes, 

such as thr corrupting influences of power and illegitimate 
magic. Concepts like the Babnce of Things and the three 
themes of Eru's divine order aTC reflected in the S[ruggles 
against Darkness. 

Neither Morgoth nor Samon respect either nature or 
Eru's Thought, and neither feel constrained when itcomes to 
possessing and using magic. They conjure, create and modify 
things according to theit own lustful wills. Others, such as 
Saruman, also lose sight of the B�lancc in their quest for 
magical knowledge �nd power. The White Wizard begins 
using righteous magic outside the boundaries of his mission, 
evrntually seeking unrighteous-and then evil-sources of '�3��"'l'1!!!'''''''''':l�::a insight and strength. Thus, he (.'][5 from grace. 

Always, the unsanctioned possession or use of 

--:-::::=::���.··}�i':�(; magic in Middle-earth eventually wreaks madness 
_ and tragedy. Such abuse invariably spawns the 

� "3�!;!' .. "��,,,.,.:,�:;.., 
downfall of seemingly omnipotent mages. 

:-- '"'" : It is important, then, to note that in Endor the 
lust for "unn�rura!" power is dangerous because it 
is "unsanttioned." It is without " blessing" and 
conrrary to the Balance of Things. Unless one's 
magic is in some way blrssed or "sanctioned," it is 
at best wrong, at worst evil. Any mage possessing 
such illegitimate power is always attisk of becoming 
mad and/or evil. Those who �ctu�J[y employ such 
magic increase this peril. 

In other words, anyone possessing unblessed 
power or anyone wielding any power in an un­
blessed fashion, invit.es doom. This is the principle 
that both gamemasters and pbyers should heed 
when dealing with magical things or characters in 
Middle-earth. It involvrs a two-step test: 



• First, detennine the naNre of the magic. Is it in some way 
blessed? If not, it is dangerous and possibly very eviL 

• Second, 3Sliuming the magic is blessed, detenn ine whether 
[here are any limits or constraints with respect to its use. 

Since the issues of possession and use of ani facts, spell­
casting skills, erc. arc critical [Q a faithful. flavorful Middle­
earch campaign, gamemasters should apply this test carefully. 

Players should note that dabbling in the magicial arts can 
be perilous. Unless attuned to na[Ure (e.g., like a Wose 
pr:r.cticing Plikel-magic). imbued with sanctioned talents 
(e.g., an Amorian seer forecasting for his king), or given a 
rightful gift (e.g., an enchanrcd sword as a reward for aiding 
an EI�n smith), the player ch:uacter may be exhibiting the 
sort of lust that ultimately led to the Downfall ofNumenor. 

A gamemaster should create or uncover the story behind 
any magical iWn, incantation, fonnula, etc. This story will 
dictate whether manns either proceed according [Q nature­
the Balance of Things --or succumb to tragedy borne out of 
insanity and darkness. In the latter case, you may bear witness 
to an exciting but terrible [ale. 

.. YOUR CHARACTER CD 
IN MIDDLE-EARTH 

"ROIIiU go "'" fWT' 011 
Ullkr eleNa IlIIa WlldtT SlaT, 

Yd j«l lbill _lIamllg ba\.1t gom 
TNm al I.ljl lo borne uJar. 

Eyes lbill jire alia swora haw sun 
Ana horror in Ibt halls cj Slont' 

LMk Ill iasl 011 m{Jlaows grail 
Alta trttl Illta bills Ibq /eng haw kltoWIl," 

-Bilbo Baggins, The Hobbit, p. 283-84. 

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

However. Middle-earth also resembles our Old World, 
for the land of End or shares mosr of the woes and wonders 
associated with the younger "World of Men." Greed, avarice. 
prejudice. hare, and fear all stand in the wayofhappiness. The 
ongoing struggle of Good versus Evil and the test:. of Fate 
dictate the fortunes of the enslaved and free alike. 

This is a setting ideally suiled to heroic drama, It beckons 
brave, inquisitive, adventurous souls to underuke quests of 
fame or fonune, or to endeavor to rescue unfortunate souls 
from the heinous grip of the omnipresent Shadow. 

So, by Eru, go forth and fry your hand at the pleasures and 
pitfalls of Endor! And may Ern be with YOli. 

Co/Jbmy 
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�%�%�»%.:m1 THE HOBBIT AND I@[��:X�:X�:X�:X� 
THE LORD OF THE RINGS 

MiJdk-�IIf'tb Reu Playing is specifically based on two books 
by j.R.R. Tolkien. The first. TIt Hobbit. is often described as 
"the enchanting prelude" 10 the lauer, for it tells a shorter, 
and somewhat lighter, tale that helps set the stage for the 
story recounted in TIt I.erd iif tht Rings. The latter work is a 
somber, sweeping epic of much grnnder proportions. Com­
prised of six books, TIt I.erJ oj tht Rings was originally 
published in three parts; and, to this day, it usually appears 
as asetofseparate volumes. This glorious cycle is actually one 
discrete story, although it is often called "The Trilogy" and 
gave birth to a legion of other "T olkicnesgue" fantasy series. 

For those of you who missed the chance to read TIt Hebbit 
or TIt I.eI'd iif thl Rings, or who need help recollecting the 
stories, a serialized synopsis of of the two works is sprinkled 
across the following pages. 

THE HOBBIT @ 
T olkien tells us that the Hal fling adventurer Bilbo Baggins 

composed TIt Hobbit. Originally entitled "There and Back 
Again," the tale constitutes the earliest chapters of the 
"Red book of W cstmarch." h takes plan· in Third Age 
2941 -2942. 

Bilbo's enrenaining story begins in the Shire, the quiet 
home of the unworldy Hobbits, where all the Baggins live in 
simple comfort, taking care to avoid any sort of risks. 

rL'�' i'-i_ �., .... .�­- _. , ... "" " .... ';"""{ '",,41f' w_'" 

,."' - -,,-'" 

Unbeknownst [0 him. howevu. Bilbo is an inspired soul. 
After meeting a party comprised of homeless Dwarves led by 
King Thorin Oakenshidd and the Wizard Gandalf the Grey, 
he finds himself drawn into an expedition aimed at recover­
ing a great hoard of gold. The company takes him along in 
hope of using his burglary skills. Embarking on a lengthy 
guest across the wilds of northwestern Middle-earth, the 
group marches eastward toward Erebor, the Lonely Moun­
tain. Their journey involves encounters with hungry Srone­
trolls, playful Giants, foul Orcs. huge Spiders, and savage 
Wolves. While separated from parry beneath the Misty 
Mountains, Bilbo comes across a lost ring that changes his 
life. He also meets Gollum. a cursed and twisted Hobbit who 
misplaced the magic artif:1c(. Bilbo discovers that. when 
worn, the ring makes him invisible. He uses the devic� to 
elude Gollum and rejoin th� expedition. 

The sojourn takes the company across Mirkwood to the 
land of the Forest-elves and on further to Lake-town on Long 
Lake. From there. they strike out toward the Lonely Moun­
tain, the home ofSmaug the Fire-drake. Bilbo uses his magic 
ring to sneak into the beast's chambers and survIve a confron­
tation with the fearsome Dragon. Stirred (rom his repose. 
Smaug anacks Lake-town, where he is slain by Bard. The 
Fire-drake's death ostensibly means the reopening of his lair; 
however, a combined army of Orcs and Wolves marches on 
Ereher. The Company fights its way out of the Londy 

Mountain while the Battle of Five Armies fages at the 
base of the wmdswept peak. The story climaxes as Elves, 
Eagles. and Northmen vanguish the forces of darkness. 

Afterwards, the Dwarves reclaim the Lonely Moun­
tain. which was once a grand Dwarf-hold. Bilbo returns 
home with his ring, Mill unaware (as we are) of its 
immeasurable import. 

@ THE FELLOWSHIP OF @ 
THE RING (Book One) 

The first part of the lJJ .. d iif the Ringl is entitled "TIK 
Fellewship of tlx Ring." The tale begins in the Spring of 
Third Age 300 I, as Bilbo celebrates his hundred and 
eleventh birthday. Among the celebrants is Bilbo's kins­
man and heir, Frodo Baggins. and Gandalfthe Wizard. 
For them, it would prove a fortuitous gathering, for it is 
then that Bilbo disappears from the Shire-l�aving his 
magic ring to young Frodo, and leaving his anxious 
nephew in Gandalfs Care. Seventeen years later. as 
Sauron of Mordor's agents comb the land in search of 
the ring, Gandalf reveals the story behind the enchanted 
heirloom to his Hobbit ward. He explains that Bilbo's 
magic trinket is in fact the One Ruling Ring created by 
the Evil One as a means [0 enslave the Free Peoples. 
Fredo's stout friend. Samwise Gamgee, overhear the 
revelation and, like Frodo, finds himself destined to 
embark on an unsurpassingly dangerous quest. 



The story goes on to recount the flight ofFrodo. Sam. and 
two otht:r Hobbits: Meriadoc Bf3ndybuck (Mt:rry) and 
Pn-t:grint: Took (Pippin). Eluding tht: Black Ridcrs---Sauron 's 
undead Ring.wraiths--they br.lve the haunud Barrow·downs 
and take haven in the town ofBrec. Theft: they mect Aragorn. 
a Ranger of Eriador who calls himself "Strider." He joins 
their band and helps them escape from rCfH=ated encounters 
with the Wraith·riders. With Frodo wounded, they find 
rh�ir way to the House of the Elf·lord Elrond at Rivenddl. 

THE FELLOWSHIP OF 0 
THE RING (Book Two) 

The consensus at the subs�ut:nt Council of Elrond calls 
for the destruction of (he One Ring. Frodo is appoinud 
Ring·bearer. and the Fellowship of the Ring fOnn!. Gimli the 
Dwarf, Legolas the Elf. and Boromir the Gondorian join as 
rcprcsent;ttives of their kingdoms, among the last of the Free 
L1nds, Aragom, who is now reve;tled as the [rue heiT of the 
High-kings of Arnor and Gondor. also swears to guard the 
Ring-bearer. Gandalf and the (our Hobbits complcte the 
company. Their mission is to ensure [he passage of the Ring 
to the dark land of Mordor. where the enchanted vokanic 
fires of Mount Doom await. The countlt:ss thralls of two 
principal foe.s-Sauron the Dark Lord ;J.nd Saruman the 
traitorous \Vi7..a.rd-parrol [he lands ;tlong their path. 

Embarking from Rivenddl, the Fellowship tf3vds south­
ward to the ancient \Vest-gate of Moria. Neither Fell-wolves 
nor snows nor a great Kraken S[ay their course. The party 
ent�rs the abandoned Owarven halls of Moria, crossing the 

Misty Mountains deep within the bowds of the earth. 
Assailed by Orcs and Cave-trolls. the Companions of the 
Ring bardy escape. Indeed, Gandalf is lost in a bouomless 
chasm while dueling. and ultimatdy defeating. the horrific 
Balrog-a grtat and dreadful Otmon of Might whose shad­
owy origins [ie rooted in the Elder Days of the First Age. 
Aragorn leads [he group out of Moria ;tnd into rhe safe 
woodlands of the Elf-kingdom ofL6rien. There. the Fellow­
ship rtsts and seeks council with Queen Galadrid and King 
Cc:lborn, The Elves supply the sojourners with food and 
dothing ;J.nd equip them with thrc:c nimble boats. Tht vessc:ls 
carry the party southward down the Great River Anduin. to 
a point above the mighty Falls of Rauros. Meanwhilt. 
Gollum----the hidcous crearnre who found. was corrupted 
by. and then lost the One Ring-rracks their course, 

Well downstream, rhe FeJlowship is ambushed by Orcs 
and forced ashor�. They make a difficult portage around the 
rapids at Sam Gebir and paddle to a landing above the great 
waterfall. There. they argue about the furort course of their 
quest, Boromir plans [0 return home [0 Minas Tirirh. the 
cOlpitOlI or Gondor. to prtpare for the coming war. He 
advocates unity ;J.nd warns against the proposed sundering of 
the company. Frodo. however, favors taking tht Ring directly 
to Mount Doom. Lured by the evil power of the Ring. 
Boramir then resolves ro seize the device by fareI'. Frodo and 
Sam fltt. Tht othtrs scatttf in pursuit. The first part of the 
story doses with the company divided and in dtsperatc: 
straits. 
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THE TWO TOWERS 
(Book Three) 

The second part of rhe Lord of ,be Rings, "11K T we To\W'r's," 
opens with the Fellowship scartered and Frodo and Sam in 
night toward Mordor. As the others search for rh�, Orcs 
att:lck, and slay the penitent Boromir. A second Orc·band 
subsequently captures Merry and Pippin. Minioru; of the 
\Vhite Hand, these Orcs �rve the corrupud \Vizard $aruman, 
GandaJrs Maia kiru;man. They bear their two prisoners 
westward across Rohan toward their master's citadel 
(Orthanc) at Isengard. There, Saruman awaits. hoping to 
secure the 0111: Ring for himstlf. His secret alliance with 
Sauron of Mordor is nothing bur a (foolish) ploy. 

The Orc.group reaches the edge of the eerie Fangorn 
Forest. about halfway between the Great River and Isengard. 
before they are surrounded by [he vigilant Riders of Rohan. 
Lcd by their Marshall. Eomer. the Riders slaughter the Orcs. 
Merry and Pippin escape the fray and t:lke refuge in the 
ancil'nt woods. There. they meet T reebeard the Ent, thl' huge, 
secretive lord of the foresL T reebeard takes them to safety 
and listens to their harrowing tale. TIle Ent·lord then rouses 
his Tree·folk. They mobilize for war and march on Isengard. 

THE TWO TOWERS 
(Book Four) 

Meanwhile. Frodo and Sam continue their f.,terul quest to 
reach Mount Doom. They cross the Anduin and pass 
through the bleak Brown Lands, where they encounter and 
(ostensibly) tame Gollum. His malice and avarice under 
control. Ihe creature leads his two Hobbit companions 
through Ihe Dead Marshes and across the desolate flau of 
Dagorlad. The trio reaches the Momnnon, the Black Gate 
opening into Odun. the parched, bowl·shaped mountain 
vallq leading to Mordor. Their way barred by [he massing 
minions of the Dark Lord. Gollum suggests another roure. 
He convinces Frodo to try [he secret subterranean tunnd 
paralleling the mountain road throllgh the narrow Spider 
Pass. Joining the fallen city of Minas Morgul to the old 
Gondorian watch·towcr at Cirith Ungol, the route serves as 
a back door to the Dark Land. The party moves southward 
through Ithilien, along rhe westward flank of the Mountains 
of Shadow. 

About halfway to their crossing point, a Gondorian 
scouting.party encounters the three small travellers. Faramir. 
Boromir's younger brother, leads the stealthy band. They 
take Frodo. Sam, and GolJum through the hilly woodlands 
to a hideaway behind the waterf.,11 at Henneth Anmln. Frodo 
reCOUll('5 his plans, and Fararnir sJXaks of the coming war 

Having pursued Sannnan's Orcs, Aragorn. Legolas, and 
Gimli encounter Eomer's force soon after [he skinnish. They 
borrow horses and ride into Fangorn. Their search proves 
futile; however. they are pleasantly startled by the reappear· 
ance ofGandalf. Garbed in Grey bur now called the "\Vhiu 
Ridl'r," the lost \Vizard n-turns from the dead to help save 
the cause. :"�""'iiI;;;;"'''''� 

Aragorn. Legolas, Gim/i, and Gandalf travtl southward to 
Edoras. Ihe capital of Rohan. Earner's uncle Throden, the 
King of the Riddennark, offers them refuge. In tum, Gandalf 
heals Theoden. saving the old man from the predatory spells 
of his evil counsellor Grfma \Vonntongue. Revealed as a spy 
in the service of San un an, Grima flees to Isengard. He arrives 
just before rhe Ent·hoS[ invest Ihe citadel. The Ents over­
whelm the derense. desl'roy the outer walls, and scatter the 
remnants ofSanzman's home army. Both Wonnrongue and 
the f.llien Wizard find themselves besieged in the Tower of 
Orthant. 

As the Ems :tSuil hengard, Aragorn. Legolas. Gimli. and 
Gandalr ride westward with Theoden's annyof the Rohirrim 
in support of the defense the Hornburg. a major stronghold 
in western Rohan. The Riders and their compatriots arrive 
in time to ensure a grand victory over Saruman's main host. 
Turning, northward, the Rohirrim rush to Isengard. There. 
they find the citadel in ruiru; and the Ent·host arrayed around 
the central rower. They also rejoin Merry and Pippin. The 
company secures 5.1ruman's capture and recovers the en· 
chanted Palandr (Seeing-stone) of Orthanc. Gandalf en· 
trusts the Orthanc·stone to Aragorn and, accompanied by 
Pippin, rides sourheastward [0 Minas Tirith. \Var looms. 



with the heinous Lord of the Rings. He warns rhem that. 
although the roads into Mordor are strangely <juier. the way 
the)' seck is ;1lmost impossibly dangerous. Throughout the 
brief respite, Faramir resists the power of the One Ring and 
avoids the fatal temptation that claimed his bro[her's mind. 
The noble Gondorian warrior provides provisions and sends 
tht trio on their daunting way. 

Approaching the smoke-enshrouded walls of Minas 
MOTgul, Freda and Sam realize that Farnmir was Tight; 
mdeed, Gollum r.,i1ed to describe the horrors of their roure. 
A noxious stench fills the dank, decaying \·ale. and the ghostly 
glow of the city's massive cenmal lower looms like a beacon 
of doom. All remains dark and <juiet bur. as [he party 
circumvents the citadel. thunder rips through the mountain 
bowds and a leaping fire rises over the peaks. Then lightning 
crupts from the rotating Morgul-spire, and the great cry of 
the ever-dying Lord of the Ring-wraiths issms from the 
stony maw of the city gate. The \Var of the Ring at last 
brgins. 

The simple Hobbits still push on, though, making their 
way upward ;1nd eastward through the dark haze that fills the 
mOlllh of the Spider Pass. Go[Jum guides his twO comp:mi-

ors through the hidden Slair-filled defile around Minas 
Morgul and into a tunnel way. There. he betrays them in 
hopes of reclaiming "his preciollS," the Ruling Ring. Gollum 
abandons, and then pounces upon, the twO Hobbits as the 
hideo\IS guardian of the pass-rhe Demon-spider Shelob-­
attacks. Sam outwrestles Gollum, who nces. Shdob stings 
Frodo before Sam recovers 3nd leaps fO the rescue. 5.1m 
wounds the monstcr and drives her ofT, but he believes his 
master has perished in rhe fray. 

The second part closes with 5.'lm rductandy paning from 
his fallen master. Taking the One Ring. the grief-stricken 
Hobbit Iries to complete their $('emingly hopeless <juest. He 
reaches tht tOP of the pass. near the base of the tower ofCirith 
Ungol, before he is forced to hide from a pair of bickering 
Ore-bands. Using rhe magic Ring. he makes himself invis­
ible. He dudes the arguing Orcs, who debate the fate of a 
drugged and unconscious Hobbit prisoner. Sam realizes that 
Frodo is alivl', but he r.,i1s to prevent the Orcs from bearing 
his maSter's body inro the old watch-rower. Sam follows. 
Oespt"ratl'iy hurling against the clanging door, he knocks 
himself senseless. The stunned Hobbit lies outside the walb 
as the srory rec�es. 
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• THE RETURN OF • 
THE KING (Book Five) 

The third and final panofthe urJ aJt� Rings, ''Dc }&hlnt 
"fbi King," opcru in An6rien, the nonhemmon province of 
Gondor. Mounted on the heroic uttd Shadowfax. {;;andalf 
and Pippin ride along the tree-lined highway that bisects the 
region and links Edons and points furrhtt west with Minas 
Tirith. As the winds stir Pippin from his long nap, the tWO 
tra yellers sec the sudden kindling of signal-fires on hills to the 
south. There. the blazing lights appear one by one. as if 
marching along the nonhem edge of the \Vhitc Mountains. 
Gandalf realizes that the Men of Gondor are- sounding the 
alann. The war is at hand. The call is going out toward 
Rohan. Gandalf hastens his horse eastward. 

In time, the \Vizard and his Hobbit companion reach the­
seyen-tiered capital ofGondor. They arrive as the-city braces 
forthe impendingonslaughr. Seeking council with Denerhor, 
the Ruling-steward of the South Kingdom. they speak of 
Denethor's son Boromir, and they pledge their lives to the 
defense of the ancient realm. 

Me;l.I1while, Aragorn, Merry, Gimli. and Legolas ride 
south from Isengard with King Thwden and his House­
guard. After joining with a company ofDUnadan Rangers. 
compatriots of Aragorn en route (0 war, the group makes its 
way to Helms Deep. There, Aragorn tells Earner of his plan: 
how he will ride the highway to Edons. and then tum 
southward t.o Dunharrow,and finally cross the \Vhire Moun­
tains by way of the fabled Paths of the Dead. Aragom 
explains that. after gazing into the Orthanc-stone, he is sure 
that the defenders of Minas Tirith have no more than ten 
days to find help. He subsequently assembles the Grey 
Company--Gimli. Legolas. and the Rangers of the North­
and leads his elite troop swiftly along their appointed route. 
$ropping bril'Jly at Edoras, theymttt Lady Eowyn, Thioden's 
beautiful. heads(fong niece The Grey Company then pushes 
onward to the high vale of Dunharrow, thtough the door 
beneath the peaks, and along the lighrless Paths of the Dc;ad. 
Summoning the cursed Anny of the Dead, who gave the 
tllnnel its name, Aragom gathers a great Ghosr-anny behind 
the !'roop. He leads them out of the Paths, into the Morthond 
Vale, and down to the Stone of Ercch. There, at the most 
storied site in L1medon, he blows his hom and pledges the 
army of ghostly Oathbreakers to an alliance. Called [0 fight 
by the rightful King of the Dead. the Army of the Dnd 
pledge co follow Aragorn and fulfill their ancient obligations 
to the Lord of the Gondor. Thus, they hope to end their 
curse. 

A5 the Grey Company cross into central Gondor, King 
Thtoden musters the Rohirrim and rides (with Merry at his 
side) to the defense of Gondor. Funher ea$(, Gandalf and 
Pippin find themselves caught up in the unfolding war. Two 
vast Mordorean war-hosts, one marching from Morannon 
and the other from Minas Morgul, reach the dike surround­
ing the Pelennor Fields below Minas Tirith. They arc led by 
the Lord of the Ring-wraiths, the foul Witch-king. The 
Morgul-lord infects the retreating Faramir with his poison­
ous Black Breath. Overwhelming the defl'nse, the Dark 
Lord's minions tow their seige machines across the fmile 
lawns and assail the Gondorian capital. Denethor, who is 

driven to m;adness after gazing into the Seeing-stone and 
coming under $.auron's influence. orders the creamation of 
both himself and the dying Faramir, le;aving Gandalf to lead 
the defense. \Vhen the main gate crumbles, it is the Wizard 
who confronts the Witch-king as he enters the city. 

At this critical moment, the Riders of Rohan arrive, 
cutting their way through the nonhern flank of [he evil 
hordes. The Witch-king tums his attentioru ;away from the 
city amd, mounted on a Fell-beast, flies to the point of attack. 
He duels and fells Thioden. He is then confronted by Merry 
and a Rohir Knight named Dernhelm. The Witch-king 
scoffs at their valorous intervention, knowing that "no man 
can kill him." Dcrnhelm reve;als himself to be Eowyn, 
Theeden's niece and avenges htt uncle's death. Though 
wounded, she slays the Morgul-Iord. 

The Battle ofPdennor Fidds rages on, with the Riders at 
fil'llt victorious and then driven into retreat by Sauron's 
seemingly endless reserves. When all seems lost, though, 
Aragorn and the Grey Company arrive with reinforcements, 
including [he cursed Army of the Dead. The Dark Lord's 
minions panic and scatter, and Minas Tirith is saved. 

Al the battle $ubsidl's, Gandalfintercedes atthe premature 
funeral of Denethor and Faramir. but he only succeeds in 
saving the lattl'r. Denethor perishes in the flames. 

Book Five closes with the viCtorious anniesofGondorand 
Rohan marching on Mordor and arraying themselyesouuide 
the Black Gate. There, after listening to the Mouth ofSauron 
issue his evil mastc.r's terms. they refuse an armistice and find 
themselyes facing an atrack from an anny of unfathomable 
proporTions. Ag;ain, the dim fate of the Free Peoples hangs in 
balance. Thl' Baule of MorannOn begins. 

• THE RETURN OF • 
THE KING (Book Six) 

Book Six is the final installment in the epic tale. It opens 
with Sam finding his senses and looking for a new way into 
the thrl'e-tiered tower of Cirith Ungol. This he finds and, 
with the help of the One Ring. he passes by two enchanrcd 
stone Watchers that guard the way. The stout Hobbit 
eventually rescues Frodo from his Orc caprors, who begin 
fighting one anothl'r. Using the Phial of Galadriel Sam 
breaks the malicious will of the \Vatchers. and the tWO 
HalOings escape from the towu. They descend the heights 
and find themsclves in the rocky, trough-like vale that runs 
the length of the Mountains of Shadow and harbors the road 
running nonh from Ciri[h Ungol to Dunhang. Finding 
nothing but blackish stone, sharp thorns, ;and sunless gloom, 
they slowly and S[ulthily malte their way nOrThward, then 
eastward, and thc.n southward to Mount Doom. They cro� 
the \'Olcanic wastes of Gorgoroth and climb the nOrThwest 
side of fiery mountain. As they find a switchbacked road, they 
once ag",in I'ncounter Gollum. Sam drives the creature away. 
and the Hobbits resume their ascent. They eventually come: 
to the door opening into the cave at Sammath Naur, where 
the Dark Lord forged the Ruling Ring in the CrackofDoom. 
Followed by Gollum, the Halflings enter the long [Unnti 
toward the Orodruin's smoking core. \Vhen they reach the 
fateful fissure, Frodo finally succumbs to the power of the 



One Ring and to part artifact. He 
dons the ring and disappears. 

At this point, Sauron realizes what is occuring and directs 
al!his ire and wil! toward Frodo. Sendingthe Nine Ringwraiths 
in flight toward Mount Doom, he desperately hopes to stay 
his own demise. But he is too late, for Gonum knocks Sam 
down and, after grappling with the invisible Ringbearer on a 
ledge by the Crack of Doom. the tortured Cfeature fans. 
Bearing the precious Ruling Ring, he perishes in the en­
chanted fires. 

With the destruction of the Ring, Mount Doom shakes, 
and all that Dark Lord created reels and crumblcs. The Dark 
Tower falls, as do all the spires and walls throughout 
Mordor. Flames erupt through the plains and peaks, and 
lightning fins the skies. Black Rain falls. Finally, the Evil One 
loses form and passes into the Void. Their own rings 
destroyed. the Nazgul wither and die----some forty centuries 
after their appointed call. In the cataclysmic tumult, Sauron's 
other minions panic. Some turn and slay their own; mhers 
scatter. The holocaust turns the tide on the plain outside 
Morannon, where the surrounded and embattled forces of 
Aragorn and Eomer find victory. 

In the aftermath of the War of the Ring. Aragorn weds 
Arwen. Elrond's daughter. and is crowned King of the 
Reunited Kingdom of Arnor and Gondor. He reigns as 
Elessar Telcontar. His ally. Earner, becomes King of Rohan 
and buries his uncle at Edoras. Earner marries Lothtriel of 
Dol Amroth and renews the Oath of Earl. an old pact that 
bonded the Rohirrim to the DUnedain of the South King­
dom. Faramir and Eowyn strengthen these ties by marrying 
and becoming the Lord and Lady of Ithilien. 

coronation, Gandalf and the Hobbits 
travel to with Eomer and then push onward to 
Isengard to bid farewell to Treebeard. They return to the 
Shire via RivendelJ. Once home. the Halflings discover that 
Grima Wormtongue and his master Saruman have made 
their presence felt in their green and pleasant land. Sorely 
weakened and disguised as "Sharkey," Saruman supports a 
new. hateful regime led by Lotho Sackville-Baggins. His 
thugs terrorize the Shire. Frodo puts an end to the fallen 
Wizard's reign at the Battle of Bywater. Before Sarum:ln is 
cast out, though, he blames Gdma for much of the murder 
and mayhem. Wormtongue flies into a rage and stabs 
Saruman to death. Hobbit arrows then silence the life of the 
traitorous Rohir. The Shire is once again at peace. Sam wise 
marries. and Frodo serves a brief stintas Mayor ofHobbiton. 

As for the rest of the Fellowship. Gimli and Legolas 
remain fast friends. The former gathers manyofhis Dwarven 
brethren and resettles in [he Glittering Caves of Aglarond. 
near Helm's Deep. The Dwarves forge new gates for Minas 
Tirith. Legolas seales for a time in Tthilien. awaiting the day 
when he invites his beloved friend to accompany him on a 
voyage to the Lands Undying. 

The story concludes about a year later, in 3021. at the very 
end of the Third Age. Sam and Frodo set out westward, 
joining Elrond, Galadriel, and a host of others-including 
Bilbo-for the Last Riding of the Keepers of the Ring. The 
Riding travels on to the Grey Havens on the Gulf of Lindon. 
There. Gandalf and Cirdan await. Merry and Pippin arrive 
soon thereafter. in time to bid farewell to Frodo, Bilbo. and 
Gandalf before theif passing over the sea. Then, Merry, 
Pippin, and Sam make the 9uiet, bittersweet journey home. 
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This section is an example of a fantasy role playing 
adventure. The adventure is presented in the: form of the 
dialogue between the playus and theGamemaster, with other 
aCtions and information in italics. This example does not 
detail some of the game mechanics used to resolve actions. 
Examples of these mechanisms are presemed in later sections. 

The player characters are traveling on foot from Rivendell 
to BTI:e along the Great East Road carrying a shipment of fine 
Dorwinion wine and some herbs. The characters are: 

I) Agottar. a male Elven Mage. 
2) ullnan, a female Dunlending Animist. 
3) Nilr, Zigi!JUI1, a Dwarven Warrior of unrevealed gender 

(to many. ftmale Dwarves appear [0 be male). 
4) Tho::, BrllltgirJIL, a male Hobbit Scout; nlde people 

might call him a thief or a burglar. 

Near nightfall. about 30 miles out of Rivendell in the 
Trollshaws, the players decide to camp for the night. As the 
group leaves the road and enters the rough terrain to the 
north. a light rain begins to fall. After about 100 yards, they 
come upon a small mined tower. The players do not know 
it. but J Orcs are in the celJar of the tower. The Orcs are just 
waking up and arc starting to move around. 

The following dialogue is an' example of how part of a 
fantasy role playing game might proceed. 

Gamemaster (GM): "You come to the top of a rise and sl:'e 
below you the ruins of a small tower in a shallow valley. The 
tower still has part of its roof standing. A small stream runs 
through the valley, and there are thl:' usual shrubs and trees-­
pines. oaks, and the like." Tbt eM sktUbts 0101 IIx Wlilry a"d ils 
ronlmls 011 a slxtt oj f"lP"' 

� .. ----�� 
�� .. �. ��. 

Wbift. tlx eM SktlrMS 1M physical siluation, lhe playm discuss 
among IMmstlws wNl lo do. They dfCitU lbal lbti, gmr.,al (ourse 
oj aaion will bt 10 rlxrk oul fix lOW« as II Iht/ItT Jor tlx night IIIId 
pouiblyll/itr!t:adwlllul'I'. Howt:W1', tach player musl lake sepa,alr 
artioll with his dHl1'arter to lIuomplish Ihis ob)lctiw, wilhroordina­
lioll and roopertllioll hand!t:d by limiud COmmUni(alion bf/WI'lII lhe 
rha1'{ul(1'S. 

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

Drogo: "We are planning to scour our the tower for possible 
shelter. I will draw my short sword and move ahead of the 
others and sCOut out our route of approach. using available 
cover and moving as quietly as I can." 

Nari: "1 take our my crossbow and load it. I will cover Drogo 
and move up when he signals." 

Leanan: "I draw my macl:' and shield and will move forward 
when N�ri does." 

Agonar: "I prepare and cast a Shield spell." Ht rolls two special 
diu which tOlfther giwa raub bt'Wl'm a 1 and lao. "My casting roll 
is a 28." H( sucueJs. 

GM: "Drogo, make a maneuverrolJ to see how well you sneak 
up on the tower." He rolls � 47 (o.r the 01-00 diU), tM GM rolls 
a 24 aClivity rollJor the Om, indirating 10 1M eM thai nOlhing i, noli"d 
by rithu sik_ "You succeed and notice nothing unusual. You 
arc now 10 feet from the [Ower and hav� a good idea of the 
layout. The rest of the group may move up if you signal." 

Drogo: "1 back up slightly so that there is a tree betw�en me 
and the [ower, and wave [he r�st of the group forward." 

Rest of Group: "We carefully move up." 

GM: "Each of you make a maneuver roll." Thry ro/1 86, 35, and 
46; tbt eM rolls a 62 Jor 1M Om; n(lther sidl Irotius allJlhill,g. bU1 11x 
Orcs /ITt btcoming rna" arliw: and may rIlOVl' up ,he 'Iai,s a"d outsitU 10011. 
"You all move up and notic� nothing unusual." 

GM: "Here is a sketch of the tower and the immediate 
vicinity. The tower is twO storied and square. The side f.1cing 
you has coJ[aps�d along with [he second floor, but the other 
three walls and the roof are still relatively intact. The roof 
does have holes in it. The wall opposite you has a hole where 
the main door used to be. You can sec a lot of nibble but 
nothing else inside." 

I1x playm (01' eM) ,heir mark ,btiT posiliollS Olr Ihr. skelrh. 

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

Drogo: "1 very slowly move up to the wall on [he right hand 
side of the tower and look in, using the wall for cover." 

Nari: " I move up behind Drago with my crossbow held 
ready." 

Leanan: "I move up with N.hi." 

Agonar: "I move up with Leanan." 

GM: "Everyone make a maneuver roll." Ibry roll 24, 89, 93, 
alld 62; the Om rol/ a 65 and are still preparing to COWl up the J/aiN. 
"You all move to the end of the right hand wall and look 
around it. You see a 15' by 15' interior with lots of rubble 



consisting of rocks, timbers, ruined furniture, and other junk. 
There is what looks to be a large chesr( about 4'x2' x2') under 
the rubble directly across from you, near the end of the Jeft 
hand wall. You also sec what looks like stairs leading down 
from the far left corner, What do you do this round?" 

Drogo: "] move very slowly into the tower, along the inside 
of the right hand wall, watching the stairs." 

�anan: "I cross to the left hand wall and begin removing the 
rubble from the chest, searching for any magic items or loot". 

Nan: "] aim between [he stairs and the main door, so that I 
can I1re at either if something happens." 

Agonar. "] prepare my Levitate spell." 

GM: "uanan and Drago, make maneuver rolls." Rolling wal, 
Ibry roll 78 lind 94; IIx am roll II 73 And NY( jinislxdg(//ing rtlldy 
lind ar� IIMling lip IIx Slilirs. "Drago. you norin: nothing but you 
have quietly moved around to the main door. Leanan, you 
moved over to the pile of rubble containing the chest and 
have removed the rubble and found nothing. What do you do 
this round?" 

Agonar. "I cast my Levitate spell and start to move up 
towards the roof." Ht rolls a 54 IIlld sllrruds in levitating. 

Nari: "[ remain ready to fire." 

Drogo: "I peek out the main door and listen for any noises." 

Leanan: "I try to open the chest." 

GM: "It is really starting to get dark. Agomr, you rise about 
4' this round, presenting a tempting target to any missile fire. 
Leanan you realize that the chest is rusted but not locked: it 
maymakc noise if you open it. Drago, you see this when you 
peek out the door." TIt GM bands Drogo a ,'ott sllyi'le �II SIt 
nalhitlg IInllsllal oWlsidr, hilI yOIl Ixar a slighl rlank dawu tlx. stairs. 
"Whar do you do this round?" Ht rolls lIud utnminr.s that llx. Orcs 
an romin,g up tlx. stllirs. 

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

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

Agonar. "I continue levitating, watching out for danger. 

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

GM: " Leanan, make a roll." Silt rollsa 12. "You open the chest. 
but it makes a creaking noise, you see a rusty dagger and a 
small box inside. Agonar, you are 14' up and sees nothing. 
However, you, Nari, and Drago see three Orcs (in rigid 
leather and carrying short swords and equipment) come up 
the stairs and turn to face Leanan, who does nor notice them." 

Nari: "I I1re at the largest one:' 

He rolls a 92 aud rifm 10 IIx. Mil/ilr IItta{k tahlr,giving tlx arc 
21 hilS aud a 'D' PUllrtll" critiral. He rolls a 70 alld IIx. Orr is 
shcl lbrollgh lhi- nuk 11IId d,ts (II rtally gr�1I1 shot). 

GM "What do you plan to do this round?" 

Agonar: "I prepare a Sleep spell, and yell: 'Watch out Leanan, 
Orcs!!!!' " 

Nari; •. , drop my crossbow, and draw my bartle-axe as 1 move 
towards Lcanan. 1 scream, 'Come on and die, you Orkish pig-
d 1111'" ogs .... 

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

Leanan: "Since I don't immediately notice the Orcs, 1 try to 
grab the small box from the chest and put it mto my cloak 
without anyone seeing me do it." 

TIt GM rolls /0 Ix.lp utrrmiru a re.ulian jor ti¥ two rtrnaiuing 
Orcs. He rolLsa 06 anJ a 91 .  ant arc duidlJ to om. O'll duius 
to killlht. pliny human who bas Iv bark ta bim. Ik CamrmaSl(r 
makes pmtption rolLsjor Agollar, Nari, and � ill ordtr to sa 
if tbey lIatift uallan taking tlx mr.111 boX-lhey do 1I0t. 

GM: "One arc rums and begins to run out the main door. 
The other drops his equipment and charges towards Leanan, 
yelling and brandishing his shortsword. Leanan, you succeed 
in your action this round, but you hear running behind you 
and shouts from your friends. Drago, you may take a swing 
at the Ore as he I."xits." 

Drogo: "I swing at him as he nzns past." 

He rolls a 02 and jllmbits bis Shorl sword. Herolls II 49 a"d drops 
bis wmpon. 

GM: "Amazing move Drago, the Orc doesn't even notice 
you and keeps going. NaTi, you and the Orc have reached 
Leanan, and may attack next found. Leanan, you are fully 
aware of what is happening. What do you all do now?" 

Drago; "I pick up my short sword." 

Agonar. "1 cast my Sleep spell at the Orc to try and save 
Leanan. 1 have only prepared for one round so I have a -15 
modification to my attack." 

uanan: "Since 1 am not very good in combat, I drop and pull 
the chest over me." I.1x cbtsl is big enollgbjor ba 10 Jil insid,. 

NaTi: "1 swing at the Orc and try to cut him in half." 

GM: "Agonar's spell is cast I1rst, then Leanan will maneuver 
to pull the chest over het in time, then the Orc, who is quicker 
than Nari, will attack Leanan, and finally Nari will attack rhe 
Orc. Drogo is au[ of action while recovering his weapon." 

Agonar rolls II 68 attRrk, tlx Or, rolls A 1 7  Resislanu Roil and 
goes to slrtp. Leallan drops bllt woIIIJ ,rOI haw lllIOid,J 1M Orr's 
Rttack if Agonar bad nOI pilI bim to slrtp. Nan jolloW$ tbrollgb o,r 
bisattRrkon tlx. tfowsfttpingOr'lIlfdgiVts bim 40hilS, a" '"E'Slash 
(rili(al alld a 'C' C",sb eri/iral, resulling ill an "'UOIISriOIS Orr 
with a brokm Irg. TIt On-a,rd ti¥ rlxstjall an uanan giving Ixr 
5 bilS lind Rn 'A' UnlffJlalf(t critical, which giws btr 4 mort bits 
alld SIlins kr jor / rollnd. 

• • •  

The adventure would continue with the group having the 
options of exploring the rest of the now-deserted rower, 
chasing the Orc (who may be going for help), leaving the ar�a, 
or some other action or combination of actions. Nari and 
Agonar will receive lots of experience points for their spells 
and kills, and Drago eventually manages to recover his shorr 
sword but not his self-esteem. Leanan m�y get a big surprise 
when she opens the small box she got withour the rest of the 
group noticing (it has a poison needle trap on its latch which 
will strike her unless she is able to detect the trap and avoid 
setting it off). 
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�»J:::�J:::�l@[�l®I 2.0 · HOW TO PLAY: �J:::�J:::�J:::�J:::�J:::�l®I 
THE RULES & GUIDELINES 

Most fantasy role playing games need "rules" (or guide­
lines) to define and control the physical realities of the world 
in which advf'nwres take place. Ideally, such rules are able to 
handlt most of the common situations that arise in a FRP 
game without detracting from the flavor and detail of the plot 
or setting of the game. 

MiJJu-,II,.,b Rou Pi4ying (MERP) is a specific set of rules 
that handles the physical realities of people. places, and 
things in J.R.R. Tolkien's Middle-earth. MERP is divided 
into eight parts: 
• Part I provides a general overview of fantasy role playing, 

Middle-earth. J.R.R. T olkien's books, and the MERPrules 
and guidelines (Sections 1.D-2.0, pages 2-19). 

• Part II presents a set of completely developed and ready­
to-play characters (the Basic Ch�racter Templates) and 
discusses the various factors and traits that define a FRP 
character in MERP (Sections 3.0--6.0. pages 20-41). 

• Part ill outlines how to resolve commonly occurring 
actions and activities during the players' advenrures (Sec­
tions 7.0-10.0, pages 42-57). 

• Part IV details most of the rules thataffecttheGamemaster's 
task of setting up and managing a world system (Sections 
1 1 .0-18.0, pages 58-77). 

• Part V describes how to create and develop your own 
characters (Sections 19.0-27.0, pages 78-97). 

• Part VI provides a sample of the game environment (pages 
98-112). 

• Part VII is the Appendices-including the Basic Character 
Templates. the culture/race descriptions. the creature 
descriptions, the spell lists, the secondary skills, optional 
material, conversion notes, selected readings, and all of the 
tables and record sheets that 
provide mechanisms for adding 
flavor and detail to � g�me with­
out decreasing playability (Ap­
pendices A-I to A-10, pages 
113-265). 

• Part VIII is an index (pages 
266-270). 

The Gamemaster and players 
should keep in mind that these 
"rules" are really only guidelines 
to aid in the creation and running 
of a fantasy role playing game. The 
Gamemaster should feel free to 
modify these rules to fit his (or 
her) view or style of role playing. 
and the players should realize that 
the Gamemaster is the final au­
thority when it comes to rules 
interpretations or changes. 

On the other hand. these rules and the Gamemaster's 
decisions concerning them are the only guide that the players 
have to their characters' capabilities and the reality ofM iddle­
earth. So the Gamemaster must be consistent and even­
handed in his decisions or the players will lose the truSt and 
confidence in him that is necessary for a tnlly enjoyable and 
satisfying role playing game. 

• 2.1 • LEARNING TO 
USE MERP 

The Gamemaster should first skim the rules to get an 
overall view of the system; then he should read all of the rules 
thoroughly. If a section is not understood immediately, it 
should be marked and referred to again after all of the rules 
have been read. Frequent examples are included to aid In 
absorbing the rules. The Gamemaster need nor memorize or 
fully analyze the significance of all of [he niles at first. The 
rules are organized in such a fashion that many situations can 
be handled by referring to specific rules sections when they 
first arise. 

Each player should first read Parts I and II. 111en each 
player should choose one of the r�ady-to-pby char:lctcrs 
from Appendix A-I. A more experienced role player may 
want [0 read Part V immediately and create his own charac­
ter. Finally, the characters should read Part III so that they 
will understand what their options are in a tactical (usu:llly 
combat) situation. It is not necessary for the players to read 
Parts rv & VI, since it is concerned with how theGametnaster 
may handle the setting of the game. the plot elements. and 
other factors. Part VII can be referred to as needed for 
specific information and situations. 

" ".�"". 



MOVING FROM LOR TO MERP 

So you've been playing LOR for a few weeks or months 
or YC;lfS. And having a grand time o(i(. ln fact. you're still 
hnving second thoughts: do I really want to switch to 
MERPl Rest assured. You've made the right decision. 

Now when you te.ll the Gamcl11astcr that you want to 
play a character who s�cializes in healing. you won't be 
[old that a Bard is your only option. You can be an 
Animiu. And if you want to cast awe-inspiring spdls. you 
can bt a Mage. Only if you want [0 playa resourceful jack­
of-all-trades who learns languages usily and plars a 
musical instrument or sings will you be a Bard. 

Marc spt'ciftcally defined character c1asscs arc not the: 
only advantage. You'll have morc choices in just about 
every facct of fantasy role playing: 
• more: spdls 
• more cultures 

(for �xample, instead of choosing to be an Elf, you'll 
be a Noldo Elf, a Sinda Elf. or a Silvan Elf) 

• more skills 
(such as foraging. rope-mastery, and caving) 

• more ;ldventure choices. 

But maybe the thickness of the MERP rulesbook is a 
little intimidating? Not to worry. MERP describes the 
same basic components covered by the LOR guidelines: 
maneuvers, characters, and combat. You'll be doing the 
same exciting role playing you experienced with LOR. 
(You're an expert at it by now.) With the differ�nce of an 
extra dose of realism-;ln elenu:nt that brings you even 
closer to the magnificent 3dvenrures unfolding. 

Give you�lf an evening of play-you'll be surprised 
how fast you fed at home with MERP. And how quickly 
you come to value its greater range of choices and more 
depthful coverage ofTolkien's world. 

And now, a few special words to Gamemastus. The 
many new choices available [0 players are actua!ly going to 
make things easier. rather than harder, for you. Now when 
a player wants a Dwarf Scour as his or her character, you 
n�d no longer disappoint him or her with the words: 
Dwam':J (jllI'f be Scoufs. You INlve fO /.e jI iYarrior. With MERP, 
you have all the parameters right af hand for Dwarven 
Scouts. In faC[, your players C3n even consider Dwarf 
Rangers and Dwarf Animists as well! 

The benefits don't end with the charactn options. 
Open-ended adventures mean that you won't have [0 
devise as many clever excuses to guide the PCS to take a 
certain CO�lrsC of action. 

Consider "11Iwn Comes brry,"the first LOR adventure 
you ever GMed. It re<juired that your players decide to: 
(I) release Tolman GreenthUl11b from the lockhouse 
(2) defeat the l11arauding Trolls, and 
(3) search for the Troll-hole and [he treasure likely to be 

found there. 

But what if your players wanted to tackle these chal� 
lenges in a different order? And what ir their reasons were 
<juite sound? You probably had quite a job suggesting 
reasons why they should do things in the order specified 
by the directed adventure. 

You certainly couldn't say: Well, fIN ,avenllm is wrilltn 
wilh fming TO/"11111 firsf. That would d�stroy any sense 
realism as well as taking aW:ly all the fun. So, you 
pondered. Maybe Holfast (Shirriff and uncle) would 
whip Tolman? No, he couldn't do thac and still have a 
reputation for fairness. Maybe the lockhouse is abom to 
collapse? No, the pes wouldn't know that, so it couldn't 
thange: their decisions. Hmmm. I know! The Trolls 
might hurt something other than sh�p---a child oran old 
lady-and they need Tolman to help find the Trolls! 

Because the LOR adventures were directed, you had to 
subtly influence your players to follow the written course 
of the adventure. The more creative and bold and confi­
dent your players, the more trouble you were likely to 
have. And the more experienced your players grew with 
LOR, the bolder, the more confident, the more creative 
they became! 

Now MERP will allow the Pes to be daring and brave 
(as they should be) while: streamlining your role as GM. 
As I mentioned before, MERPadventures are open ended. 
This means rh3t they describe: the non-player characters, 
the physical sites, and the history behind the conflict 
involving these elements. Butthey don't lead you and your 
players through a pre-programmed adventure. Instead, 
your own choices determine the acrion that follows. 

Note: OJ couru, jlJdra responsibililits ao ((]fill wifh ,Ii Ibm 
brnifiu. You'll btu-c 10 IIl1lke IIl1lny IfIOft auisiolls JOuru!f--lbe 
book WOII'f It II r WNI IO ao. Ana wbtll your plap lau a 
rtai ljl'Wn',]Ou rrury ""vt 10 Jr.,iu a SflrlllriO from Slrafch 10 
givt ,brm jlawn/ure in /be oJJ corner oj Ibt worla l/xy'vt ciJoStn 
10 txpklrt. Buf [ Ihink r'll jilla fbtu aJJjf;onai/lISks /0 bt 
among ,bt mOSf ftwQrai"g IiUpttfs of ""ing a eM. nis is wbtrt 
)'010 grl /o ,bt gooa Sf'1f! 

It's a big world out there in Middle-earth! And with 
MERP your scope is unlimited. So go discover all the 
advenlUre that awaits you-and fight the Shadow to a 
standstill. Good luck! 
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2.2 • DICE ROLLING @ 
CONVENTIONS 

The GM and players often rol! dice to determine the 
results of activities during a role playing game. Each die used 
in MERPgives a result between 0 and 9. There are two types 
of such dice commonly available in hobby and game stores: 
IQ..sided dice or 20-sided dice (having the numbers 0 to 9 
twice). If two of these dice arc used, a variety of results can 
be obtained: 
1-100 Roll - Most rolls in MERP are " I -I 00" rolls (also 

called "0 I 00" rolls). Both dice are rolled together and one 
die is treated as the "ten's" die and the other as the "one's" 
die. A random result between 0 1  and 00 is achieved ("00" 
is used as 100 not 0), 

Open-ended Roll- Many 1-100 rolls are "open-ended." 
Mostor the time open-ended rolls yield a result between a I 
and 100, but sometimes they yield resuh:s that are less than 
o I or greater than 100. Some common open-ended rolls 
are: attack rolls, maneuver rolls, orientation rolls, percep­
tion rolls, resistance rolls, and encounter rolls. Rolls that 
are not open-mded include: critical strike rolls, stat rolls, 
and rolls to learn spell lists. 
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If a rol! is open-ended: 
All illi/ial l-lOO roll � owr 95 {alb for a SHoud 1-100 roll 

/0 be maritallJ aaata /0 the fiTII roll. if lhe mond roll is abo ow.,. 95, 
a Ihird roll ;s lIIadt al1d aarltd 10 the J'm! oj lhe first IWO r/JI,its. nis 
prows iI {ol1lilllua IImil a roll lI"atr 96 O(fI4N. TN /olal oblail1ra by 
Ibis prorrls is the Wilit of the "OPW-frIlUJ" roll (high). Tbrorrlir,zlly 111m 
is 110 limil as 10 bow big the lolal of mrb a roll (oula grl. 

An inilial 1-100 roll � .mdtr 06 (albfor a S((O"'/ 1-100 roll 
'0 be maal a"a mblrarlrdfrom IIx first roll. If tlx lUolia roll is OI'fT 95, 
a third Toll is maat and SublTMlta from 1M 10lal of tbe firs/ tlllo rrsulls. 
nis prows is rOlllil1lua ulltil II roll ullarr 96 ouurs. The lolal oblai."J 
by tbis prows is IIx m .. 11 of lbe "ofK"-rtldrJ" roll (1ow). 1brorrtirally 
tiler, iI '10 limit as /0 bow small lix lolal of sucb a roll ro,,/J gr'. 

1-10 RoU-In inHances when a result(roll) between J and 
10 is required, only one dIe is rolled. This gives a result 
between 0 and 9, but the a is treated as a 10. Such a roll is 
referred to as "1-10" or "010." 

1-5 Roll - RolJ one die. divide by 2, and round up. 

t 5-50 RoU -Roll 1-10 five times and sum the results. 
Other tolls -Any other rolls are variants of the above. (e.g., 

2-20, 10-100, etc,), 



• 2.3 · DEFINITIONS 0 
The majority of unigue tenns found in the MiJdlt-ellrlb 

Roie PLlyilll sym:m and Talkien's works arc not d�cribed 
below. Rather they are usually describM when they are used 
in the text. The terms defined bdow an fr�uencly used or 
they 3TC "ery important for using and understanding MERP. 
Action: An actIon is the .actlViry which a ,haucttT may pcrfonn 

during a round (10 seconds). 
Campaign: An ongoing fantasy role playing garm which bkes p[acr 

asascriesof connected adventures, with USPCCI IO both time and 
circumstance. 

Chance: Ofren in ].lfRP an action or activity has a "chance" of 
succeeding or occurring. and this dunce is usually giwcn in the 
fonn 0(# %. This means that if a roll (I-[00) is made and [he 
rUII!! is Jess {h.m or equal to the #, then the action or activity 
succeeds (or occurs)' Otherwise. it faib. 

Channeling: One of the realms of magic; a compl�t� d�scription is 
gi�n in Section 15.2 on pag� 70. 

Critical Strike: Damage othtr than just hits which usults from an 
attack. 

Dice Roll; See "roll." 
Essence: One of the realms of magie; a c:omplete description is 

given in Section J 5.1, page 70. 

Fumble: An especl:llly ineffective au;ack which yields;a result th;at 
is di!.2dv3ntageolU for the macket (sec s"crion 8.3.1, page SO). 

Gamerruoster. The GallltSmUttr, G.:ame Muter. judge. rtferce. 
dungeonmaster. etc. The ptrson usponsible for giving lift to a 
FRP game by cuating the Ruing, world events ;md other kty 
ingredients. He interputs situnions and roles, controls non­
playrr characters. and resolves conA,cn. 

Group: A colltction of pl,1yn characters. 
Hits: Accumulated poti" and bleeding. that can lead to shock and 

unconsciousness (also uJlcd Concu.uion Hiu). Each character 
can take a certam number of hits before he pOURS out (detrr­
mined by hiS Body Development skill). 

uvd: A Character's level is a measure of his current stage of skill 
development, and usually is repusentative of his capabilities and 
power. As a character advmfUres, his levd should increase as he 
g.1;ns U"perience (Section 6.0, pages 38-41). 

Maneuver: An action perfonncd by a character that requires 
unusual concentration, concentration under pres5ure, or a risk 
(t.g., climbing a ropc-, balancing on;a ledge, picking a lock, etc.). 
Mantuvtu rtquiring movrmtnt art "Moving Maneuvers," and 
other maneuvers are called "Static ManeuvCTS." 

Melee: Hand-to-hand combat (i.e., combilt not lUing projectiles, 
spells, or missile wupons). 

Monsurs: Non-tnditional. unusual creatures th�t lUu:d[y havt 
some sort of enchanled fonn or abilities. They art usually evi[ 
and hostile. 

Non-Player Charaner. A bemg in a ro[e playing game whoS(" 
actions au controlled by the G.:amemaster. 

Parry. The use of part of a characttr'$ offtruive capability to 
decreast the tffectlvenes.s of one opponent's attack. 

PI�yer: A participant in a fantasy role playing g�me who conlrols 
one character, hIS player character. 

Pl:ayer Character: A character whose actions and activities au 
controlled by a player (as 0ppoRd to the Gamemaslcr). 

Power Points: A number which detennints how many spells a 

character may intriruieally cast tach day (i.e., between periods of 

��} 
Profession: A chilractcr's proft.uion is a refltction of his training 

and thought potttrrru. In game ttnns, II affects how much effort 
is requiud to develop skill in various areas of tlIpertise. 

Re$isunce Roll: A dice roll which detennine5 whechcr or not iI 
character successfully usists the effecl of a spell, poison, disease. 
or some other fonn of adversity. 

Roll: In MER.P two differently colored 10-sided dice are lUed to 
resolve any activity rc<juiring a "Roll;" such dice are availilb[e in 
most hobby and toy stores. Each of Ihtse dice h;lS two sets of the 
numbtuO, 1 , 2, 3,4, S, 6, 7, 8, and 9. These dice can be used to 
obtain a variety of results. ThtS(" resulu arc described in Section 
2.2 (page 18). 

Round: The increment of time (10 seconds) lUed to resolve M£R.P 
actions. 

Susion: A single sming of gamt adventure. A number of sessions 
fonn a campaign. 

Spell we A collection of ulated spells which �re organized 
according to levd. A chancter who hu �Ieamed" a spcll iist is 
able to CUt iI spell from that liSt If Its level is ICS$ than or tqual 
to his own cllperienct level. 

Sut: One of the $11l physical and mental characteristics thilt 
influence how effectively a character is able to pcrfonn most 
actions and activities. 

Skill: Training In an area that inAuencn how effectively a charaCter 
is able to perfonn a particular action or activity. "SKill Rank" is 
iI ,neuure of the effectiveness of � speeific skill. 

Wild Beasts: Tra.ditional animal species lacking enchanted form or 
abilities. Thcy are capable of social organization, but Iilck 
culture. 
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• PART II· 
YOUR CHARACTER 

In a fantasy role playing game, each of the "players" 
controls the actions of his "player character," while the 
Gamemaster controls the actions of all of the other characters 
(called non-player characters). Thus. one of the main objec­
tives of a FRP game is for you to take on the persona of your 
player character. reacting to situations as your character 
would. This is the biggest difference between FRP games and 
other games such as chess or bridge. Your player character is 
not just a piece or a card. In a good FRP game you place 
yourself in your character's "role. " 

The MiJJk-tllrth Rolf Playing game deals with adventure. 
magic. action. danger, combat, treasure. heroes. villains. life. 
and death. So. by taking on the role of your characters, you 
can leavt the real world behind for a while. and enrtr a world 
where the fantastic is real and reality is limited only by your 
imagination and that of the mher players and the Gamemasttr. 

CHOOSING A CHARACTER 
In a MiJJlt-tarlh Rclt Pl<lyiltg game, you may choose a 

completely developed character to play (see Section 3.0. p. 
ZI lind Apptndix A-I. p. 1 14-145). There are sixteen such 
characters w choose from: 
I) Black Nt'imenorean Warrior (p. 1 14-115)­

Indrazor is a male warrior. a haughty, mercenary outcast 
from Umbar. 

2) Rohlr Warrior (p. 1 16-1 17) - A cool, but deeply 
passionate. female warrior. Uowyn is an aspiring shield­
maiden. 

3) Dwarf Warrior (p. 1 18-1 1 9) - BaH Redhelm is a 
pugnacious Dwarven male, a warrior from the Iron 
Hills. 

4) Sinda Elf Warrior (p. IZO-IZ1) - Camthalion is a 
calm. nature-loving Elf-warrior. 

S) Dunlending Scout (p. 12Z-123) - Beleflcca is a fiery 
and gregarious male Ounlending. He fancies himself as 
author and poet. 

6) Hobbit Scout (p. IZ4-125) - Boffo Northtook is an 
adventuresome Fallohide male who hails from the 
Northfarthing. 

7) Dwarf Scout (p. IZ6-IZ7) - Owalin is a sober and 
suspicious male who makes his home in the Blue 
Mountains. 

8) Silvan Elf Scout (p. IZ8- [Z9) - Lothiniel is a 
cheerful, fun-loving Elf-maiden from northern 
Mirkwood. 

9) DUnadan Ranger (p. 130-131) - Galadhil is a stern, 
quiet man from the frontier of Arthedain. 

10) Woodman Ranger (p. 13Z-133) -SkutiJla is a 
reserlled but perceptive male who lives at Woodmen­
rown in southern Mirkwood. 

I I)  Dorwinad:m Bard (p. 134-1 35) - A woman of 
Riavod. a port on the Sea ofRhun, Widonu is a hardy. 
wily. and friendly adventurer. 

12) Noldo Elf Bard (p. ! 36-137) - L61indir is a proud. 
creative male who makes his homt in Lorien. 

13) Silllan Elf Mage (p. 138-139)- Lamalas is a 
guarded. but fun-loving, male Avar who hails from the 
Elf-kingdom In northern Mirkwood. 

14) DUnadan Mage (p. 140-141) - Mfrwen is a serious. 
but inquisitive female who is enamored of jtwd-crafr. 

15) Half-elf Animist (p. 142-143) - E[bragol is a 
thoughtful and reserved Peredhi[ male who was raised 
by the Noldor ofForlindon. 

16) Beoming Animist (p. 144-[45) - Beralfith is a 
rugged. jovial Beijabar male who lives in [he western part 
of the Anduin Vale. 

CREATING YOUR OWN CHARACTER 
If you are a more experienced player. you may want to 

create and develop your own character rather than using one 
of the characters that have already been fully developed. If 
[his is the case. you should use the character design rules in 
Parr V. pages 78-97. You wi!! need the help of your 
Gamemaster [0 develop your character's background and 
history. 

YOUR CHARACTER 
Your character will have certain f.lcrors that define his 

attributes. capabilities. and skills. These factors detumine 
how much of a chance your character has of accomplishing 
certain actions. Many of the Ktions that your character will 
anempt during play have a chance of success and a chance of 
failure. Therefore. tven though actions are initiated by the 
Gamemaster and the players during the game. the success or 
failure of these actions is determined by the MERP rules. the 
factors that define your character and the random factor of 
a roll of the dice. The specific factors that define your MERP 
character are presented and discussed in the rest of Part 1I 
(Sections 4.0--6.0). 



�x�x�x�x� 3.0 · KEEPING TRACK OF �»X�X�X� 
YOUR CHARACTER 

In a fantasy role playing game each player must keep track 
of the fanors defining and affecting his character, while the 
Gamemasrer must keep track of the non-player characters. 

• 3.1 • THE CHARACTER 
TEMPLATES 

If you choose to play a complctely developed character, 
you should sdect one of [he sixteen Basic Characurs lisud on 
page 20. Then you should find the two-page r!xmUltr Irnlpillu 
that cOTnsponds [0 your character. The sixteen templaus aTC 
in Appendix A-I (p. 114-145). A sample template can be 
found on the next two pages (p. 22-23). All of the informa­
tion on these: tempbtes is defined and discussed in �ctions 
4.0-6.0. 

The first page of your character template provides infor­
marion that does not change during play. However, you will 
fuquclldy have to update and refer to the inform:nion on the 
second page of your character template,. It is best to enter 
information in pencil so that it can be erased and updated. 
You may copy or photocopy these templates for your own 
�. 

Unless yourGM has decided otherwise, you should record 
the following information for a l.cvc/ I (i.e .. 1st Levd) 
character on the mom' page of your character template. This 
" I  st Level" information is the 1 st column of numbers on the 
1st page of your character template. 
1) Record your current Itvd( J st) and f-xptritllu poirrlS( J 0,000) 

in the appropriate spaces in the upper right corner. 

2) In the column labded, "Levd Bonus," record all of the 
values from the first column on the first page of the 
template. 

3) For each row, add together all of the bonuses listed and 
record the total in the column labded, "Total Bonus." 
Thest': bonuses are used during play. 

Thesample template on the next twO pages has already had 
chis information filled in for a "1st level" character . 

. . .  
As your character adventures and gains experience you will 

record new "Level Bonuses" and "Spell Lists" when you 
reach a new experience level (see Section 6.0, p. 38-41). In 
�ddition, you will need to record new "Item Bonuses" and 
"Special Bonuses" as you acquire new equipment, magic 
items, and special abilities. When any of these changes occur, 
you will calculate: new "Total Bonuses." 

• 3.2 · IF YOU DEVELOP .. 
YOUR OWN CHARACTER 

If you develop your own character, you should keep track 
of your character on a Character Record Sheet. The Charac­
ter Record Sheet RS-J (p. 227) has placts for all of the 
important statistics and factors which ar", important to a 
character. Th", Gam"'mast"'r may want to use Character 
R"'cord Sh",,,,rs for c",rtain cnrcial non-player characters, but 
in general he only n",,,,ds to keep track of their levels. This 
allows him to r",f",r to the Master Charact",r Table Sf-3 (p. 
252--254) in ord",r to obtain non-play",r character bonuses 
requir",d during play. 

Pan V (p. 78-97) discusses th", Character R",cord Sh",et 
and th", different types of capabilities and bonuses that the 
players should keep track of. 

S'riJ" 
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� Cuituu/ R, .. ;,t; DUn�d.u> - Galadhil - Profusion: R:mger � LEVEL BONUS (Skill Sonu.. for Rank+SQlt+Prof(5�ion) 
uvrl I uvd 2 l...t:vd J Levd 4 Lcvd 5 Lcvd 6 Lnd 7 u,vd 8 Level 9 It;,,eI 10  

Skill/Ability Bonus "'"� "'"� "'"� "'"� "'"� "'"� Bonu. Bonns "'"� 
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000 

Movnnfilt & Maneuver. 
No Armor +15 +15 +15 +15 +15 +15 +15 +15 + 15 +15 
Soft Luth�r -30 -30 -30 -30 _30 -30 -30 -30 -30 -30 
Rigid Luthu -5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
Chain -10 -10 +0 +10 +15 +15 +15 +15 +15 +15 
PI,,[. -60 -60 -60 -60 -60 -60 -60 -60 -60 -60 

Weapon Skills: 
I-H &lgod +47 +59 +71 +83 +87 +91 +95 +99 +103 +[07 
[-H Concussion +2 +4 +6 +8 +10 +12 +14 +16 +18 +20 
2-Handcd +32 +34 +36 +38 ++0 +42 +44 +46 +48 +50 
Thrown -13 - I I  -9 -7 -5 -3 -I +1 +3 +5 
Mis..il. +17 +19 +21 +23 +30 +37 +44 +51 +58 +65 
Pole-arms +32 +34 +36 +38 +45 +52 +59 +66 +73 +80 

Grow.! Skilh; 

Climb +18 +26 +34 +42 +50 +58 +66 +74 +82 +90 
Ride +13 +21 +29 +37 +45 +53 +61 +69 +77 +85 
Swim +18 +21 +24 +27 +30 +33 +36 +39 +42 +45 
T r:u;k +18 +26 +34 +42 +50 +58 +66 +74 +82 +90 

Subterfuge Skills: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +12 +19 +26 +33 ++0 +47 +54 +61 +68 +75 
Pick Lock -25 5 5 10 10 15 15 20 20 25 
Disarm Trap +10 +10 +15 +15 +20 +20 +25 +25 +30 +30 

M�gical SkiU.: 
Rud Run. +5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
Us.lrom +10 +10 +1 0 +10 +10 +10 +10 +10 +10 + 10 
Directed Spell. -15 -15 -15 -15 -15 -15 -15 -15 -15 -15 

MisCtU:m�U5 & s.,cond:uy Skills and 8on,,�s; 
Puception +22 +29 +36 +43 +50 +57 +64 +71 +78 +85 
Body Dr"dopmont 49 55 61 67 73 79 85 91 97 103 
Power Points I 2 3 4 5 6 7 8 9 10 
Acrobatics -15 -15 -15 -15 -15 +15 +15 +15 +15 + 15 
Caving +25 +25 +25 +25 +25 +25 +30 +35 +40 +45 
Cookuy -20 -20 +10 + 10 +10 +10 +10 +10 +10 +10 
Fletching -15 -15 -15 +15 +15 +15 +15 +15 +15 +15 
Rope-Mastery -25 -25 -25 -25 +5 +5 +5 +5 +5 +5 
Sky-Watching -20 +10 +10 +10 +10 +10 +10 +10 +10 +10 

G.ili.dhil '. Tal. _ As long H I rememkr. ! h.ve ken a grim. qui., m.n. Odd To,�1 wt�,: 73 lb - wi,be .. / &l(i1""* - 35 lb 
or n.wed things interut me . •• do .ubtle .ignili. cool colon. and irrtvtrtnt Enr"",I>r�"" PtnRUy" +0: 0-100 Jb; -5: I O[ -120 Ib; -[0: 121-140 [b; 
artis"y. I "" 1'«' ,cotroin' .",j honor and d •• p pa .. iOfl. -20: 141-[60 lb 

I w" bom in Arth.dain", Bar B.ranom. in Ru.duin(W."Rood"). 1 w .. rho 
Rigid Le.ther AnnoT Leadl" H.[m (-5 to Perception) third child .nd youngu oon in ,h. !-Iou .. ofG.[bom. My father, !-I>.ldrohir. and 

my mOther. Alari.n, ,rt .. cd "'e warmly. upccially >ftermy brothn Androhir WaS Shield (+25 DB) (IS Jb) Bro.dsword (+15 OB)(3 Jb) 
killrd by White·wolve. during ,he awful winter of my fourth )"'U. When our Composite Bow (3 Ib) 2 Quivrrs (20 Arrows Each) (7 Ib) 
family was forced to .b.ndOfl OUr impoveri.hod ..... te two yun I"er. I <pent Daggrr (l lb) H.nd ..... (5 Ib) most of our days hunting. .. apping. and fi.hing with my f .. hcr. At the same time. Clothu &. Puson.1 Effects (includes boots. do.k. weapons belt) 
[ prq>ared myself for .em .. wi,h my und •. A R:lJ1gcr of ,h. North. Galad:lJ1 I.d 

Iklt Pouch (w/mon.y. Flint &. Steel) - 4 sp. 8 bp. 7 cpo 5 tp ( l Ib) a compmy tha, patrolled rne Encnmoon. 
Ew:nu ronspired to di.rupt my pl.",. rhough. whcn a b.nd of ro�ing Backpack &. Frame (holds 45 lb, weighs 3 Ib) 

Dunme" ,Icw my f.,her and kidnapped my sincr Eleni.n dunng a wann. rainy Tarp (4Ib) Bedroll (S Ib) 
night [ .. , 'ummCf. Now. I hope to .. n[. mat!ers wirn th ... vii. murdnen before 100' superior ropc (6 Ib) 5 torch�, (S Ib) 
[ m.h any p!m. for th� future. [ will find EI�n;.n, and I will rc.:ov.' Cnvogi[ Waterskin (l lb) T nil R�[ions ([ week. [4 lb) (5. "R.d .• word")' ,h. magic .word of my forefarn ... and the .)'"'bol of the 
aneionl nob[o line ofG..lborn ofth. R.d.Y'" I .m a faSt f,i.nd ofE[" .. and ,h. 
liul. HaWings • •  biuer .nemy ofWo] .... and Dun[ending', 

' colT}'  • broadsword forged long.go in Annumina • • •  gift fTOrn my uncle 
G..I.dan. " i, caned M>.ld.vegil (S. "(;o[d_.word"). :lJ1d is ,h. rompmion blade 
to CarVtgil. Thi. weapon is inlaid wirn tnilhril and has a diamond in iu pommel 

� � 
which glow. gold whcncw:t i, rom •• inlo ron",,, with a h,rmful poi""n. 

CHARACTER BACKGROUND &. HISTORY STARTING EQtnPMENT &. MONEY 



Culturc:/Racc: DUnadan 

H�;ght: 6'5" Lvi I 
Wdght: 225 !b." Unguag� R=k 

Hair/Ey�s: Bbck/Grey Adunaic 4 

Gtndu/Ag� Malt/23 Wutron S 
Realm: a.annding Quenya 2 

Demeanor: Stun Sinduin 4 

Personality: Serious, Focustd Rohimc 3 

Mot.intion: De.tIoy Evil Hobbitish 
Good SiJv�n 

Sm Value Bonus Spell Ljsu 
Strength 98 +2S I) Moving Ways 

Agility 91 +10 2) Nature's Guises 
Constitution 90 +20 3) Pnh Mastery 

Intdligence 44 +0 4) Naturc"s War 
Intuition 8S +5 5) Surface Wa'f$ 
Pr.stnc. 63 +S 6) 

Appta"'nc� 8l 7) 

-

N�w Ranks/ 
ll:vel ll:amtd 

+ 1/IOrh 

+1/7th,9th 
+ 1/6th,8th 

uvd ll:amed 
I" 

3,d 
6,h 
8,h 

Ilkh 

-

ll:vd hem 
Bon,,"" t Bonus 

�vement I\( Maneuver: 
No Annor 
Soft Luther 
Rigid Leather 
Chain 
Pbte 

Wupon Skills: 
I-H Edg�d 
I-H Concussion 
2-Handed 
Thrown 
Missile 
PoJe-arnu 

Climb 
Rid� 
Swim 
T",ck 

SubterfUge Skills: 
Ambush 
Stalk/Hide 
Pick Lock 

Magical Skills: 
Read Run� 
Usc Item 
Direct�d 

, 
Puception 
Body Development 
Power Points 
AcrobuiC$ 
Caving 

(craft skill) 

S�cial B<musn: 
E.uenct RR: 
o,:umding RR: 
Poison RR: 
Distast RR: 

+15 

Ski!!,: 
-S 

+0 
+5 
+2S 
+2S 

Dcfensive Bonus (DB): +10 +25 
B;uc Sptll OB: +0 
Em:umbr=c. 

Profe.\.5;on: 

Total 

MM 
MM 
MM 
MM 
MM 

o. 
o. 
00 
o. 
o. 
0' 

MM 
MM 
MM 
SM 

" 

SP 
SM 
SM 

SM 
SM 
o. 

SM 
" 
SP 
MM 

SM 
SM 
SM 

RR 
RR 
RR 
RR 
O. 
O. 
SP 
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Part II 

Section 
4.0 I 

�»ml 4.0 . YOUR CHARACTER'S ROLE �X1}X� 
There arc certain factors, called Role Trails, which arc not PEasoNAUTY TR.AlT LIsT 

fonnalized in the MiJdh-tllr,b Rille Playing system but which Sullen, Morose, 
still affect the rou of your character. This section details the Somber, Serious ........................... Lighthearted, Cheerful, J01OU5 
three Role Traits used in MERP: MercifUl, 
• Personality CompOlS5ionat(', Kind ............. Unc�ring. Mean, Ruthless, Cruel 

• Motivation Austere, Sober, Restrained. 
• Alignment 

Each of these Role Traits represents a facet of your 
characrer's individual nature and temperament. These fac­
tors bring your character to life in the terms of the game, and 
they make your character seem mOfe realistic to you, the other 
players. and the Gamemaster. 

PERSONALITY 
You may decide to inject your own personality into your 

ch;lTlctef. which is very acceptable and enjoyable. However, 
sometimes it is exciting, stimulating. and rewarding [0 em­
body your character with a personality other than your 
own---after all, this is Fa"lary Role Playing. Vlhatever you 
decide to do, it is important to carefully consider your 
characrer's personality. 

The list below presents a number of Personality Role 
Traits. These traits arc provided as examples [0 help yot! 
develop a personality for your character. You do not have to 
specifically pick a trait from each entry. In fact. its better to 
jusr choose a few-if your character doesn't have certain 
traits speCified. he is just normal with respect to those traits. 

If you are using a character template, you may want to add 
additional Personality Role Traits (0 those provided. And. 
remember, you may change your character's traits as he 
adventures and develops. 

Each entry presents one extreme trait on the left and its 
opposite el(treme traiton the right. In between arc a spectrum 
of interim traits. 

Example: Calilahil is IhI (harMI" Jr.sm·beJ on tM Character 
Ttmplillt 011 pagu 22-23. His Pmonalily Rok TrailS art: 
srnows and fXWftJ. This means thai Calildhil if gtllffally miJJk­
o/-IM-roaa with rtlput 10 Iht alhtr pmonality traits. 

Gaiadhi!'s plilyer may also duiae that Gaiadhil will be Prewa, 
Sfwbborn, and Piows. If so, be """wid mord lhaft traits in tM NoftI 
urljOtl 0/ his chararter /rmpiale. 

T empcrate, Moderate ............................. Unrestrain .. d. Indulgent 

Martyr. Over-protective. 
Protecti" .. """""""""""""""", .. Intimidating. Overbearing. Bully 

Radical. Libel":l.l, 
O!""n-mind .. d ............ " ..... Orthodo�. Conservative. Re�ctionary 

Loving.. Friendly. 
Amicable .. """""" .... ,, ........... QualTdSOllle. Hostile, Antagonistic 

Prudent, Patient, 
Cautious ........ "".,.,.,.,,,,, ..... Impatient. Impulsive, Rl"cklcs.'i, Rash 

E�trovert. Out-going. 
Talkative ... .. ......................... Reserved. Shy, Timid. Introvert 

Meek. S..Jf-..£facing, Modest, 
Humble """", .. "Proud. Conceited. Cocky, Pompous. Arrogant 

u,thargic. Lazy. Idle. Easy Going, 
Laid Back . .  ,,""""" Vibrant. Energetic. Enterprising. Ambitious 

Deferential, Respectful. 
Courteous. Polite. Civil .... Impolite, Rude. Impudent, Insolent 

Docile. Pliabl .. , Amenable. Coo!""rative .... ""Stubbom. Obstinate 

Confident. Sanguine. &cure ...... Nervous. Apprehensive.Daunted 

Pacific. Nonviolent. Peac�ful ... Pugnacious. Ikl!igeum. Bellicose 

Charitable, Forgiving ....................... " .............. Vindictive. Vengeful 

Benevolent, Gtnerous, Giving ..... " ........... &lfish. Miserly. Greedy 

Honest. Direct, Trustworthy ............ Shifty. Deceitful. Dishoncst 

Honorable. High-principled ........... "" ................ "",, ... Dishonorable 

Loyal. Faithful, Re!i�ble .... .. ........ Treachcrou5. Disloyal 

Lawful. Just. Upright " ......... ............... Arbitrary. Clmotic, Corrupt 

Moral, Ethic�l. Principled ... """",, .. ..................... Amoral, Immoral 

Pious, Devout. Religious .. " ..................... "",, ....... \Vorldly. lmpious 

Qui�otic. ldnlistic ....... " .. "",, ............ Practical. Pragmatic, Cynical 
Gullible. Trusting ........................... Skeptic�l. Suspiciolls, Pdranoid 

Curious, Inquisitive .......................... ........... "Apathetic. Incurious 

Focused. Act .. ntivc ..................... . """""Distncted. Absent-minded 

Cominent. Chaste ................. .......... Lustful. Licentious, u,cherous 

Quiet. Rcscrved .... , ........................... Flamboyant. Boisterous. Loud 

Valorous. Brave, Bold, Audacious ........ Timid, Cowardly. Cf,lven 

Passive, Detached. Calm ....... """Forceful. Enthusiastic. Excitable 

Calm. Even-tcm!""red .............. .... "Quick-Tempered, Hot-headed 

Stoic, Impassive, Stolid . ..................... """Responsive. Complainer 

Sociable. Gregarious .... " ...................... Nonsoci�l, Antisocial, Cold 

Optimistic, Upbeat ...... Uncertain, Cynical, Fatalistic, Pessimistic 

Creative. Invcntive. Original ...................... Conformist. Uncreative 

T oler�nt, Open-minded " ... ........ Snobbish, Pujudiced, Intolerant 

Disordcred, Messy ... "."" .... "", .......... Orderly. Perfectionist 

T oleram. Understanding .... ............... Envious. Possessive. Jealous 

De!,,"ndent, Clinging """'"...... .. ............ &If-rdiant. Independent 



MOTIVATION 
Anoth�r (juestion that you should answer about your 

char.l.cter is: What is his motivation? What arc his objectives 
in thegamd It may be [0 adventure and have a good rime. It 
may be to amass as much gold. wealth, and magic items as 
possible (like Fram the Dragon-slayer). It may be to kill and 
fight. It might he to defeat the evil minions of Sauron and 
make the world sa(r for [he Free Peoples. Whatever your 
chartlCfcr'S motivation, it really helps to flesh him our. 

The list below presents a number of Motivation Role 
Traits. These traits arc provided as examples to hdp your 
develop a motivation for your characrer. Many of the moti­
yations listed below require you and your GM to decide 
together [he motivation of your ChlraC[Cr. You may know 
that your chamctcr wants to destroy the ene'my clan that 
killed his family in a raid. However, the GM would have to 
d�cid� which clan in his world mad!:' the raid. 

Example; CaLdbil (Ut paga 22-23) bas ant primary 
moliVIIliOll in lift: 10 Jalroy "Evil" wbt-m'tT be firlils il. 

MOTrvATION TRAJT LIST 

Dntroy: "'I� s,."ro"iI: form, 1'><1, .. ,,/ nu,. ro""lry,l"ilJ, popwJ..II·Oll 
'mltr, I"J;..,;J .. "t ,It. 

Hut 81: \Vork Against: tw,� s.. .. ro,," fo,w, 1'><1, .... / 'lin, /'Ooen,,),, 
l'<rIJ, popotJ..,ion Uflltr. ,'IIJ""'J",,I, tit. 

Halt: "'II, s,. .. rollil: f"rm, , .. 11",,/ r"", I'OHII"J, 1",'11, popt'''''WII (tn'"" 
inJivIJ .... I, trt. 

Dislikt: twIt s,. .. ro"lt jorm. lIOl, .. " / ,aft, toWlllry,l"ilJ, pop .. "'llo" 
tmltr. i"JMJIUI� tIt. 

Revenge againn: ,·"Jiv'·J .... I,fa"'lly, t"'", ( .. It .... / "'u, po!"'''',io" rmln', 
1',,1J, tIr. 

Presen'e: inJr'vlJ .... I,ja",,'ly, ,'''", .... '", ,,",,,Iry, 1'><1, ..... / 'Mr, p"1"''''lion 
(mltr, l",/J, trr. 

P,OIt'C1: i"JiviJ""I,jam,'Iy, ,/.III, rwlrr, totIlllry, 1'><i.J ..... / nur, popw14lioll 
(mltr, l"i/J. NIb! "",,,k," tIr. 

Sfrve: inJlvr'J .. "I,j"",iiy, ,/.In, ",Irr, I'OHII'ry, (,,11,,"'/ '''tt, popw!"lion 
tmltr,l"ilJ, rlt. 

Promote: pt->Lr,j.uJorn, jtcJliI:" "Iigioll. lI.rwaL·IJ, _.,jm m'rrpriH, ,t.'. 

Rebuild/Restart: l",M, /"'1"'/"lion Unltr, ttll,ticll, '''en, Jy"rUty, tit. 

Fanatic about.: spr,,,Ji"l 'rlizion,jrrtMm, (/tall/,11m, /.I", & �'". (Ir. 

Compulsive about; spmoJi"l !'tlftfoll,jmJa,", tir,enliNn, /"", & ",J", 
'" 

Fur of (phobia): btigbl1, ",.klS, wal .... , ,t.'. 

Acquire xu for yyy: "xxx";, "",,,lIlt, 1"""", howlrJgt, mstgi' 'I""', 
rtt. m" iJ" ",Irr, 'o'entry, nIlt .. ,,/ ,,,ft,l"i/J, "Lt,',,", d,,", popw/.llioll 
tmltr, tit. 

Acquire Personal: 1"""", *lIo",lrJg<, "'''lit ,'tIlI', pItruOcrr,jSIIIV, .t.'. 

Acquire and Maintain Per5(lnal Honor 

Adventure, Thrills, Excitement 

Sclf-ctntered, gentral sclf-intereJi 

Hfroism 

"Make tht World a Buter Place" 

ALIGNMENT 
You should detennine whether or not your characur is 

arrayed with a cause or a group with common goals. These 
ar!:' your character's Alignment Role Traits. The easiest 
decision is: is your character good, evil, or neutral? In Middl!:'­
earth tenns the evil forces are usually (but not always) 
dominated by Sauron and are out [0 destroy the good forces 
(who are either passive or actively opposing Sauron). 

There are also many alignment (mits based on morals and 
philosophy: 
• Does your character strongly believe that the end justifies 

the means (Machiavellianism)? Saruman did, and he was 
finally corrupted. 

• Does he respect rigid laws? The Elves do not; some evil 
beings do. 

• Is he a hedonist? Good or evil, his prime concern would be 
[0 enjoy himself. 

All of these are inreresting examples; there are other traits 
that can add dimension and complexity to your character. 

The list below presents a number of Alignment Role 
Traits. Each entry presents a trait on the left and its opposing 
trait on the right. These traits ar!:' provided as examples to 
help your develop a alignment for your character. You do not 
have to specifically pick a trait from each entry. In fact, its 
better [0 JUSt choose one trait-if your chancter doesn't have 
c!:'rcain traits specified. he is just "Neutral" with respect to 
those traits. 

Example: CatJJhil's (P!gt's 22-23) Alig,ml(nt R,,� Trllil is: 
Good. nis nl(anslbal CaIilJbil is NtH/ral witb wpm 10 IbeOI�" 
"Iignntnll trrlils. CaIilJbi/ (OHM balle mort /ban 0'1( Alignntnll Ro� 
I,dil; be (O,,/J b..wa CooJ &-LAWI/ Gowmfll(lIll1iigllrrrtlll, i.t., 
"agllinsl Evil llllJ /01' o'gllniztJ sO(i(lY." 

AUGNMENT TRAJT UST 
Good .......................... Ncutral ............................................... � ........ Evil 

La"'s/Go�mment .. Neutral ................................................. Anarchy 

Government .............. Neutral ..... Rebl:'ls/Opposing Government" 

Laws/Principles ....... Ncutral ......... Opponunism. "The btJ fUJlffin 
Ibt !>INns" (Machiavellianism) 

Religion ..................... Neutral ................................................. Athcism 

Religion ........... � ........ Ncutr;ll ........................... Opposing Rcligiont 

F,""e EnterpriM ......... Neutnl ............ Cartds/Guilds/Monopoliu 

F� Enterpri5<' ......... Ncutl1ll ............................................... Socialism 
Asceticism ................. Ncutral ............................................. Htdonism 

Altruism ..................... Ncutral .................................................. Egoism 
Spiritual ..................... Neutral ..................... " .,., ................. Materialist 

Metaphorical ............ Neutral .................................................... Liteul 

• _ Thi' �pplit. to �ny twO ruling groups tim oppott on� othtr. The 
groups un tontrol different tount.;",. r.tr •. dty_sut",. eLC� or. they un 
be rival groups within the um< pol;ric�1 or geographiul entity (e.g .. 
re�lIion, tivil w�r. ctt.) For Ex�mpl •. the Golldori�n Kin-"rifc in 
Middlc ... �nh. Fnnce vi. England in Iht IQO.ytus War. York vs. 
wne:>"" in the \V.r of Ihe Ro.cs. Norlh vs. Soulh in Ih. Wu or 
Northern AggrcJJioll. tIC. 

t - This �pplics to any twO rcligioJU llul oppose Olle allother. This 
opposition Can h."" a polit;cal Or dogmatic bam. Eg., Quini.n> vs, 
Mo.ltm •. Catholic .... Gr«k Orthodox, Catholic vs. Protestant, etc. 

S!:'ccion 
4.0 
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1@[4l>X4l>X� 5.0 . THE FACTORS DEFINING 1@[4l>::D:mI 
YOUR CHARACTER 

In a MiJJu-ellrlb Role Playing game each participant except 
for the Gamemaster (GM) is a "player" and assumes the 
persona of one of the individual characters; these characters 
are the playtr characters (PCS). AI! of the other characters are 
controlled (i.e., role played or dramatized) by the Gamemaster 
and 3TC called non-player characters (NPCs). There aTt: a 
variety of factors that control what each player is capable of 
in a fantasy roJe playing environmenr( e.g., mental attributes. 
physical attribuus, background, physical appearance, skills, 
bonuses, etc.). How each of these factors is handled IS 
described and discussed in this section. 

The basic factors defining your character are: 
• Role Traits ....................................... (Section 4.0, p. 24-25) 
• Mental & Physical Statistics ................ (Section 5. J, p. 27) 
• Culmre & Race ................................ (Section 5.2, p. 28-29) 
• Profession ................................................ (Section 5.3, p. 30) 
• Skills ................................................... (Se([ion 5.4, p. 31-35) 
• Experience Points ....... (Se([ions 5.5 & 6.0, p. 35, 38-41) 
• Level .............................. (Sections 5.5 & 6.0, p. 35, 38-41) 
• Magical Abilities .................................... (Section 5.6, p. 36) 
• Equipment & Money ..................... (Section 5.7, p. 36-37) 

- . -

MERP is a role playing system designed t.o handle (simu­
late) characters between 1st levd and 10th level. It makes 
certain restrictions and simplifications that are intended to 
make learning fantasy role playing quicker and easier. People 
who master the entire system and want more detail. realism, 
and higher levd characters should consider ICE's modular­
ized Rolnnasttr systems. Amls Llw & Clilw uw details non­
spell combat, with expanded critical tables, expanded armor 
types, martial arts, and individual weapon attack tables. Spell 
Llw derails and expands spell lists and spell casting. It 
contains J 12 spell lists, over 2Cl<Xl spells, spells up to 50th 
level, 1 5  !)'Pes of spdl users, and evil spell lists. C/,ara{/tT Llw 
presents an expanded character devdopment system, with 19 
professions and a more detailed treatment of stars and other 
factors affecting a character. 

LOR Note: A LOR character is defined by 12 physical/ 
mental capabilities and skills called stats. A MERP 
character is defined by six physical/mental capabilities 
called stats, douns of skilIs, and a number of other special 
factors ( culmre/ race, profession, experience leve.!, power 
points, etc.). These factors are discussed in detail in the 
rest of this section. 

BT-I - STAT BONUSES TABLE 

Pow .. r 
5 ... , Bonus Points • 

102+ +35 4 
101 +30 3 
100 +25 3 

98-99 +20 2 
95-97 +15 2 
90-94 +10 
75-89 +5 I 

25�74 0 0 
o�IO-2�. -� .. 0 

5-9 ·10 0 
3-4 -IS 0 

2 
%/ 0. - -10 0 

I -25 0 
• - Pow.-r points ar .. r.-quired for casting spells (5« �ction 

8.4, p. 54). The number (based upon Intelligenc.:- or 
Intuition) given �bovc is multipli«l by the ch�ractn's 
I .. vd to obtain th.:- character's power point total. 

BT-2 - STAT BONUS EFFECT TABLE 

Appucabl .. 
Skill or Ability Sw 

Movem .. nt ;I.nd Man .. uv.-r: 
No Annor. Soft Leath.:-r, Rigid uather .. .................. AG 
Chain, Plate ................... ..................... .............................. ST 

Md .. e DB ............................. ............................... ................. ... ST 
Missile and Thrown OB .................. ................. .................. AG 
Climb ................................................ . ....................... AG 

........................ ................................... IT Ride ..... 
Swim ............................................................... ..... ..................... AG 
Track ............................................... ............... . .. .................. ..... IG 
Ambush ............................ ...................................................... none 
Stalk/Hide .................................... .................. ....................... PR 
Pick Lock .... ........................ ................... IG 
Disann T",p ..................... .... ......................... .......................... IT 
R .. ad Rune ....................... .................... .................... ............... IG 
Use Item ..................................................................................... IT 
Directed Sp<'lIs ................. ......................... ............................. AG 
Perception ............................................................... ................... JT 
Body Development ..................................................... ........... CO 
D .. fensive Bonus ................................. .................................... AG 
Essence Rcsist�nce Roll .................. . ....................... 1G 
Channeling R .. sistanc .. Roll ......................... .......................... IT 
Poison Resistance Roll ....... ............................ ..................... CO 
Distase R .. sistanc .. Roll .................... ................................... CO 



5.1 • MENTAL AND 
PHYSICAL STATISTICS 

The: bast I1lcnrni and physical attributcs of a character are 
rq>resenred by six statistics called stars: 

Stat Abbreviation 

Strength .............................................. ST 
Agility ................................................ AG 
Constitution ..................................... CO 
Intelligence .......................................... IG 
Intuition .............................................. JT 
Presence .............................................. PR 

Each character has a numerical v:I]uc on a scale of 1 to 100 
for each of his stat'S. The value: of a stat indicates how it rates 
rebrive to the same stat of other characters. The lower the 
valucof anar, the weaker it is rdative to the same stat of other 
characfer�. Rdativdy high S[�ts give bonuses which apply to 
attempts to accomplish certain activities and actions. 

THE STATS 
Stungrh CST): Nor brute musculature. but the ;!.biliry to use 
rOUT muscles to your greatest advantage. This stat affects a 
(haraaer's c;!.pabilities in melet" comb;!.t, carrying loads, and 
other activities requiring strength. 

Agi liry (AG): Manual dexterity, litheness, quickness, n:ac+ 
tion time, and speed arc all reflected by this staL This stat 
affects a charaCler's capabilities in defense. missile combat, 
movement, and other maneuvers. 

Constitution (CO): TIll': general health and well-being of the 
character. This stat affects a character·s capabilirit"s ro resist 
disease, poison, and other hardships. as well as rhe effects of 
pain, shock, and bleeding (i.e., concussion hits)' 

Intdligence (IG): The reasoning, memory. and common 
�ense of a character. This stat affects a character's capabilities 
in activities that require thought or insight; for example, 
learning spell lists, learning lallgllages, reading runes. etc. 

Intuition (IT): The rela! ionship of the character to the all­
pervading force in naWre (the Ainulindale, the Song which 
created and sillped Arda) and things supernatural. including 
such phenomenon as wisdom, luck, genius, and rhe favor of 
the Valar. This stat affects the character's capacity to cast 
�pdls, use m�gic items. perceive things (e.g., naps). and 
ptrfonll a variety of other activities. 

Prest:llce (PR): A character's self-discipline. courage. bear­
ing. self esteem. charisma. and sdf+discipline. This stat 
affects the character's appearance, his ability to affect and 
control o[hercharac(eT$, his sdf+control in critical situations, 
�nd his ability ro draw upon his inner reservcs. 

LOR Note: The LOR Strength stat is equivalent to the 
MERP stars of Strength �nd Constitution. The LOR 
Agility st:lt is equiv:llenr to the lIfERPs[ar of Agility. The 
LOR Intelligence star is equivalent to the MERP stars of 
Intdligcnce, Inwilion, and Presence. 

STAT BONUSES 
Cerrain bonuses and penalties Illay apply [0 a character's 

skills and activities ifhis srau are high enough or low enough. 

These Hat bonuses are given in Table BT-I, and may be 
altered by modifications due to the character's race given i n  
Table BT-J. Only onc Stat bonus applies to each skill or 
ability. The correspondence between stats and related skills 
3rc given in Table BT·2. 

Note: Pi.lYcrl using ,be ,harM'" 'tmpla'ts shcl4ld (gnort ,bm 
,ables, ,/itir modifiwions b.lve J1ITfJ1dy ban inrilldtd in /be bonl4stS 
011 the (&/rafllr umplaltJ. 

Example: D'il of Ollr sample rkraat,s, Mmdl4r, ks a gnal 
(ons/ilillion, is II'''), IIgilt, lI'1d is very SIrong. Ho-.wver wbilt his 
Prmnfl is good, his lnulligfna and Ill/uilien an below averagt. 
His JlalS and bonllsts (from Tllblt BT.I)for MERP an: 

SIrtnglh ........... 100 . ........ nemlai bonus is . ... +25 
Agilily ................ 9.5 ... ...... nomlal bolll1S is ..... + 15 
Comlillllion ...... 91 ... .. Ilomlai bol1l1s is ..... + 10 
In/IIlW"(t .. ...... 42 .......... n(1nl1al bonlls is .... +0 
In/llilien ............ 23 .......... Ilomwl bonlls is . ... -5 
Pnsmfl ............. 84 .......... nemlai bonus is ........ +5 

Mmdur will bt good 11/ f�/ing alld skills illvo/ving pbysital 
mal/ITS (tl., Movtmtnl, BoJy D,\"lcp1lltnl, Climbillg, cU), Iml 
be will be ItJJ tempelm/ will, shlls inveilling Tlllnlal pniwtJJ (e.g., 
Rlilding RI411ts, TrMking.. Spell Caslililo tlr). 

n, HoJ,J,i,s 
/W"lll buik 
• sl."Ji"l " .. "t 

Section 
5.1 
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o S.2 · CULTURE AND RACE 0 
Each AfERPcharactcr has aspccific Middle-tanh culture/ 

race. The character templat" alre;l.dy take [his into account 
for all of the prc-calculated bonuses. For a player developing 
his own char:actcr, the choice: of culture/race arrecu his 
character's bonuses for skills, his development during his 
adolescence. his special abilirics, his appearance, and cenain 
other factors. 

LOR Note: Each LOR character has a culture/race, but 
it is automatinlly rdlr:cted in the "Srat" values on [he 
LOR characur records. 

MIDDLE-EARTH CULTURE/RACES 
There arc a variety of culture/races that may be used by 

Gamcmasters and players within the MERP rules. Note thal 
the "Man" race is actually a general classification that 
includes many culture/nces (�.g., M�n indud� Haradrim, 
Ounl�ndings. Beornings. �tc). For MERP purpos�s. �ach 
"Mannish" charaC[�r must be from on� of th� Mannish 
culture/races. 

Other culture/races may be invented Of used. but the 
Gamemastef muS[ decide their traits and cap3biliries. Appc-:n­
dix A-2 (p. 146-179) provides detailed descriptions of each 
of rh"e races. 

Non-Mannish Cuilufe/RacH: 
Half....,lvH Dw��s 
Noldo Elves Uml; 
Sinda EIVd Common Orcs 
Silvan Elves 
Hobbiu 

Uruk-hai 
Half-orcs 

Mannish Culture/Races: 
Bwrnings DUnedain 
Black Numenorc:ans wtrrlings 
Corsairs Eriadoraru 
Dorwinrim 
Dunlendings 

Gondoriaru 
Haradrim 

Wild Trolls 
Olog-hai 
Half-trolls 

Lossoth 
Rohirrim 
Variags 
Woodmen 
Woses 

STAT AND SPECIAL BONUSES 
C�n:ain characters receive spc-:cial racial modifications to 

rheirstat bonuses and Resist:mce Rolls. These modifications 
are given in Table BT -3; there is a row for each non-mannish 
culture/race. a row for Olmedain. and a row for all non­
Dlmedain mannish culture/races. 

Note: Playas using ,bt c"'mlllcr IlIlIplilllJ should igltorl' ,bis tDb&. 
lIS moJijicDlions /,ave �lrtDJy btm ;nrluJ,J in tlx bomms on IIx 
cba,/Illn" Innplillu. 

BACKGROUND OPTIONS 
Each character has special capabilities bas�d upon his 

"background options." Appendix A-2 (p. 146-179) pro­
vides details on the specific background options available for 
each culture/race, but most of those options fall inra one of 
the following categories: 
Speci;r.l Abilities: l1'ese are ceTtai n �xtraordi nary capabilities 

that the charactu poSSeSSes. In many Ca5es these capabili­
ties distinguish the player character from the general 
populace and are part of the reason that he has chosen to 
adventure rather than stay home on the farm. 

Spc-:cial Itctns: These are magic or unusual items that the 
character has had handed down to him or which fate has 
placed in his possession. 

Money: This is {he extra amount of money that the character 
stans with. 

Hobby Skill Ranks: These are developed ski!! ranks that are 
not necessarily related to the character's race or profession. 

Sta.t Incre;r.scs: This option indicates �nhanced stats. 
La.ngua.ges: This option a!!ows a character to know CXfU 

langua.ges. 

Note: PIilJ"S lUing fix (barD!ltr Innplallf sboulJ �nOf{ ba(�­
gtoNnJ oplions, Slltb op,ions baw IIlrtllJy brcn fD�m into IIffOltltl 
in tlx injCtrmlllion on tlx (barDlI" fnnplatlJ. 

DETERMINATION OF 
BACKGROUND DETAILS 

Each character template has a section of text describing its 
character's background and history. Th� GM should develop 
a similar background (or each player that creates his own 
character (Scctions 22.0 and 25.0. p. 84-87, 92). This is up 
to the Gamemaster, although the player charaner concerned 
may have some input. The amountof detail thatg�s into this 
depends upon the amount of effort that the Gamemaster is 
able and willing to put into it. 



BT-3 - SPECIAL RACIAL MODIFICATIONS TABLE 

Stat Bonus Modifications 
ST AG CO IG IT 

Hobbit -20 +15 + 1 5  0 -5 
Urn!; +5 0 +10 0 -5 
Dwarf +5 -5 + 1 5  0 -5 
WoSte 0 0 +5 0 0 
M," +5 0 0 0 0 
OUrudm +5 0 +10 0 0 
�!f�lf +5 +5 +5 0 0 
Stlvan Elf 0 +10 0 0 +5 
Sinda Elf 0 +10 +5 0 +5 
No!do Elf 0 + 1 5  +10 +5 +5 

Half-orc +5 0 +5 0 0 
0" +5 -5 +15 -10 -10 
Un,k-hal +10 0 +20 0 -5 
Half-troll +10 -5 +10 -5 -5 
Troll + 1 5  -10 + 1 5  - 1 5  - 1 5  
0""-",, +20 -5 + 1 5  -5 -10 

Sf = Strength; AG = Agility: CO = Conslilulion; 

PHYSICAL APPEARANCE 
In addition co ea(h (hara(uT's sCats (which affect his 

C1p�bilicies during play) it is desirable to have some measure 
of the char:lcrer's appearance. In this section, suggestions (or 
actcnnining factors affecting a ch:llOlcter are given (i.e., 
aancanor, hair color. eye color, height, weight, etc.). Limiu­
ciol15 and guidelines for these f.1CtOrs are given for each race 
in Appendix A-2 (p. 146-I 79). 

Note: TbiJ irrjomUlfion bas afffllJy b gmnaltJ for playas 
MJing fbt cb.lmtltr Innplalts. 

General Appearance: Appearance (AP) is a v;!.lm� (1-100) 
which gives a general idea of the ch:lracter's exterior look 
(c.g., an 0 I or 02 appearance indicates a really ugly person, 
while a 99 or 100 would indicate a very handsome 
character). This is a subjective rating. and the Gamemaster 
should treat it as a general guideline during play. 

VhYlical Appe.llnIlce Factors: Factors like height. weight, 
hair color, eye color. gender, age. and so on should be 
dctennined by the GM and players. Theyshould be limited 
by the ranges given in the descriptions in Appendix A-2. 

Deme.tnor. This is an indicator of the gener.tl attitude that 
the character seems ro present to the world. This is up to 
the character and Gamemaster. but typic;!.l demeanors 
might include calm, reserved, :lngry, sly, greedy, silly, 
stubborn, stupid, rude. etc. 

LANGUAGES 
A variety of languages are spoken in Middle-earth. The 

languages that a character knows at the beginning of a game 
is given in the culture/race descriptions in Appendix A-2 (p. 
146-1 79) :lnd is summarized in Table ST-t (p. 249). 
Characters may learn other ianguagu as they adventure. 

Note: This irrjormillion b.lJ afrrllJy btrn gtnlTaftJ for playm 
Illing Ibt ,hamel" Itmpla/ts. 

Resistance Roll Modifi(atiottJ 

PR Essen(e Channding Poison Disease 

-5 +50 +20 +30 + 1 5  
-5 +20 0 +5 +5 
-5 +40 0 +10 +10 

-5 +20 0 0 0 
0 0 0 0 0 

+5 0 0 +5 +5 _ 
+5 0 0 +5 +50 
+5 0 0 +10 +100 

+10 0 0 +10 +100 
+15 0 0 +10 +100 
-5 0 0 +10 0 -10 0 0 +20 +5 

-10 0 0 +20 +5 
-5 0 0 +15 +5 

-10 0 0 +30 +10 
-10 0 0 +20 + 1 0  

IG = InldliVn«: IT = Inluilion; PR = P"""'n« 

CULTURAL /RACIAL INTERACTION 
Certain races or cultures have a cenain inherent bias 

(hostility or friendliness) towards ocher r:lces or cultures. 
The racial descriptions given in Appendix A-2 (p. 146-I 79) 
summarize these attitudes. 

Enmple: MmJur is Q DUIlIIlJan. HI is 6'.5" fall anJ '-'Xli» 
22.5 fb. Ht &u brown bairanJ bluttytS, anJ � b.lugh/yJmltanOf". 
His sIal bonwstJ for mct art." 

Sltmglb ................. 100 nomUll bonl<J is +2.5, 
ract bonl<J is +.5. lolat is +30 

Agilily ......... ......... 9.5 nonnal bonws is + 1.5, 
rlltl bonus is +0, 101111 is + f.5 

Conslilufion .......... 91 nonllill bonws is + 1 0, 
rlUt bonus iJ + 1 0, lo/al is +20 

lnu/ligtnfl ........... . '12 /lOnnal bonus is +0, 
ratt bonl<J is +0, foflll is +0 

Inlui/ion ................ 23 /lOnnal bonws iJ -.5, 
fatt bonl<J is +0, tolal is -.5 

PrtJinft ....... ......... 8'1 IIOmUlI bonus is +.5. 
mct bonl<J is +.5, 101ilf is + 1 0 

Ht also§ls II +.5 bonws on poison anJ Jistast RtJis/IlJUt Rolls. 
Ht rolls a 34 for Appcaranu anJ aUs his + 1 0 Pmtll{t bollus 
10 oblain an Apptll'�lItt of '14 (be is 110/ good. looking, bul fit iJ 
imprusiw). Ht is jlUtnl in WtslfOn, AJwnai(, anJ SinJarin. Ht 
t0pilLl Gmairs anJ Bfad NummOrtans. DunlmJingt. HllfIIJrim, 
Wargs, anJ Orcs 11ft lfit IraJiliolllff tnnniu oj his ptoplt. 
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5.3 · PROFESSIONS 

Each character must have a profession. A character's 
profession rencers the fact that his early training and appren­
ticeship have molded his thought patterns, thereby affecting 
his ability to develop cemin skills and capabilitit'S, 

Note: A pi.3ytr IIling 1M riJa,,"(fcr tmrplata IIlrr",Jy bas II 
projmicn Jor hi, ri>arllcter. In IlJJrtion, all oj Ins ,I:wra(/ff', skifb 
haw IlfrtllJy b drwloptJ for txptritntt lewis I 10 10. 

A profession docs not prohibit the development of skills, 
it merdy makes some skills harder and others easier (0 
devdop. Any char;lcter can develop any skill under this 
system. Descriptions of the six professions foJlow-su 
Section 21.0 (p. 82-83) for mon: details about these profes­
sions. Appendix A-6.1 (p. 214-217). prtsenu some optional 
professions that can be used by uperienced role players. 

WARRIOR (Flclnn) 
A Warrior is a charaCter trained in the arts of combat and 

fighting. His primary areas of devc:lopmenr are weapon skills, 
maneuvering in armor, ;lOd body devc:lopment. 1t is difficult 
for a \Varnor to learn to use subterfuge, spells, magic items, 
and languages. He has linle interut in or aptitude for such 
pursuits. 

SCOUT (TillE') 
A Scour is a character trained in maneuvering, observation, 

ambush, and combat (lO a limited CJ{tent). His primary areas 
of d('vc:lopmenr are subtc:rfuge and g!.':neral skills, and he can 
aIso develop skills with weapons and armor. Howev!.':r, it is 
difficult for him [0 learn lO u� spells or magic items. In 
certain societies and circumstances, a Scout mak!.':s an eKcc:l­
lent thief or assassin. 

RANGER (TMe .... ) 
A Ranger is a charaCter trained in outdoor skills and 

combat. His primary area of devc:lopm('nt is general skills, 
but he can d('vc:lop n:spectable fighting skills and can l!.':arn his 
own Ranger spells and open Channding spells. 

BARD (JACK-oF-AlJ.-TlADB) 
A Bard is a charaCt('r with some training in almost all of the 

categoriu of skills. His only primary area of devc:lopmenr is 
languages. but he can learn his own Bard spell lists and open 
Essence spcll lists and he can develop to a limited degree. 
weapon skills and maneuvering skills. 

MAGE (M'<C1CIAN) 
A Mage is a charaCter trained in the casting of spells which 

draw their power from the Essence. the power that exists in 
everyone and everything. His primary areas of devc:lopment 
are magical skills and learning spell lists. It is very difficult for 
a Mage to learn to use weapons and armor. The Mage rc:li!.':! 
on his spells rather than arms or normal maneuvers. A Mage 
may not WC'lr any annor, helm. or greaves when castingspells. 
This :lppliu to all characters casting spc:lIs of the Essence 
(Section 15.1. p. 70). 

ANIMIST (C/.",c) 
An Animist is a character trained in the casting of spells 

which draw their power frol11 the Valar through Channc:ling. 
His primary arC'lS of devc:lopmcnt are learning spells. but he 
is c:.p:.ble of devc:lopment in any of the categories of skills. 
He may not we:.l.r any met:.l armor. metal hc:lm. or metal 
grtaVU while casting spells. This applies to all charactc:rs 
casting spells of Channc:ling (Section 15.2. p. 70). 

LOR Note: Each LOR character has a profession which 
is :.utomatically fenec[ed in the "Stat" values on the LOR 
character r!.':cords. 

. ' 

.. 



II S.4 · SKILLS 0 
As a character advances in levels he develops and trains in 

(main abilities called skills. His capability in each skill 
affects his chances of accomplishing certain actions and 
Jctivities (c.g., fighting, maneuvering. spell casting, C[(;.). As 
he develops and improves a skill his "skill rank" with that 
skill will increase, indicating a corresponding increase in his 
abilities and bonuses with that skill. 

LOR Note; MERP skills aTe equivalent to the LOR scats 
ofMe!ee OB, Missile OB, General, Subu:rfuge, Magical. 
Perception. Endurance, and Spells known. 

Corusponding 
LOR Slat MERP $t:l.U, Skills, & Bonu5u 
Strmgth .................... Str(ngth & Constitution Scats 
Agility ....................... Agility Stat 
Intelligence ............... Intdligence, Intuition. & Pr���nce Stars 
Movement ............... Mov�m�nt & Maneuver Skills Category 
Defense .................... Defensive Bonus 
Md�e OB ........... ..... \V�apon Skills Category 
Mis�iJe OB ... ........... Weapon Skills Category 
General ....... ..... ....... General Skills Cat�gory 
Suburfuge ................ Subterfuge Skills Category 
Magical ..................... Magical Skills Category 
Perception ....... ......... Perception Skill 
Endurmcc ................ Body Development Skill 
Spells u-amed ......... Spell Lists Learned 

BT -4 - SKILL RANK BONUS TABLE 

SKILL RANK BONUS 
Skill Normal Only for Only for Body 
Rank Skills · Ambush · Development t 

0 -25 -25 roll 1-10 
[ +5 +[ roU 1-10 
2 +[0 +2 roll l-IO 
J +IS +3 roll 1-10 

4 +20 +4 roli l -IQ 
5 +25 +5 rol1J-1O 
6 +30 +6 roll 1-10 
7 +35 +7 roU 1-10 
8 +40 +8 roll 1-10 
9 +45 +9 roJ! I-TO 
10 +;0 +10 roll l-W 
1I +52 +1I " .=. 

toll l-lO 
12 +54 +12 roll 1-10 
[J +56 +13 roll 1-10 
14 +58 +14 roll !;I� . ... W\W 

,", ' IS +60 +15 roll 1-10 
16 +62 + 16 roll I-TO 
17 +64 +17 ro\U,·J.° 
18 +66 +18 roU 1-10 
19 +68 +19 roll 1-10 
20 +70 +20 roll l-lO 

• - + I for each rank ov�r 20 (c.g .. +72 for rank 22). 
t - RoJ! 1-10 for each rank over 20. 

S.4.! • SKILL RANK BONUSES 
Most skills have a ski!! rank bonus which is applied when 

a character USeS that skill. Each skill uses irs skill rank bonus 
in a specific way as described in Sections 5.4.2 and 5.4.3 (p. 
3 1 -35). 

Note: Players wing 1M rwarlif ItmplalU sbo .. iJ Ignore shll rank 
&mustS, l/,tir moJi/icalions have alrraJy btm inrludtJ in I'" 
bomms Oil 1M rhararl" Itmplaltl. 

The skill rank bonus is based upon the skill's rank as given 
in Table BT -4. Basically the tabl� follows a standard progres­
sion. The bonus is -25 if the rank is 0 and +5 if the rank is 
I .  The bonus increases by 5 for each of ranks 2 to 10, 2 for 
each of ranks I 1 -20. and I for each rank above 20. 

5.4.2 • PRlMARY SKILLS 
These arc the skills which arc most commonly used in 

adventuring. These skills are organized into six categories 
that provide the basis for skill development (Section 24.0, p . 
90-91). There is one row on the character record for 
calculating and recording the skill bonus for each of the skills. 

Note: A P�J" «sillg Ibt ,hararllr Itmp�ll1 a/r'llJy hal bif ski/II 
Jew/opeJ for o::peril"u !ewII I /0 10. 

Each skill is classified as being applicable to one of the four 
following purposes: 
• A moving maneuver (MM) -Moving Maneuver Bonuses 

include all skill bonuses for skills involving a lot of 
movement: Climb, Ride. Swim, Stalk. movement & ma­
neuver skills. and a number of Secondary Skills. These 
bonlLS�s are added to mal1Cuver rolls which ar� resolved on 
the Moving Maneuver Table MT-I (p. 242). 

• A static maneuver (SM) - Static Maneuver Bonuses 
include all skill bonuses for skills not involving much 
movement: Track, Hide, Pick Lock. Disarm Trap, Read 
Rune, Use Item, Perception. and a number of Secondary 
Skills. These bonuses arc added to maneuver rolls which 
arc resolved on the appropriate column of the Static 
Maneuver Table MT -2 (p. 243). 

• An offensive bonus (OB)-Offensive Bonuses include all 
of the weapon skills bonuses, the Directed Spells skill 
bonus. and the Base Spell OB skill bonus. These bonuses 
arc used in combat [0 attack opponents with weapons and 
spells (Section 8.3, p. 50-54). The bonuses are added to 
attack rolls which arc applied to the various attack. tables. 

• A special purpose (SP) - Several of the skills do not fall 
in the general pattern outlined above: Body Development, 
Ambush. and a few Secondary Skills. 

Section 8.0 (p. 44-54). describes how each of these 
bonuses is used to resolve actions. A description of what each 
skill entails follows. 
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MOVEMENT & MANEUVERING SKILLS 
These skills determine how far a character may move in a 

given round: upCa 50 f«t plus the skill boousor upta double 
that distance if a running maneuver is SUCCt5s(ul[y compll!tcd 
(Section 8. I .  p. 45). There aTt five Moving & Maneuvering 
Skills that must be developed separately for each of the five 
types of annar (no armor, soft leather. rigid leather, chain, 
and plate). 

Armor does not include helmet, arm greaves, or leg 
greaves-items which protect parts of the body from certain 
critical damage. This equipment is handled separately (Sec­
tion 5.7, p. 37). 

These skills also apply to any activity involving movement 
which is unusual or performed under stress. When used for 
these purposes the bonus is added to a "moving mane\lver 
roll" (&oction 8.2.2, p. 48-49). This bonus is noe used if 
another skill specifically applies to the activity. 

Note: WrMillg /'ggrtllvtI mMgiu(lI[bMovfflumtaIIJ MallfllWl" 
shll ""nils by ·5. 

Note: No Movcllltllt & MllneMvcr skill ""nils IIIlly txtrtJ IN 
(barllcler's AC sllll ""nils by mort ,ban 10. 

No Annor (MM) - This skill applies when wearing no 
armor and is limited to ewo skill ranks. Only (wo skill ranks 
may be developed for this skill. 

Soft. Luther (MM) -This skill applies when wearing soft 
leather annor and is limited to three skill ranks. Only three 
skill ranks may be developed for this skill. 

Rigid Leather (MM) - This skill applies when wt3ring 
rigid leather armor and is limited to five skill ranks. Only 
five skill ranks may be devdoped for this skill. 

Chain (MM) - This skill applies when wearing chain 
armor and is limited (0 $even skill ranks. Only seven skill 
ranks may be devdoped for this skill. 

Pl;ue (MM)-Thisskill applies when wearing plate annor 
and is limited to nineskill ranks. Only nine skill ranks may 
be developed for this skill. 

WEAPON SKILLS 
These skills determine how effective a character is when 

using weapons in comb:n. These skills must be devdoped 
separatdy for each of the 6 types of weapons: I-Handed 
Edged. I-Handed Concussion. 2-Handed, Thrown. Missile. 
and Pole-arms. 

The skill bonus for each type of weapon is an Offcnsive 
Bonus and is usually added to any "attack rolls" (Section 8.3, 
p. 50-54) made with that weapon. In certain circumstances 
all or part of this Offensive Bonus may be used to "parry" an 
Opponent (Section 8.3. p. 50-54). E:lch specific weapon h;u­
special properties (i.e., fumble range, critical type. OS modi­
fications, etc.)that are summarized in Table CST-I (p. 232). 

Note: W(llrillg Ilnll grtllvts IIIMijits (Ilcb 08 by -5. 

I-Handed Edged (OB) - These weapons includc the 
broadsword, dagger. handaxe, scimitar. and shon sword. 
They may be used with a shitdd. 

I -Handed Concussion (OS) -These weapons include the 
club, war hammer, mace, morningstar, net, and whip. They 
may be used with a shield. 

2-Handed (OS) - The$e we;l.pons include the barrie-axe. 
flail. quarterst;l.ff. and 2-handed sword. They may nOt be 
used with a shidd. 

Pole-;l.nns (OS) - These weapons include the javdin, 
spear, mounted lance. ;l.nd halbard. The javelin and spear 
may be used with a shidd, or they may be used 2-handed. 
Only when riding on a trained mount. maya mounted lance 
be used with a shield. A halbard may never be used with � 
shield. 

Thrown (OS) -In addition to being used in melee. certain 
weapons may be used to attack from a disrance (i.e., be 
thrown). The ranges are given in Table CST-I (p. 232). 
These weapons include the dagger, handaxe, short sword. 
club. war hammer, mace, net. javdin, and spear. They may 
be used with a shidd. 

Missile (OS) -These weapons may not be used in mdee. 
but they may be used to attack from a distance (the range 
are given in Table CST- f.  p. 232). Missile weapons 
include the bola, sling, composite bow, crossbow. long 
bow, and shorf bow. Only the sling may be used with a 
shield. 

Example: MmJllf /ikts III list' a Ba,t&-llXc whcll« frgbls wilb 
II Iwo-bamkJ _lIpon. His 08 wilb II &I//(� iS IIIOJijifJ by 
+5 wIltn IlIl<Jeking 0ppolltllls _Ilrillg ebain Of pl.l/(, while il is 
IIIM!fICJ by ·5 when Illlllcking 0PPO'ICllIS in rigiJ /(Illhcr, soJt 
/wNr, IInJ no Ilniior (st't Tllbk CST-I). WInr Ilsing II &11&­
IlX" ill/lick rolls afC rtso/vtJ 011 the 2·HllnJrJ WrllpollS al/II[k 
/ablt, wilhfulllbh «turring when 1111 UlIIlIMijilJ roll oj 0 I, 02, 
03, 04, Of 05 OcrUfS. if II [riliflll slrike is obtailleJ wilb tN Ballk­
aXl, it is (1l1ltJ IN primllry rrili(IlI IlIlJ is molwJ 011 the Slash 
Cn'liclll Tllbk CT-2 (I" 238). Ijlheprilllllryerili[al iSIl 'C', n: 
Of <f'. a st'COIiJary eri'iflll ,wo sltps Io_r (all 'A', 'B', or 'C' 
rtspcrliwly) IlUo()(tur1IlIlJ is rtsolvcJ 011 tN Crush Crili[Il/Tablr 
CT-I (f 238). 



GENERAL SKILLS 
These skills alTect how a character climbs, rid�, swims, 

oIl1d [n.cb. The: skill bonus for the: appropriate skill is added 
to a "manruvc:r roll" when these activities are attempted 
(&crion 8.2. p. 46.49). 

Climb (MM) - This skill is used when usual climbing is 
;lUmlpted (i.e .• for climbing a rope. tTee, wall, etc., hut not 
Mairs or a ladder). The normal climbing rate for walls with 
adequate: hand holds is IO'/round as a "medium" maneu­
ver (Stction 8.2.2, p. 48-49). 

Ride: (MM) - This skill is lIsed when an animal is ridden 
(e.g., horse, camel, or giant eagle). A maneuver roll must be 
made using this skill whenever an unusual riding maneuvn 
is mempted or each round an attack is made while riding. 

Swim (MM) - This skill is used when a character is 
swimming. The GM should assign high difficulty (sec p. 
48-49) to swimming in annor. We suggest the following 
difficulties: 

almost no clothes ... easy rigid leather .... very hard 
light clothes ............ light chain ...... extremely hard 
hravy clothrs .... medium plate ...................... absurd 
soft leather .............. hard 
Other factors such as treacherous water might increase 

the difficulty. 
T n.ck (SM) - This skill is used when attempting to follow 

or interpret tracks. 

SUBTERFUGE SKILLS 
These skills aITect how a charaCler ambushes. stalks. hides. 

picks locks. :md disanns traps. 
Ambush (SP) - If a ch;aracter manages to move direnly 

bthind an opponent without the opponent noticing him 
(this usually involv!'$ Halking. see below). he may "am­
bush" him with a mtln attack (not a missile attack). A 
normal melee attack is made and any critical that results 
may have the skill r:mk (not thl' skill bonus) for ambush 
ldded to it if the ambusher wishl's (he may decide afrrr the 
critical roll). 

Stalk/Hide (MMjSM) - This skill affects how effec­
tively a character stalks (moves without being seen or 
hrard. a moving maneuver) and hidrs without moving (a 
itatic maneuver). 

Stalking is resolved by using the Moving Maneuver 
Table MT-l (p. 242). This roll is modified by adding thr 
moving character's (i.e., the stalker) Sulk/Hide total skill 
bonus and by subtracting the highest Perception total skill 
bonus of anyone that could observe the stalker. A "F" result 
means that the stalker has been observed and only moves 
lOOut 10'. A number result means [hat the stalker moves 
halfhis nonn,,1 movement rate multiplied by the result and 
divided by 100 (i.e., the result is used as a %). 

Hiding is r�solvcd by h:lVing each searcher make a 
Puception maneuver modified by subrracring the hider's 
Stalk/Hide lot"l skill bonus and adding the searcher's 
Pnception [Oral skill bonus. 

Pick lock (SM) - This skill affects attempts to pick locks. 
Diunn Trap (SM) - This skill "ffects attempts [0 disann 

trap$. Vsu"][y, If:lpS must be first detected using Percep­
tion skill. 

MAGICAL SKILLS 
These skills affect a character's ability to cast spells from 

runes. to cast spells from items. and to attack with an 
elemental spell. 
Read Rune (SM) - This skill represents a character's 

ability [0 determine what spell is on a piece of rune paper 
(or a scroll) and his ability to cast that spell from it. A static 
maneuver roll (modified by the Read Rune skill bonus) 
must br made in order to learn what spell is on a piece of 
rune paper. This same maneuver determines if the charac­
ter can cast the spell from the item (Section 8.4, p. 54). 

Use Item (SM) - This skill represents a character's ability 
to detennine wh"t spells and abilities are imbedded in an 
item (other than in rune paper or certain special items, sec 
Section J 5.5. p. 72). It also aITects his ability to cast spells 
from the item. The process used is the same as for reading 
runes, except that [he Use Item skill bonus is used. 

Directed Spdls (08) - These skills determine how effec­
tive a character is when using directed spells (i.e., elemental 
spells) in combat. The skill bonus for directed spells is 
added to any " anack rolls" made with those spells (Section 
8.3.2. p. 52). Directed spells include all of the "bolt" spells 
bur not the "ball" spells (the Base Spells bonus is added to 
"ball" attacks). 

No resistance roll is allowed against directed spells. 
However. " char"cter attacked by a directed spell (or a ball 
speIJ) may make a moving maneuver roll (i.e., his action for 
that round is to fake cover) to modify the attack roll by -
1 0  to -60 depending \lpol1 the cover that is available. 
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MISCELLANEOUS SKILLS 
These skills differ in various ways from the normal skill 

rank and bonus system. Each skill is detailed as to what its 
differences are. 
Perception (SM) - This skill affects how much informa­

tion and clues a character gets through observation. It may 
be used to detect traps, to observe characters anempting to 
hide, to find hidden doors, etc. If a character states that he 
is watching or examining an area or place, the GM should 
make a static maneuver roll modified by the perception 
skill bonus of the character to determine if the character 
notices or detects anything. The GM Ill<ly keep this roll 
secret, revealing only what the character has observed. This 
bonus may be used to modify an opponent's stalking 
maneuver roll for stalking. 

Note: Wtari� a &Imel modifies lill PeTctplion bonl<s by �5. 

&dy Deveiopment(SP)-This skill represents a character's 
ability to withstand pain, shock and bleeding. Each time 
that a character's rank in this skill increases by one, the 
character rolls 1-10 and increases his skill rank bonus by 
this amount (the normal skill rank bonuses do not apply). 

Each character starts the game with a special bonus for 
this skill of 5 (already included on the Character Record 
Sheets and in the character template bonuses). The total 
skill bonus for this skill is called the character's "hit 
rotal"-the number of concussion hits that the character 
can absorb (due to damage he takes from anacks and other 
occurrences) without becoming unconscious. 

If a character takes more concussion hits than the sum of 
his hit total and his Constitution sIal (not stat bonus), he 
dies due to massive shock and internal bleeding. 

Spell Lim (SP)-This skill determmes when a spell list is 
learned (i.e., when spells on that list may be cast). Each spell 
list rank gives a 20% chance of "learning" a chosen spell list 
(see Appendix A-4, p. 190-21 I), Thus, when a rank of 5 
is obtained, there is a I 00% (automatic) chance oflearning 
the list. 

Spell list skill rank may only be developed for one spell 
list at a time. If at the end of a developmenr period 
(adolescence, apprenticeship, or when a new level is reached) 
a character has a spell list rank between I and 5, a roll 
should be made to see if the spell list is learned. If the roll 
is less than or egual to the spell list skill rank multiplied by 
20, the spell list is learned. If the spell list is not learned the 
skill rank remains the same. When a list is le<lrned, the spell 
list skill rank is reduced to o. 

If a skill rank of 5 is obtained during a development 
period, the spell list is immediately learned (with the spell 
list skill rank being reduced to 0), In addition, the character 
may develop the spell list skill rank for another spell list in 
order to rake a chanceoflearning a second list(20% chance 
per rank). 

Note: For a player ,uing a ,hararlfr Irmplalt, 1& sptll iisl karntd 
01 each lewl if indiralrd 011 lhe jirsl pugc if hif Imlplall al1d should 
be mordtd in lhe approprialt fpatf Oil lill mond page. 

Languages (SP) - This skill must be developed separately 
for each language. This skill rank determines how well a 
character speaks and reads a language (see Table CGT -I). 

CGT-I - LANGUAGE RANK TABLE 

R�nk I - Allows basic verbal wmmunication through 
simple phrases (e.g .. Safe to eat?, Danger ahead?, 
\Vhat is cost? Where is bathroom!, etc.). No 
reading or writing. 

Rank 2 -Allows sp(ech on very simple subjects through 
simple senrences if both partie, 'lX"ak slowly and 
with &ITat care. Allows the reading of simple 
sentences for a basic overview. but few details and 
no writing. 

Rank 3 - Allows speech with a fluency equivalent to thaI 
of an average native speake •. bur without the ronal 
qualities (i.e., the speech would be accented). Allows 
rhe ability to read and write moderately simple 
passages but not for subtle concepts (Le" about fifth 
grade level). 

Rank 4 -Speech as in Rank J. and the ability to read and 
write as an average literate man (i.e .. about ninth 
grade level). 

Rank 5 - Allows absolute fluency with no accent and total 
literacy. 



5.4.3 • SECONDARY SKILLS 
Secondary skills are not used as often 3.$ primary skills 

during adventuring. They are often tied to, or indicative of, 
a charaCter's background or family trade. 

Note: A play" using lbe riNmUlrr lm!plallS al,rllJy &is his 
surmury skills rkwloptJ fCir expcrimct kwh I /0 10. 

For a player developing his own character. the character 
rtcord o(ten does not provide enough rows for these skills. 
Ho�ver. playtrs can kttp track of the skill rankson the back 
of their character records or on ;I s�arate piece of paper. 
Players may uSt development points from any related skill 
category (0 devdop these skills (Section 24.0, p. 90-9 J). 

The GM should decide which secondary skills are appro­
priate for his game and infonn the players. A chart listing 
some suggested secondary skills follow.s---<!escriptions of 
thcse skills is provided in Appendix A-5 (p. 212-213). 

SECONDARY SKlll CHART 

Stat 
&nus Skill R ... lar ... d 

Skill Us ... d Type Skill Categories · 

Acrobatics AG MM Gc:ncr.ll, M&M 
Aamg PR SM Gc:ntral, Subt .. rfi..tg .. 
AniTIQI Handling PR SM G.�[ 
Apprnsal IG SM Gc:ncral 
Boat H�ndling IT SM.MM Gcn�r�l. M&M 
UVlng IG SM.MM Gc:n .. nl 
ContortION AG MM Gc:ncral. M&M 
Cook�ry IT SM Gen�ral 
First Aid IG SM Gcn�ral 
Foraging IT SM Any Category 
�mbllOg IT SM Gener�1. Subterfuge 
Mcdlfanon PR SM General, Magical 
Ropr-M,utery IG SM General 
Slgnaling IG SM General 
Sky-WMching IT SM Any Category 
T rickny PR SM Subterfuge 

Stcond..ry Skill Groups: t 

Artistic SluUs IT SM Gc:neral, Magical 
Athl�tic Skills AG MM Gener�l. M&M 
Craft Skills AG SM Gcn .. ral. \Veapon 
Influence SkIlls PR SM Genaa!, Subt .. rfug .. , 

Languages 
l.ort SkIlls IG SM Any Cattgory 
• - M&M = Moving and M�neuver Skills Category 

t -Each Secondary Skill Group IS a sct of rdated skills thai 
havc th .. ume stal bonus. skIll type (i.e .. MM or SM). and 
<dated skill calc-gory. Howevcr. each skill in a group must 
be d�vcloped separatdy. 

• 5.5 · EXPERIENCE LEVEL • 
Each character in MERP has a "level" that repres ... nts how 

capable he is. Characters become more powerful and skilled 
by advancing levels as they gain experienc ... . 

Experienc ... is r ... presented in play by ... xperi ... nce points 
which the Gamema.'iler awards to charact ... rs for certain 
activities and achievements. Normally. a character starts play 
as a 1 sr level character and his l ... vel incr ... as ... s as hI': acquires 
uperienc ... points from his adventures. A character's l ... vel 
does not necessarily incr ... as ... ... ach tim ... h ... gains upericnc ... 
points. It incr ... ases when his experience point total Tl':ach ... s 
c ... rtain values. 35 explained in Section 6.0 (p. 38-4 I). 

"" '" 3S 
.. 

Pan II 

St:ccions: 
5.4.3 
5.5 



F 36 "" 

.. 

Sections: 
5.6 
5.7 

Bonus 

Table 

BT-I 

5.6 • SPELL LISTS AND 0 
POWER POINTS 

A spell list is :10 ordering of spells based upon the 
correlation of spell level, intricacy of the spell, and pO[�ncy 
of the spell. All spells in a list have some common charaacr­
istics and anribut�, although each may have vastly diffn-ent 
effects and applications. A character does not gain the ability 
[0 cast individual spells. Instead he "learns" (Section 5,4.2, 
p. 34) an entire spell lisr of related spells and is limited only 
by his level and the level of [he spells. 

The spell lisrs are ;n Appendix A-4 (p. 190-211).  Each 
spell list falls into one of six groups: 

• Open Essence Lists • Open Channeling Lists 
• Mage Lists • Animist Lists 
• Bard Lists • Ranger Lists 

These classifications detennine which spell [ist5 arc learn­
;!.ble by which proressions (Section 21.0, p. 82-83). Each 
spell on a spell list is preceded by a number called its level. 
Each spell has an area or effect, a duration (how long the 5pell 
effects last), a range (how rar the spell can be cast). and a class. 
These ractors are described in Appendix A-4 (p. 190-191). 

LEARNING SPELL LISTS 
A character may "learn" spell lists during: 

• Adolescence skill development (Section 23.0, p. 88-89) 
• Apprenticeship skill development (Section 24.0. p. 90-

91)  
• Level advancement (Section 6.0. p. 38-41) 

Depending upon his prores.sion (Section 21.0, p. 82·83) 
and culture/race (Section 20.0, p. 80-81), a character may 
learn only certain spell lists. 

Note: For� p�)·tr using a (har�(/tr Itmp�ll, Ibt sprlllisl k�nJ(d 
al ratb level is indi(attd on tbt first page of bis tallpia/t and sbouiJ 
bt rtcordtd in tbt appropria/l spau 011 1M ucorrd pagr. 

CASTING SPELL LISTS 
Nonnally, once a character learns a spell list he may cast 

any spell on that list that is his level or lower. Certain 
proressions may only cast spells up to a certain level (Section 
21.0, p. 82-83). As outlined below, a character must use 
Power Points to caS[ a spell. 

POWER POINTS (PPs) 
Each char:acter has a certainnumberorPower Points (PPs) 

available to use ror casting spells. In order to cast a spell, a 
number or PPs egual to the spell's level must be used. 

Each charactCf has a number or Power Points based upon 
his level and one of his stats (Intelligence ror Essence s�lIs 
and Imuicion rorChanneling spells). The numberorPPsthat 
a character has is obtained by checking Table BT - I  ror the 
appropriate stat and multiplying the given PPs by [he 
character's level. Once these PPs arc used casting spells. they 
may be regained by resting ror 8 hours. 

Note: PiaytH using 1M {kra{/lr Imrplalls sbou/J iglrorr this 
proass, tlxir Power Poin/ lo/als kveal,rJldy "'til included on lMi, 
(ha,ar/tr umpialtJ. 

• 5.7 · MISCELLANEOUS 0 
FACTORS 

In addition to the factors discussed in the previous sec­
tions, there are severa! other ractors that define a MERP 
character: 
• Resistance Roll eRR) Bonuses 
• Derensive Bonus (DB) 
• Equipment & Money 
• Encumbrance Pen airy 

Note: A pw.ytr .. sing � rMr�(/tr umpialt�lrradJ has tlxujattors 
ruo,dedjorbis slar/ingcMrllfltr. As bis {MrtUlrradvf'II/ .. res, tiltst 

jac/ors will {Mllge and /Iud updaliltg. 

RESISTANCE ROLL (RR) BONUSES 
Cena;n attacks occurring during pby will require a char­

acter to make a Resistance Roll (RR) to determine if or how 
an attack afrectS [he character (Section 8.3.2, p. 52). The 
types or attacks are Essence spells. Channeling spells. Poi­
sons. and Diseases. 

RR Bonuses consist of a star bonus, any item bonuses, and 
culture/race bonuses. The culture/race bonuses can be 
obtained rrom Table BT-3 (p. 244). 

DEFENSIVE BONUS (DB) 
A character's Derensive Bonus rs used in combat as a 

subuacrion rrom an opponent's attack roll against the char­
acter. A DB consists or the character's AG bonus and a +25 
bonus ir me character is using a shield (see below). 

BT-I - STAT BONUSES TABLE 

Powrr 
Sur Bonu5 Points • 

102+ +35 4 
101 +30 3 
100 +25 3 

98-99 +20 2 
95-97 +IS 1 -
90·94 +10 I 
75·89 +5 I 

-- -25-74 a 0 
10·24 -5 a • 

5-9 -10 a 
3-4 -IS a 

2 -20 0 
I -25 0 

• Powu po;nu aTe requir('d for casting spells (S('r �c{(on 
8.4, p. 54). The number (based upon Inttlligenc(, or 
Intuition) given abo"" is multiplied by tile character's 
levcI ro obtain the character's pow('r point totaL 



BT·5 - WEIGHT PENALTY TABLE 

Charactu's Weight Carried in Pounds (other than armor and dothes) 
Weight 16·25 26·35 3645 46·60 61·80 81·100 101·120 121-140 141-160 

41-60 30 60 NA NA NA NA NA NA NA 
61-80 20 35 60 80 NA NA NA NA NA 
81-100 15 25 40 60 NA NA NA NA NA 

101_120 15 20 30 40 60 NA NA NA NA 
121-140 10 15 25 35 40 60 NA NA NA 
141_160 AA 10 15  ,o:, }O , ?II. 30 �5 40 .'ill tJ6,�&w,'w" t-JA 
161-180 5 10 1 5  25 30 35 45 60 NA 
181-200 5 1 0  15 20 25 30 35 50 60 

201-220 5 10 15  20 25 30 35 45 55 

221-240 0 10 10 15 20 25 30 46�#%:t& 50' 
241-260 0 10 10 15 20 25 30 35 .5 
261-280 0 5 10 15 .. . 15 2Q 30 "l!i;$!l'/��tm.limlill% 
281-300 0 5 5 10 15 20 25 30 35 

301-350 0 0 5 10 10 20 25 25 35 

351--400 0 0 0 5 10 15 20 25 30 

Nott: The result ;s the characttr's weight �nalty. A character's Encumbran,e Penalty is the smalltf of l;ero 
or his ST Bonus minus his weigh[ �nalty (i.e., an Encumbrance Penalty can n�ver k greater than zero). 

Not�: An additional pmalty of 5 is added to the ma:t;mum p<'nalty abovt for tach 10 lb. over 160 lb. 

EQUIPMENT & MONEY 
ChJrac(ers scans wich some equipment and money (Sec­

[ion 26.0, p. 92, and the chara([er cemplates)' Then, as they 
adventure, rhey will gain and lose these things. Each player 
should keep track of his character's equipment and moneyon 
his chJracter template or character record. If more room is 
required, use another piece of paper or the back of the 
character record or template. 

DEFENSIVE EQUIPMENT 
Nomul annor(plate, chain, rigid leather, and soft leather) 

covers from the shoulders ro mid·thigh, and to the middle of 
the upper arms. A character may also dect to wear a helmet, 
mn gr�aves, �nd/ or leg greaves. If worn, armor, helmets, and 
greaves do not count for encumbrance purposes. 

Helms and greaves may b� metal or leather. Once a piece 
of leather equipment (helm or greaves) has protected the 
wearer from one critical, it will be worthless until replaced or 
repaired. Metal equipment has no such limitations if prop· 
erly kept up and repaired. It is assumed that a charncter 
performs such maintenance. 

Each t'/pt of defensive equipment has certain effects on 
play: 
• Shield - If a character is using a shield, he may only use 

a I-Handed weapon. In addition, his Defensive Bonus is 
incr�as�d by +25 against one foe in fronr of him or (0 his 
left. Ir is assumed the shield is on the left arm. The 
Gamemaster may wish to allow characters ro be left­
handed (1 0% chance) or ambidextrous(2% chance). Nor­
mally, you may sling your shield on your back when it is not 
being used in combat. 

• Helmet-If a character is wearing a helmet, his Perception 
bonus is modified by -5 and he will be protected from 
some of rhe effects of critical strikes. 

• Arm Greaves -If a character is wearing ann greaves, each 
of his Off�nsive Bonuses is modified by -5 and he will be 
protected from some of the effe([s of critical strikes. 

• Leg Greaves -If a character is wearing leg greaves, each of 
his Movement & Maneuver Bonuses is modified by -5 and 
he will be prOlected from some of the effects of critical 
strikes. 

ENCUMBRANCE PENALTY 
The movemenr and maneuver capabilities of a character 

are affected by the weight of the materia! which he carries on 
his person. Each character should total the weightof all of the 
equipment and supplies that he carries (sec Table ST-4, p. 
255, for weights), rounding rhe total down to the nearest 
pound. If they are worn, armor, clothes, weapon belt, a 
helmet, and greaves are not included in this total-they 
already have their own penalties. 

If the [Oral is over IS pounds, a wright pe. ralty may result. A 
burden of 1 5  pounds or less will result in no weight penalty. 
It is assumed that smaller characters are rugged enough to 
bear this weight. This is particularly true for non-human 
races. 

Table BT-5 gives rhe weight penalty for carrying excess 
weight based upon the weight of the character. A character's 
El1rnmbral1rt Pnrllily is equal to zero or his Strength bonus 
minus h is weight penalty; whcihever is smaller (i.e., a character's 
Encumbrance Penalty may never be greater than zero). This 
penalty is applied [0 running movement (Section 8.1, p. 45) 
and moving maneuvers (Section 8.2.2, p. 48-49). 
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�::K4P::K4P::K4P»:ml 6.0 · EXPERIENCE AND �::K4P::K4P»»::K<¢I 
ADVANCING LEVELS 

Each character in MERPhas a "level" that represent.s how 
capable he is. Characters become more powerful and skilled 
by advancing levels as they gain experience. Experience is 
represented in play by experience point.s which [he Gamemastcr 
awards to characters for certain activities and achievements. 
Normally, a character starts playas a I st level character and 
his level increases as he acquires experience point.s from his 
advenrures. A character's leve! does not neces$arily increase 
each time he gains experience point.s. It increases when his 
experience point total reaches certain points, as explained in 
this section. 

6.1 · EXPERIENCE POINTS 
Learning how to award uperience points is om of [he 

moS[ difficult tasks that a Gamemaster f.1Ces. it is something 
that is very hard to formalize. Basically a GM should award 
experience point.s for ideas and actions by the characters 
which are clever, intelligcut, innovative. dangerous (but not 
foolhardy), and, above all successful. 

Below we summarize some of the activiti� lhat normally 
arise during play which should be rewarded with experience 
points. The Gamemasrer may total and reward experience 
points at any convenient time. This usually occurs at the 
beginning or end of a session of play. 

ET�I - CRITICAL POINT TABLE 

Opponent's Critical Deli vend 
Level A 8 C D E 

0 3 5 8 10 13 
I 5 10 15  20 25 
2 10 20 30 40 50 
3 15 30 45 60 75 

4 20 40 60 80 100 
5 25 50 75 100 125 . . 
6 30 60 90 120 150 
7 35 70 105 140 175 
8 40 80 120 160 200 
9 45 90 135 180 225 
10 50 100 ISO 200 250 

for each level 
above 1 0th +5 +10 +15 +20 +25 

tos.elf" 100 200 300 400 500 

These 10t'�I. uc fu"her multiplied by: 
O .  - if ,he fot is dead or dying (i.e .• no poinlJ� 

0.1 � - if th� foe i. uncon.cious or 'nnp.ci .. "d. 
O.S � - if'M fot i. "un ned. 

2 .  - if the chauct(r i, alon� in mel.., eOmb3t with !he foe{.). 
Note: Critiul poinTS ""'y no! uce�d th� OpponoOl's "'kiU points:' 
Not� Result is th� EP. received by ,h� ch3t:1cur delivering ,he cril . 
• _ TheJe poin" Me aw�rdcd to a ehoncter for crilical. ,nflien,a 

upon him by. fot. 

Note: T1x s14ggtJltd lXptn"tnrt poi/liS 'I'.wrds 01'1' g"idtiirus, and 
tbi G:rmtmaSlff sixmiJ JttIJTt( 10 modify liltm wk'rewr (OmmO" 
unle indira/es lbat /bty are OHt oj lint. 
Note: All of Ibm lotals 11101) bt multiplied by 'I if IIx activity hils 
nrwrbwI riomud btJorr by lhe (iJaTll!trr, by 2 if /k aai\·,ry hils 
Ollly bun Plrjemltd 011(( btjorr, "lid by 1/2 if i/ hIlS btrcmu 
ro .. tjllt. 

I) Hit Points 
At th� end of a battle. a character r�ceives one experience 

point for each hit he received during the b:mlc. 

2) Critical Poinu 
These points are awarded for any criricals inflicted on a foe 

regardless of theif efTect. The ex�rience points awarded are 
based upon the levd of the foe and are modified de�nding 
upon the state of lhe foe and the combat. Table ET-I 
summarizes these paims. A characler also receives critical 
points whm he law a critical (e.g., 100 EPs for an 'A', 200 
EPs for a 'B', etc. 



ET -2 � KILL POINT TABLE 
Opponl'.nt's Ll'.vd of tht Chanctl'.f Ddivt.ring thl'. "Killing" Blow 

u.vd I 2 3 4 5 6 7 8 9 10 

0 50 45 40 35 30 25 20 IS 10 5 
I 200 ISO 130 1 10  100 90 80 70 60 50 
2 250 200 ISO 130 1 10 100 90 80 70 60 

3 300 250 200 150 130 110 100 96 80 �jo -

4 350 300 250 ZOO ISO DO IIO 100 90 SO 
5 400 350 300 250 ,, 200 ISO 130 110 I OQ� ?O ---
6 450 400 350 300 250 200 ISO 130 1 10  100 
7 500 450 400 350 300 250 200 ISO 130 1 10 
8 550 500 450 400 350 300 250 200 ISO 130 
9 600 550 500 450 400 350 300 250 200 ISO 

to 650 600 550 SOO 450 400 350 300 250 200 
N",,�: R ... ,lt i. a numbn of uprri�ncc point> received by the ch".cter delivering the "Killing" blow. 
N"".: Iflh� 0l'pon�nI'$ levd is g'''.l�r th.n [0, an extr� SO poinls is awa,ded (or •. 1ch level over 10. 

3) Kill Poinu 
These experience paims arc awarded for killing an actille 

opponent or rendering hili1 unconscious. This must occur in 
a combat situation (i.e., a fnle conflict, not a practice or 
mged fight). An actille opponent is one that is not dead or 
Ilnconscious. These points all go to the combatant who 
ddillcrs the blow that knocks out or kills the opponent. The 
cxprrience paims awarded for "killing" a character arc given 
in Table ET-2. These experience poinu arc reduced by the 
number of cxpericnce paims gillen for criticals already 
inflictC"d on the opponenr (sec part 2 above). In some cases 
the GM should add exna points for creatures with special 
abilities and powers. 

Note: A GM may mllli 10 award thue poinls w�nevtr a 
rharattrr(s) dcfeats dll 0ppo"wl, (wn if (oruba! is no/ illvclvtd. 
nhwoHld illViJlwgmilig aJot: 10 submil or 10 pUfOntlaIY"u \V111I1 
him 10 wllbo�1 a{/HRIIy Jighlil�. Ex�mp&I mighl include willlTing 
a Ridd&gmm wilha JIXe or Sll",kil� iulo his abodt mid Idking whlll 
yo� art ajltr. 

Example: For Ihil fxallipu alld IIx WI of tlx txampul i" tbiI 
s((liol', WI' wili b� rriurillg 10 lbe IatlipU adwIIIIHt prtItIIltd ill 
Sul'oll 1.0 (p. 14- 1 5). 111 lhal advrllh<rt, NaTi (2nd uveD, 
Ag'1IIar (4th ItwD, Drogo (lSI u1Il9 and Leallall (2nd uw9 
dm"drd 10txplorr " lld catllp ill a milltd 10","lhal conldirltd 3 Om 
(allf / II ltwl, ollr 211d lewl ad ollr '1lh lrwD who wen brraki,� 
callip /0 lraw/Jor the /IIghl. TIt rW'/lil� rucounter rudrd wilh 2 
Om Mad alld / Orc havi,rgfod. 

Min killrd tlx 4th &\'(1 kad" oHlright, alld sillrc Ihis is Oilly Iht 
s((olld Orr that Miri has hlud Ix �I$ dOlfblt II" Iionnal 300 
rxprnmrr poillis (rp), thai is, 600 tXpnirllu poinls. Nobody gm 
uprrlwrt poilllS jor IIx Ollt Ihal gol aWdy (Dr0f!' blrw his Challrt 
Wt..11 be fomblrd). Agollar pHl lbe 2nd !rw! Ore 10 s/up, but only 
grls 130 rp brta"se be is 41h uw/ and has pHI Om 10 slrrp bifon. 

If OfOf!' had Ihrowli " dagger al lbe Orc and givm him a 'B' 
PWllflurr crilical brjon Nan Mid him, Ihm Drogo wowld haw: 
gollm 40 (xptritllu poi"II (10 Jor IIx 'n' x 'I jar a 41h kwljot). 
III IbiI sililal/Oll, Miri v,xmld only havtgol/fli 520 poi"IS, 2 x 
(300 IIOntldl tp - tbe 40 rp lhal Drago gol). 

Ibt 'E' and 'C' crilira/s deliwrrd by Nari Oil /be slrtpillg arc 
would 1I0nnafly be worlh 50 0/ (25 x 2nd lewD alld 30 tp (15 
x 2nd kwD respuriwly. Howtvtr, be wo:IS already WIICO/lSciOHS 
(aslrtp), so I� 80 ep is multlplitd by / / 10 (ll1d Miri only gtls 
8 poillls. 

Leallall (uriwd 100 txptrimrr poillts becauft of the 'A' crilical 
sbe look W�II Ih( Orc and I� Cbesl jlli 011 ber. She also rmiws 9 
exptritllu poinls Jor lbe 9 hils sbe lOOk. 

S<! jar COlllbal, NJrigm a 10lal of 608 rp, Agollar ;;rls /300/, 
Leallall gets 109 tp, and Drago gelS a 1'. 

4) Maneuver Points 
Thesc experiencc poinu arc gillcn for unique or inspired 

mancullus (static and mOiling) successfully accomplished 
during an adventure. For moving maneuvers (Section 8.2.2, 
p. 48-49) a "100" rcsult or higher must be obtaincd. Based 
upon difficulty, the expcrience poinu awarded arc given in 
Table ET-3 

Example: Drogo succesifully scaHud lilt area (Ibe CM ranks Ihis 
a M(diwlI mdlltuwr)jor 50 tp. H(aUo snu(k (OT s,,(akrd) <!Cross 
I� laWN' Wilboul lbe Orcs htarillg hilll (a L ight malltuve�, �drd 
I� OW {omillg (a Mtdiulli lIIalltuw:�, �lId hid al lhe lIIaill door 
(a M(diu", IIIdtUullu)jor a 101d1 1 1 1  a 1" uana" SW[(tHju/1y 
cuarlJ n<bb& (all £uy 1I1Il'lluwr)Jor 5 (P, alld s/:.toptlltd tbe {besl 
but 1101 quitlly so s� rectiwd no txpcrimCt poinls. TIt sucwif"/ 
lakillg a"d hiding 11� S111d1i box (a Hdrd IIl1lntuvu) gives litr a 
IOMlof 105 rp. 

ET -3 - MANEUVER POINT TABLE 

Routine ............... 0 

Easy. .. .............. 5 
Light . ................. . ....... TO 
Medium. .. ............ 50 
Hard ....... . .. 100 
Very Hard ... . .. 150 
Exrremdy Hard ..... 200 
Sheer Folly .... .................. . ....... 300 
Absurd ............. ............ .. .......................... 500 

Nott: Ruult ;s a numbn o( upu;cnce PO;1I15 received by the 
ch.r�crN m.king the maneuver. 

F 39 '" 

*' 

Section 
6.1 
E,;perience 
Tables: 
ET-2 
ET-3 



R'" 40 '" 

* 
Part II 

y�, 
""=" 

"" '" 

Sectlon 
6.1 

Experience 
Table 
ET-4 

ET -4 - SPELL POINT TABLE 

Levd of the Character Cuting the Spdl 
5 11 Level 1 2 3 4 5 6 7 8 9 1 0  

100 90 80 70 60 50 40 50 20 10 
2 100 100 90 80 70 60 50 40 30 20 
3 100 100 100 90 80 70 60 50 40 30 
4 100 100 100 100 90 80 70' 60 SO 40 
5 100 100 100 100 100 90 80 70 60 50 
2 100 100 100 100 100 100""", 90 80 70 60 
7 100 100 100 100 100 100 100 90 80 70 
8 100 100 100 100 100 100 100 100 90 80 9 100 100 � i"oo --

100 100 100 100 100 100 90 10 100 100 100 100 100 100 100 100 100 100 
N<K<:: Rosult i. � nurnb.,r of experience poinu ftce;ved by the ch�r.lClu casting the Jpdt 

5) S�ll Points 
These points arc: awarded for casting spells during a 

combat situation (both intrinsic spells and spells from nmes 
and items). Casting a spell that fails rc:sults in 0 points. The 
spell must have: a purpose: that aids the characu:r or his group 
during the combat. The experience points awarded are given 
by the: following formula and �ummarized in the Table ET-
4. 

100 - ( l O x level of the caster) 
+ (lO x level of the spell cast) 

Example: Agouar (as/ levi/all, wh;(h wo .. ld have btlptd ill a 
difftrtn, Si/UQlicl1 by krtping him stif'jrom m�ln. However in Ihis 
silllalion il did nOlhin,g 10 I"lp II" grollp or himself, so I" gels no 
poinls Jor il. His Slup sptft WIlS a / Jl lewl sptll, so as a 'Ilh lewl 
charatltr I" gets 70 '11' 

6) Idl':01 Points 
These experience poin[S OIre given for ideas and plans that 

lead to the accomplishment of a goal or a successful event, 
action or advemure. The Gamemaster should keep track of 
ideas, plans and suggestions made by playl':r charactl':rs that 
prove to be useful or successful. After an event, action or 
adventure is completed and experience points from parts I) 
to 5) above have been awarded, the resulting experience 
points to all group members are totall':d. The Gamemastl':r 
should award half of this rotal as "idea points", dividing it 
among the characters who came up with ideas based upon 
their respective contributions. This is very subjective, so the 
Gamemaster do�n'[ ml':d (0 keep an exact tally of ideas and 
can usually rely on his general impressions of the adventure. 

Example: AJler calc..ftllin,g II" �rirnft points Jor (01l1!>.:!1, 
malltwvas, and spells, I'" OwumaslO' nowcaulllilla the tOlals for 
tach charaCIO', and a 10laljor INgrollP (kif of whicb art awarJlJ 
as idta poinls): 

c.. .. , Montw .... 5,.11 [0. T",.I 
CM: •• (I,. p" P, •. PIt. p" p" 
Ate,,·· "0 0 70 /[0 1/0 
&.".n /09 /05 () " 260 
- 0 /[0 0 250 360 
M," ,,, 0 0 /60 '68 
C""'f' TOf,u '" 215 70 566 1698 

Th cbjmiw anJgoai of INgrollP was 10 carifllily rl"rk olli lN 
",intd lowt, 41S a possib& r4lmpsilt or aJvwllm silt. Drvgo and 
Nari worhJ Jirully /awards Ihis wilh Droge lakin,g '/" il1ilialiw: 
and Nari /xJrkin,g bim up. Dru,go !!'S mort idro poinls /.tr4luJt he 
pafomu:d IItW ar/iollS rorb lum anJ all/rlially made agooJ rboi(t 
tach lum, while Nari jusl "waiuJ for somrlh;'� 10 kill." A,gona. 
41&0 pafomud 41S 41 back r.rp, h"l his unplilnned alllf "rmlltJjtlry 
InUale spell llSlJ "P valuabu Ii"" alld did nOlhil1,g 10 aaomplish 
,I" goal oj INgroWp: 10 $(oul and he prrp{lfld Jo. JanlfT. Ht rould 
hal!t prlfHl"rtd a Jiap sptll anJ ban rtad) when Jan!!r (Ihe Om) 
appta.td. u4Inall, oj (OlIr$(, losl rOlllrol whrn f4luJ wilh II" 
possibility of Irtasllrt arrd ptrsonai.gain. She djJ nOlhilr,g 10 4lrhitvt 
tNgroIlP'S objl(liw. SN only had Ibt obviows idt41 10 Ifl lo lhe 1001 

firsl, �nd dim.gardtJ bolh herown anJ tbegror.rp's safttyand,gools. 
So, Dro,go !!ts 250 0,,1 of lhe 566 idea poinIJ, NJri gels 160, 
A,gollar tflS I /O, a"d ualllln gtll '16. 

nis proms involvtS SOIII(. wry SIlbjtrliw daisio/lS on II" 
CamtnUlstt,'S pa.I 4Illd 14I1m pnuliu. � lulual su�stions made 
by IN plil)trl Jr.rn·n,g plannin,g sbow/J he lakas inlo auo'mt. if 
AgolIIIT had a(lually sllggtsltd tNI hr, i..tlll1an, and Min' provide 
sllpporl �s Drago sror.rltJ lhings or.rl, bt wo"ld NwgollW mort idla 
points. 

6) Travel Points 
A character receiv� one experience point for each mile 

traveled on land in an unf.1.miliar area,-and one experience 
points for every 10 miles if Oying or at sea. The character 
must be conscious and interacting with his environment. 
Multiply by 1I2x in civilized areas, by 2x in moderately 
dangerous areas, and by 3x in extremely dangerous areas. 

E:umple: Th gror.rp /xu I,al!tud 30 mius from Rivtl/dell 
Ihror.rgh lhe motin-auly Jalltfrows Trollshaws '''Kioll. TIus filCh 
{liarorlt. gtls 60 txperiwu poil/ls (30 mih x 2 Jor rIIobralely 
dan!frowy Jor traW'l. 



7) Miscellaneous Points 
Most of the experience point guidelines concern action in 

� tactical situation (i.e., a situation involving detailed and 
precise activity, usually under time constraints, such as 
fighting. maneuvering, and exploring). It is more diff"iClilt to 
award experience points for activities and accomplishments 
in a strategic environment (i.e., less structured than the 
taccical environment). Travel points reflect the experience 
gained by traveling through new and stimulating regions. 
The Gamemaster should award miscellaneous experience 
poinr5 for the other strategic activities not involving travel 
(�.g., figuring out a riddle or clue, planning a successful trip 
or adventure, etc.). 

These points may also be awarded by the Gamemaster for 
�vent5 that have special significance to a given character (e.g., 
having J religious experience, visiting a special place, accom­
plishing a special lllission or goal, casting non-combat spells, 
�tc.). They are also awarded for any actions or accomplish­
ments that the Gamcmaster deems worthy of reward. 

Example: Th Gallltmasltr d.uid(s lhal lix growp thslrva soml 
mis.tlillntOI'S txptri(l!re points jor arhil�i'� Ihtir objutive ill a 
rll.:liw� 1/util" lIIatlll(r. Ht giw.s Drogo 150 'P jor lakillg lhe 
illiliative and 1II0SI if tilt rrasollabll risk. Hl gives Agollar alld Ntiri 
100lp apimjor liltir solid s"pport artivity, whilt hegiws UalUlJl 
M� 50 rp btfa"St she dimgardtd Ixr own IIljtty �lId lhe growp's 
wkll she wllll.yttr a pottnlial trcas"r�. HOwtWf, uallangtts the 
rCWllrJ oj ha�·il� IIx small box wi/howl tk mt oj the gro"p knowing 
that sht has il. 

� 6.2 · CHARACTER LEVELS @ 
The level for each character is determined by how many 

experience points (EPs) he has aCClimulated. A character 
starts at 1 st level with 10,000 EPs. Table ET -5 summarizes 
which experience point [Orals correspond to which levels. 

Ex;r.mplc: if the GM detiJu to immtdiate� mWlrd lXJ¥rirnu 
po;II/S .ytff Ihis adwllt"re, the poinls art /Maud as jolUJws: 

OlJ OlJ IP N.... N .... 
EP u,,1 C.i�.J EP uvtl 

,fE/mo. 43480 
Lr.nan 23400 

lli., 19764 

NJri 28940 

4" 
'"' 
/" 

'"' 

470 
3711 
570 
928 

43950 
23770 
203J4 
29868 

4" 
,., 
,., 
,., 

DrogJ's lotal (xp"itnrt points has pand 20000, so ilt 
advallus from 1$1 Itwl to 211d h1. Ht alUJfaltI his dew/opmmt 
pO;IIU 10 bis skills ill ordff 10 illrna$( bis skill Tanks, alld liltll 
updalrs his Chararttr Ruord Shttt. lf Nari had golftn 132 mort 
poilllS, he would haw �dvan(td 10 3rd btl. Tbt. olbff /VJO (harartffS 
art no/ twll rUJst 10 adwlIIrillg a /twl. 

ET -5 � EXPERIENCE POINT TABLE 

Level E"perience Point T nul R"'quired 
I ..... .................. . .................. 10,000 
2....... . ..................... . ........ 20,000 

....... 30.000 J ..... ................ . 
4 ..... ................ . .................................. ... 40,000 
5 .. .. . ................ ..................................... 50,000 
6 . ................... . 

7 . ................ . 

8 .  
9 .  
10 . ................ . 

................. . .......... 70,000 
............................. 90,000 

........ I ro,ooo 
.......... 130.000 

................................... 150,000 

@ 6.3 · ADVANCING A LEVEL � 
Note: A player usil� a (hara(ler Ilmplall nud on� ropy lilt IItXt 
It'lll's bonum jrom lhe appropn'art (OIUIll11 if pagt Ollt if his 
Itmpillu 10 lhe �ppropriall spam Oil IIx mOlld page if bis Iffllplalt. 

When a character advances (goes up) a [evel, he may 
develop skills (increase his skill ranks) and update his 
bonuses. To develop a skill he allocates development points 
to it (sec Table CGT-4, p. 246) in order to increase the skill's 
rank. This process is idemical to apprenticeship skill devel­
opment and is described in Section 24.0 (p. 90-91). After an 
development points have been allocated to increasing skill 
ranks, the profession bonuses(see Section21 .0, p. 82-83) are 
updated. Finally. any skill bonuses whose components have 
changed must be re-wtaled. This process is summarized 
below: 

I)  Allocate development points to increase skill ranks. 
2) Update skill rank bonus�s. 
3) l f  necessary, roll for hits (body development) and/or 

for a spell list. 
4) Update level bonuses for the character's profession. 
S) Retotal any skill bonuses affected by 2) and 3). 
6) Mark the character's new level. 
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• PART III· 
PER FORMING ACTIONS 

In a tactical situation (i.e .. combat), action is resolved in 
terms of feet and seconds. During the MERP tlctical se­
quence, tach character may take only a single action every 1 0  
seconds. This 1 0  second period is call a "round." A round 
usually takes considerably longer than 10 seconds of real time 
[0 resolve. The normal allowable actions are; 
• Preparing a spell 
• Casting a spell 
• Making a missile arrack 
• Loading or Reloading a missile weapon 
• Parrying a missile aH3ck 
• Making a moving m;meuvcr 
• Making a mdee attack 
• Movement 
• Making a static maneuver 

Certain factors may aff"'ct the action that a character may 
rake. Most of these are obvious and can be resolved by using 
common sense (e.g., a character with a broken arm can't use 
a two-handed weapon or a bow; an unconscious characrercan 
perfonn no action, except perhaps breathing; erc.). The 
Gamema5rer is of course the final authority on these matters. 

The Gamemaster and the players should divide up the 
work involved in controlling a tactical combat situation. The 
Gamemaster has to handle the physical layout and all of the 
non-player characters, bur the players can help with other 
factors. One player should keep track of the damage taken 
and status of each charactu. Record Sheet RS-2 (p. 228) is 
provided for this and may be pho[O-copicd for non-commer-

cial purposes. Another player should keep tr..l.ck of the round 
and action sequencing (Section 7.0, p. 42-43). Another 
playu can record activity by playcr characters which can later 
Icad [0 expericncc points. Other players can handle the rabIes 
and read off results during play. By dividing up these tasks the 
game flows very smoothly, everyone gets involved, and no 
one is swamped with work. 

The MERP system for tactical action and combat is 
Simplified and abstracted to increase its playability. Ifbegin­
ning fantasy role players have mastered MERP and desire 
more detailed and realistic combat. ICE's Arms Law & Claw 
Law provides an expanded combat system. with individual 
attack tables for the various weapons, 20 classifications of 
armor, more dctailed critical strike tables. and rules that allow 
more flexibility. 

LOR Note: The way that [:lctical :letion and comb:lt is 
handled in MERPis very similar to the way it is handled 
in LOR (p. T 5-20). Both systems usc a TO second round, 
and both have a limited set of actions and a sequence in 
which the actions are resolved. The primary diff�rwces 
are: 
• MERP actions are resolved differ�ntly. 
• MEKP has two types of maneuvers: static and 

mov1l1g. 
• Spell Preparation and Loading/Reloading a 

missile weapon arc !tURP actions. 
• MERP allows characters [0 use part of their 

Offensive Bonus�s to "parry" attacks. 

7.0 • THE SEQUENCE OF ACTIONS 
DURING A ROUND 

Actions are normally performed in the following order 
during a round (unless a character cancels his action or puts 
it into an "opportunity state"): 
I) Prepare or cast a spell. 
2) Missile and thrown weapon attacks. missile parrying, 

and loading/reloading. 
3) Moving maneuvers. 
4) Melee attacks and melee parrying. 
5) Movement. 
6) Static maneuvers. 

Note: Grim/a/ion rolls aTt ,mJ wbtn rt'll<irtJ by rim.ms/a,rct 
(Su/ion 10.0, p. 5 7). 

Note: Co/gIiding actions may moJify Ibis "'I,una (SUlioll 
10.0, p. 56). 

At the b�ginning of each round, each player should scate 
or write down (the GM must dccide which) what action he 
wishes his character to perform for chat round. At the same 
time, the GM should decide what actions the non-player 
characters will take. The actions are then resolved in [he order 
specified by me sequence above. Th� following sections 
describe how to resolve the various actions. The sample 
adventure presented in Section 1.0 (p. 14-15) is a good 
example of actions taken on a round by round basis. 

SEQUENCING ATTACKS OF THE SAME TYPE 

Melee attacks are resolvcd one at a time. The character 
with the highest Movementand Maneuver Bonus resolves his 
attack first, then the character with th� second highest 
proceeds, etc. If the Movement and Maneuver bonuses of 



Example: Tbt following at/ions w(Tt laken 011 a roulld by roulld !Msis 
bylixparliripallli in lhe sampuadwllI14,t preslllild ill !Uclioll 1 ,0 (p. 14-
/.5). Tht aCliol1J btgill wilh IIx plnylr charaelen / O'from lhe /0"," IlIId 
,udy 10 mow up and will, the am waki'lJi up in lhe bastmenl oj lilt 10"'" 
�nd prrparing ID bmlk (amp and !taw. 

R(lljnJ 6 is a good fumpu <if af/ion sr9umcing: 
I) Agonar's spell is rasljinl and are #3 is pul lo slttp. 
2) Ibm is 110 tIIissilt fift. 

PLAYER CHARACTERS 

Round Agon"r uanan Drogo 

Move Move Mon 

2 Pr�p.", Spdl Move Move 

, Cue Spc.1I Static Mancllvu Sr.tic M.neuver 
(IUCCCSl) (foil.) (mcceSl) 

• Move Static Mancuv.r St.tic M.neuvor 
(,uce.,,) (.ucces,) 

5 Prepare Spdl Moving Mancuvcr Oppottunity Attack 
(."".,,) (fllmblu) 

6 CmSl'dl Moving Maneuvor Out From 
(Ore) (fail.) Fumble 

7 Flo>l� down T.ke. Critical R«ove" wupon 

several charactns are equal. those attacks arc resolved simul­
fmcous[y. This same process is also followed for moving 
maneuvers and movement. If a character's attack, moving 
mmeuver, or movement is an opportunity action (see below), 
iris �[ways resolved bcfor'" other attack!; of the the same type. 

All othu actions are resolved simultaneously during the 
propr:r points in the round (e.g., all spell preparation and 
osting is resolved simultaneously). 

OPPORTUNITY ACTION 
When it comes time during a round to resolve a characrer's 

declared action, he has the option of putting his action into 
an "opportunity" state (i.e., it becomes an opportunity 
anion). In effect, such an action is delayed until the character 
wishes to resolve it. An opportunity action may be resolved 
any time after it has been declared. A character may not 
�rfonn any other action until his oppormniry action is 
canceled (see below) or resolved (at anytime he decides). 

Opportunity actions represent activities like: waiting for a 
target, setting an ambush, waiting to push a boulder down on 
someone, etc. In the sample adventure presented in Section 
I.O(p. 14-I 5), Nan has an opportunity action when he waits 
for a shot with his crossbow. 

CANCEUNG ACTION 
During a round an action may be canceled before it would 

otherwise b", resolved. A character who has canceled his 
action may perform one of the following alternative actions: 
• Melee with half his normal Offensive Bonus 
• Move half his normal (not running) movement 
• Make a maneuver modified by -30 

The alternative action chosen must be performed when the 
other actions of that type arc normally resolved. 

3) &anan mantuwrs (alld jails) 10 gel unde.- lhe cbm /,if OTt arc #3 
can aI/ark her. 

4) Nari �1I�(h Ore #3 who is falling aslap �Ild is doW11, brwhng 
tilt Orr's ltg. &Ih arc #3 and Iht chuljall on uallan who lakes 
an 'A' Unbalana ITitieal. 

5) are #2 is 014l lht door and brgins 10 nm away. 
6) TItre are no Sialic aClions, except perhaps Drcgo ronltmplnling bis 

j14mblt. 

Nari 

Move 

Opportunity Allack 

Opportunity Atr:lck 

Opportunity Attack 
(fire.) 
Movc 

Attack Orc 
(hit» 

Cluns Au 

NON-PLAYER CHARACTERS 

Orc #1 0,,#2 Orc #3 

--- prepare to I •• ve --­

___ f'ini,h gmi"g rudy __ 

Movc 

Movc 
(di.,) 

Move Move 

Move Move 

Move Move 
(fie .. ) 

Run. Allack Lun.n 
(gon.) ('$I�ep) 

GO! Away Captured 
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ST- I I  

8.0 • THE ACTIONS 
Nonnally. each fQund a character may pt:rfonn one of the 

following aClions: 
• Preparing a spell ' 

• Casting a spell . 
• Making a missile attack ' 
• Loading or Reloading a mis.�ile weapon · 
• Parrying a missile att:lck t 

• Making a moving maneuver 

• Making a melee aruck I 

• Movement 
• Making a static maneuver 

• -Includes limited movement liller. 
t - Includts ]im;ltd movem .. m or limit«l �ttack [�rtr. 
t- May include parrying one opponcm's ;uuck. 

ST -I I - ACTION TABLE 

Action Additional Informuion &. Options 

Prepare a Spell ..... ". .May take 10' movnnent bur. 
Cast a Spell. ............... May take 20' movement later. 
Missile Attack ........... May raKe 10' movement later. 
Loading/Reloading . May [�k� 10' mov�m�nt !at�� . 
Missile Parry . ....... .... Half ofOB is subcr�cud from One 

mis.sile anack. May laur takf half 
mOvement or later make � melee attack 
with half his OB. 

Moving Maneuver .... The maneuver may not cover � dist�nce 
of ovcr half Ihat of Ihe character's 
normal movement. 

Mdee Attack ............. May take 10' movement. May shift 
equjpm�nr. in which caS<': OB ;s 
lowert"d by 30 for each item shifred 
(drawn, shcathed or unslung). Part of 
th .. OB m�y bt, us.-d to parry one 
opporn:nr's atuck (a melee parry) . 

Movement .. .............. , Movement is decreased by 10' for each 
item shifud. 

Static Maneuver ........ No additional anion allowed. 

Cancel Anion � Any action may bt, canceled bt,fore it is 
resolved. The ch:uaccer may then perform one of the following 
actions during the appropriate part of the round: 

I) Mdee with half nomla] Offensive Bonus. 
2) Mov .. half of bis nomlal mO\·ement. 
3) Make a maneuver modified by -30. 

Opportunity Action � Any ;!cdon may be dda)'ed by making 
the action an opporrunicy action. Once �n action ;s dda)'ed, no 
other aClion may take place until the opportunity action is 
�eso]v�d or canceled. However the opportunity acdon may be 
initiated at any time during the current round or a following 
round. 

Note: 1f A c" "",W/<"r is wsl'lffIUi�!for 11,l(ha_I"6 (Sit Sm,'on 9.0, 
p. 55), � rhangtoJj4ri"l ""'J4rrOmp4nJ mowmntl, twfI !fll-xmQWl1lnlI 
is ",,,b in "Jillion 10 4nOlbrr Arlion. 

Each of these actions is described in der:ai[ in the Action 
T able ST- I I  and in the following seclions. The sequence in 
which actions are resolved is discussed in Section 7.0 (p. 42-
43). 



8.I • MOVEMENT . 
Movement is simultaneous for all characters. If thtre are 

conflicrs( opponents have both spuified movement). players 
should write down where they intend [0 move. The 
Gamemastershould use common sense [0 interpret the intent 
or each character, and characters should be able to modify 
their actual movement during play in order to Tuct to 
circumstances. 

Each character may mOlle up to 50' plus a number of feet 
rqual to his Movement & Maneuver bonus wilboNt a moving 
mmeuver roll. Alternatively. a char3ctcr may move up to 
double that (running) if he successfully makes a moving 
manruver roll (Section 8.2.2. p. 48-49). 

A character may shift items and equipment on his person 
(e.g .• dr.aw a weapon, sling a shield, take Ollt some herbs, etc.), 
bur the distance that he may move is decreased by 10 feet for 
rach item shifted (for that round). Terrain may also slow a 
character: going up a hill, through a thicket, across a stream. 
across sand. etc. It is suggested that a Gamemaster cut 
movemenl by half for such terrain. 

RUNNING - DOUBLE MOVEMENT 
If a character wishes to move double his nonnal movement 

(run� rheGamemaster should assign a difficulty based upon 
the ttrrain. Then the charOicter mOikes a mOineuver roll 
modified by his Movement & Maneuver bonus and applies 
the result to [he Moving Maneuver Table MT-l (p. 49, 
242). 

If the result is an "F," the characrer does not move and a 
Sfcond roll must be made on thl:': Maneuver Failurl:': Table 
FT·. (p. 240). 

Otherwise. [he result is 01 number. The character may move 
up to the sum of his nonnal movement r:tte plus his encum­
br:mce penalty (Section 5.7. p. 37) plus the maneuver result 
minus 1011 

Distance Moved in Feet = Nonnal Movemmt ROite + 
Encumbrance Penal� + Maneuver Result - 100 

Example: l.ooh'rgallbcI/lmpiea"I!WllmiIlSulioll 1.0, p. 14-
15, IbcJlttilrg Ore (#2) /raws lbe main "�fan" '"gim 10 nm. 
fIis min/wi 11K1W1lUnl fall is 55' pi' ,own" (50' pius his 
MOvtmml al'" MalUUW'T bonus in Rigi" ullIbtT of +5). His 
tn(lllll/!mnu proally is only -5. Tbt CM dmns his nll1ninga lighl 
11IOI11l1lvtf, rolls, 38, and ,"Js I� Or(S MOW/tIlnl & M,n",,," 
!.onou '01" a 101,,1 of 43. RzJt,ring 10 IIx MO\'ing M,nnHl« T"blr 
(MT- I) "ndn- a "lighl" ItlIIlln<wr, Wl!lfl, m"l, of 70. n"s, 
IIx Orr mows 75' (= 1 10' + (-5) + 70- /00). 

The number of rounds that a character is capable of 
running is equal to his Constitution bonus plus 5. For each 
round th�r he rests he will be able to regain 2 rounds of 
running capability. 

Example: A rbanuI" wilb 4 ConSlirwlion bonus of + 10  rou/J 
nm 15 rou"ds bifon Nwng 10 rul;or � rouLl nm Jew 10  rownds 
""wring bis ,...nning I'dpabi/ity 10 5, rtStfor 2 rtJf4nds and lft 'I 
row"ds of ,...nning rapabiliry /xukjor ,  lOlalof 9, lind '�n nm.fcw 
9 mort roullds biftm MrrgJewrtd 10 mI. 

MOUNTED MOVEMENT & ACTIONS 
A mounted character may move up to the movement rate 

of his mount( usually a horse). Such movement rates are given 
in Table ST -4 (p. 255). The character and mount may move 
up to twice that (gaJloping) as oudined under Running 
above. However, the rider's Ride bonus is used for the 
moving maneuver instead of his Movement & Maneuver 
bonus. 

A mounted character and mount may move (or sit on the 
mount and not move) and the character may take a second 
action in the same round. However. the character must make 
a moving maneuver modified by his Ride bonus. This second 
action is called a mount�d action and is nonnally modified 
by -100 plus the result of the moving maneuver roll. 

ff a character wishes to gallop and take a mounted action. 
two moving maneuvers would be required. Ceruin horses 
(see Table ST-4. p. 255) may modify these moving maneu­
vers. 

E:x;ample: S"f'POSt ,ben is a ho'Stlll411 "allil" T"�f wailing 
o,,'Jidt Jor lbe jllling Off in I� samplt adwnlUrt in Sulion 1 .0 
(p. /4-1 j). rll(gas and bis mowlII art I I  O'jrcm IIw. Ore and 
t411 11l0W,S Ibr. Orebtgins lonm. Ibtbontbasa nonlUli rtroWlnlnl 
rauof I 00' MJ Ilxu is no nfi''' 101'1/0p. HOwnocT, in ewdn-Io mow 
1 10' and ITWIkt " IfU'la aI/ark Tug.u musl IlUIkt " moving 
malln<WT. n,.. CM '''IS Ibis lIUIIItIlWf a "mtdium" ItlIInl'llWf, 
rw{eas rolls , 66, his Riding &nou is 30, lind bis lolal of 96 
0b'ains 4n "80" m"lljrom I� Mowng M,nl'llWf T,bie MT-I 
(p. 49, 242). Tu{eas' Offtnsiw &nus wilb bis Mownlttl UIUt 
is 50, so 1" mOdifos bis aI/ark by +30 (= 50 + 80 _ 100). 

45 
.. 
Partm 

P..-forming 
AClioN 

FnJ� 
" ,,1, 
elii" 

Section 
8.! 



p 46 
'" 

* 
P�rt III 

Pcrf"nning 
Act;o", 

"'" '" 

Sections: 
B.2 

B.2.! 

• 8.2 ' MANEUVERS • 
Maneuvers are actions which under normal circumstanas 

have a chance of failing and usually entail an element of risk. 
Maneuvers do not include anacks and spell casting. 

Unusual activities (e.g., swimming. climbing a rope, run· 
ning up or down stairs. opening a lochd cheu, etc.) and 
activities performed under stress (e.g., running, dodging, 
stalking, hiding, etc.) arc maneuvers and Te<juire rolls. Nor­
mal movement and activities aTC no/ maneuvers (e.g., walking, 
climbing stairs, drawing a weapon, etc.). 

The Gamemaster is the final judge as to what is a maneuver 
and requires a roll, and what is normal activity and doesn't 
require a roll. In MERP, maneuvers arc classified as Static 
Maneuvr'Ts or as Moving Maneuvers. Each typt of m,meuver 
is resolved differently. 

8.2.1 ' STATIC MANEUVERS 
Static Maneuvers include tracking. hiding, picking locks, 

disarming naps, n·ading runes, using iUms, perception, 
influencing other characters, and any other complex or 
unusual activity not involving significant movement. 

If a character chooses a Static Maneuver as his action for 
a round, the Gamemaster should assign it a dijfitw/ry (ranging 
from I being the least difficult to 9 being the most difficult): 

I) Routine 4) Medium 7) Extremely Hard 
2) Easy 5) Hard 8) Sheer Folly 
3) Light 6) Very Hard 9) Absurd 

The Gamemaster may require more than one round for 
maneuvers which he decides are very difficult or complex. He 
may also allow a character to decrease the difficulty of 
appropriate maneuvers by using multiple rounds. The 
Gamemasrer may also assign an additional modification to 
the maneuver roll (e.g., an auempt to hide in a completely 
empty. small, brightly lit room might be given a difficulty of 
"absurd 410"). 

After the difficulty is assigned, the character may then 
decide not to auempt the maneuver (i.e., he reconsiders and 
decides nO[ to do it). In this case, he cancds his action and 
may perform some other limited action as described in 
Section 7.0 (p. 43). 

If the character decides to proceed with the man<:uver, he 
makes an open-ended roll and adds his appropriate bonus 
along with any other applicable modifications. These modi­
fications include: 
• Special GM assigned modifications 
• If a skill/ability applies [0 the maneuver, add the Toral 

Skill! Ability bonus from the character's character 
template or from his character record. 
If there is no specific skill/ability that applies to the 
maneuver, the GM may decide that a star bonus will 
modify the maneuver. 

Afur modifications are made. the resulting total is cross­
indexed with the appropriate column on the Static Maneuver 
Table MT-2 to obtain the maneuver result. 

SUMMARY 
I)  The Gamemaster assigns a difficulty to the maneuver. 
2) The character decides whether or not 1:0 perform the 

maneuver. 
3) Ifhe decides to perform the maneuver, an open-ended 

roll is made. 
4) All applicable modifications are made to the roll. 
5) The total is applied to the Static Maneuver Table MT-

2 (p. 47, 243). 

Example: AJll� Ibt arlion in tbt SIlmplt aJ�mlwrr in 5ulion 1.0 
(p. /4-/ 5), Uall,m manages 10 o:rWK btm!fJrom lilt resl oj Ibt 
group Jor a JI:W millWlt$. 5bt mak,s a slalif mallmwr 10 (JC�lIIilll' 
1M /I/Iall box sbt ,ook during Ibt (arliff fight. TIx CM rwlr.s thai 
thit it a L.ighl dijfil"W/ry, so ual!�/I duikl 10 go abtad. 

5bt rollt a 54 and adds + /0 (jora L�htltalir 1/1Il'II'Wwr) �/Jd 
+20 (b« Pmrptioll Ikill bo/lwl). nis modifitd roll oj 84 is 
applild 10 1M "Prmplio,1 & Trarking" {olwIII'! oj 1M Sialir 
MantWVCf Tilb/t MT-2. Tbis is a "PllfliIl1 5IU"rtJs," so she may 
1101 makt allol/"r Sialic 1IUIIII"IlWT 10 rxaminl 1& box Jor al lrllsl 
an bowr. Tbt CM Itllt ullnan lhal lilt box is wooJ", wilh si/I'tr 
in!ays, and Ihttt il htts some sorl oj Imp. if Ualliln had" modijirJ 
roll oj I I I  or tIIort SM wowld hal't.Joulid owl more ilif0ntllJliori 
like Ibt Iypt oj wood, {ht Iype oj Irap, 1M 1,,,lwz oj (he box, rIC. 

uanan ktidu no/ lo wail iln howr, and ullt Iht GM lhal sht 
will makt a slali( IIlollltuWT /0 Iry and disllrm Ibr Irap. ilnd /hal 
six will bt I"')' rarrjulilnd Illkc Ixr lilllt doillg il. 5ht bas a + I 0 
Disanll Tmp skill bonws "nd IIx eM ass�nt a difficwlry oj 
mldium if she tahs al Itasl 2 minwlt.s (12 rownds) 0/1 Ibt 
mmlt"l<VCf. She d'ridu 10 Iry alld TOIIt a 37, whith il modified 10 
a 47. RifrrTing 10 Tablt MT-2, shtgtts a mutt of "Fai/wrr," so 
SM may nol lry again Jor 24 howrs and thtrtJs a 20% rhanu lhal 
IIx lrap grxs off. 

NOTES FOR TABLE MT-2 

lntenction &: InAuence Note: Difficulty and other 
modificatioru :tre based upon thr basic 3tmude of the 
audience towards the char.r.crer and upon what rhr 
character is rrying to g .. t them to do. 

P",rception &: Tracking Note: The infom,ation aya([�b[ .. 
through 3 perception roll is limited by rhe area that YOIl uamine and your usourcn (usually your st'nses). The 
topic rrquiring � roll can be de(ermin� by th .. char:lcter 
:tctivdy st'eking information (e.g .. he sr�t(5. "I am lookmg 
for tr�ps") or by other circumstances (e.g .. docs the 
character notice the attacker sneaking up on himl). 

Perc"'ption & Tracking Note: \Vh .. n Tracking a roll IS only 
required once every 5 minutes (30 rounds). 
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lockpick is brohn and 
!fuck in ,he lock. rendering . Wh:ltever 'pelb Or Blunder. il '0 
it unopenabl. unri! art in the ilem o. on ge' ony valid "",;,,�,,,�. , m bu' 

1IIund.r. You fail 
'J'«!Orulorly. lf poosiblc, 
)'OUr "'Iic action has Ihe 
Opposile .ffen from 
wh.1 you in"nd.d. 

the opposire of wha, 
we", .u,,",pting to 

10 do, Unri! :I 
occurs, any 

by you to 
them will fai!. 

; you 
Absolule Failure: Uncr 
inc:ompclcnce c.u ... a 
nltnl,1 I.p'" Any sl�lic 'C1HIn • •  nempr.d �:,'"' I :;;,:,:::::: the: "''' 10 min (60 

r<luI< in 

F.il",,, You have , 
You may not try ag.in 
d", ... me stattc .etion in 
d", ... ,nc pbc. for 1 d.,y. 

Suce.s..: 
p>tllal 'ucecss i, 

be receptive '0 .ny of 
your ,nempts at 
influence .t lean 1 d,y. 

Parrial Success: YoUt 
"udienee i, still listening. 

moo,'ed (this Te'lu"" you pick up invalid inform;>-
someone o,h.r ,h.n you 10 ,ion due to a misconception 
successfully pick the lock). or improperly .ensed d"aik 
Any trd.pS connecrcd ro ir You may never try again on 
are sCI olT.lf disarming., ,h� .,mt topic in th� same 

is "" ;nled. �rU. 
Ab$Olur� Failure: You 
develop 3 mental block on 
this lock/tr,p; any further 
altempl$ to pickl dis�rm ir 
will fail. Th .... : is • 50% 

will 

Failure: You ha". no id�a5 
an how ro pickl dis.rm Ihi, 
lock/trap. After 24 hf5 you 
may make a perception roll; 
if il 5UCCc.::d.s you mar m.ke 
anoth.r pickl dis .. m 
auempt. There is a 20% 
ch.na Ihat Ihe trap will 
acti •• 1< (indudes picking a 
lock with an auach�d 

: Currcntly you have 
no (urth .. id.as on how to 
read/use ,hi5 run./irem. Afur 
you haye gone up a level. you 
may make make anolher read/ 
usc auempl. Ther. is • 20% 
ch.nce Ihat rhe .pel! will be 
aClivaced (includes I 
\0 us. an ium containing l 

Partial S"ccus: You ha,'e an 
intuittve fcd for ,he ",ne/ 

Abso(uu Failure: Confusion 
cauSOS a men .. 1 lapse. This 
perc<prion rolJ and any 
perception roll, mad. during 
Ihe neK' 10 ,mn (60 rounds) 
wi!! re,ult in f.ilure (sc. 05-
75 �Iaw). 

Fail"re: You gain no 
infonnation. but you think 
thot you have learned 
everything a.ailable. You may 
nOt try again on ,he same 
ropic in the .,m. arca for I 
da)·. 

p<mibl •. you accompli'h 
20% of your st."ic 
OCIion. You m"y no, try 
Ihr ... ,nc 'Iatic action in 
tho urne phce lor I 

You can continue (0 try 1 ::�,�(.:.�I;.:;;��',�:,.�' :"". '0 influence them. 
il.m; rou I.am how many I �::;';�:I,:,:';; reguired Ihe 
spells and .,bilili •• it conr.in, roll, but you ore 
and what they arc. BUI. you 'hat you missed 

",,", 

. you 
"""'pi,,> h�lr of your 
n .. ric >«I;on. Yo" may 
try 'g�on .fter 3 rounds of rom"npb,ion. 

Su«.s" Your sUlic 
action is &ucccssf,,!. 

Absolute Succus: Your 
U>!lc .crion is ,uceessful 

Ncar S"CCbS: K<ep 
talking, your �udience i, I :,:;:�;::��::k::�::':::::.r,�) becoming more friendly. 
Modify ),our nut roll by 
+20. 

Sucass: You have 
influenced your 
.udtene<. 

Absolute Succus: In 

• nd you g<l a +20 I ��;����;��:j��� 
MOIlS 10 further static 
'OtOru fot Ihe n .. I 10 
minUl" (60 rounds). 

fue"r. )'on may .utom.,i­
cally pick/ di.arm (lake • 

thi. lock/rrap 
lock/trap. 

on .im,jar 

Modificalions: 
• Diffic .. llY � 
+30 .... Romine 
+20 ... E:osy 
+10 ... Ligh, 

+O ... Medium 
-10 ... Hard 
-20 ... Very H.led 
-30 ... &tremdy Hard 
-SO ... Sheer Folly 
-70 ... Absurd 

Modifications: 
Di(ficulry � 

see • under Genet,,!. 
+50 _ Audience .. per­

,onally loyal or de-
voted 10 rhe character. 

+20 - Audience t5 under 
hire to the char:>crer. 

+ Inflenee Skill bonu •. 
5.,e Nore on 

previous p"ge. 

Modifications: 
Difficulty � 

see· under Goneral. 
+ Skill l><mu< for P,ck 

lock or Di .. m, Trap. 

Can nOt yel rrod/u,. ir. You 1 " ",,,h',",. You may nat try 
Inay not make anolher a"empl same lopic in the 
umil I week ha. I hour. 

it. You leo", how many spell� 
and .biliti.,. ;t cont.,im and 
whar Ihey arc. If you WAil 24 
hOUr< .nd }'OU medirare aboUI 
your auempl for 2 hours (no 
olher activity). you ,my try 

i w;lh .n ulr:t + I O mod. 
Sucass: Learn I spcll/ability 
in the ilem/lUne p.per. You 
may us. it when you hold the 
it (rune. are only ,,,able once). 
You learn the o,hn !peHs Or 
.biliri.s, .nd may nuh more 
rolls ro be .ble 10 u,� them. 

. You 
and abilities in 

iICm or on a p,ue of rune 
. and you m.y u,. them 

I :�:,:;;:;;y<'�:"�h:�old the item Or 
arc only 

Modifications: _ (spell's Ivl) 
_30 � If rulm of spell i, nol 

Ih. '.1me as the character's. 
_ [ 0  _ (f the spell or ability 

is not known, 
+20 _ I f  the spell or abilily 

i. known. 
+30 � If the charAcrer un 

C.51 Ihe spell intrinsically. 
+ Skill bonus for 

Read Rune or Usc hem 

g."n $Om� 
on the 
,h, 

and you a", 
you missed 

I .,",,,hl,",. You m.,y try ogain 
round, of eomempla-

" 
g.in all of the 

on Ihe topic that 

aware of ewrything in the �ru 
examin.d (includes infonna­
tion on (opies olher than Ihe 
une requiring rh. perceprion 
roll). You gel a +20 on 

roll, 10 minutes. 
Modificalions: 
Difficulty _ sec · und .. 

Gcn.I':IJ. 
+20 � If a player "'atc. ,h", 

his characIer is looking for 
specific inform.uion. The 
nurn�r of rounds .pent 
�ffect> the difficulty, 
Skill bonus for 

Perception or Trnck. 
on previous page. 

Less 
than 

-25 

-25 
'0 
04 

05 
'0 

75 

76 
'0 
90 

9 1  
'0 

I IO 

I I I  
'0 

175 

Greater 

than 

175 

Mancuvt.r 
Table 
MT-2 
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8.2.2 • MOVING MANEUVERS 
Moving Mam:uvers include climbing, swimming, riding. 

sulking. and any complex or unusual movement (e.g .. acro· 
batics, dodging. tumbling. diving, etc.). Such a maneuver 
must be within the physical capabilities of the character 
perfonning the maneuver. Normally, a moving maneuver is 
limited to covering a disunce no more than half of the 
characrer's normal (not nmning) movemc:nt. 

If a character decides to make a Moving Maneuver as his 
action for a turn, the Gamemaster should as.sign it a Jiffi'''/ty 
(ranging from 1 being the least difficult to 9 being the most 
difficult): 

I) Routim 4) Medium 7) Extremely Hard 
2) Easy 5) Hard 8) Shm Folly 
3) Light 6) Very Hard 9) Absurd 

The GM may also assign an additional modification to the 
maneuver roll (e.g., an unassisted running leap across a 40' 
chasm for a human might be given a difficulty of "absurd -
10," since the world record is only around 28'). Assigning 
difficulty requires a f.,miliarity with the Moving Maneuver 
Table MT-1 (p. 49, 242) and a subjective decision by the 
GM (practice and experience will help). 

Example: Hm: art: a J� Jampk mant"wr J1fi,,,ltia: 
almbl"l � ladd" ...................... . ............. R""ti .... 
aim!.I"l � trN wllb loll of low IlmbJ ........... . .......... &? 

aimbinl � IrN wlr& JO!fIL low IlmbJ ... . ...................... Lighr 
aimbinl lbt rOIl,gb, brir! _II oj � ralta:t .................. ........... MtJi,,'" 
aimblnl Q Ir« witb limbs 10,,"," rNn 20' ....... ......... Hlml 
Climblnl � ""',gb, Iron. _II in Ib. rQ"" ...... . .. Very HQrJ 
almb,''!t Ibt m'lIOrJ. _II of d fo.rt= ........................ . ..... SJwr Folly 
Hidinl bJ.i"d Q lars< &.rrrl I" II ""r! {tIki, ...... Ro"tint 
Hiding lvhinJ � In.sJ. On d p"lr�blt.r� night ... . ............... Ugbt 
Nidi'!t ivbl"J II In.JJ. 0" � moon/it ni,gbl .. . .. HdrJ 
Hiding /ybinJ" bwsh ,'" bro.zJ ""yl'g/J' ................... .. fxt.tfflLly H.rd 
Uaping" Jit(b (no IIm,or) .............................. 4'-&sy; 8'-U,Ji"m; 

13'-H"rJ; 18'-Very Hard; 28'-5bttr FoUy 
jll"'ping a faut ("0 an'lOr) ......... ......... ..... . .. . 4'-Li,gb/; J'-Utdi�"'; 

5.J'-H"rd; 6'-Vtry Ha.d; 8'-511 .... Folly 

After the difficulty is assigned, the character may then 
decide not to attempt the maneuv�r (i.e., he r�considers and 
decides not to do it). In this case, he cancels his action and 
may perform some other limited action as described in 
Section 7.0 (p. 43). 

If the character decides to proceed with the maneuver, he 
makes an open-ended roll and adds his appropriate bonus 
along with any other applicable modifications. These modi­
fications include: 
• Special GM assigned modifications 
• The character's Moving & Maneuver bonus 
• If a skill/ability applies to the maneuver, add the Total 

Skill/Ability bonus from the character's character 
template or from his character record. 

After modifications are made, the resulting toul is cross· 
indexed with the difficulty on the Moving Maneuver Table 
MT -1 [0 obuin [he maneuver resulL 

MOVING MANEUVER RESULTS 

An 'F' (i.e., Failure) result requires a second roll on the 
Maneuver Failure Table FT-4 (p. 240). A number result 
indicates one of the following methods (depends upon the 
situation and the GM's d�cision): 
(1) The percentag� of the attempted moving maneuver that 

is accomplished (e.g., a "70" result means that 70% of the 
maneuver was perfonned). A result over roo indicates thaI 
the maneuver was accomplished and that the distance 
covered by the maneuv�r may be increased by (# - rOO) %. 

(2) The chance of complete success (e.g., a "70" result means 
that there is a 70% chance that the maneuver has been 
accomplished). 

(3) If the result is 100 or greater, the maneuver succeeds. 
Otherwise, during the next round, activity is redund by: 
100 - #. For example, a "70" result means that the 
maneuver has been accomplished, but the character has a -
30 penalty to activity next round. 

Example: Ntiri is /,ring ,/JlmJ by a large WalE auJ WIInlS 10 
dimb a 12 fOOl, ro"gh, brick WIIIl. Tbt IlCnllal ratl of climbing is 
'm fut p" round. Tbt GM ass (gns a d1fiCllfty of MtJi"m anJ 
dt(iJu 10 IlSi rnlthcd (I)abow. Noiri rallsandgetJ a ttJ"I, oj"50" 

from Tabk MT-I. nilS, Noiri climbs 5 fUI Jllring 'lx fiNI raNnJ. 
Nari llan'l$ J.ac� and sm Ibt WalE cbargi,rg bard. Ht knows 

Ibt Warg might "'" abk 10 !tap lip andgrab him if bt Jomr't get "P 
on tlx WIIIl, so bt Jm'dts to make an all-ollt allmrpl lo gel "P Ihll 
.-o"nJ. TIt eM dtciJl$ ,bt J1fiCIIlry is still MeJi""" hili tba, 
mtlhoJ (2) abow will be IIseJ (i.t., 011/ or " olhing). Nari rolls anJ 
gm a res"l, of "60"f.-om TaMt MT-f. nilS, he h.u a 60% 
ch.mct of mahng i, 10 tlx lop of the WIll! and a '10% chanet offailing 
1M manruW'f. Ma!ing anothtr roll, Nari gm a 3 7  and ,lUIhs il 

"P 
Tbt: nexl rou"J Nari JuiJa 10 slip owr lilt olhtr siJe of lilt WIlli 

anJ drop 10 Ilxgro"nJ. Tbt: eM as:siglls a Jiffic"lly of Lighl. Nari 
will alilollUllitally drop allllx _y grOlinJ in O"t rollllJ--Ibt 
.,""U'''�" is 10 dt'm"inl how harti his lantiil'l is. So, I� eM 
dtriks 10 "Siti mt/hod (3) abow. Nari rolls allJ gtlS a rts,,/t of 
"90" on Tab& MT-I. ThIlS, bt Jrops /0 Ibt gro"nJ, b"t s"ifm 
a -10 ptnally 10 bis aailliry Jllriug IIx "eXI round. 

SUMMARY 
I) The GM assigns a difficulty to the maneuver. 
2) The character decides whether or not to perform the 

maneuver. 
3) Ifhe decides to perfonn the maneuver, an open.wd�d 

roll is mad�. 
4) All applicable modifications are made to the roll. 
5) A result is obtained by applying the modified roll to 

the Moving Maneuver Table MT-l (p. 49, 242). 

Example: In I� :sample adwnlllrt pmellltJ in Strlion 1.0 (p. 
14-15), uanan JaiJu 10 Iry and I"rn OvtT a large cbul anJgn 
"nJer II btjorean Orctan aI/ark hrr. eonsiJ"in: I� silwalioll (six 
has kr&.(� lo ,he Orf), Ik GM roles Ibt mantuwras ''&Immiy 
HarJ, " hilI uanan dlfiks to Iry any_yo Tbt GM dtrius 10 "se 
.rrtlhod (I) Jar mullS Jrom Table MT-I. 



MT -I - MOVING MANEUVER TABLE 

Opcn-t.ndt.d 
Roll Routin� "'"'r Light Mt.dium 

Leu Th�n (_ I 50) F F F F 

(-150) -(_101) 10 F F F 

(-100) -(-51) 30 10 F F 
(-50) -(-26) ,0 30 10 F 1_ (-25) - 0  70 50 30 5 

01 - 20 80 60 50 10 
21 - 40 90 70 60 20 
41 - 55 100 80 70 30 
56- 65 100 ''''-90 80 40 
66-75 100 100 90 50 
76-85 100 - 100 100 60 
86 - 95 100 100 100 70 
96 - 105 1 10 100 100 80 
106 - 1 15 110 110 100 90 
II6 -125 120 110 110 100 
t26 -135 120 120 110 100 
136 -J45 130 120 120 110 
146- 155 130 130 120 110 
156- 165 140 130 130 120 
166 - 185 140 140 130 120 
186 - 225 150 140 140 130 

226 -275 ISO 150 140 130 
CiTU(t'f Tfuln 275 160 150 150 140 

UIiMal1 rolls all 03, so, sbt lIIuSI roll agaiM ami sub'nu" bt 
$lcolld rolljrom lbe jirsl (,.t., il is all opm-emud roll,rMr strod 
roli is a 62, resu/tiMg ill a u/lll/odified roll oj -59. Hrr Mowmwl 
& Mamuw:r /reI/US is +20, aMd IMft is 110 sptrifir shill ability 
lbal applits 10 '�lIjl(g into a rkJl," so 110 Olber IIIodifira/iollS art 
mad!. nus, tlx lolal mantHVCr rail is -39-nol too swijl. nis 
liws a m"lt oj "Failurt" (i.t., "F" frolll Tabk MT-I .  

n, Failu" foil is a 74 alld is modifitd Iry + / 0 d .... /0 lbe 
difflrUlsy oj lill malltllWf (Exlwlldy HarJ), whirh giws aM 
"84." Chukil(g lill MoviMg MaMtuvtr Failurl Tabk FT-4 (p. 
240), _ srt IMI uanall hasjalkM dowlI, I"km 3 bilS and iJ al 
-20 10 artivity jor 3 rounds. 

If WIIMI had rolkd II 78 Oil btr IIUllltllWr roll, she woll/d have 
alolalmalltuwrrolloj98 (78 + 20).]ora multoj"50. "Thus 
she _,,/J haw bUll 50% oj tbe way Ibrough her maMfW\'f.r when 
rlv Orr (ollld aI/ark . [II Ihis (aU, the CM might ruk that tbe (lxs, 
arts likl a shield, gi�il'!. uanall a +25 madifiralioll 10 her 
Dtjtllsiw &muJ. 

MOVING TO ATTACK 
A commonly used moving maneuver is to attempt [0 move 

and then to make a melee attack. In this case, the normal 
difficulty on level ground is "Light." 

Ifth� result is not "F" (i.e., not a Failure), th� character 
making the maneuver may immediately mov� up to half of his 
nonnal movement. Then the character may make a melee 
attack with half of his normal OB. Such a.n attack is resolved 
at th� same time as nonnal melee attacks and is further 
modified by -100 plus [h� result of the maneuver. 

Y,,>, EXlrt.mdy Sh��r 
Hard Hard Hard FoUy Ab5urd 

F F F F F 

F F F F F 

F F F F F 
F F F F F 
F F F - F F 
5 F F F F 

10 5 F F F 

20 10 5 F F -30 20 10 F F 
40 30 20 5 F 
50 40 30 10 F 
60 SO 40 20 5 
70 60 50 25 10 
80 70 60 30 20 -90 80 70 40 30 

100 90 80 50 40 
100 I{)O 90 60 50 
1 10 100 100 70 60 
1 10 1 10 100 80 70 
120 1 10  1 10  90 80 
120 - 120 110 100 90 
130 120 120 100 100 
130 130 120 110 100 

Resu!u: 
F _ F.i1ure. ro!! on Moving Maneuv« F.i1ure T .ble FT-4 (p. 

240, 

-

-

-

# _ Dep"nding upon Ihe .ilUation (GM's deci.ion) a numb<:t ••• ull 
is: 
(I) Th. p"rctnl�ge of 1M attempted moving maneuver that i. 

accomplished (c.g., . "70" result mun. that 70% of the 
mcving maneuver waS p"rfonntd). A ..,.ult ovcr 100 indicate. 
th�t the m.ncuvn W;l.$ accompli.hed and the chu:lCfcr 
""rfonning Ih. maneuver may incrca.., the distanc", covered by 
the manruver by (# - ]00) %, or 

(2) The ch.nce of comp!ete .ucce$< (e.g., a "70" rc.ult mUll! 
trut th • .., i • •  70% ch.nce Ihal ,·h. maneuver h •• been 
.ccompli.hed). or 

(3) Reduces activity by 100 _ # ntxt round ( •. g., . "70" result 
=.n. that the maneuver ho. been accomplished, but the 
character h .. :I -30 p"n.hy to activity nut round). 

Modifiutions: 
+ Movement & Maneuver bonu5 
+ any other �ppropTi�te ,kill/ability bonus 

-50 ........ if otunned 
·70 ........ ifdown 
-30 ........ ir ont limb out 
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o 8.3 · ATTACKS 0 
This scction descrioo :leu.tlts and [he pnx:es5 uscd [0 

resolve them. A very dc:uilM example combat is included to 
iJlunT:lu: many of the rules outlined in this .section. 

Attacks occur when :t char2cttr (the :.a.ttacker) attempts to 
affect or harm an opponent (the defender or target). Nor­
mally. an attacks £:.lIs into one of (hr� cattgories: 

• Spell Attacks 
• Missile attacks (includes thrown wupom) 
• Mdcc attacks (wc:apons and animals) 

Each type of attack is normally resolved during a different 
part of the round. If a character's action for a round is an 
attack (spell. missile, or mdte), hf' may also move up [0 10' 
during the propu part of the round (i.e., during movement). 
Simple actions, such as dropping whatever is in his hands. 
may be performed with the permission of the Gamcmastcr, 
who may assign a penalty to the character's OB. 

If a character's action is a melee attack, he has the option 
of moving the 10' just before melee attacks are resolved (i.e., 
the movement iS :l charge and thus part of the attack). The 
attacker may also shift an item (e.g., draw a weapon, unsling 
a shield, (ake herbs from a belt pouch. etc.). but then his 
Offensive Bonus is modified by -30. 

MODIFICATIONS &. SPEOAL ATTAa PROPERTIES 
Applicable modifications for attacks are given on the 

attack tables. and s�cial attack profXrties are given in the 
statistics tables: 
• Weapon Sutistia Table CST-I (p. 232) 
• Animal Statistics Tablt CST-2 (p. 234) 
• Spell Statistics Table CST-J (p. 236) 

ATTACK R£soLUTION 
An attack is rtlOlved by the attacker making an open­

ended attack roll, adding any applicable modifications, and 
then applying the modified roll to [he appropriate attack 
table (AT-I to AT-9, p. 233-236). Results are explained in 
Section 8.3.] and include: 

• Hits delivered 
• Fumbles and Failures 
• Critical Strikes 
• Modifications to Resistance Rolls 

The last three results will usually r«{uirt a stcond roll on 
a fumble and failure (able (FT- ] to FT-4, p. 240). a critical 
table (cr-l to cr- l l ,  p. 237-239). or the Resistance Roll 
Table RR T (p. 235). 

SuMMARY 

I)  Attacker makes an open-ended attack roll. 
2) If an UM (unmodified) resulr is obtained, proceed [0 

step 4 (i.e., the roll is not modified by anything). 
3) All applicable modifications are made to the roll. 
4) The modified roll is applitd to the apptopri3H: atuck 

table. 
5) The result may require a roll on a second table. 

8.3.! · ATTACK RESULTS 
An atuck may have several results de�nding upon the 

attack roll (modified or unmodified). These results includt 
hits. fumbles. failure. criticals, and Resistance Roll modifica­
tions. 

HITS 
A number result on all of the attack tables (except the Base 

Spell Attack Table AT-9, p. 235) indicates the number of 
hits delivered to the target. 

FUMBLES AND FAILURES 
If an attack roll results in a 'P resulr. the attack has fumbled 

or failed, and a roll must be made on one of the Fumble and 
Failure Tables: FT- I, FT-2, FT-3, or FT-4 (p. 240). A 
Fumble/Failure roll is only modified by one of the special 
modifiers listed at the bottom of the ubII' being used (i.e., 
weapon f\unbles are only modified by weapon type, spdl 
f.,ilures are only modified by spell class, and moving &. 
maneuver f.1ilures are only modified by maneuver difficu!ty). 

CRITICAL STRIKES 
A !etter result of A, S, C, D. or E indicates that [ht target 

has been given one or more critical strikes (i.e., criticals or 
crits). The type and number of criticals de�nds upon the 
type of the weapon or spell used. This information is gIven 
in the mtistic rabies (Tables csr -I, CST -2. and CST ·3. p. 
232-236)-

To detennine the result of the critical a second ro[l (not 
open-ended) is made and applied to the appropriatt critical 
table (cr-] to cr-I I, p. 237-239). This roll is only 
modified by a bonus based upon the severity of the critical 
(i.e., what letter): 

-20 ............... 'A' critical 
-I 0 ............... 'S' critical 
+0 ............... 'C' critical 

+! 0 ............... 'd' critical 
+20 ............... ·E' critical 

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

The criticals give very specific damage to targets that 
receive them. All of the damagt specified by criticals should 
be self-explanatory txcept for the following common results: 
+ # hiu.-This many hits (#) are taken in addition to the 

nonnal hit result derived from the attack table used (e.g .. 
"+5 hiu.")' 

# hiu �r round. - Each round after the crit is taken, the 
target takes this many (#) additional hits due to pain and 
bleeding (e.g., "3 hiu/round:'). 

Stunned # rounds. - The target is srunned for this many 
(#) rounds, during which he may not attack and may only 
parry with h:llf of his Offensive bonus (round up). Any 
other action requites a maneuver roll modified by -50 (e.g., 
"Stunned 5 rounds.")' 

-# to activity.-All of the target's bonuses (e.xcept DB and 
RRs) are lowered by the # (e.g., "-10 to activity."). 



FT_I - HAND ARMS CT-2 - SLASH 
FUMBLE TABLE CRITICAl TABLE 

-49 - 05 
Lo.� your grip. No fu"her �'(ivity Wuk strike yidd.! no utra 
thi. round. damage. +0 hit<. 

06- 20 
You slip. If your we'pon i. Minor calf wound. I hit P'" round 
I-h�nded and non-m"gi" it breaks. 

21 - 35 &d foHow_through. You [0><: your Blow to UPp"r leg. +5 hit<. If no 
opportunity, give you .. elf 2 hits. leg armor. + J hit< and 2 hiu/md. 

Drop your we'pon. 1< will tah Minor chest wound. +J hits. 
36 - 50 I round to dr�w a new one or I hit P"t round. -5 to activity. 

2 round. to recover old one. 

You lox yo"r wind and realiz. Minor foreann wound. +4 hiu. 
51 - 65 th", you should try to ,..,lax. 2 hit. pcr round. Stunned ! 

-40 to activity for 2 rounds. round. 

Yo" Humble. Th. cbssles, di.play Medium thigh wound. +6 hiu. 
66 - 79 lcaves you 'tunned for 2 rounds. ! hit p"r round. _10 10 activity. 

With luck, you mighl still .urvive. Stunned 2 round •. 

Incredibly inept move. Rol! , '6' Neck slrik. SCV<'TS carotid >rury. 

80 
(rush nit on yoursdr. If opponent Neck brohn. Dies in I round of 
i. using . ,I,.hing weapon. your intense agony. 
wupon i. broken. 

Bite .nd .wallow tongue in Ihe SIa.h weapon ann. +10 hiu. 

81 - 86 
ncitement. Stunned 2 round •. I hil per round. If no arm ,nno,", 

mwd. and tendon damage. um 
wtl .... 

Los. your grip on your weapon [).:s"oy' on. eye. + 10 hit<. 

87 - 89 • nd reality. Stunned J ro"nd • . Stunned for JO round •. 

Poor execution. You "Iempl to Disemboweled, dies iMtantiy. 
90 m.im yoursdf a. your weapon 25% ch.nce your wnpon is stuck 

breaks. You I,ke a 'C .Ia.h crit. in opponent for 2 round •. 

Unbelievable mi,h�ndling of your Knocked ou' for 6 hours with . 
91 - 96 wnpon. A friendly combatant strike to .ide ofh.ad. +15 hits. 

neor you take • • '6' crosh crilical. If no hdm: dies in.t·andy. 

Stumble ovcr an unse.n, im.,gin.ry. Stver lower I.g. 20 hit< per round. 
97 - 99 dece.sed turde. You arc very Drops and l.p'es into 

confused. Stunned 3 round •. unconsciou.n .... 

Worsl move secn in ag ... -60 to Sh.h .ide. Down, uncon"iou. 
100 �aivity from a pu!led groin. Fo� ,. and di .. in 3 rounds due 10 

stunned 2 round. l.ugh'ng. m� .. iv� intornal organ damage:. 

You f.1I in an .ttempt to commil Major abdominal wound. 
101 - 106 .uicide. Stunned 3 rounds. If u.ing + 10 hits. 8 hiu per round. _10 to 

• pole_ � nn, iu .h.ft i • •  h'I<� .. d. activity. Stunned for 4 round •. 

You break your weapon Ihrough s<:ver weapon ann. 15 hiu pcr 
107 - 109 inc pine ••. Stunn�d 4 rounds. round. Down and uncon"iow 

immediately. 

You stumble, driving yout weapon Impaled in h.,". Dies instantly. 

110 
into the ground. Siunned 5 round •. H .. " destroyed. 25% chance your 
If mounted: you pole vault 30'. weapon i. >luck in foe 3 round •. 
take . 'C' c .... h ctit upon I.nding. 

1 1 1 - 116  Your moum r .... suddenly. Stver hand. Knocked down. 12 
Stunned 3 round. r<cov�ring. hiu/round. Siunn.d for 6 round •. 

You do nOI coordinate your S<:vo::r .pine. Col!�p ... immedi-

1 17 - 1 1 9  rnovern.nt with your moum's. ately. Paralyzed from the neck 
-90 to .ctivity for next J round. down pennan.ntly. +20 hits. 
trying 10 .t,y mounted. 

Yo" fall orf your mount. Strike to hud destroys brain. Life 

120 Roll a '0' crush erit on you"elf. i. hard for the unfo"unate fool. 
Expires in a heap. immediately. 

Modifications: Modifications: 
-20 - IH Concussion Wupon -50 _ 'T' critical strike 
-10 - I H  Slashing Weapon -20 - 'N critical .ttike 
+0 __ 2_Hand.d Weapon. -10 _ '6' critical nrike 
+ JO Pole Arms +0 _ 'C' critical strike 
+20 Mounted Weapon +10 '0' critical .trik. 

+20 'E' crirical strike 

Part m 
Pe.fo ..... ,"g �AClio ... � 

AT -I - I -HANDED SLASHING WEAPONS 
ATTACK TABLE 

Rigid Soft 
Roll Plate Chain ltathu ltathu None 

. UM., Q.I."o.8 - .p.o�si.QJ� FUmP�e 
09-45 0 0 0 0 0 
46-50 I 0 0 0 0 
51-55 I I 0 0 0 
56_66 """"'i� ";;'· l ·Y""c ., ' 0  0 0 
61-6$ 2 2 0 0 0 
".7(L . );;ffi """,,,, 3,,,,,,,,,,, , O?- 3 .• 0 .. 
7l-75 3 4 3 5 0 
76-80 4 5 5 7A 7 
81-85 5 6 6 9A 9A 

I - 86-90 5 7 7A lOB lOA 
'91-95 6 8 9AJfii\:� 

lIB lIB 
96-IOO 6 9 lOB IJB 13C 

lOI�JOS 7 lOA lIB HC lSC 
106-110 8 lIA t2B 15C 170 
I I I- l I S  8A I 2B DC I7C 190 
1 1 6-120 9A DB I 5C 180 200 
121-125 9A DC I 6C I90 21E 
126-130 lOB I4C I70 200 2�§ , 
131-135 UB ISC 180 210 25E 
136·140 IIC 160 20D 23E 276 
141-145 lID 170 2IE 24E 28E 
146-150 126 18E 22E 25E 30E 

Critical; A ........ . .. Cri.i .. ! roll is modified by -20 
• ............ Critical toll i, rnodified by-IO 
c.. ....• . .. Crilic�l roll is rnodir;�d by 0 
D .. ......... Critical roll i. ",odifled by + 1 0  
E ... . ....... Critical roll i. modified by +20 

Th� type of crit;c�l is dct.rmined by the 'p"cific weapon attock 
being uJcd (sce Table CST· I, p. 232)-

Modifications: Altacker'. OB - [kfend,,'. DB 
+15 ..... Flank attack. • 
+20 ..... R.ar a!lack (in addition 10 the nank bonus)' · 
+20 ..... Def�ndu surprised . •  

+20. . .. D.f.nder .tunned or down. · 
-30. ... If �'t.>cker drawing or changing weapons. 
-20 . .... If attacker has taken over half of h i. hit •. 
-10 .. .. For .. eh increment of 10' (over 10') that the 

.ttacker has mov�. 
-variabl. _ The def.nder rn.y use p.rt of hi. OS to p.rry. 

• _ Nor .pplu:.blt 10 "'isrii. •• ,J""w" w"p<J�s. 

Tables: 
IT-I 
CT-2 
AT-I 
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Sections: 
S.3.[ 
S.3.2 
S.3.3 

RESlSTANCE ROLL MODfFICA110NS 

Non-failure: n:sulrs from the Base Spell Am.ck Table: AT-
9 (p. 235)are numbers which art used as modifications to the 
target's Resistance Roll, A result of this type requires lilt: 
target make a Resistance Roll to avoid (or decrease) the 
effects of the spell. 

Once this modification has been obtained from the attack 
rol!. the target must m:lke a rtJistal1tl rolland add the attack roll 
result, the target's appropriate RR bonus, and any other 
appropriate modifications (see Table RRT, p. 235). Then 
the attackc:r's Icvd and the larger's Icvd are cross-indcnd to 
ohtain a number from the Resistance Roll Table RRT (p. 
235J 
• If the targd 5 modified RR is greater than or equal to this 

number, he has successfully resisted the spell 
• Otherwise, the: target has f.,iled to resist. 

The results offailing to resist vary from spell to spell, but 
are uniformly bad for the target. 

UNMODIFtEO Rous 

Certain results on the attack tables are marked with a 
"UM." When the attack roll before modification falls within 
one of these ranges, no modifications are made to the attack 
roll. These results can only be achieved if [he unmodified roll 
f.,lIs within these ranges. Modified rolls f.1.lling into these 
ranges are treated as the next lower (or higher) result. 

MAXIMUM AND MINIMUM RESULTS 

The attack tables have maximum and minimum result. If 
a modified attack roll exceeds a maximum result, the roll is 
treated as the highest non-UM result allowed. If a modified 
attack roll is less than a minimum result, the roll is treated as 
the lowest non-UM result allowed. 
• On all of the attack tables. the minimum result is one morc: 

than the unmodified fumble/failure result. 
• On arrack rabies AT- I to AT-4 (p. 233) the maximum 

result is I SO. 

• On attack tables AT-8 and AT-9 (p. 235-236) the 
maximum result is 96 (i.e., one less than the unmodified 
results). 

• On the Bolt Attack Table AT-7 (p. 236) the maximum 
result is determined by the attack spell. 

• On the animal attack tables AT-5 and AT-6 (p. 234). the 
maximum result is determined by the animal's size (i.e., 
tiny. small, medium, large, or huge)' 

8.3.2 • SPELL ATTACKS 
Spell attacks fall into two categories: directed spell attacks 

and base spell atracks. Directed spell attacks include all 
"Bolt" spells and all "Ball" spells (see Table CST-3, p. 236), 
and such attacks are resolved on Tables AT-7 and AT-8 (p. 
236). Base spell attacks include all other spells. and such 
attacks are resolved on Table AT-9 (p. 235). 

All spell failures are resolved on the Spell Failure Table 
Fr-3 (p. 240). 

Each spell has a ra'W given in its spell description section, 
Appendix A-4 (p. 190). The distance between a charaCter 
making a spell attack and the target of the attack must be less 
than or equal to the range of the spell. 

8.3.3 • MISSILE ATTACKS 
Missile attacks are resolved on the Missile Weapon Attack 

Table AT -4 (p. 233). Missile attack fumbles are resolved on 
the Missile Weapons Fumble Table IT -2 (p. 240). 

RESTRJCTIONS 

If a character is "engaged in melee." he may not make a 
missile attack with a bow, a crossbow. or a sling. A character 
is considered to be engaged in mdee, if the following two 
conditions hold: 
• At least one melee atock was made against [he character in 

the previous round 
• The charaCter is still within 10' of at least one of the foes 

that melee attacked him in the previous round. 

MISSILE PARRYING 

If a character has a shield and he is [King an opponent 
making a missile attack against him, he may "parry" the 
missile attack with up to half of his Offensive bonus (see 
Melee Parrying in Section 8.3.4, p. 54). Later in the round, 
he may move half of his normal (not running) movement, or 
he may make a melee attack modified by half of his normal 
Offensive Bonus. 

RANGE AND RELOADING 

Nonnally, missile attacks are made against targets more 
than 10' from the attacku. Table CST-I (p. 232) indicates 
which weapons are allowed to make missile attacks by giving 
[hem a bast rarw. For each weapon with a base range, the table 
gives shon. medium, long, and maximum ranges. Each of 
these ranges gives a modification to the attack roll. These 
ranges are all multiples of the base range. 

All of the bows and the sling require loading and reloading. 
The number of rounds required for loading each we<lpon 
(and reloading without penalty) is given on Table CST- I .  
Some o f  [he weapons can be reloaded i n  fewer rounds (even 
o rounds), resulting in a modification (given in the table) to 
the next missile attack rol! made by [hat weapon. Unless the 
load/reload rime is 0, loading or reloading counts as the 
action for a round, but the character Illay still move up [0 ! 0'. 

Example: A remposill bow b.u a baSt rallgr. if 75', se whm il 
isjiftd al a laTgn bot'wtm 0' alld 75' away Ibtrt is 110 mod!/irariell 
10 1& OB (Ibis is ShaT' rarw). Whm a lemposill bow is jirld al 
a '11.71' botlwrm 76' alld 150' away, lhe modi/i(aliorl 10 1M 08 
is -25 (m�dium rarw). &lwr01 1 5 1 '  and 225' 1M m{)d!/ita,iorl 
10 lhe 08 is -50 (1ollg ratlgr.), twd btlwrtn 226' and 300' 11K 
mcJ!/iralien is -75' (milximum ra1W). ShaUala largtl lllOrtlMtl 
300' aWllY all': nol al/:'wrJ. 

A romposilt bow nonnally Inkrs I roulld Ie load or "load 
wilhoul ptnalty, a"J Ibus roulJ bot jirtJ Ollft t:wry olIK, routld 
wilhoul ptrlally. Howr.�r il ma) bot "loadrd ill 0 rounJs 
r'rfload(O) al -25 to OB'') �IIJ jirtd 1M ro,md immrdiatrly 

jellowillJ: a rounJ in whifh il .... \lS jirrd, if lhe 08 jor lba, round 
is rtJu(t:d Iry 25. nusjiring tvrry rout,d mrrlls in a -25 prnalty 
Ie Iht jira's OB. 

A rkral'"nltllltd Sbrynkjirrs his {omposi,t hoW1t1 all Orrltnd 
miws. � IIlXI round ht has two oplionsjor rr!oaJi,'i:: IK r.mfirt 
Itgain wilh 02 �25 10 his OB (llort/wily 55), mulling in a misJi/t 
alllUk on the Or( wilh a +30 08 Of be (all SprllJ the round 
rrloading. Hr duiJtJ 10 sptnd lbe roulld Ttlcading, atld Ibm ill 11K 
Ihird rounJ be //lay jiTt wilh his jull 55 08. 



wmpk Swppcst .....btll 1« figbl starts ;11 1« Jall1pk adWl'lI1m: 
prrwl/ti in5«li(1ll f.O (p. f 4-f 5), 1« {UIl1b.a'antsIllXt I«JolLrwing 
Mioru. Orr #2 wIISfings bis sbi,IJ anJ IIlIlItL Min' wilb Ins sborl 
sworJ. Orr #3 drops bis short sworJ, dl'll_ his 2-lKllltbd sworJ, IInJ 
It/11th NaTi. NJri Jraws bis banJaxe, wnslings his Ihitld, IInJ ellgaga 
Ibr Om, Orr #2 tIIds wp un NJri's frjl lll1J Orr #3 un Nari's rigbl. 
Ago"ar drcides 10 p'rpan bis IptllJor a 2nJ round sinlt !.unan ;s in 
110 imlltlJial, JII'rgtr (as 1111 Eif, « Ibillks ojNJri III "Ul1ryll Dwarf? 
Lunan braring lilt Jbuuls sliff JWfb Ullder lilt (best. Drago Itll,'S lu 
SIll'II! up brbi"J Ibt Om. Tbt ptrlhunllxmusJor the comba'an's in Ibis 
Jilw.zljo" liT' giWI1 IIl lbt bollum rff Ibis P"1f' 

Our 10 lbe rt/.,Iiw mowmtnt & .nalltNwr bonltSts, Or( #2 will 
IIIM.fi"" II"J Orr #3 lind Ntiri will al/lltk limul/llntoUI/y (Ibt TtlI 
IIrr [Krjo",lillg alba IIdiom Ibis rallllJ). NJri /xu 10 ust his sbi,/J 
'lIirlJl Orr #2, Ilt JuiJts 10 u.lt 20 oj his OB 10 P"ny Orr #3 
(I�Nnl(/ 20 from Orr #3's allluk), II"d III w;lI ust bis Tmulining 45 
DB 10 MIa!. Orr #3. The am Jrridt /0 aI/at! wilh ali oj Ibtir OBs 
and ,,0' 10 parry (Om are lik, lba�. 

Or( #2 rolls lin 86, his OB oj 40 (50 -10 fOT a short sworJ 
".tainsl c/,Q;n) is aJtbd, NJri', DB oj 10 lind bis sbitlJ bonus oj 25 
."sublratlcd,anJ Ibt lolal oJ91 isob'ain(J. Cross-inJuing Ibis wilb 
r/uin on Table AT-I, WI' sn Ihllt Ntiri hils IIIUII 8 bils hUI nomliclIL 

Orr #3 and Nari al/luk limu/tll"toUS/y (ifNJri b..J ban ItulllUJ 
by Orr #2'1 aI/lit!, bt wo�/J nOI&iw bun IIhk 10 aI/lick, bul btcoulJ 
MW pilmtd wilb hII!t of his OB, 33). Orr #3 roils II 98, sin!llbis 
is /"I'lWtll 96 anJ 100, be roIls agaill (:tIS II 14) lind adds il 10 bis 
firsl roll. nisgiws a 101111 of 1 12. Htlldds bis OB of 40, bt sub'Tllets 
Nlri's DB oj I 0111111 bis f'IIrryoj 20, al!J lbe lolal of 122 isoblainea. 
Odi"g Tllbk AT-3, Wl' stt IhIIl NJri bas taktn 24 hill IIna 0 'e' 
rrilirlll (Ibt Om baw rolkJ wtdO. 

NJri roils a 93, IIUS the poTlion of bis OB lbal is ultd 10 III/lick 
(+45), sublratts Or( #3's DB oj 5, lind obtaills II 101111 of 133. 
Fl'OIrr Tabk AT- I, wtsn IIxII Orr# 3 ltJ:es 18 b;tsllnJII 'D'mticII/. 

C'&trking IIx Wupon SIIItislits Tabk (57'-1), Wl'SU l&il a 2-
lwnJrJ sworJ giVts a Slasb prinUlry mli(II/ IIIIa II er'KSb sttOn.io.ry 
m'Ii(�L Set Nan' IxIs fll�lI1a 'e' Slasheri/iral, lin 'A' Cr"sblllld 11 101111 
oj 32 bils. Orr #3 IxIs IlIkIn 18 hils IInJ a 'D' s/"sb eTilirlll. 

Nan's 'e' Slasb (n'Iical is a 32 {lbi lI(/ua/ raIO; be takes 5 mort 
hilslll1J sil!u he is Wl'lIring ftggrlllWS be IIIklJ 110 furlba Jomal' from 
Ibis slash (rili(al. His 'A' mlSh crilital is a 58 (raiD mil!us 20 (for 
brillg "" 'A' crili(aQ for a 38: br IIIk,s 5 mort bitl IInJ (sint! br IxIs 
110 IInll IInl1or) is slunneJ 1 roWl!J. Nari WIIS "Iw?, " bt bas "Ollry" 
I,b 42 bils (OWl oj 16 bifort be fN'sst.s o�� anJ is slwnnd Ollt rownJ. 

DB A�. DB 
NJri 65 ,/,ain /0 
0.#2 50 ngiJ italbrr 10 

0.#3 .0 rigid ltalbtr 5 

Droto 35 11011t 30 

Ago""r 8 "m 20 
uamllt 30 rigid klilba 10 

Orr #3's mlitlll i lll 28 (roll) piNS t o  Jor bring a '0' mtulllfOT 
II 38; Ibt Orr /IIkts 3 mon bilsfOT II lotlll oj 21  (2 rIIOrtllna be pa.ssts 
oulj, bt III!ts 1 bit p" ro.",a, IIIIJ bt mlUl sublTlltt -5 from 1111 of bu 
bonust.s. 

Thngs Jan '11ookgooJ for Nari; bolh � his 0ppc"tnIS art ul11lun1llJ, 
be il sIUlln(J, anJ if he IlIkes 5 mort bils Ilt wi/llou ,0nsciowsntSs. 

Ibt Ilocl ro"n4 SIIlTlJ wilh the llbow silWltian, IIlIa w;lb Drago 
behil1J 0", #2 (he ITIIItb II suulJsfol stalking nUlntWwr), Agonar 
Ttllay 10 cilsi his sk'1' sptll (Mvi>w prrpartJ Jor 2 rounds 10 llvo;d lbe 
ptnally), lind lmnllll still wntkr the (bu, (she is starling 10 pttk owlj. 
AgolUlr will II"ackfiTJI bt(aNSt be is (asling II spelL Drogo will slriU 
IIlXI bttllust ojbis moving & ma1llUWT bonus oj +40, NJri (1111 not 
IIl/lItk (bt is SII<III1t'J, IIIId IIIl1y gllly P"rTJ witb hII!J oj his OB) lind 
lbe Orts will III/II(k SiIllUUlllItol<SIy btrau.lt Orr #3's MO'liing & 
MlIl1lM'OItr bonus bill bun nJuuJ 10 0 by lbe mults oj lbe mlical. 

AgenaT rolls II 01, Ibis is all "nruotiifi(J roll IIIId ,ilt sptll 
aUlollllllicallyfaiLs lIS inaitlllla on Tllbft AT-9. Agonjlr roils a 98 (a 
roll oj 88 + 10 Jor using II Class F sJNIQ on the Sptll }ili/wn Tllbk 
(FT-3), (lIusi'(g lhe sprll lo tjfm AlO"a1, Agoll4f m4Jkts a RlJislalilt 
Roll (from Tabk RRT be SllJ IIxII be nrlds 50 or above 10 mislj; 
roIli"l a 37, bt flliLs to relisl alld Jails IIIft'1" Nol good for the hollil 
Itll,rt--ils 11/1 up 10 Drago Ibt Hobbit. 

Drogo JuiJa 10 Ambush arc #2; he bas lin Ambush SkillltJnk 
oj 2. Hl roils bis al/II(k roll oj 65, IIdk bis DB oj 35, aatis + 1 0 
btrlluu bt is wsing II shorl sworJ againsl italbtr IInllor, IIdds a bonKS 
oj 15 for II J"'nk ",,",k lind 20 Jor II Ttllr IlIIII'! IIna 20 fOTIl swrprilt 
III/II'!, swb',IIrts 10 for tbe Orc's DB �ul nol lbe shitIJ), ana ohlaim 
a lolaloJ 155. nis is rtduuJ 10 150, the maxim"m poss;bk mw/l 
on TabkAT-l. Dx Ortlaus 22 biullnJan 'E'S/"sbmlirIlL Drago 
rolls Il 78 (II roll of 58 +20 fOT bting lin 'E' (1ili(aQ, howewr bis 
AmhusbsMI rilukoj2mayhtaJdta /0 lhis logiWlll1 80. Drogorboosn 
10 ao lhis, IIna Orr #2's (Ilrolid IITlery is ItvtTtd, bis nak is broun, 
anJ he ailS in Ollt roulla. 

Of (lJuru, Orr #2 nUT)' nol III/lick (or io /IIucb of anylbingtxUpl 
IU�). Ort#3 windswp 10illUbil swillgwilbbis 2-lxlIIkasworJ, 
IInJ roIls II 04. Unjortul!altlyfOT Ibt Orr, Ibis is II Jwmbk (2-hIIndtd 
sworas fumhk on a 01-05, wn/lloJf!ua). Tbt fumbk roll is a 28, be 
gi'Olts him.lt!J 2 hilsJOTa tollli oj 23 bill. Dx Orr passa oulilna arops. 
Min' (Im'l bt/i(Vl wlxll bolpJNnla. ulllian slarts 10 Ifl oUIJrom ,,"dtr 
lbe rNJI, wbik � wipa oJ! bis short sv.:(lrd IInJ !lgonllr snorts lOIS 
be floalf 10 IbtgroullJ. Tht group hils rtally (ul ila /il/k dost (10 tbalb) 
,his ti",�. 

Mowmmt &  
Sbitla MII"lMVtr Bemus 1V! .. ,.,n Hils 

y" +0 Han�xt .6 
y" +5 Short SworJ 28 
No +0 2-HllnJtd SWOTJ 22 
No HO Shorl Sv.:(ITa 27 
No +25 sptlls 3 1  
y" +20 Mllft 25 
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8.3.4 • MELEE ATTACKS 
All melee attacks arc resolved on attack rabies AT-I to 

AT-3 (p. 233) or attack tables AT-S and AT-6 (p. 234). All 
melee: attack fumbles are resolved on the: Melee Weapons 
Fumble Table FT- r (p. 240). 

TARGET CHOICE AND MELEE PARRYING 
Just before melee attacks are resolved each combaranr 

must declare his activity: 
• Whirb 0pfX'rrml Ix willllllllfk. Each character may only attack 

onc fo(' each round «(Xcepr with magical �id, see SptrJ and 
HtWl on the Living Change spell list, p. 199). A character 
may only attack a (0<': who is adjacent to him (within IO'r­
it is assumed that the character moves a few feet ro attack. 

• DB Hsed /0 parry. How much of his Offensive: Bonuses he will 
use to parry. 

• How 10 uS( his Jhi,/J, r[he is using a shield, he may apply a +25 
modification to his DB against om: oppon�nt in front of 
him or to his left. 

Note: It is IJSsum�a lhal " shillJ ij WJl!a 0,1 IIx /ifl an" (i.t., 
rrurlUltrs arr rigbl-runala). A eM nt"Y allow" (rumcur 10 br 
lifl-banaea (10% rba"rt) or ambiJexlro� (2% rbanrt)' 

\Vhen the characters indicate [herr actions for a round 
(Seerion 7.0, p. 42-43), the Gamemaster may wish to require 
the characters [0 indicate or write down their urget and the 
amount they wish to parry with. 

A character Illay "parry" the melee attack of one of his 
foes--the foe must he the target his own mel!:'e attack He 
may reduce his Offensive Bonus by any amount (but not to 
less than 0). and his target's melee arrack roll is lhen modified 
downward by that amounL In effect, the char3.erer may use 
all or parrofhis Offensive Bonus [0 subtract from the melee 
attack roll of one of his adjacent foes. The character srill 
makes a melee arrack roll against the foe th3.l he is parrying. 
adding whatever part of his Offensive Bonus that was not 
used [0 parry (it can be 0)-

A srunned charaner or a c:haraner using a 2-Handed 
weapon may not parry more than half his Offensive Bonus. 

8.4 • PREPARING AND 
CASTING SPELLS 

A character may cast a spell from a liS[ that he has learned 
if the fo!lowing conditions hold: 
• The spell level is less than or equal to the caster's own 

level 
• The caster has 3.[ least as many Power Points as the 

spell's level 

• The spell levd is allowed for the character's profession 
(Seerion 21 .0. p. 82-83) 

Whenever a spell is cast, an attack roll must he made and 
resolved on the appropriate auack table (Section 8.3.2. p. 
52). Evw when casting a non-arrack spell a roll must be made 
and resolved on the Base Spell Auack Table (AT-9. p. 235) 
[0 determine if the spell f.1ils. 

During a round in which a character cas[S a spell, he may 
also move up to 20' when movement is resolved. 

Example: I" IIx umlpkaal'l�111Urt in Sulio,! 1.0 (p. 14-15), 
Agoffllff"Sl bis Siup spdllbt rou'la Ibnl Ik Orralumpua loal/ark 
UOfIJln. 

POWER POINTS (PPs) 
Each character has a certain number orPower Point's epPs) 

available to use forcastingspdls (Section 5.6, p. 36).In order 
to cast a spell. a numberofPPs equal to the spell's level must 
be used. Once these PPs are used castingspells. they may only 
be regained by resting for 8 hours. 

TIME REQUIRED TO CAST $PEUS 
It rakes one round of action to cast a spell. However, up 

to 4 rounds can be spent preparing 3. spelL The more rounds 
spent preparing a spell, the more effective the spell. The 
attack roll ror the spell is modif1ed according the number of 
rounds spent preparing the spell. 

-30 .... if caster spends ° rounds preparing the spell 
-15 .... if caster spends I round preparing the spell 
+0 .... if caster spends 2 rounds preparing the spell 

+10 .... if caster spends 3 rounds preparing the spell 
+20 .... if caster spends 4 rounds preparing the spell 

Instantaneous spells (marked with an ".") are unaffected 
by these preparation modifications. Thus, a charaCler caning 
an instantaneous spell does not incur a penalty if the spell is 
cast without preparation. and he may take some other full 
action during the same round. 

All prepar3.tion rounds for ;} given spell must be consecu­
tive. The prepar.Jfion rounds must also immediately precede 
the casting round, unless casting the spell becomes an 
opportunity action (Seerion 7.0, p. 43). During a prepara­
tion round, a character may also move up to 10 feet when 
movemWf is resolved. 

Example: In lbe sampk aaw'llurf ill Serlioll 1.0 (1" I "I-I 5), 
Agonar I"lp,ma bis sptll aun'ng IN rouna lbal Ibt Orr mOl'l'a 
lowards uanan. 



k{}_�»»::t:� 9.0 · REPRESENTING �x��x�x� 
THE PHYSICAL SITUATION 

The Gamema.ster must decide how to kup track of 
movement, the rdative positions of all of the characurs, 
�ges for firing missiles and casting spells, and the layout of 
me area in which they are adventuring. This uSU<l.lIy re<juir� 
a pbying surf.1ce that fl':presents the physical situation as well 
lIS playing pieces representing the characters and other com­
batants. Many possibilities cxin for such play aids. and the 
Gamemaster may elect to usc whichever seems most appro­
priate for his galm' and for a particular situation. Below, we 
prescnt a few of the IllOst helpful display techniques and 
hints. 

The Gamen13stcr can sketch the layout on a sheet of paper 
(oron a bbck board) and mark the position of each character 
on it. For sma!] sheers of paper we .suggcS[ a scale of I "  = 50'. 
For a larger surr.1ce, I "  = 20' or I "  = I 0' would be more 
appropriate. Many fantasy role playing game miniatures are 
scaled for I "  = 5'. You can keep track of distance with a ruler. 
The problem with this technique is lack of detail and the 
hmlcs of erasing each time a character moves. 

To solve part of this problem we suggest that a playing 
pitce be used to represent the position of each character. 
These can be as elaborate as the players and Gamemaster 
wish. Suggestions include: commercially available miniatures 
(small statues of various types of r.1nw)' characters and 
crtlwres). chess pieces, coins, or 1/2" square: to I "  square 
pitces of cardboard marked with the characters names. The 
cardboard pieces :m: particularly easy to make and usc; they 
can be colored or decorated to aid the navor of play. 

We have included in MERPtwosheetsof8.5" x I I "  paper 
(hex paper) with different sized grids consisting of hexagons 
placed on them. These sheets make keeping track of distances 
mier; jusl COt1llt the number of hexagons between two 
points. If playing pieces arc used, each playing piece can 
occupy a separate hexagon to indicate irs location. 

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

FACING 
The Gamemasrer may wish to usc some sorrof mechanism 

for k�ping track of which way each charactct is facing. This 
rtally hdps detennine whlt each character is aware: of and 
what he i$ (;I.pable of doing. A GM may kcc:p (tack offacing 
by using pllymg pieces lS discussed above and by marking rhe 
Mfrom" of each playing piece. 

COMMUNICATION BETWEEN 
CHARACTERS 

When characters talk or plan in the midst of combat, it is 
assumed that they arc talking out loud and may be helrd by 
their foes. Of course if they are close together they may speak 
softly or whisper. If a long complic<lted discussion arises Ot 
a complex suggestion is made by one charactcr to another. 
that should constitute their action for that round. 

If a group of charactcrs holds a discussion on what to do 
or where to go. the lmount of real time spent talking by rhe 
players should be treated by the Galnemaster as the time 
spenr talking in thc game by the characters. For example. if 
the group of players take 5 minutes to decide on how to enter 
a panicular door, it will rake 30 rounds of game time (30 
rounds at 10 seconds a round equals 5 minutes). 
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��X{}X{}X{}X{}�:DI 10.0 · HAND LING �X{}X{}X{}X{}X{}X{}:DI 
SPECIAL SITUATIONS 

Thu� arc a variety of things that come up during Glctical 
siruations that cannot be covl'rl'd in a set of rules. The 
Gamemaster must use common sense and a die roll (low is 
bad, high is good) to make a decision in such cases. Several 
techniques described below aid these decisions. 

PERCEPTION 
If something happens during a combat that might be 

noticed by the characters (e.g., the '!.Triva[ of new combatants, 
a character sneaking up to ambush someone. etc.), the 
Gamemaster may require a Perception roJ[ from all characters 
who might nmice it. These rolls arc resolved on the Static 
Maneuver Tabll' MT-2 (p. 243). A[ternatively. thl' 
Gamemaster may use the rolls to aid in making a subjective 
decision. 

Example: In lhe Jal1lplt IIdwnllm in Staion 1.0 (p. /4-/5), 
Iilm: Om climb 1« SIII;rJOnlo INgro14ndflOOf" of IN lower. Drago 
is hidi'rg no:l lo IN main dCll)f. TM eM mighl llllow PrrUf'lion 
rolls jor IIx Om 10 nolirf him. 

Droge bas .nadt /I S14(Wsf141 Hiding SIlIli( .nalltllW"T, so lhe 
Clillltlnllllrr ralu lhe Om' Ptrrrp,,'on rolls liS ''Exlmntly Hllrd, " 
givi.rg lllllodificliliollof-30. TM Om' ro/Is llft 23, 5 7, 11"'/ 133 
(IN IaSI roll WIIS II 98 wilila urond roll of 35 add,d, sillu lhejinl 
was ivlwem 96 1I'ld 100). Mo.Jifild by IIx -30 IIlId INir 
ptruplioll Ixm14Ul oj +5, 1« la/III rolls IIrt -02, 32, lind 108. 

Rrftm'ng 10 Tllbu MT-2, we J« lbal IIx jirSI Ott nolius 
1I0lhi'rg (�baps btrlll'Sr Mid', mlSlbow boll is Ilbo141 10 kill him) 
lind IIx urond Orr nolicts 1I0lbillg. TIt Ihird Orr rtllliltS lbal MJ.n� 
A:onllf and ullnlln art in IIx lo_r lind (onsiJrrs IN possibilily 
if olbrr 0pponenls in hiding. b141 ht dOts nol J« Drago. Ij bis roll 
bad lollllltd 1 1 1  or blglrr, ht W014/J baw Jtln �. 

CONFUCTING ACTIONS 
Sometimes the actions of twO or mor� charact�rs may 

conflict. and the Gamemasttr must r�solv� th� probll'm. In 
general, both should m�ke conflict rolls modified by their 
respective Movtm�nt and Maneuver bonus. The GM gives 
each roll a difficulty and obtains results from the Moving 
M�ncuver Table MT -J (p. 242). Then the character with 
(he higher of the two results succeeds. and the differwce 
between the two resuks givts the GM some ide;t of how 
succ�ssfu[ the charac(Cr was. Th� same result by both char­
acters means a draw of some kind, and the GM must decide 
what happens. These conjlict rolls are just used as a measure of 
the effectiveness and CJuickness of a character's action and do 
not affect the action being attempted. 

ATTEMI'TS TO AVOID MELEE ATTACKS 

One of the most common conflicts occurs when one 
ch;tracter attempts ro avoid melee with another. If a foe is 
adjacent ro a character and arrempts to maneuver away bcfoft 
melee occurs, the character who has chosen mdee as his 
action may decide ro attack that character before he manru­
vers away. Both characters make conflict rolls: 
• If the char;tc(Cr who has chosen mcl�e has the hightr result, 

the attack is resolved normally and thw the maneuver is 
resolved if the mancuvering character is still functioning. 
If the maneuvering char;tcter's rl'sult is higher, he may 
perform his maneuver before the other character can 
attack. 

• If there is a draw (eCJual results). it is suggested that the 
aru.cking character be allowed to melee with half of his 
Offensive Bonus (all of it if the other character cancds his 
man�uver action) or that he may wait and mtlee with all 
of his Offensive Bonus after his opponent's maneuver is 
completed. 

If a character arr�mpts ro move within 10' of a character 
perfonning an opportunity mdee action (Section 7.0, p. 43), 
the mdceing character may intercept, srop [he movement and 
attack. 

Example: In lilt IIlmpU IIdwnl .. rt in Salion 1.0 (p. 14-15), 
out Orr urius 10 jW 0141 IN mllin dCll)r of IIx 10llol(r pasl Droge 
who WIIS biding wilh his _lIpon rtlldy (opport14/rity mll(( IUlion). 
In Ibis rllU, Drog:J C014/J a14lomllliflilly III/aft 

Howtvtr, 114pPOU lbal IIx Orc is stlillding ntXl 10 II window 
jllltd by Nari wilh a biocJ-slai',fd Ixlllu-axf, who bas obviolls/y 
rhoun ",tkt al/lIlk liS bis IIflion. TM Ott hils fhostll 10 makl � 
moving rnallttlvtf 10 kap 0141 Ibt window btjorr NJri (all IIl1lUt 
Nari Iliis IIx eM lbal N wanlS 10 /llIlId: bifOf( IIx Orr COli gtl 
�\WIy. Ibr eM fIIlu Nan"s (onjlirt roll as "Iighl" lI11d Iht Orr's 
liS a "rrlldi14m." &Ib NJri alld tbt Orr bavr. II +0 MOM'Il.11 & 
Mil/mill« Ixm14s. 

Tbt Orc rolls 1111 87, obtllillillg II ml4IJ if "70"Jrom Iht 
Moving Mllnl'llvtr Tllbk (MY-I). If MIn' rolls II 56 or abo\.'{, 
bt will gl/lirk lbe Orr, lind if lhe Orr is slili ablt (good l14fk Or0 
bt willlllltmpl bis rrll/.Il14\.'lf wlxn mowmtrrl is rrsolwd. if NJri 
rolls II '10 or 1m Ibt Ort will gtl 10 IIl/ntlpl bis 1II1111/1l1'1"1" 
i.mrlldialtly, and if Ix /IIilku il lbro14gb /bt willdow Miri will Iv 
Illlllbk 10 III/ark him (l'Uri IIIl1y cllllftl bis III/lick IIl1d Ilikt ba!f if 
his nonnallllo,'tI/linY. If NJri rolls bt,_or 'I I  lind 55, Ibtrr. is 
II dr�w. Iht eM Uri,us 1&1/ NJri lIIay IIl/lirk wilh ba!f ojhis OB 
bifOrt IIx Orr rrll/kr.s his ,nantNwr. OJ ro14rst, Nari mlly tim 10 
WIIil �nd Ut if IIx Orr IIIlIkr.s il lbrollgb IIx wi,l dow (if IIx Ore 
blows ii, NJri (1111 "�Slt him). 
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ORIENTATION 
If a character takes a confusingaction( e.g., tdeports, divc:s, 

(lib.. 15 knocked down, I:tc.), the: G:lmc:master may rC<juirc� an 
Onentalion roll (modified by the: Perception bonus of rhe: 
char.l.cU"r) fO detc:nninc: [hI" awarc:n�J and readiness of the: 
characur. Thr orientation roll can be: made on the Moving 
Manrnver Table MT4 ] (p. 242) with the: result indicating 
OOW much aelian is allowc:d the neXl (or current) round, or 
by how much bonuses arc rrducc:d. 

Enmpk Th Orr in I� PMOMS txll.npk 'Hrmifully leaps 
tbrot<g6 1M window. TIx GM n:lln lbt ofltlrllll;{!1T roll as "flU}," 
IImllbt" "iUrl 1111 omn/alian roll oj 53, motiif;tJ by 1M Ort's 
PrrUplll1n bonus oj +5 for" to/ill if 57. From TII�IL MT-/ II 
m"b 0/"90" IS obtained. So IIny bonum nc.JCt round lin "JNflJ 
? 10 (= 100 -90). 'I1JJ lin} mow.rlmf is 90% oj nomt.aL OJ 
mMr'J(, ,bu urlnc prouss il iliso u�J for pItzp {/"mu/ro. 

-� �-

EFFECTS OF SPELLS 
Certain spells allow more than one action in a round (t.g., 

H.WL 1 ;lllows 2 actions to be perfonncd in one round). The 
usc of spells to move (e.g., WIll/ion, Frymg. WinJw,dl:in,g, etc.) 
count as (he sole aerion for a round unless they are merely 
used to hold position Ci,e" hover). 

RESTRICTED ACTIVITY 
Certain critical results from attacks limit ;actions, while: 

other criticals restrict acriviry (e.g .• ·20 ro ;lctiviry). Unless 
st:ucd otherwiu in the critical description. these subtractions 
from activity apply [0 all bonuses uccptthc Defensive Bonus 
and R.csistlncC' Roll bonuses. 
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• PART IV· 
THE GAMEMASTER'S TASK: 

THE WORLD SYSTEM 
In order to run a fantasy role playing game, a Gamemastcr 

must devc:lop and outline all of the basic components of a 
"World System." These components are similar to thl' 
components of a novel or play: 
1) A swing must be developed in which action may take 

place. 
2) The dNmUlm who inhabit the setting must he sketched 

out. 
3) A general plot or scenario must be oudined. 
4) Decisions must be made concerning how [0 handle 

certain elements of role playing (e.g., adventures. magic, 
rc:ligion. healing. poisons, etc.). 

Developing the componems mentioned above requires a 
lot of work and effort on the parr of the Gamemaster. For a 
Middle-eanh world system, the Gamemasrcr should first and 
foremost read and absorb J.R.R Tolkien's works, primarily 
Tbt Hobbit and Tbt Lord 0/ the RlngJ. These novels provide a rich, 
descriptive outline of an exciting serring-all of Arda, and 
Middle-earth in particular. They introduce an enonnous 
variety of types of characters and creatures-Elves, Hobbiu;, 
Dunedain, Wizards, Ems, Nazgul. Orcs, Trolls, Dragons, 
Balrogs, etc. And of course the novels are intertwined with a 
plot of truly epic proportions (the struggle of the Free 
Peoples against the Dark Lord, Sauron of Mordor, and his 
minions). 

PLAY AIDS 
There exist a number of commercial products which 

provide part or all of each of these componenu;. Adventure 
and campaign modules and sourcebooks provide settings, 
characters, and scenarios. Rules systems such as MLRP 
provide the guidelines for handling the various elements of 
role playing. A GM should keep in mind [hat all such play 
aids are merely guidelines for his own creativity and imagina­
tion. These modules and rules are meant to be modified and 
adapted to fit the GM's concept of what he wants his "world 
system" to be like. 

ICE MIDDLE-EARTH PRODUCTS 
Iron Crown Enterprises' (ICE) Mlddu-tllrth uIIJPIlign C"lu 

provides a wealth of general infonnation on Middle-earth. It 
describes the principle inh3bitants, languages, cultures, to­
pography, climate, trade routes, population cenn:rs, and a 
variety of other factors concerning Middle-earth. It also 
provides a 24"xJ6" full color poster map of the entire 
continent of Middle-earth, including the wild lands north, 
south, and east of the Western Middle-earth detailed by 
J.R.R Tolkien. 

ICE's Middle-earth Real", source books provide even more 
detail concerning specific regions of Middle-earth. Each of 
these sourcebooks provides a view of a particular portion of 
T olkien' s Middle-earth and is concerned with the necessary 
elements of setting, culture, characters, and plot which 
specifically apply to fantasy role playing. They include 
detailed maps of the region covered by the module, descrip­
tions of the cultures and specific major adventure locations 
in the area, as wdl as other material which makes a 
Gamemaster's job easier and more productive. 

ICE's Middle-eanh Propus sourcebooks provide a w�alth 
of information on th� inhabitants of Middle-earth. Each 
such sourcebook is focused on a different group, including 
Valar & Maiar, Elves. Dwarves, etc. 

Other ICE Middle-earth products include: 
• MER.P COIIINI Scmn anJ Rrjercna SIx�ls - Contains a stand· 

up cardboard screen that a GM can use during play to keep 
his dice rolls and adventure material confidential. Also 
includes easy-to-reference sheets with all of the key MERP 
rabIes. 

• MERP Aruswy Plltk - Contains a variety of play aids to 
help a GM get his MERP game going: full-color playing 
pieces and playing surfaces, dice, and a complete adventure. 

• Norllrwattrn MIJJu-�arlh CauUrtf - This sourcebook pro· 
vides GMs and players with critical facts for role playing 
campaigns. 

• Norlhwtsltrn MidJu_carrhM�p &r-A collection of incredibly 
detailed maps of Middle+earth. 

STARTING YOUR ADVENTURES 
j\.fERP includes a very simple sample adventure in Part VI 

Cp. 98-1 12). which is designed to be played by a beginning 
Gamemasur and group. This adventure includes the inn al 
[he "Last Bridge" on the road from Bree to Rivendell (p. 98-
100), the T rollshaws region (p. 10 I), a ruined castle (p. 102-
I 10), and a T roll lair (p. I I I - I 12). After beginning a group 
in this area, a Gamemaster can outline and design an area of 
his own in Middle-earth, or he can use one of ICE's 
sourcebooks set in an adjacent region-the Middle-earth 
Rcallll sourcebook, ArnOT, is perfect for this. 

Whatever approach a Gamemas[er employs, MERP pro­
vides guidelines and suggestions for designing and organiz­
ing the key elements of his fantasy role playing game. The 
following sections discuss the various demenlS of a fantasy 
role playing game and present some of the problems and 
situations that may arise during play. 



1 1.0 • THE NON-PLAYER �X1}�� 
CHARACTERS (NPCs) 

A fanusy ro[� playing game not only needs a setting 
(�ction 12.0, p. 62�63), it also needs characters and erea· 
tures to inhabit those settings. The player characters provide 
the advenhlrers for a game, bur it is up to the Gamemaster ( or 
his choice of pbymg aids) ro provide the rest of his world's 
popubtion: the non-player characters (NPCs) and crearures. 

Of cour�, the Gamemasur does not nud to develop (he 
tnlire population of Middle-earth. He nud only skuch out 
the non-player characurs chat are r�uired for inu:racrion 
with the player characters. For a simple game, the NPCs 
usually rC(juired include: 
• Allies and opponents for the player characters 
• Neun'a] characters for the player characttrs to interaC[ 

with (e.g .. to buy and sell [0, get informacion from, pay 
tilxes to, erc.), 

• Any other characters and creatures who can add depth 
and finor [0 a fantasy role playing game 

Playing aids such as ICE's sourcebooks usually provide 
complete descriptions of a variety of non-player characters, 
along with guidtlines for how [0 usc them. The example 
�venture in Part VI (p. 98-1 00) details the non-player 
ch�r.lclers required by that adventure. These characters 
should provide :I good sample of the various types of non­
player characters and creatures that arc useful in fantasy role 
playing. The Mamr Character Table ST-3 (p. 252-254) 
provides average bonuses for characrers, based on profession 
and Ic\·eJ. Thc rest of Ihis section will outline some of the 
most ImpoTlan! classes of non-player characters and crea­
tum. 

REACTION Rous 

When deciding what non-player characters do in a given 
situation or how they react, a GamemaS[er may wish to make 
an open-ended "reaction roll." As a very general guideline, if 
rhe reaction roll is high, [he non-player character should react 
favorably with regard to rhe playu chaT3cters in thl' givl'n 
situation. If thl' roll is low, thl' rl'action should bl' unfavor­
abll'. If the roll is mid-range, the reaction is neutral. The 
intensity of thl' Tu.ction should be based upon how high or 
low the reaction roll is. 

Example: In Iht Jilmple aJ\Io(HllAft prtstnltJ in Siaion 1.0 (p. 
14-15), Ihm Om rxit Ibri, camp al dusk by walking up � J1iifl 
cf stairs 10 t1K ground floor cf a ruinrd to",,". ne jirst hinl lhey 
1/1 cf danger is whtn Ihd .. !tild" is Shol through 1M nd and droPfKd. 
TIe lwo rtmaining Om look around �nd su a jmuJ/t. human 
knltling OWl'" a (but witb M, balk to tban, a Dwaif witb a "still 
flllokili" (and thus un�Jtd) crossbow, and lin Eif kviiaiingaboul 
14' OWl'" 1M IAwrj 

'Ibriroptions in ordtrof aggrtssivtnus 11ft 10: al/fUk Ibt 1Awrj. 
al/fUk ,bt knuling human, draw tbti, shorl bowf, latt: lOW[ anJ 

fighl kitnsiwly, slewly rttrral lookinljor possib� uptnings to 
al/fUk, 0' fot. TIe eM takes inlo fUtoUnt tbt dwh cf I«i, iratb .. 
(Or( !tadm usually !tad througb intimidation), And makrs a 
rmtiOli rolljorlllfh Or, (high bringaggmsiw)' "Ihtjirst Orr rolls 
06 alldfotsjl)f his lifl (0 .. 10 'g..1 htlp'?, 11K stcond rolls a 91  and 
(/�ravt'ly" dllisks 10 al/a(k 11K nlartSl and of (ounr "wt�*,st" 
0PPO'ltnt, Iht knulingjtmale buman wilh btr balk 10 him. 

if bt had rol!td mutb abaw Ibt 91, he wouLJ haw chargt'd 1M 
S/lfaky (but lougb) D-if who sho, bis iraJtr. if Ix had rolkJ a 
t/,..d,uIII roll, bt wouLJ haw Jrawn a missi/, wtapon I)f lalcrn ${It/Il 
dtjtnsiw lyPl aclion. OJ COUI"J(, on a lew roll bt wouLJ haw joi7llJ 
his buddy and nllZ alWy. 

o I I .I  • THE GENERAL 0 
POPULACE 

The first step in oudining the non-player characters is to 
detenninl' the cultures/races which inhabit the world at 
large. For Middll'-eanh, such a general populace is detailed 
in Tolkien's works and in ICE's Middle-earth sourcdx)Qks. 
M.£R.P provides Vl'ry gl'nnal dl'scriprions of these cultures 
and races in Appendix A·2 (p. 146-179). 

Next rhe Gamemaster must decide which culturf'S and 
races inhabit the specific region of Middle-earth in which his 
game is [0 take place. Thl' sample adventure in MERP {Part 
VI, p. 98-1 12) is set in the area between Sree and Rivendell. 
Thus, in terms of M.ER.P, cultures/races in thl' surrounding 
area include Hobbits, Dwarves, Elves, Orcs, Trolls, and the 
Men ([)Unedain. \Voodml'n, Eriadorans. and Ounlendings). 

Defining the genual populace allows the Gaml'master to 
visualize the way oflife of the region along with the motiva­
tions and obvious fl'arurl's and mannnisms of the non-playn 
characters. It also helps him to develop a plot for his game 
(Section 1 3.0, p. 65-69) and provides an aid for developing 
richer character backgrounds (Section 22.0, p. 84-87). 
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• I 1.2 · HOSTILE • 
POPULATIONS 

The mnnbers of cultures/races which ar� hostile to the 
player characters must be defined in more derail than the 
general populace. This must be' done because the player 
characters are most likely to encounter them during an 
adventure. That is, player characters are most likely to choose 
to visit an adventure site (Section 12.3, p. 62-63) inhabited 
by members of a hostile popul:ltion. 

If the player characters are members of the Free Peoples 
(good guys or neutral) of Middle-earth. the hostile popula­
tion will in general consist of Ores. Trolls, evil creatures, and 
evil or neutral Men. For beginning games, we suggest that me 
player characters not be evil, �ince evil groups of characters 
arc much harder for a Gamem3sur to handle. 

CD I 1 .3 · INHABITANTS OF 
ADVENTURE SITES 

Normally the inhabitants of an adventure site arc members 
of the hostile population. However this is not alwap true-­
[he inh3birants may be friendly or neutral cowards the player 
characters. In such ;J case. the site is an adventure site because 
the player characters want someone or something that is at 
that spot. Such a situation is interesting. but it may be roo 
complex a situation for an inexperienced Gamemastcr to 
handle. We suggest that for b�ginning fantasy role playus the 
inhabitants of adventure sires be hostile. 

Keep in mind that intelligent inhabitants of an adventure 
site will require certain features in an adventure site: a reason 
for being there. a food supply. a water supply. toilet facilities 
(sometimes). entertainment (e.g., for Orcs this could be 
torturing prisoners or each other). and a variety of other 
things. 

THIl'o'KING RACES 
The most dangerous (and thus exciting) foe is an intelli­

gent or somewhat intelligent character. So. many of the 
adventure sites in Middle-earth will be occupied by Orcs, 
Trolls, evil Men. evil Elves. etc. There are also many intelli­
gent creatures in Middle-earth nor generally thought of as 
characters or pwple (e.g., Dragons. Ents. etc.). 

FLORA AND FAUNA 
Many adventure sites will be inhabited by animals( defined 

as not particularly intelligent creatures) and plants. Animals 
may be non-hostile;" non-hostile unless bothered. non-hostile 
unless attacked, hostile, aggressively hostile. erc. They may 
also be under the control of intelligent inhabitants of the 
adventure site. Table ST-2 (p. 250-251 )  summarizes rhe 
capabilities of many of the animals of Middle-earth. Plants 
are sometimes dangerous, but more often they arc sources of 
food. healing. or poison. They arc sometimes the goal that 
advenrurns arc after (e.g., they arc looking for certain herbs 
to heal one of their characters)' 

MONSTERS AND OTHER CREATURES 
In addition to characters and animals, Middl�-eat[h ad­

venture sites may have a variety of monsters and intelligent 
creatures. Tolkien's writings arc full of creatures such as 
Dragons, Giant Spiders, Balrogs. Wargs, Krahn. Ents and 
many other enchanted or unusual creatures. These types of 
creatures are described in Appendix A-3 (p. 180-189) and 
Table ST -2 (p. 250-251). 

• I 1.4 · DESCRIPTIONS OF • 
MIDDLE-EARTH CREATURES 

The special monsters and anim�ls ofTolkien's world arc 
very important to any campaign. The creat\lres vary from 
minor nuisances like Dumbledors to m�jor irritants such as 
Balrogs. Some of these monsters are intelligent and/or social 
animals and need special care when being encountered. Some 
of these special monsters have been given detailed descrip­
tions in Appendix A-3 (p. 180-189); only the combat 
characteristics arc covered in Table ST-2 (p. 250-251). A 
large number of the monsters in Tolkien's world arc verr 
powerful. Monsters such as Balrogs and Dragons should not 
be faced by low level characters or inexperienced players. 

This is a list of special Middle-earth creatures that may br 
used by Gamemasters within th� MER!' rules. Other crea­
tures may be invented or used. but the Gamemas[er mus! 
decide their traits and capabilities. 

Balrogs 
Crebain 
Dragon 
Dumbledors 
Great Eagles 
Ents 
Festitycclyn 
Fell Beasts 
1�lies of Mordor 
Giants 
Hummerhorns 
Huorns 
Krahn 

Mearas 
Mewlips 
M(unakil 
NazgGI 
Olog-hai 
o,� 
Great Spiders 
Trolls 
Vampires 
Wargs 
\Verewolves 
Wights 

I 1.5 • ASSOCIATES OF THE 
PLAYER CHARACTERS 

Often a Gamemaster and players will want to have non· 
player characters that associate or adventure with the group 
of player characrers. This is oftm necessary when there arc 
not enough player characters to make a group large enough 
to handle a particular adventure. In addition, it is often 
helpful to have a!lies or a powerful friend to help balance 
against against overly powerful foes. In T olkien' s novel. Tht 
Hobbil. Gandalf fulfilled this role for the group of Dwarves 
and Bilbo during their adventures. The "plot" of tht 
Gamemaster's world will heavily influence how such non 
player characters are introduced and used. 



HiRlNG NON-PLAYER CHARACTERS 
Pbyercharacters may wish to hire non.player characters to 

advmture with them. A Gamemaster muS[ decide what kind 
iIIld how many characters are available at a given time and in 
.Iciviliud area. The number of available characters should be 
limited in the smaller civilized :m.',as. Warriors and Scouts 
Ihould be the most available, with B.1rds and Rangers being 
less common. Animists being rare, and Mages being even 
�". 

To hire :l. non-player character, the Gamemaster should 
rtqUire a roll on the Influence and Interaction Column o( the 
Sutic Manwver Table MT-2 (p. 243). Foragiven civilized 
.uta, the Gamemaster should rate the difficulty ofhiting non· 
player characters who arc looking to go advr:nturing. The 
following ratings for difficulty arr: basr:d upon thr: offr:r made 
by the character attempting to hire. A GM may dr:cidr: to use 
thne values for the samplr: advr:nture in Part VI (it should 
vary based upon how many players there arc). A "share" is the 
toul money value o( non·magic [reaStlrr: (gp. sp, bp, cp, rp, 
and gems) obtained during the adventure divided by the 
numbtr of characters in the group. 

Difficulty Offer Made 
Routine .... 1 gp (or more) per day + a share. 

Easy .... 5-9 sp per day + 1/2 of a share. 
Light .... 5-9 sp per day + 1/4 of a share. 

Medium .... I gp (or more) per day. 
Hard .... 5-9 sp per day. 

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

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

After being hired, the Gamemasrer still controls rhe hired 
chancter, but the hirer should dc<:ide his actions in non' 
crucial or non-dangerous situations. Unltss the hirer makt5 
a successful influence or intr:raction roll, the GM should 
make a "reaction roll" (sec the beginning of this section) for 
the hired character in dangerous or distasteful situations to 
determine his actions. A relatively low roll would indicate an 
unwillingness to enter or deal with the situation, while a 
relatively high roll would indicate willingness. 

ALUES 
Certain non-player characters may be a1lir:s of [hr: player 

char.lcters and aid thr:m if they happen to be on the same 
mission or in the same area. A good uample of [his is the 
meeting br:(Ween Frodo and Sam with Faramir and the 
Rangers onthilien in the (orests ofNorth Ithilien. Frodo and 
Faramir were "allit5," and Faramir gave Frodo advice, aid, 
and a place to rest up. A Gamemaster may wish to structure 
his game 50 that the player characters have allies to turn to for 
healing, information, and other help. 

GUARDIANS 
Hired characters and allies arc more passive examples of 

the type o( help that a Gamemaster may give to player 
characters. "Guardians" arc more active fonns of aid. Guard· 
ians are non-player characters who eithr:r show up when 
needed or whe:n summoned by the player characters. For 
example, Tom Bombadil was a guardian for Frodo and his 
friends for a little while: after they left the Old Forc:st. \Vhen 
they were about to be destroyed by \Vights, Frodo sum· 
monr:d Tom Bombadil by reciting a verse. We suggest [hat 
guardians be limited by distance, by the numberof times that 
they may be called, or by the severity of the danger faced by 
the player characters. Guardians can vary in their powr:r and 
e:ffc<:tiveness. 
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The sening for ;\ game can vary according to the amount 
of time, effort, or money a Gamemaster is willing to spend. 
Fortunately for a Gamemaster running a game in Middle­
eanh, an enormous amount of the work has already been 
done-by J.R.R. Tolkien. Further detailed material is also 
available in the fonn onCE's sourcebooks. Playing aids such 
as maps, layouts of buildings and towns, descriptions of 
various hazards, and provisions for treasure ;Ire all necessary 
ingredients for a scning that is realistic and playable. 

For the purpose of bringing beginning Gamemasters 
gradually into fantasy role playing, MERP will simplify rhe 
proCC55 of constmcting and designing a setting for a game. 
The three basic types of settings defined in MERE are; 
civilized areas. the countryside, and adventure sites. Each 
type of setting satisfies a different need in a fantasy role 
plaYing game. The three taken together provide a framework 
that will handle most situations that arise in a game. 

@ 1 2. I • CIVILIZED AREAS r@ 
Civilized are:ts In 3 fantasy role plaYing game provide a 

place for player characters (and other characters) to buy and 
sel! things, to get food 3nd lodging. to get informa60n on 
potenti3l adventures. to heal and rl"cuperate, etc. In other 
words. a civilized area is a place that serves as a base of 
operations for a group of adventurers. These areas 31so have 
potential for adventures such lS attacks by thieves or mug­
gen, con jobs. tavern brawls. attempted poisonings. involve­
ment in politics, ere. Suggestions for various activities of this 
type and guidelines on how to run them are presented in 
Section 14.1 (p. 65) and Parr VI (p. 98-100). 

A civilized area can be as simple as an isolated inn or castle 
(the sample civilized area provided with MERP is the Inn at 
the Last Bridge. p. 98-100). or as complex 35 3 huge city with 
intricate internal politics and :ldventures. In general, a civi­
lized 3rea setting (Pan VI provides a complete example) can 
be described by providing: 

I) Maps and layouts. 
2) A description of inhabitants and visitors. 
3) A price list of 3v3ilable services, supplies 3nd equip­

ment. 

4) Some son of outline of available information and clues. 
5) An outline of available helling and recuperation 

facilities. 
6) An outline of possible hazards and adventures. 

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

1 2.2 • THE COUNTRYSIDE @ 
The countryside in a f.'1nrasy role playing game includes 311 

of the areas of the world which are not adventure sites or 
civilized areas. The countryside is the setting in which 
characters can travel, c;ltnp. explore, scout, hide, and eV3de 
pursuing forces. Characters can also encounter creatures 3nd 
other characters in the countryside. resulting in ambushes, 
fights, meeting, sightings. etc. These activities and how to 
resolve them are detailed in Sections 14.2 and 14.3 (p. 66· 
68) and Part VI (p. 101). &lsically. the countryside is the 
general setting in which the civilized areas and adventure sites 
3re placed. 

The countryside th3t a Gamemaster uses can be repre­
sented by a simple pencil sketch of a small 3rea with the 
primary terrain features, the locations of the civilized areas. 
and the locations of the 3dventure sites all marked. Alterna· 
tively. the countryside can include all of Middle-eanh in a 
very genera! form (from the maps in j.R.R. T olkien's works 
and ICE's MiJdlt·(�rlh m3ps). along with very detailed maps 
;md descriptions of the specific region in which the game is 
raking place. The map and sample terrain layout provided in 
MERP are good examples of a detailed countryside. In 
general. an adequate countryside (see Pan VI for a complete 
example) can be described by providing: 

I) A sketch m3p of the overall world. 
2) Detailed m.,ps or the specific area in which the 

adventures occur. 
3) The location of civilized areas and adventure sites. 
4) Sketches of typical terrain that might be encountered. 

5) A description of normal creatures and inhabitants. 

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

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

12.3 • ADVENTURE SITES 
Adventure sites aTe specific places which provide oppor­

tunities for char3cters to sneak 3round, explore. fight. loot. 
and all of the other things that contribute to the ccnml 
objective of f.'1ntasy role playing-adventure. Section 14.4 
(p. 68-69) describes some suggested types of adventures. 
Adventure sites usually have several cornman attributes: 

• A physical layollt (a castle, a rum, a cave complex, a 
temple, etc.), 

• Some son of danger (guards. hostile inhabitants. rraps. 
etc.). 

• Some soT[ of objective or goal (treasure, rescuing 
captives. wiping out evil creatures, etc.) 

These features are described in the following sections. 
Activities in adventure sites are resolved as aerions in 3 [actinI 
environment (Sections 7.0-10.0, p. 42.57). 



The range of the complexity of an adventure site can range 
from asimple cave ((or an example see the Troll cave in Part 
VI). ro a ruined castle ((or an example see the castle in Part 
VI), to the complexity o( ruined cities and hollowed out 
mountains. In general, an adventure site can be described by 
providing: 

I) \vhy the place was designed and built originally. 
2) What (if anything) has happened to make the place an 

adventure site. 
J) What the place currently is used for. 
4) \Vho or what lives [here, or visits frequently. 
5) The layout and its immediate surrounding area. 
6) The haz.1rds (traps, guards and inhabitants). 
7) Any treasure or goals. 

PHYSICAL LAYOUTS 
To run characters In an adventure site the Gamemaster 

must have 3[ least a sketch of the sire's physical layout. This 
can be a simple sketch of the rooms, door, walls, corridors, 
towers, etc. and their relationship to one another. The layout.'l 
in Part VI provide an example of how to approach designing 
;tdventure sites. 

HAZARDS 
In order for an advenwre site to provide exciting action, 

there must be haz..1rds. This may take the form of guards, 
tnps, and hostile inhabitants like Men, Orcs, Trolls, and 
other creatures. The hazards may include natural obstacles 
like sheer walls, chasms, collapsing walls, etc. Their location 
5hould be marked on the adventure site's physical layouts. 
The adventure sites in Part VI provide examples of some of 
these hazards. 

GOALS AND OBJECTIVES 
Characters have to have some reason [0 visit an adventure 

sit�. This can take the form of a IntSSlon-rescuing a 
prisoner, scouting out the adventure: site, assassinating some­
one, stealmg something, and a variety of other things limited 
only by the imagination. Many times it may just be J desire 
to fight, loot, and pillage-ehe key word being loot. 

TREASURE 
Table ST -6 (p. 258-259) provides a list of some of the 

� of treasure that might be found in an adventure site: 
money, gems, weapons, armor, magic items, speJ1s on scrolls. 
spells in potions, and dues [0 other objectives (maps, books, 
Inscriptions, etc.). Treasure should not be restricted to this 
t;ble; magic items and spells are only limited by che imagina­
tion. Very powerful items are called artifacts and usually have 
otdetai!ed history, purpose and alignment (i.e., good or evil). 
Magic items are discussed in more detail in Section 15,5 (p. 
72·73). A Gamemaster must be careful when he sets up [he 
trrasure at an adventure site. Too much money or too 
powerful items can unbalance a game, while players may lose 
interest in a game with too little money or items. 
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13.0 • THE PLOT 
Th� plot for ;'I fantasy rolt playing game consists of the 

general politics of the world. thl! :'Icrivitics 3nd objectives of 
the non-player characters, the goals and incentives for the 
player characters, and the interactions between all of these 
clements. A plot can be as simple as a nlincd towu inhabited 
with bandits and their treasure (the player characters want the 
loot)' On the other hand, a plot can be as complex 35 the plot 
in Ibt Lon/of/Ix Rings. Wc suggcsr a simple plot for beginners. 
Part VI provid" such a plot with a castle holding the 
possibility fortre:uure 2nd .. dvemurc. If a Gamemaster wan� 
another derailed adventure. the "'ERP A(ftJlOry Pllck provides 
a full-blown adventure and lots of play aids. 

GENERAL POLITICS 
Sketching out [he general politics for a game helps tht 

Gamemaster make decisions concerning rht actions of non­
player char;tcrtrs. It also helps him make tht playtr charac­
ters' backgrounds come to lift. It providts a framtwork for 
tht general courst of tvtnts in tht rtgions that the players 
charact� travd through. For example, a war or anned raid 
may be taking place in an area whtre the playtr characters are 
advenruring. 

THE WORLD POUTICS 
The politics of Middle-earth during the Second and Th iTd 

Ages and are fairly simple: Sauron and his forces are trying to 
take over the known world through direct conflict (war) or 
through subversion and corruption of the Free Peoples. The 
Free Peoples are trying (in a disunited fashion) to rtsist 
Sauron's txpansion and ho�fulJy to dtfeat him. In betwun 
we have neutral forces being influenced by the two eXITC:m�. 
Through all rhis, many separm: kingdoms and cultures havt 
their own internal politia and objectives. The specific 
politiul situation (How powerful is Sauron? What is � 
doing? What art rhe Free Peoples doing? etc.) should bt­
based upon the rime in which the game is being nm. Tht 
Gamcmaster may gather needed material along these lin" 
from Tolkien's works and ICE's MjJJIM�rlb CUUpaie11 ClliJt. 

The Fourth Age (i.e., after the destruction o(The Ring 
and Sauron) allows for a greater flexibility in dermnining Ih� 
politics ofMiddle-eanh. The Gamemaster may develop any 
son of political situation [hat he wishts, rcsrrictedonly bytlv 
hisrory of the earlier ages. During this period, we suggest tlv 
main political organizations be empires, kingdoms, gUIlds. 
religious groups, and the like. Much of the conflict In 
Middle-eanh can result becauSl: of conflicts between such 
gro\lps. Truly evil (as oppoSl:d ro self-inurtsled) organiu· 
tions could be included in the fonn of rhe remnants or 
$au{on's forces, pirates, bandit's, etc. 

REGIONAL POUTICS 
The politics of the specific rtgion being adventured In 

should be more detailed than [he world politics. QUestiOns 
th,u should be answered include: Are Sauron's (orces actlw 
in the area? IsS,luron corruJXing the local rulers? Are Ihe lonl 
rulers alrtady evil? Are the local rulers in conflin? Where art' 
the hc;adquaners of the: opposing sidts? How do both sid" 
treat characters not involved in the conflict? In shon, an) 
activities o( tht locals that might affect the player charactns 
should be ollrlincd. 

NPC OBJECTIVES AND PLANS 
The objectives and plans o( any significant non-pbrtt 

characu:rs should be noted. The objective of a f.lrmer would 
be to bring in his crops: shopkeepers and traders wam to 5('U 
high and buy low: local officials wam to collect taxes and 
keep things peaceful: etc. More unusual characters may haw 
personal objectivu th,u conflict or coincide with the playtt 
characters. Such objecrivu should be carefully thought out. 

PC GOALS AND INCENTIVES 
The player characters should SCt thtir own goal5---\5olnt. 

limes with help from their Gamemaster through background 
details. However, to maintain an exciling game, tilt 
Gamemaster should supply incentives. A good advemurl 
should have the dangers and rewards balanced. Obt3imng 
treasure, experience points, cnlci31 infonnalion, and the II� 
should involve risk, difficulcy, ;md good play. This is some­
thing that requires experience and a good Gamemas((:r, so II 
m3y take several adventures to master. 



- 14.0 · ADVENTURES & ACTIVITIES IID>X� 
IN THE STRATEGIC ENVIRONMENT 

The srratcgic environment usually consists of the civilized 
are:as and the countryside (Section 1 2.0, p. 62). A taerical 
tnvironrnen[ (Sections 7.0-] 0.0, p. 42-57) can be anywhere. 
but usually takes place in adventure sites. Action that takes 
plJce in a srr.ncgic environment is usually less dangerous and 
rtquirtS ltsS time and detail to resolve. Such action can often 
bt rtso[ved in vcry little real time (as 0ppoM:d to time within 
the framework of the: game). 

14.1 • ACTIVITY IN 
CIVILIZED AREAS 

Activity in civilized areas can be as simple as returning after 
mh adventure. healing, fe-equipping, gathering informa­
tion. �nd h{'ading back out to adventure again. However, it 
llIoften very interesting to make a visit 10 a civilized area morl! 
Involved. A civilized place can be a .$Ource of information. 
tnlrigue. recreation, and dangerous encounters. 

BUYING AND SELUNG 

E.-ach chaF.lcter can usually handle his own buying and 
.dlingof nonml goods(supplies and items )on his own. This 
proc�ss �nd a monetary system is described in Sc-ction 18.0 
(p. 76-77), and prices arc available in Tables ST-4, ST-5, 
:IIId ST-7 (p. 255-260). However, cert�in unusual p�rt5 of 
1M process may involve trading and dickering, and the 
GamemasU'r should play the role of the person that the 
mmcrer is trying to tF.lde with. The Gamemaster must also 
dntrminc if sellers or buyers exist for unusual or special items 
or htrbs. Nonnally this is part of the description of the 
C!YllIzcd area. 

FOOD AND LOI)GING 
Each civilized area should have facilities for food and 

lodging. �veJ1 if it is only swill or table scraps and a barn. 
T�ble ST·4 (p. 255) gives somt suggested prices for food 
and lodging at a normal inn in a town. The Gamemaster may 
m»:� a roll for each inn (or lodging desired) visited to 
dntrmim.' the amounr of activity for that day. Very high 
lIM'�ns thai there is no room for the characters; very low 
lIM'aru that they might be able to get cheaper rates. 

GATHERJNG INI'OR..MATION 

Often a civilized area is the place to pick up information 
mout adventure sites, missions, and oth�r scenarios de­
scri�d in Section 14.4 (p. 68-69). I nformation on missions 
th�t non-player characters want performed should be madt 
�ui!able at inns and pubric places, either through word of 
mouth or direer contact with rile person who wants the 
miulon pc:rfonned. Notices of tournaments, duels, and other 
public activities should also be available, as well as other 
INtcrial like wanted posters. 

Rumors and clues about local occurrences, creatures, and 
adventllre sites should be available from local people in bars 
and inns. Often it helps to gt:t the locals in a good mood in 
order to get lots of information--plying them with food, 
liquor, and entertainment sometimes works. Such infonna­
tion should be in the fonn of rumors, legends, tall tales, and 
ourright lies. 

Reliable infonnation like maps and descriptions (from 
characters who really know what is going on) should be 
available for a price. This type ofinfonnation can be bartered 
for like any orher commodity (Sc-crion 18.0, p. 76-77). 

The Gamemaster may wish to allow characters to make 
"background legend rolls" on a given topic, in order to 
n:mcmber tales, legends or other information from their 
background or past history. Bards are professionally adept at 
this and should be given an extra bonus of +5 JXr level, 
because it is assumed that they continually increase and 
update their knowledge base. The Gam�master may use the 
Perception column or the General column of the Static 
Maneuver Table MT -2 (p. 243) to help resolve legend rolls. 

HEAUNG AND RECUPERATION 

Healing and recovery from injuries is discussed in Section 
17.0 (p. 74-75). The Gamemasrer should sketch out the 
healing faciliries (first aid. herbs and animists) in each 
civilized area, even if it is only a farmer's wife with some old 
rags and a hot poker. Food and lodging and poSSibly a nurse 
should be rrquired whenever a character is recuperating from 
senous IOIUTICS. 

ENCOUNTERS 

Sometimes a([ion in a strategic environment rurns into 
action in the tactical environment (i.r., fighting, stealing, 
running, ere.). A Gamemas[er should makc an open-ended 
"activity roll" each day in a civilized area to determine the 
likelihood of an "encounter." If this roll is very high. then 
somc encounter may occur. How high the roll has [Q be [Q 
initiate an encounter should be based upon the type of 
civilized area and the situation of the player characters. The 
Encounter Table ST -10 (p. 262) can help a GM determine 
when encounters occur. 

Some typical encoumers in a civilized area include: a brawl 
in the tlvern or inn that the pbyer chaF.lcters arc visiting, an 
attempt to mug player characters and steal their possessions 
(on the srreet or in their quarters), an attempt to sell the 
player characters fake goods (or information), an ;mack by 
outside forces on the civilized ,lrea, etc. The possibilities are 
endless and often lead to an adventure which can fill ou[ an 
entire game session. 
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ST·9 - STRATEGIC MOVEMENT RATE TABLE 

TERRAIN TYPE 
T nnsport T ypc Road Open FOfHt Rough Rough 6: Foru! Mountainous 

Sneaking 4 4 3 2 2 I 
Careful walk , 7 4 4 3 2 
Norma! walk 10 S 0 5 3 2 
Jl'&lW;olk � 5· ]2* 9· ,. 4·· 3" 
Slow Ride IS 12 9· 7· 4· 3-
Fast Ride 25 I'· 12·· 10- 0·· 4·· 
Note: Result is the miles covered in a 4 hour �od. 
• � Requirrs a ffi:l.nnlVer roll once every 4 hours from each charactn-, 
•• _ Requires a maneuvCT roll once every 2 hO\Jr5 from nch character. 

14.2 • ACTIVITY IN • 
THE COUNTRYSIDE 

While in the countryside, groups usually are attempting to 
get from onc place [0 another---5ee Section 1 4.3 (p. 68) for 
activity in the countryside while starching for something. 
TbeGamemastermustdeal with activiciessuch as movement, 
making camp. evading pursuers. and encounters. 

Activity in the countryside is normally handled in imervals 
of 4 hours when the player characters aTe moving or active, 
and 8-12 hours if they are resting, sleeping or hiding. 
Distance is generally measured in miles. 

MOVEMENT 
Nonnal movement in a strategic situation is resolved in 

intervals of 4 hours. This type of movement is different than 
tactical movement. Table Sf-9 gives some nonnal 4 hour 
movement rates based upon terrain. The terrain is assumed 
to have some sort of open areas or paths. If the group is 
hacking its way through a jungle or dense growth, the 
movement rates should be halved. The Gamemaster should 
modify this based upon special circumstances, such as en· 
cumbrance, wounded characters, traveling more than 8 hours 
in a row (4 hours if jogging and walking), not having enough 
food. weather conditions. etc. 

If traveling at night, the movement rate is normal for 
groups with all members capable of seeing at night. For 
groups with no characters capable of seeing at night. move­
ment is lowered to 10% normal. For groups consisting of at 
least half of its characters capable of seeing at night, the 
movement rate is 75% of the normal rate; it is 50% if fewer 
than half arc capable of night vision. 

CAMP SITES FOR RESTING AND SLEEPING 
While traveling it is assumed that the group rests for about 

1 5  minutes every 2 hours (10 minutes per hour in mountain­
ous terrain )--this is figured into the strategic movement 
rates given in Table Sf-9. A grollp can rrave! 8 to 1 2  hOUl'J; 
a day. and it is assumed they make: camp for the rest of any 
24 hour period. We will call such a rest period night, but 
groups (especially Elves and Dwarves) can travel at night and 
sleep during the day. If the group has only traveled for 8 
hours, it is assumed that they have found a good, defensible 
camp site. Otherwise, the Gamemaster should make an open­
ended rol! to help him decide the quality of the camp site 
found. A low roll indicates a poor camp site and possibly 
dangerous surroundings. A high roll indicates a good camp 
site. 

Nonna!1y, the player characters will set a watch in shifn 
(usually 3, 4 or 5 shifts), but the Gamemaster should not 
suggest it or r�mind them. If an encounter occurs, th� 
Gamemaster should divide the night into a number of p�rts 
(usu�lly based upon the player charlcters' shifts) and roll to 
randomly detennine when the encounter occurs. Only the 
characters on watch (if any) will be awake and alert when tht 
encounter begins. Other characters must be awakened by 
various actions or noises occurring during the encounter, or 
by the specific actions of already awake player characters. 

ENCOUNTERS 
Basically, at certain times the Gamemaster makes an 0\Xn­

ended activity roll to see how much action [here is in the artl 
conr:aining the player characters. Then one of the players 
makes an open-ended lVoidallce roll to determine how wd! 
the group avoids any activiry. Applicable modifications from 
Table ST -10 should be added to both of these rolls. 

If the modified avoidance roll is greater than the modifitd 
activiry roll. nothing happens. Otherwise, the differenn 
between these two modified rolls is cross-indexed with thr 
density of habitation on the Encounter Table ST -10. 

This process is called an encounter roll and is normaIIy 
perfonned once every 4 hours when a group is moving and 
once during each period of sleep (night) when the group 
camps. 



ST-IO - ENCOUNTER TABLE 

Population Density 
Encoumtr 

Roll Dense Mod�rat� Light Sparle Waite 
01-30 .1- -/- -/- -/- -/-
31--50 .1- ,1- -I. -I· -/-
51-<0 .1- .1- .j. -j. -/-

"" 61_70 "'�/:.. 
�c/� " ;/. ':'/� -I; 

7[-$0 e/;" ./. ,j, -if -I, 
&!-90 ,j- ,I. 'iI! -b cl\, ,� 

91-100 hi· '/' '/' -/h -/h 
101_120 h/h ,j. ,/h ·/h _/h 
121-140 �/h h/h h/h ./h .1, 
14t�160 a/3 �/h h/h e/h .f, -
16I-lao a/3 .f. lI/h hI, h/� 
181-200 ,j, .f. ah .1. .1, 

201+ ,I, ,I, ,I, ,j. '/< 

Not(: This table is intended to cover th .. usual pattcrn of 
encounters between player character. and local inhabitants 
Or wild beasts. The "Population Density" categories (i.e., 
each column) rcpresent the rdativ .. density of social beings 
or inhabitants. Tb .. "Encounter Roll" is the difference 
bttwem the GM's Arli"lry Roll �nd d,e traveling group's 
AvoiJait" Roll (see Sccrion 14.2, p. 66-68). 

Rnulu: The letter codes before the slashes rcpresent interac­
tion with social beings. usually local inhabitants; lcu .. rs that 
follow the slashes cover interaCtion with wild b .. asts. If 
there is a letter in both categories, the GM should roll 
aga'n: a low result (i.e .. OJ-50) means that there is an 
encounter with wild beasts; a high result (i.e .. 51-00) 
muns interaction with social beings. 

Encounter Codes: 
t := trap or �l1lbush or surpris .. attack 

" = attacking group 
h = hostile group 
e = basic encoumer 
s = sighting by another group 

The encounter codes arc meant to be general and 
rtlativr. A basic encoumer with a group from an outra­
grously brutal or suspicious culture may be more dangcrous 
than a hostile force of passive peopl ... The GM should take 
note of the local folk and beasts to d�termine which type 
will b.:- involved and what th .. ir relative strength will be. A 
simple nde of thumb: lhc higher the Encounter Roll (i.e., 
me diffcrmce between tht Activity Roll and the Avoidance 
Roll). the more dangerous the encount�r. The GM may 
wish to increase the number of capabilities of the gi ... en 
inhabitantS or beastS accordingly. Specific Middle-earth 
souTcebooks and modules wi!! often give Sp<"cial Encounter 
Tables keyed to specific regions and locales. 

Modifications to the Activity Roll: 

Terrain Moving In: 
+30 ..... Road 
+20 ..... 0pen 
-[O ..... Forest 
-I 5 ..... Rough 
-30 ..... Forest and Rough 
-4O ..... Mountainous 

Acti ... ity ofInhabiunts: 
+25 ..... Hostile 
+50 ..... Patroll .. d area 

+ lOO ..... lf hue and cry (sec Section J 4.2, p. 66-68) 
+30 ..... Nighr-adapted inhabitants at night 
-30 ..... Night-adapted inhabitants during day 

Gentral: 
-50 ..... Tra ... ding at night · 
-10 ..... Perception 

variable ..... sp<"Us used to detect groups 

Modifications [0 the A ... oidance Roll: 

Group Sizc: .. 
-50 ..... on( 
-20 .... two 
+0 ..... 3-4 

+10 ..... 5-7 
+20 ..... 8-10 
+50 ..... 1 1-20 
+75 ..... 21-50 

+ 100 ..... 5[+ 
T ra ... cI Mode: 

-50 ..... Sneaking 
-20 ..... Car .. fUl walk 
+O ..... Nonnal walk 

+10 ..... Jog/walk 
+20 ..... Slow ride 
+40 ..... Fas[ ride 

variable .... Flying. boat. ship. etc. 
General: 

-30 ..... if actively searching for something 
variable ..... spell ".cd by the group 

+20 ..... if in camp and traveled J 2 houl"lO 
+40 ..... if in camp and traveled J 6 hours 

• -This can be lowered depending upon the lighting 
(e.g., moon or stars on a clear night). 

.. - Rangers. E[....,s and Hobbits count 1 /2. 
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EVASION AND HIDING 
Sometimes a group will find iudf in the position of being 

pursued through the countryside by hostile forces. This may 
take [he form of being chased by another group (diTter 
pursuit), or it might take the fonn of a general hue and cry 
(i.e., the countryside is alerted and looking for the group). 

A general hue and cry is handled by rolling for encounters 
once an hour instead of once every 4 hours. As for direct 
pursuit, most of the time the pursued group will want to 
avoid capture or conflict (evasion and hiding). Other tim� 
they will want to ambush [he pursuing group (handle as a 
norm;!/ combat). Dir<':c[ pursuit is handled once every hour 
as follows: 

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

2) The pursuing group must m�ke a tracking maneuver, 
modified by adding one pursuing character's Track bonus 
and subtracring one pursued character's Track bonus (if 
the pursued characters are aware of the pursuit). +40 is 
added to this roll if the pursued group is unaware of the 
pursuit and does not try to cover their tracks. 

3) If the tracking maneuver is a "success" or an "absolute 
success" (from Table MT-2, p. 243), the distanceseparat­
ing the twO groups is modified by me difference in their 
movement rates. Each "near success" before a "success" 
increases the distance sep�rating the groups by 200' (mon 
of the time this can be ignored). 

4) If the tracking maneuver is a "panial success," the distance 
separaring the groups is increased by the movement rare of 
the pursued group. 

5) The other tracking maneuver results arc self-explanatory 
f.1ilures. 

If rhe pursuers sight the pursued group, action should be 
resolved as a tactical siruation (Part Ill, p. 42-57). In rain (or 
snow) if the distance separating the two groups exceeds the 
distance that the pursuers can cover in one hour, the pursuit 
is ended (less for very heavy rain, more for light rain). 

.. 14.3 · SCOUTING 
THE COUNTRYSIDE 

Often a group is not JUSt moving through the countryside; 
they are actively searching for someplace or something. The 
object of the search may be herbs, an adventure site. food, 
water. etc. �arches are more likely to result in encounters. 

LooKING FOR ADVENTURE SITES 

Searching for adventure sites can fall into one of two 
different categories: 
• Looking for a specific site 
• looking for any random site in the area 

A search for a specific site is usually the result of informa­
tion obtained in the form of maps. rumors or other clues 
(Section 14.1, p. 65). Searches for random sites may bt 
initiated because of rumors or just a general desire for loot 
and adventure. Random sites could consist of �nimal or 
monsrcr lairs, old [Ombs. abandoned [Owen and temples. or 
deserted ruins of any type. 

SEARCHING FOR HERBS 

Characters may go searching for herbs in order [0 heal l 
group member, for healing during fumre adventures, or JUS! 
to sell to make money. Table ST-5 (p. 256-257) indicate:; 
the climate and type of ternin in which specific herbs ar� 
found. Each hour a group searches in sllch a locale. the group 
may make one static maneuver on the "Perception & T T3ck­
ing" column ofT able MT -2 (normal perception bonuses do 
not apply) to find herbs. When searching for mote lhan ont 
herb, add 15 minutes for each additioml herb sought. 

The following procedure is used: 
I) The difficulty of finding the herb is obtained from Table 

ST-5 (p. 256-257), giving a modification for the percep­
tion maneuver. 

2) The group's roll also receives any offollowing applicable 
maneuver modifications: 

-50 .... If searching an area. previously searched within 
6 months 

+20 .... For each Animist and Ranger in the group 
+2 .... For each searcher in the group 

3) Success or failure is determined from the "Perception & 
Tracking" column of Table MT-2 (p. 243): 
Absolute SWCUSJ indicates that 1-5 doses were found 
SU((W indicates one dose was found 
Near SU((tH a.lIows another roll is made for this hour 

a.nd modified by +20 
Partial Swum or Failure results in no herbs found 
Absolute Failure or Blu"kr mea.n no more doses will be 

found during the rest of the day and the GM may 
decide [0 have the group find a poison or irritant 
and mistake it for a healing herb (e.g .. they might 
find poison olk or poison ivy and mistake it for a 
helling herb) 

A group may decide to split into smaller groups (or 
individuals), allowing l roll for each small group. However 
the small groups must cover entirely separate areas for 4 hour 
periods. usullly out of earshot, and are rhus subject fO 
separ�te encounter rolls. 



@ 14.4 ' TYPICAL � 
ADVENTURES 

This section outlines some typical adventures that the 
Gamemasrer might use in his game. These suggestions are 
general and need to be adap[t�d to a specific region and 
circumstance. 

SCENAlUOS 
These scenarios are adventures that can be keyed to a 

5pecific region or adventure site. The Gamemaster may wish 
to make infonnation concerning several of these available to 
the player characters and hope that [hey pick one. Allerna­
tivdy, he may wish to reguirc that a scenario be chosen 
because it is the only one that the Gamemaster has available. 

MJSSIONS 
Missions arc often adventures in which a non-player 

character sends the player characters to an adventure site or 
region to accomplish a certain goal. The non-player character 
mayor may not accompany the group, and he mayor may not 
give them all of the information that he has on the mission. 
Often the non-pbyer ch;lfacter has ulterior motives and is 
wilIing to pay for the services of the player characters. 

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

ScOUTING 
Seoming missions do not necessarily take place in adven­

[Ure sites. They may consist of general investigation of the 
countryside. In a scouting mission the main goal is informa­
tion, either for a nOll-player character or for the player 
chlr:lcters themselves. Such infonnation could later lead to 
lspt:cific mission. Scouting missions often lead to combat in 
the form of encounters with hostile guards or panok 

RAIOING 
Raiding is an adventure designed to attack, fight and loot. 

1«loesn't have to be keyed to a spl.""cific Jdventure site. Player 
ch�racters arc out for any appropri:lre fight with a suitable 
reward (treasure and experience points). 

LOOTING ATTACK 
A looting attack is basically the same as raiding, except that 

the player characters are attacking a specific adventure site. 

TOURNAMENTS 
Tournaments arc staged competitions in fighting, archery, 

riding. and ot.her combat skills. These arc usually held in 
civdi:ud area during fairs and holidays. Cash prizes arc 
usually offered, and on rare occasion, magic items are awarded. 
Usually the combar;mts are not trying to injure or kill one 
mother, bur accidenrs do happen. Durmg tournaments, 
unless a participant is trying [0 kill someone, aJl criticals 
inflicted arc reduced [Q 'A' criticals regardless of the result 
from the atmck table. 

DUELS 

Duels are also very interesting. Player characters or non­
player characters often feel that they have a basic disagree­
ment that can nOt be seuled by talking. If neither party feels 
mcJined to run away and leave town, a duel might result. This 
can range from a duel in which the winner is the first to draw 
blood (using only 'A' critical, see above) to a duel to the 
death. 

GENERAL ENCOUNTERS 
In addition to scenarios, adventures may often occur when 

the player characters encounter something through chance. 
Encounters can occur in civilized areas or the countryside, 
and sometimes but not always lead to combat. Encounters 
include ambushes, fights, meetings, sightings, barroom brawls, 
etc. Encounters can occur anywhere: in the countryside or in 
civilized areas. Section 14.1 (p. 65) gives a suggested tech­
nique for determining when and what kind of encounters 
occur. 
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15.0 · MAGIC AND SPELLS 
Middl�-�arth had uniqu� ties to th� Undying Lands which 

created a potential for the appearanc� and use of significant 
power (magic). Such power manifested itself on a massive 
scale in the First Age, and to a lesser. but signifit;mt degree. 
in th� Second Age. By the time of the late Third Agt:, it was 
quirt: subt/('-t:'xcept in the cases of Dragons. the Balrog. 
Samman, and (of course) Sauron. 

This low-key approach to the utilization of great power 
was a factor rdating to the nature of those possessing the gift. 
The Valar laid down tht:ir direct guardianship of Middle­
earth in stages-.1( the end of the First Age and with [he 
downfall ofNumenor. They sti!! kept watch and intt:'rvened 
in the ThirdAge by sending the Istari (Wizards). beings who 
themselves had great power. The Istari, like their masters, did 
not use force unless it was absolutely necessary to combat 
Darkness. and then only to the degree needed. As a result of 
this approach, they appeared far weaker than they really were. 

The other mast�rs of magic in Middle-earth employed 
their abilities in relative secret. Men and Hobbits were not 
great friends of spells and often were unaware of their usage 
Outside offairy tales and legends. This created an atmosphere 
where magical occurrences were rarely seen and often became 
merged or confused with natural events. 

USING "MAGIC IN MERP 

This st:ction deals with magic and the use of spells In 
MERE. Spell llSage falls into two separate rl�lms, Essence and 
Channeling, each of which concerns a different source of 
power required ro cast th� spell. This spell system is limited 
to 1 st through I Orh level spells and two realmsof magic. This 
provides a more usable framework for low I�vel adventures. 
Section 5.6 (p. 36) and Section 8.4 (p. 54) present the 
mechanisms for learning spell lists and casting spells. 

For higher level spells and a more derailed framework, 
ICE's Spell Lrw provides an expanded spell $�tem with three 
realms of magic. over 2500 spells, and over 150 spell lim;. 

THE DANGERS OF USING MAGIC 

There are two principal dangers that help to restrain the 
use of magic in the Third Age. The first of these. and the most 
obvious. is the Shadow ofSauron ofMordor---drawing the 
attention of the Lidless Eye has led to the downfall of many 
a spell caster. For Gamemasters who want to encourage 
restraint in spell casting, Section J 5.3 (p. 71) presenl5 a 
mechanism for reflecting this danger. 

The other danger is the corrupting influence of the use of 
significant magic for "non-pure" go�ls. Unless a spell is cast 
for the purposes of combating Darkness or maintaining the 
"Balance," there is a chance that the caster will be cormpted, 
"drawn towards darkness." This is what happened (0 
Samman-he used too many powerful spells, (00 often. 
Section 15.4(p. 71) presents a mechanism for reflecting such 
cormption. 

SETrING RESTRAINTS ON MAGIC USE 

When constmcting the setting for a fantasy role pbying 
game based upon Middle-earth, a Gamemaster must tah 
great care to show restraint regarding lhe usc of magic. 
Magic-users are relatively fare, although moS( folk had some 
"magic" In them, and open dispbys of power are still rarer. 
Elves certainly employ magic in daily life. and DWlrves use 
spells for a variety of reasons, even for producing wondrous 
roys. Nonetheless, such enchanting skills are nO[ necessarily 
the norm. Among Hobbits lmgic is considered the stuff of 
legends. Many Men often fC'el the same way: indeed some 
have never even heard of the use of magic. The racial 
descriptions in Appendix A-2 (p. 146-179) give morC' details 
for the individual races. 

o 15.1 · ESSENCE 
The Essence realm utilizes the power that exists in every· 

one and everything of and in Arda and. in particubr, Middle­
earth. Essence in Middle-earth has its source in The Song 
(The Ainulindale) which crcared Arda and the order of 
things. A character who casts spells of the Essence taps this 
power, molds it, and diverts it into his spells. Most of tht 
truly powerful Essence spells deal with forces elemental in 
nature: fire, earth, water, wind, light, cold, etc. 

The more inert material that is on the person of someone 
casting Essence spells, the more difficult it becomes to 
manipulate the Essence. Thus, when casting or using an 
Essence spell, no armor, greaves or helmet may be worn. 

15.2 · CHANNELING 
The Valar are the offspring of Em (God) who came to 

Arda (0 fulfill The Song. The Channeling realm utilizes the 
power of the Vabr as channeled through characters casting 
spells. Since the Vabr are not part of The Song (they helfXd 
to develop part of The Song, and Morgorh corrupted part or 
it). Channeling is independent of the Essence. 

A character casting Channeling spells draws directly from 
the powerof one or more of the Valar, even though this does 
not "usually" require the conscious cooperation of the Valar 
involved. Thus. spells of this realm do not necessarily reflect 
the nature of the Valar as long as the spells are relativdy 
subcle and low level (c.g .. healing, detection, etc.). More 
powerful and higher level spells not included in ;\fERP migh! 
require active consent of the Valar-the Vabr include 
Morgoth, so evil Channeling spells may be caSt if the pow", 
comes froln him. 

Metal interferes with drawing power from the Valar, so no 
metal armor, metal helmets, or metal greaves may be worn 
when casting a Channeling spell. 



15.3 • RISK FACTORS . 
One of the primary reasons for the subtle and secret usc of 

magic Jnd spel!s is the presence ofSauron in Mordor in [he 
Third Age. Sauron is not one to r�train himself when he 
d«ms it necessary to act with great authority. He does act 
Clutiously and quietly. especially when nursing himsdf after 
I great defeat, but he is capable of unbridled explosions. 

Those who live under his eye are particubrly careful nor 
to cause attention to be brought upon themselves. This 
frrling may contribute to the restraint found in those who 
posstSS the ability to wield spdls. To be sure, some arc weary 
OT concerned about upsetting the Balance of Things, but 
most are doubtlessly afraid of attracting the artention of the 
Dark Lord or his minions. Still others died at the hands of 
Sauron orothers of power; for the bold and those with power 
often dar� to combat those most dangerous. 

Th� danger that Sauron and his minions present ro spell 
cas(�rs is r�f1eered in MERP by "risk faerors." Each spell has 
a risk flctor which reflects the potential of drawing the 
iIlunrion ofSauron or his s�rvants. Each Gamemaster must 
decide whether or not to use risk factors in his game. 

USING RISK FACTORS 

Each time a charaner casts a spell, the Gamemaster should 
make an open-ended roll and add rhe Risk Factor for the 
�IL This roJ! may also be modified by a facror based upon 
the time period. 
Spdl Use Risk Roll = open-ended toll 

+ Risk Factor + Period Modifier 

Early Third Age ............................... -15 
Middle Third Age ............................ +0 
Late Third Agc ............................... +25 
Fourth Age ........................................ -25 

If the modified resulr is 100 or more, some sort of 
"Shadow-force" has noticed the casting of the spell. A second 
opt'n-ended roll must be made on the Spell Use Risk Table 
ST-12 (p. 264). Otherwise. nothing unusual happens. 

The results on Table ST- 1 2  are guidelines to help a 
G.unemaster determine the consequences of the spell being 
noliced. The GM should modify the results to reflect the 
s]X'cific area and circumstances. 

• 1 5.4 · CORRUPTION . 
Whenever a spell failure occurs there is a chance that the 

spell caster will be partially corrupted and "drawn towards 
the darkness." Certain results from Table FT -3 (p. 240) 
indicate that the spell Caster receives o,m.ption Points (CPs). 
When [his happens, the spell caster is allowed to make a 
Resistance Roll against Essence (the atuck level is the level 
of the spell being cast). If this RR is successful, only half 
(round down) of the CPs are received: otherwise, all of the 
CPs arc received. 

A Gamelnaster should not apply Corruption Points (CPs) 
if an appropriate spell was cast for "pure" goals (i.e., directly 
working against or fighting evil. protecting the weak and 
helpless. healing the sick and injured, etc.). The key word 
here is appropriate. Fortxample, a Fire Bolt is not appropriate 
to use on a bully or a thief but a Slap spell might be. 

A GM may also want to have "evil" items give Corruption 
Points when they are used. The origins of any item.are very 
important, even innocent spell adders and multipliers-if 
an item was made by Sauron or one of his minions, its use 
will affect the user negatively even ifonly in a minor way. 
In this case, each time a character uses an evil item, he must 
make an RR against Essence (the auack level is 10). If this 
RR is successful. no CPs are received: orherwise, one CP is 
received. Certain very powerful evil anif.lcts may give more 
than one CP when this RR results in failure. 

Note: A CamrmastlT who wallIS a game with magic IlSlJ wry 
Jrtt/y lIIay {gIiOrl Corruption Points altogltber. 

The Gamemaster should keep track of each character's CP 
total as play progresses. Each character's CP total nonnaHy 
starts at zero, and increases through spell failure and using 
evil items (e.g., the One Ring corrupted its wearer very 
quickly). A GM may also want to assign CPs for particularly 
evil acts by characters. A GM Inay wish to allow certain 
rituals at certain places to "cleanse" (i.e .. remove) CPs froln 
characters. 

In general, a character's CPs reflect his tendency towards 
evil. On this scale. a total of zero indicates an "1nnocent" and 
a I 00+ indicates a totally evil being. The effects of Corrup­
tion Points is up to the GM and the player of the corrupt 
character, but we suggest the following: 
• If the character is faced with temptation, the GM may make 

an open-ended roll and add the character's CP total and 
subtract his PR stat bonus. A resulrof I 00+ means that the 
character must give in to the temptation . 

• If the character is in the presence of an "evil being" who 
commands the character to do something. the character 
must make an Essence RR modified by subtracting his CP 
total and adding his PR stat bonus( use the evil being's level 
for the attack level). Failure means that the character must 
obey the evil being's command. 

A RR should be made for each such command. During 
a given day. each RR is modified by an additional +5 for 
every such RR already made that day (e.g., rhe sixth RR 
against evil commands made on a given day would have a 
+25 RR modification). 
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1 5.5 • MAGIC ITEMS 
Certain items are magical in nature; they either have 

magical properties or have the capacity [0 cast spells. 

BoNUS SPELL ITEMS 

There are two types of magic ircI115, called bonus spell 
items, which enable a character [0 cast more spells than he 
would he able to normally: spell adders and spell multipliers. 
Spell bonus items are usually in the fonn of a staff(S' long). 
a rod (2.5' long). or some other hand-held objecr or a similar 
size. Only one bonus spell item is usable by a given charactn 
between 8 hour periods of rest. Bonus spell items should be 
held or worn. 
• A + I sptll llJJtr allows a character to cast om: una spell 

between 8 hour pcrioru of rest in addition to those which 
he can normally cast by using his powu poinu; a +2 spell 
adder allows 2 additional spells: a +3 spell adder allows 3 
additional spells: etc. 

• A x2 spell mllltipli". doubles the numbu of power points 
available to a character betwCl'n 8 hour periods or rest: a x3 
spell multiplier triples his power points: etc. 

MAGIC lTEl>iS WITH BoNUSES 
Magic items with bonuses (e.g., a +10 mace. a +5 lock 

pick, a setof + 15 chain, etc.) add their bonus to the total skill 
bonus of any skill thar nonnally utilizes an item of that type. 
For example, the use of a +10 mace would incuase a 
charactu's Offensive Bonus by 10, a +5 lock pick would 
increase his Pick Lockskill bonus by 5, and a setof + I 5 chain 
would increase his Defensive Bonus by 15. The use of such 
items does nor usually require a Use Item static maneuver roll 
(Section 5.4.2. p. 33). Such bonuses apply to any appropriate 
rolls by any character using rhe item. 

MAGlC ITEMS CoNTAINING SPELLS 
Certain magic items contain spells which a character may 

cast. Such spells do not require power points. and the caster 
need not have learned the list 
which they come from. How­
ever. a character casting a spell 
from an item isseill subject to the 
effects of spell failure (as well as 
Corruption Points if the GM is 
using that option)' 

Nonnally in order for a char­
acu::r [0 lise an item or rune. he 
must successfully make a static 
maneuver roll on the Read Rune 
& Use Irem column of Table 
MT-2 (p. 243). !rems that a 
character starts the game with do 
not require such a roll from the 
character that they are keyed to. 
A Gamemaster may wish to in­
dude othu special items lha[ do 
not require a R.ead R.une roll or 
a Use hem roll, or which cast a 
spell with no preparation modi­
fications (instantaneous). 

Spell� from this type of item fall into one of several 
categories: 
Rune Paper: A scroll with aspell inscribed on it, the spell may 

only be cast once from the rune paper before it disappears. 
A piece of rune paper may be reused by placing anothtr 
rune on it by using a spell from che Spell Way list 
(Appendix A-4.1 .  p. 194). 

Potion: A vial of special liquid with a spell "in" it. The spell 
takes immediate effect when swallowed (no roll necessary 
to use); it only has effect once. A potion may use the spell 
to directly affect [he character drinking it, or it may allow 
him to cast the spell. 

Daily Spell Item: A magic item containing a spell that may 
be cast a certain number o( times each day . 

Charge Spell Item: A magic item containing a spell that may 
only be casr a limited number of times (called its numb�r 
of charges). Then the item is exhausted (lost its charges) 
and the spell may no longer be cast. Th� size of rhe item 
detcnnine$ the maximum number of charges and the 
maximum level of the spell: 

Minimunl Maximum Maximum 
l<ngm # Charges Spell Level 

Wand I'  10 2nd 

Rod 2.5' 30 5,h 
Su(f 5' 100 lO<h 

MAGIC ITEM REIJ. TIVE VALUES 
The open use and availability of magic items is very rare in 

Middle-eanh. In facta Gamemaster may wish to prohibit the 
buying and selling of magic in:ms. perhaps. only allowing 
limited trading of such ilems. At the very least. we suggtst 
that magic items only be bought, and sold in large cities or in 
special civiliz.ed areas. And then. the transacrions must hi: 
handled quietly and discretely. Normally. no more than SO% 
of the relative value of an item may be obrnincd when selling 
it (or money. 



Note: Many bu'y"s will giw. ne tmimu 10 a "magit" walpan. 
Llbtr-, tlry will �nI 10 brar ils tapabililia ana lal lbe \>Napan 
for Ihnnulves. fl.' Ihls swora Is sbarp, il &aves ,barnmal/ lib 
b..lltr. 
To determine the rdative value (i.e .• price)of a magic ittm, 

first check the Equipment and Price Table Sf -4 (p. 255) [0 
dttmninerhe base price: of the: item. The base prices for items 
conuining spells (not including the: cost of the spell itself) are 
included in Table ST-7 (p. 260). If a magic ite:m contains 
J spell. there is :10 additional cost added to the base price. 

If a magic item has a bonus (sec above) or is e:specially 
lightweight. irs base price: (and any additional cost) is multi­
plied by a f.mor given in Table ST-7. 

Eumple: A Jr:w sal/lplt magic ;lmlS a'ia IMjr ,om Jol/�)W; 

SIIlJf oj Firtbolts - JOO gp + J 'P 
1008JI sin(t il is a "SI!ljf" (barge ittlll 

5 (P - Ilom�d QuarltTslaif prict 
'lao gp - slllU Firtbolt is a 61h lewl spell 

RoJ oj Waltrbolll - /80 gp + 3 rp 
30 gp sintt il is a "Rod" (harge iltln 

J 'P all tlli,lIllle oj a roa pri/(. 
150 gp sin" WoIltrbclt is a 41h Itwl spell 

W,u,a of SboeA &lls - 40 gp + I rp 
10 gp sinft II is 01 "Wana" ,barge iltln 

I rp - an esllmalt oj a Wilna prict 
JO gp - sinct Shork &b il a 2na ILwI J�1l 

mUla of Cdrn U - 8011 + 2 rp 
ulm U is a 2na Icw.l s�1I jusl likt Shork &1" 
Iml il is a CNnnlling spill so lbe priCt Joubla 

Daggtr wilb Dally U (twlct �r ail)) 
mililtt Spll - 245 gp + J sp 

20 If sinff il is a "Dally" iltm 
J sp - slnt( II is a Jar 

225 If - 150 gp sinlt Uvilall is a 'Ilh hi 
J�I� + 7511 sinct il is lwict ptr aay. 

Ring wi/h Daily 11 
Ltvitiltt Spell - 90 gp + n·ng priu 
Prifl oj Dagger above is aoublta sinfl a ring is smalltT. 

Pollol1 of Hule 1 - 100 J!P 
10 gp - Jor a vial oj POliol1 
90 gp - sinu Nas/t I is a 61h hi sptll 

+ I 5 m4gi( Hal1aaxt - 1250 sp = /25 gp 
5 sp rosl oj a 110rmal +0 ba",hXl 

x250 - mulliplt aut 10 + I 5 bonus 

ST -7 - MAGIC ITEM PRICING TABLE 

COST = BASE COST: 
(B.aSl" Cos! + Addetional Con) x Multiplicative F�cron • A piece of Rune P;\p<"r (holds one spdl) .................... 1 gp 

MULTIPLICATIVE FACTOR: 
• A vial of Potion (holds one sp<"lI) ............................. 10 gp 
• A Charge hr.n: 

Due to Item Bonus Due to Item \Veight \Vand ................. 10 gp + the nonnal cost of the ium 
lOx ...... +5 bonus Ix ......... 100% of we.ght given Rod ..................... 30 gp + th .. nonnal cost of [he ium 
SOx .... + 10 bonus lOx .... 80-99% of weight given Staff .................. 100 gp + th .. nonnal cost of the ittm 

2SOx .... + I 5 bonus SOx .... 60-79% of weight given • A Daily hem ........... 20 gp + the nomlal cost of the ium 
looox .... +20 bonus [OOx .. ..40-59% of weight given • +1 sp<"11 addu ................................................................ 50gp 
5000:.: .... +25 bonus • +2 sp<"11 addtr ............................................................. 100 gp 

• +3 spell adder ............................................................. 200 gp 
• +4 spell adder .........•• ........... . . . ... ........... . ........ . . • . ..... 400 gp 
• x2 spdl multipli .. r ....................................................... 200 gp 
• x3 spdl multiplier ....................................................... 400 gp 
• A bonus item ........................... the nonn;\/ cost of the item 

ADDITIONAL COST (in gold pieces) DUE TO IMPLANTED SPELLS: 
Type of hem uvd of the Spdl in the Item ' 
Or Bonus I 2 3 4 5 6 7 8 9 10 

Runr Paper 3 10 20 JO 40 60 80 100 125 ISO 
POllan 5 IS JO 45 60 90 120 ISO 200 225 -
D.u[y Ittm t I S  50 100 150 200 300 400 500 600 750 
IV"", 10 JO - - - - - - - -
Rod 40 80 120 150 200 - - - - -
�.ff 100 ISO 200 250 300 400 500 600 700 800 
Note: Rechugrng ;\ wand. rod or staff after it hOl.5 betn uhausttd costs half of the above-lIlthough. findmg someone with both 

!he skIll and the willingness to perfoml such an operation may be difficult. 
• -Channding spells cost double theM' prices. 
t -Oner per day; add half of facror for each ;>.dditional time per day. 
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16.0 
17.0 

Middle-earth is a vast continent which is the home of 
numerous cultures/races. Most have their own god or gods 
and have their own set of associated rules and rituals. Many 
of these religions involve crucl deities and (he worship of 
Darkness. Other pantheons rcfle{;[ some local fXrception of 
and beliefin some or all of the Valar. This is particularly truc 
in northweswn Middlc-unh. where the Elves and enlight­
ened Men know of the true: nature of those on high. 

ERU ANO THE V AL\R 
Eru is Arda's One: God, and the Valar arc his SlTvants. lr 

is the Val ... r who live in Aman. Ern originally assigned them 
the guardianship of the world. Although they removed 
thcmsdvts from direct interaction with Middle-earth fol­
lowing the Downfall of Numcnor in S.A. 3319, they still 
attempl to maintain [he balance of things. Through their 
agenu(the Wizards or Istari), they aid the Free Peoples in the 
5truggle againstS;auron. The Valar feel justified intervening, 
since they are doing no more than righting a wrong and 
combatting power with power. Both the Wizards and Sauron 
are lesser Valar, those beings called Maiar. 

The Valar include a numbtrofbeings who normally exist 
as spiriu :md only take physiul form when dealing with 
lesser creatures or visiting Middle-earth. Some-like 
Morgoth, Sauron, and the Balrogs.--have become enslaved 

in theiT adopted bodies as a result of expending too much of 
their inner power. Although they could originally alter their 
appearance at will, their Evil has bound them to their hideous 
forms. 

The fifteen greater Valar are often called the Powers of 
Arda or Ainur. More deDi/ed descriptiom of the Valar an 
be found in Section 1.0 (p. 6-7). It is they who an: mO$( 
revered by the inhabitants of Middle-earth. Within their 
group the eight Aratar ("Exalted") are preeminent: Manwe, 
Varda. Ulmo, Au]e, Yavanna, Namo, Nienna. Orome, and 
Morgoth. The other six greater Valar are: Vana, Nessa. lnno, 
Este, Vaire, and Tulkas. 

Remembertha{ the Valar are worshipped bymanyproples 
under different names and with unique beliefs. Some folk 
revere specific Val;ar above all others simply because the Yah 
has power over locally significant natural influences. For 
instance. Ulmo might have more significance to a co:uul 
race, :I.nd he might be c;alled by a totally foreign mme. 

REUGIOUS W ORSl"IIP 
Religio\IS practicl':S v;ary with locale, bur those found in 

northwestern Middle-earth are gener:l.lly informal. Personal 
meditation ;lnd infrequent communal celebrations dominatt 
the ritual life of the region. Elsewhere in Middle-earth, strict 
or formll religious nomlS are more widespread. 

I$K�X� 17.0 · INJURY, DEATH, & HEALING �X�%� 
During the course of a game, characters will likely receive 

damage in the form of injury or death (sorry. but rhat's life 
in Middle-earth). There are two mljor (actors in damage [0 
a character: 
• Injuries to the body of the character 
• Death (the departure of the soul from the body) 

Injuries to the body can lead to "death." Each of these two 
types of damage requires separate types of healing. 

INJURIES 
Injuries can occur as a result o( attacks. fumbles, failure, 

spells, etc. Injury tak� rhe form of hits, hits per round, 
stunned rounds, subtractions (rom activity, and specific 
injuries to various parts of [he body. These injuries are 
detailed in Section 8.3.1 (p. 50-52). 

DEATH 
Death (departure of the soul) occurs in one of (our ways: 

I)  Immediate Death - An injury occurs which causes the 
character to die immediately. This usually is the result of 
a critical strike from an attack. 

2) Excessive Hits-If a character receives more hits than the 
sum of his Body Development hit total (Section 5.4.2, p. 
34) and his Constitution stat, the soul will depltt after 6 
rounds. If someone heals enough of these hits (before the 
6 rounds are up) to drop the total under the sum mentioned 
above. then death will not occur due to excessive hits. 

3) Death After a Number of rounds -Certain injuries (i.e .. 
usu.1llly critical results) indicate that a character will dit 
after a number of rounds pass. If such an injury is healed 
before the rounds have passed. the character will not dir 
due to the injury . 

4) Special- Certain special spells or occurrences may lead 
directly to de;ath (e.g .• when he fell intO the Crack of Doom, 

Gollum died). 

STAT DETERIORATION 
If a dead body is still injured enough to cause death, thr 

body will begin to decay normally. N; a body decays the main 
effect is the deterioration of S[.1Its due to a l:ack of oxygen flow 
to the bmin. Each round ;after death has occurred. a roll must 
be made on Table IHT-I for each of the character'sstats to 
see if that stat is reduced. The Lijtkl�ing spell will not affect 
this type of decay. 

Once any stat reaches zero or below, me character's soul 
will not return to his body through nonnal means (spells or 
herbs). 

If all of the injuries to a chamcter thilt cawed death hnoc 
been cured (or a Prun"<'Qtion spell or herb has been u.sed� tflr: 
character will be in a coma until his soul is retumed. In such 
a case, deC.1ly still occurs, but it is dramatically slowed. A roO 
on Table JHT -I is only required once a d;ay for each sUt. ln 
this case, the column headings referring to rounds are used t� 
refer (0 thl': number of days after death. 



HEALING 
In a fantasy role playing game. healing is very important. 

It ddumines how often characters die and how much time 
�d money arc required for recovery from injury. 

NATURAL HEAUNG & FIRST AID 
Injuries heal naturally and may be temporarily patched as 

follows: 
Hill - One every hour if resting; onc every 3 hours if not 

rtsting. 

Hit!; per round-A bandagt'IllJrcmpTfSswillnop J, Zor 3 hits 
per round (or reduce a hits per round "wound" by 3). This 
dfect will continue only if the character does not do more 
than walk during the next 8 hours--the hits per round start 
again ifhl' does more than walk. 

A rowrniqutl will stop 4 [0 10 hirs per round from a limb 
wound. Until the wound is healed the to\lrmquet must be 
loosened once every 24 rounds-at which time, the char­
acter takes 3 hits per round for 5 rounds. If the tourniquet 
is not loosened, the limb wil! be lost. 

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

An estimate of the average natural recovery time for 
spt"cific injuries is provided in Table IHT -2. These times are 
b:tScd upon a period of rest and rccuperation. and propn 
ummcnt( e.g., setting of broken bones. bandaging of wounds. 
proper nutrition. ctc.). The Gamemaster should base the 
�"erity upon the description of thc damage. 

HEAUNG WITH SPELLS 
Therc are Animist base spell lists that allow them to heal 

injuries. preserve the body. and prevent the soul from leaving 
(he body (Appendix A-4.6, p. 206-209): 

• The PrmrWIIICl1 spell on the Direcr Channel list (p. 206) 
slows the decay of a dead body as outlined above. 

• The Liftkupil1g spell on the same list will prevent the soul 
from leaving a dying body (see above). Once a soul has 
actu31ly left a body (i.e .. death has occurred). Liftkupil1g will 
not bring it back. 

' liJtgivi,�is required ro bring a soul back to a body. Liftgivil1g 
is as least a 12th level spell. and thus is not normally 
eastable by MERP player characters. A GM may wish to 
make this spell available to high level non-player characters 
(e.g., Elrond. Gabdriel, Radagasr. etc. might havc this 
,poll). 

The effectiveness of a Lifegiving spell dcpends upon the 
caster's level as given in Table IHT-3. For each "death." a 
Lifegiving spell may be attempted a maximum of five 
fimes--once at 1 2th level effecriveness. once at 15th, once 
at 17th, once at 20th. and once at 25th. 

There is also one Open Channeling spell list. Surface 
Ways. that allows the healing of hits. burns. and frostbite 
(Ap�ndi)( A-4.5. p. 203). 

If characters wish to pay for healing spells. the Gamemaster 
should determine if the required level of Animist is available 
(this is part of the development of a civilized area, Section 
12. I p. 62). The suggested price is at least the level of the spell 
times the level of the spell caster (in gp). This price is often 
[rea[�d as a "donation." Ccrtain Animists may heal all 
comers. their own people for free. or those who " donate" all 
that they can. 

HEAUNG WITH HERBS 
Healing herbs ar� another fonn of healing. Table ST -5 (p. 

256-257) provides the following infonnation about herbs: 

• A list of sample herbs 
• Their prices in town 

• Their natural forms 
• How to prepare them 
• Where they are normally found 

Section 14.3 (p. 68) gives suggestions for how to handle 
searching for herbs in the wild. The Lifegiving herbs ar� 
treat�d as 20th level Lifegilling spells for the purposes of 
failure. recovery, and limitations on casting. 

IHT-I - STAT DETERlORATION TABLE 

ROUND AFTER DEATH 
Roll 1st-6th 7th-18th Aner 18th 

1 -10 0 0 0 

1 1-2S 0 0 1 

26-S0 0 1 2 

SI-7S 1 2 3 

76-90 1 2 4 
91-00 1 3 5 

IHT -2 - RECOVERY TABLE 

SEVERlTY 
Type orInjury Light Medium Severe 

Burn/Tissue 3 days 10 days 25 days 
Bone/Musde/Ttndon 5 days I S  days 35 days 
Head/Internal Organs 2 weeks 2 months vanes 

IHT-3 - LlFEGIVING EFFECT & PRJCE TABLE 

Lvi of % Chance of Day' Required Sugguted 
Caster Failure For Recovery Prier: 

12th 10% )( Days Dud lOO ){ Days Dead 150gp 

I Sth 5% )( Days Dead 50 )( Days Dead 250gp 

17th 2%){ Days [Xad 20 x Days Dead 3S0 gp 

20th 1% )( Days [Xad 5 x Days Dead SOOgp 

25th I % x Days Dead none 800gp 
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18.0 · MISCELLANEOUS TOPICS I®>JK4}JK� 
There are many diffcrem elements of fantasy role playing 

that add detail, flavor. and realism. Many of these dements 
of a real world can not be covered. A few of the more 
itnponant remaining topics will be discussed in this section. 

\ POISONS 
Poisons are an interesting play aid because: they add danger 

and excitement [0 even the most simplistic attack or trap. 
Table ST -5 (p. 256-257) gives a selection of useful poisons 
along with prices, effect. source and form. 

DISEASES 
Diseases are also interesting and add realism to a game. 

Diseases can range from a common cold to a plague created 
by rhe Dark Lord to decimate the populations of certain 
regions. Table ST-S (p. 256-257) gives a 5umm:uy of the 
source and effect of certain diseases. 

BUYING 

Many areas of Middle-earth will operate on a barter 
system (see boxed text on the next page). That is, trading and 
exchanging goods of approximately equal value. Cash values 
can be a comparative standard (or those using barter. Table 
ST-4 (p. 255) can be used for approximating the relative 
barrer values of various goods. However, it is often easier to 
handle buying and selling on a cash basis. 

SELUNG 

The prices given in Table ST-4 are those given if charac­
ters are buying goods. The value of magic items can be 
dw�rmined as described in Section 15.5 (p. 72-73). If 
characters try to sell goods in a civilized area they can 
autom;uically get 50% of the normal price; that is, if a buyer 
can be found (e.g., a buyer for a staff that casts fireballs might 
be hard to find at a country inn). 

A chJracter can attempt to get more than 50% by making 
a stacie maneuver on the Influence and Interaction section of 
the Static Maneuver Table MT-2 (p. 243). This roll can be 
modified by any T radingskill bonus (Appendix A-5, p. 212-
2 I 3). Of course, he runs the risk of not being able to sell the 
goods. The Gamemaster should base the difficulty of the 
Influence roll on: 
• The price that the charaetu is trying to get. 
• The person he is trying to sell to (e.g .. what is his experience 

in trading and how much does he want the goods). 
• His trading techniques (e.g., if he tries for 80%, gets � 

partial success result, and then lowers his asking price to 
70%, the difficulty may drop for a 2nd roll. 

MONEY 

We suggest that money be in the form of coins, each 
weighing [/4 of an ounce (64 to the pound). The coins havT 
different values based upon the metal (mithril. gold. silva, 
bronze. copper, or tin) that they consist of: 

I mithril piece (mp) = 100 gold pieces (gp) 
I gold piece (gp) = I O  silver pieces (sp) 
[ silver piece (sp) = IO bronze pieces (bp) 
I bronze piece (bp) = I O  copper pieces (cp) 
I copper piece (cp) = 10 tin pieces (tp) 

Mithril coins are very rare �nd may not be t�ken for full 
value eVl"rywhere. In Middle-earth. mithril coins aTe morT 
common in early to mid-Third Age, their value at the tim� 
dropping to 50 gp or even 10 gpo 

Note: bup/Jor milbn·/ roins, the valut 0] {arb Iyp' 0] coill is 10 
limeJ 1M Wl/'<t 0] Ibt IltJCl l{)Wff(oin. Thus Ibt va/ut 0] arr amo�1I1 
0] monl)' (0] las tban 10 gp) ratr be writ/or al a 5 Jigil mmrlvT, 
witb {Ix III Jigil rrpresmling goM pilm, lhe 2"J li/wr, the 3rd 
hronzl, lbe 'lIb (OPP" arrd lbe iDsl lirr (t.g., 6325/ il 6 gp, 3 .1p, 
2 bp, 5 (P, alld I Ip). Tblll !Os/s and prim carr be addrd and 
sub/rar/ed as base /0 mmrlvrs (Ia txamplr irr Sulioll 25.0, p. 
92). 

WEATHER 

Determining the daily weather is imporunt when adven­
turing. Table ST -8 (p. 26 I)  provides a method for detennin. 
ing the temperature and precipitation of a given day. Th 
Gamemaster should: 
1) Determine the month. 
2) Determine the general climate of the area (e.g., warm and 

humid, cool and dry, hot and dry, etc.). 
3) Detcnnine the temperature. 
4) Determine if there is precipitation. how much and what 

kind. 

The numbered months correspond roughly to the months 
as they arc in North Aml"rica(i.e .. I is January, 2 is February, 
etc.). The Elven names for the months are also provided. Tk 
pattern will be the Slme for different hemispheres and 
temperlture zones, but the local seasonll cycle may vary by 
as much 3S 6 months. 



o ECONOMICS IN MIDDLE-EARTH .. 

Only in the largest citicsofMiddle-earrh (e.g., MinAS Tirith, 
Minas !chil, Tharhad, Annuminas, Fomose) is the exchange of 
roin�ge for goods usual and commonplace. In the rutal lands of 
Arnor and Gondor, among diffncnt cultur .. s (the Woodmen 
and the \Vases, to name but two). and in th .. havens of the 
immortal Eldar. different ways of distributing wealch arc used. 

Nou: In M iJJI.:-rarth, " (0'" is" Sptfiji( "'taslort oj" prui(1US ",,'a/ 
.,,1,," I},.", ,, symbol ,!! al""'",,"tnl'J pr=iJe /0 mk(rll rbt roin (ill 
""'Il'1';als tr',"al/y worth /illk) wilb se,,,,,hin: oj "'/"" (of 1m goM 
01' l'/wr). nl<J lilt to"tIS ojicngj"llrn jj"gJo" .. (uuh as N"tn,"()f) 
&.1.\' "'/Wt ("" II,i ... or "" 11m",,, <ift" lIN ""tbon'lj,s /&11 ",;nud Ibnn 
bow mud /0 .xisl. 

Barter is the most widespread commercial syst ... m .. mplayed 
in Middle-earth. Goods are uchanged for goods. A \Voodman 
hrrbalist trades her healing salv{"s for a woolen cloak. An 
Eriadoran shepherd swaps his bale of wool for a sack of 
wheatb<-rrics. A Lossoth hunter gives a fresh polar b<-ar carc;lSS 
for a reindeer trained to pull his sleigh. 

Even in areas where coinage is typically used, pt"oplc fre­
quently engage in barter-based exchanges. The reverse, how­
Tvn-coin given in places where bartum[u supreme-is not 
alw�ys possible. The degree of isolation is the key dement 
dnmnining the outcome. 

isobted societies that don't use coinage have little use for it. 
Consider the E.1sterling warrior offered gold for one of his fine 
horlCS. The horse can mn beside him ;IS he rides his nomadic 
circuit. but the gold is heavy and would have to be carried. The 
h�, as part of a herd, might gain him a be<lutiful wife--or 
alone might be exchanged for a kingly tent. The gold could be 
tuded for nothing owned by the members of his tribe. And he 
encounters a Gondorian or a Dorwinadan (who probably has 
little he wishes to acquire anyway) perhaps once every decade. 
Of course he will not accept coins from a travelling adventurer! 

Note: Not �II nomllJi, sodtliN m/xw <aiMllg<. IN EaSlt.IiMtS­
•• iJm who IIIta,wrr wrlllih in },orsrfosb--do so. Ho""""!r, MOIMIIJit 
I .. Jm, sw(h liS Ibr HQrIlJri"',jimJ tOiMS,gnlU, IIMJ jtwtlry 10 1,.,1,. 
",OU (0""1"'(/ ""Y /0 /rIlM'l"'rl WMllb. 

The other pr,"dominant method for diltributing wealth .... StS 
upon ties ofkin.ship and sovereign obligation. In this system. a 
lord is ttquired by law or by tradition to suppl)' his vassab with 
ctr('�in commoditi�s-{n)icall)' food, shelter, dothing. tools, 
and weaporu-for the vassal's family and deJ-'C'ndents.ln tum, 
the v��1 provides a portion of these items to retainers and theif 
families who have pledged fealty 10 him and !O his lord. 

Typic.llly. within this "hierocratic system," � retainer or 
vosul who pt"rfonns a deed of great courage (or celebrates �n 
(I'Cnt of strong portent) may receive gifL< from the lord in 
cOnlmemor.1tion of I!. Gems, jewelry. fine gamlents or furnish· 
mgs, land. J manor, a high-couraged srced, the right to hold 
ooths from more rel,liner.s-thes .. ar .. examples of such pre­
. "� 

Most of the societies and c"ltures of Middle·earth employ 
3 unique m,xtur .. of the three major systems of exchange. The 
Eldaruse the hierocradc system in its PUTCSI fonn. The Dtintdain. 
hClvily influenced by the Elves, mix it with fre .. markets based 
on coinage. The \Voses rely exclusively on barter !O effect 
•• changes. The chart below provides specifiC5. 

Dwarves-limitNi hinocratic exchang .. (the King to his vas­
sals); widespread free market b;lSNi on coinage; barter is nre. 

Umli-limited hi .. roaatic exchange; exclusively barter other­
wise. 

Eldar--cxdusivdy hierocraric exchange (Lord to vassal !O 
retainer); guests from other cultures must be supported b)' 
gifts, unlil they depart or(r:mly)are allowed to pledge fealty. 

Avari-varics along a spectrum with hierocratic exchange at 
one end and barter at the other; coinage. based free markets 
arc very rare. 

Hobbiu-limited hierocratic exchange (King of Arnor to the 
Thane); extensive fr .... marka b;lSe..:! on coinage; some b<lrter. 

Beornings-l<lrgdy hierocratic exchange: some barter; in the 
Third Age, after the Quest of Erehor, Beaming Lords 
accepted coinage from rra"",llers. 

BbckNtimm6reans--verylimited.largclysymholic,hierocratic 
exchange (among the highest nobles); widespread coinage­
based free market: some barter. 

Coruirs-predominant hierocratic exchange; large, supple­
mental coinage-based free market: sorn� bartn. 

Dorwinrirn--<oinage-based free market and extensive barter. 

Dunedain-predominant hierocratic exch�nge; large, supple­
mental coinage-based free market; considerable barter. 

Dunl.mdings-limited hierocratic exchange (typic<llly just 
shelter and food); widespread barter; limited amounts of 
coinage accepted from outsiders by all but isolated tribes. 

E.uterlings-varie� by tribe; in general, exclusively barter; 
coinage not accepte..:!. 

Eri�doran'-widespread barter: limited hierocratic exchange 
(Arnorian vassals to retainers); some coinage use..:! in villages. 

Gondorians-widespread coinage-b;lSed fre� market; limited 
hierocratic exchange (Gondorian v�ssals to retainers); wme 
barter . 

Haradrim-limited hierocratic exchange (division of hoory 
after raids); widespread free market based on gold jewelry: 
coinage accepted. 

Louoth--cxdusivdy barter. 
Rohirrim--limitcd hierocraticuchange(patriarch to his fam­

ily: weaponry and war gear gu�rantied by rhe King [0 his 
Marshalls and their troops): widespread free market based on 
silv�r coinage; widespre<ld barter. 

V3ti�gs--cxclusivcly bartn; coin�ge not accepted; limited 
hierocntic exchange (division of spoils aftn raids)' 

Woodmen--cxclusively barter; some coinage accepted. 
Woses--cxclusivcly bart�r: coinage not accepted. 
Orcs-pre-dominant hierocratic exchange (Orc-lord or Sauron 

to his minions); supplemented with stealing by violence orby 
stealth; coinage �cccpted willingly . 

Wild Trolls-no system of voluntary exchange; all accom­
plished b)' stealing-using violence or stealth 

Black T roll:t--pre-dominant hierocr�tic exchange (S<lUTOn to 
hi.� minions); supplemented with stealing b)' violence or by 
stealth; coinage �ccepted willing!), but not truly understood. 

Half-trol1s-pre-dominant hierocratic exchange (Sauron to 
his minions); supplemem�d with slealing by violence or b)' 
stealth: coiJt.:lge accepted and valued as among civilized 
mannish societies. 

Part IV T�W".Jd 
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• PART V· 
DESIGNING A CHARACTER 

MERP is a rolt: playing system designed [0 handle: (simu� 
late) char:actcrs between 1st level and 10th level. h makes 
certain restrictions and simplifications (hat arc: inu:ndc:d ro 
make: learning fantasy role playing quicktr and casif'T. 

People: who master the enrire system and want more detail, 
realism and higher level characters should consider ICE's 
modubri7.ed R"lemll$ttr sysu.m. Anus Law & Ciaw lAw details 
non-spdl combat, with expanded critical table, expanded 
armor types. martial arts. and individual weapon arrack 
tables. Sptll Law details and expands spell Jim and spell 
casting: it contains I 1 2  spc:1I 1ists. over 2()(x) spells. spells up 
ro 50th level, 1 5  types of spell users, and evil spell lists. 
Charatter UW presc:nts an up;mded character development 
system, with 1 9  professions and a more detailed treatment of 
Sfars :md other factors affecting a characur. 

In a fantasy role playing (FRP) g ... me, you (as a player) 
assume the persona of an individual char ... cter-your player 
charaCter. 

If you are not using a character template (sec Section 3.0, 
p. 21), yo\] muS[ first "design" (i.e .. generate or create) your 
player character. You must determine your character's at­
tributes, background, physical apprarance, skills, etc. In 
short, you must determine all of the various factors th ... t 
conuol what your charaCter is capable of doing in a fantasy 
role playing environment. These factors are described in 
derail in Section 5.0 (p. 26-4 I). 

To design your character, you should perfonn each of the 
following steps (as described in SeCtions 19.0-27.0, p. 79-
97f. 

I) Decide in gener ... 1 what type of character to play. · 

2) Roll and assign your character's stats . •  

3) Choose a race for your character . • 

4) Choose a profession for your character . •  

5) Determine role traits ;md b ... ckground. 

6) Develop your characrer's adolescence skills. 

7) Develop your char.:acter's apprenticeship skills. 

8) Outfit your charanu. 

9) Total your character's penalties and bonuses. 

10) Devdop a persona for your character. 

• -Th� $leps Afe inrerrelated �nd m�y affect e�ch other. 

THE CHARACfER RECORD SHEET 
The CharaCter Record Sheet (Appendix A-9, p. 227) is 

the key (0 designing your char.:acter. This shut is organiz� 
to �id you during the design process. As you follow each mp 
of the process, you should record your results on this sheet. 
Use a pencil, since you will be changing and updating your 
character regularly. You may pho(Ocopy this sheet for your 
own use. The various parts of the Character Record Sheet 
and what needs to go in them are discussed rhroughout Part 
V (p. 78-97). You can refer to Section 27.0 (p. 96-97) for 
a general discussion of how to use your Char.:acter Record 
Sheet to keep track of your character. 

If the Gamemaster and players wish to avoid the procr:u 
of generating characters, they can use the character templatts 
(Section 3.0, p. 21 and Appendix A-I, p. 1 13- I 45). In 
addition, the Master Character Table Sf -3 (p. 252.254) 
gives average bonuses for the various professions and levek 

WHAT TYPE OF CHARACTER TO PLoW? 

Before beginning to design your character, you should 
make a gen�raI decision as to what general type of character 
you want to play. This decision should concern your character's 
profession, race, and physical and menul attributes. 

E:a;OUllple: The play" tbat will be drvtloping Illld «)I1I1Olling 1« 
ebanUlrr in Ibis neampu alld tbt ml of ,iN lxamples prlSlllud in 
ParI V bas read Tbt Lord oftbt Ringsand WIllits loplaya r/umU/ff 
similar 10 Ar"gom U. nus in grnrral, he ",,11111 10 gtlltralt � 
rbaraCltr who is II ])HlUillan RallgtT wilbgooJ prysiflll Slilis. nis 
tJrllmpU (baN!lrr 'wil/ bt ralltd CaladbiL 

Togi\'t the rrllJm 1111 idl" of Ibt difjmlll lYpes of tbararttrs tbal 
mlly bt kwlopLJ, bm arl som� of tbt rbarnrtm Jrom 71w Lord oj 
lilt Rings (l4sl<lllly of \!fry high IewQ "lid Ibtir fllea alld proJmions 
in MaP Imlls. 

Aragonr U . ...... Dtlnad"n R"'rgrr 
£l1OnJ .............. Hllif-t!J AI1imisl 
Eo,IVY ............... Robir Wllrrior 
Frrxlo ............... Hobbil S«)141 
Qladritl .......... NoMo E!J MlIgr 
Callihif . .......... H .. mll" }.fllgr (I'tally 0,11 of IIx ISlari) 
Gimili .............. Dw.trf Warn'or 
Gloryindfl .. Noldo Eif &rd 
l..tgoills..... ... Sinda Eif Warrior 
RIIJllgasl." ........ H .. mlll] AnimiSI (rrally OIIt if 1M lllari) 

LOR Note: A LOR character is designed by choosing a 
character type, assigning six skill bonuses, and toraling 
the bonuses. In MERPthi! process is a bit more involved, 
but is very similar. Steps 1-5,8, and I O above correspond 
to "choosing a charact,errype" in LOR, whilesreps 6 and 
7 correspond to "assigning skill bonuses," and stcp 9 
corresponds to "totaling the bonuses." 



19.0 · GENERATING STATISTICS 
After determining what general type of characur to play, 

you must generate the stats which detennint your character's 
mental and physical prowess. Section 5.1 (p. 27) describes 
the six }.fERP st;lts; 

Sur Abbn:viation 
Strength .............................................. Sf 

Agi[iry ................................................ AG 
Constitution ..................................... CO 
Intelligence .......................................... IG 

Intuition .............................................. IT 
Presence .............................................. PR 

To determim: the stats for your character, first make six 
rolls (1-100) and record them on a piece of paper. Ignore 
rolls ofbs than 20; you need six rolls above 19. Now assign 
each of the six rolls to one of the six stats as you see fit and 
mord them on your Character Record Sheet. 

Note: Krrp i/I milld lbat w&1I 11 projmioll jor yowr(ba'lIc�r if 
rbosm (5trlilm 2 1.0, p. 82.83), Ibt \'olwe assigllld 10 lbe "prime 
slI2l"for your Cbaflltt" /lilly be rlpLzaJ with /I w/Nt tif90. I1mf, 
il if oft(ll /I gooJ idr/l lo /lSligll you, lowal filii 10 Ibt prillll slatfor 
IIx projmion yow Ilrl pilllllll'/Il IO rbose. 

Note: In addilioll, if yow plan 10 p/;ly "" E!f, )'()u mwst .IIssigll a 
ctTllli" slat 10 your Pmllla sI.IIl. £.Rcb No/Jo Elj /IIwsl .IIssign his 
b�1 sial 10 his Prrullu, NtbSill,u, Elj mwsl alSign om ofhis two 
b�1 JI/iIS 10 his Prtsmrt, III1J tilth Si/Vlln E!f mwsllIssigll om of 
his Ibtu /,i�JI SllIls 10 his PrtSl1Ia. EI\ItS bIIvt (tTlllin IIdVfIllI4�S 
owr lbe "morllli" TIltt1 ""d ill llnllS of II jtllllll1] rolt playi"l.gallll, 
lhis II rrjluttd by Ihis TtllritliOIl on bow tbry IIUigll IMr SIIIIJ. 

You should now have one value (between 20 and [00 
i"clwive) for each of your six stats. Remember, the higher the 
sLuthe more capable your character will be when performing 
m �ction using that particular stat. At this point the normal 

BT -I - STAT BONUSES TABLE 

Power 
StU Bonu$ Points • 

102+ +35 4 
101 +30 3 

I- 100 +25 3 
"� 98�99 +20 2 

I- 95-97 +15 2 
90-94 +10 I 
75-89 +5 I 

-� 

25-74 0 0 
10·24 ·5 0 --
5,. ,10 0 
H ·15 0 
2 ·20 0 
I ,25 0 

• Pow« pomts �re reqUired for C;l.$ung spdb (�ee Section 
8.4, p. 54). The number (b�sed upon Intelligence or 
Intuition) given abovc is muhiplicd by the ch�[actcr's 
Itvd to obuin the charactu's power point totaL 

stat bonuses should also be recorded (Section 27.0, p. 96. 
and Table BT-l) . 

To obtain your character's Appearance (AP), make a roll 
(1-100, do 110/ re-roll 01.19). Then add your character's Slat 
bonus for Presence (see Table BT -I). Treat results greater 
than 100 as 100, and treat results less than one as 0 I .  If the 
Gamemaster allows it, your character may exchange his 
Appearance with one of his Slats. We suggest that this only 
be allowed if the character's Appearance is increased by the 
exchange. 

Example: Our ChllTlltlrr, CIlilldhil, IIIllkll 6 slill rolls· 91, 98, 
07, 44, 85, 28. SiMi Ibt 07 is Itss IbillI 20, bt rolls Il§lin a"d 
gm" 63, ThSt IIrt Ibt 6 valJ<ls lhal bt I1lay asSigll iO his SlalS: 91,  
98, 41, 85, 28, alili 63. nr pillytr has rrod abo"l Arllgorn tbt 
R/ll1gtf IIlId Ihi"ks lhal bt \WlIlIS 10 be IhIIl lypt oj rMra(ltf, Ciliadhi/ 
'VllIIIS /0 be sirollg, quirt, lI"d slill be abk 10 rllsl sOllir sprlls. Si"u 
a Rarwr hils COlISlit"tjOtl as a prillit Sial, bt tllOWS lilal bt will 
Itt ablt 10 "piau 0111 of his low rolls 0be 28) with II 90 wbt" bt 
(boous his profmioll. So be assigm bis 6 slalS "s illJitaud bt/ow. 

Ht bad 10 pillrt his 85 ill 1111,,;1;011 ;11 orkr 10 hIIw Ollt powtr 
poilll1'" Irwl (m T"bk BT-I), otberwise bt wo,,[J be "nllblt 10 
(.list sptlls (S((Iioll 5.6, p. 36). CIlladhillxu "Iso looked "p Ins sIal 
!.onwl11 frortl Tllblt BT·[ IIl1d rtfOrdid 11xm. 

A 77 is ro/ltd for AppeaTllllu, al1J wilh II PrrsrnCt sllIl bonlU 
of +5, CIlladhil's Appearanu is 82 (fairly good-looking). Ht 
ditidn 110/ to r.>{rbal1gt Ibis 82 wilb 0/1( oj bis 11.11IS. 

Nonnal 
Stu (Abbr.) Y.alue Bon� 

Strength (ST) -1L � 
Agility (AG) -IL ....:JL 
Constitution (CO) -1L � 
Intelligenee (IG) -'I'L -'lL 
ImUition (IT) -1L � 
Prcsence (PR) -1L -'lL 
Appurancc CAP) JL 

po 79" 
* 

F;IIw'i,firsl 
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�::t� 20.0 · CHOOSING CULTURE & RACE �::t� 
There arc a variety ofMiddle-canh culture/ ractS that you 

may chooSC' for your character. Thest: ruInaTe/races are 
described in Appendix A-2 (p. 146-179) and arc listed 
below. You may not choose to play an Elf if you did nOt 
;assign one of your highest SUts to Presence as outlined in 
Section 19.0 (p. 79). 

Non_M.annish Culture/Races: 
Half-dw:s Dwarves 
Noldo Elves Umli 
Sinda Elves 
Silvan EIW's 
Hobbits 

Common Orcs 
Uruk-h.i 
Half-orcs 

Mannish Culture/Rae": 
Scornings Dunlcndings 
Black Numcooreans Ea.sterlings 
Corsairs Eriador.ms 
Dorwinrim 
OUncd ... in 

Gondorians 
Handrim 

Wild Trolls 
Olog-hai 
Half-trolls 

Lossoth 
Rohimm 
Variags 
\Voodmcn 
Wos� 

The culture/race you choose: affects your character's 
bonuses for skills, development during adolescence, special 
abilities. appearance. and cemin other f�ctors (Appendix A-
2. p. 146-179), Once tht r�ce (or culture) is chosen. you 
should record il on your Ch�racter RtcOrd Shut. You 
should �Iso record any SUt bonust$ and Resistance Roll 
bonusts due to culture/race (f�ble ST-3, p. 81). 

RESTRICTIONS ON CULTURE/RACE 
The G�memastcr m�y wish to Ttstrict the pbyers' choicts 

to certain "�ccept�ble" culture/racts. For u;unpit. a GM 
may nOI want [0 �lIow you to h�ve � pl�yer ch�r�cter Orc or 
Troll beCluse members of chose TaCts are usually subjeet (0 
external domination( evil masters. such as NngUl or Sauron). 
However, a GM running agame Stt in the 4th AgeofMiddle­
earth (i.e .• after the destruction of Sauron and The Ring) 
might allow player characters [0 be Orcs and Trolls. 

In order to get a feding of which culrure/ races arc usually 
suitable for player characters. the GM should read the 
culture/race descriptions in Appendix A-2 (p. 146-179). 
The Culture/Race Table CGT-3 gives sp«:ial modifica­
lions for these racts. 

The GM may wish to require a random determinacion of 
culture/race using the Culture/Race Table CGT -3 (p.81). 

PHY51CAl ApPEARANCE 

You must determine the factors that make up your 
character's physical appearance: height. weight. hair color. 
eye color. gender. age, and 50 on. Your Gamemasler must 
decide whether to a.ssign these factors or whtther you may 
choose them within the limits given in tht racial dtscriptions 
in Appendix A-2 (p. 146-179). 

In addition. you may want to give your character a 
"demeanor." This is an indicator ofthe general attirude that 
your character 5Ums to preStnt to the world. This is up to 
you and your Gamemaster. but typical demeanors include: 
calm. aloof. stem. ntunal. angry. sly. grudy. silly. stubborn. 
stupid. rude. etc. For more o:�mples, you can refer to the 
Personality Role T raiu listed in Section 4.0 (p. 24-25) and 
Section 22.0 (p. 86-87). 



LANGUAGES 
The languages that your character knows are given in the 

culture/race descriprions in Appendix A-2 (p. 146-179) 
ollld are summarized in Table ST -I (p. 249). Characters may 
lum other languages as they adventure. 

CGT-3 - RACE/CULTURE TABLE 

I" 2nd t 
Roll Race Roll Rac.., or Cultur.., 

01-03 Hobbit OI....()5 Dunadan 
1l4-<I8 Um!i 06-10 Rohir 
09-11 Dwarf 11-15 lkorning 
11-15 \vo� 1 6--20 \Voodman 
16-75 Man t 21-25 Dorwindan 
76-78 Half-df 26-30 Lossadar 
79-91 Silvan Elf 31-54 Eriadoran 
91-97 Sinda Elf 55-78 Gondorian 
9&-00 Noldo Elf 79-83 Dunlcnding 

• 0" 84-06 Easterling 
• Uruk 87-89 Haradan 
• Half-orc 90-92 Corsair 
• Half-troll 93-95 Variag 
• Wild Troll 96-00 Black N(;men6rean 
• Olog 

• - These races arc not normally player characters. 
t -This classification includes many separate sub·races (or 

cultures). A sl'cond roll may be made to determine the 
�pceific mce (or culture). 

Example: Still thinkit� of Aragorn, Caladhi/ choostS /0 he a 
DUnaJan (ihe singwlar oj Th .. wlain). He mards ,his in the 
uRau" spau, and /coh up and rtcords his spa/al racial modifira­
lions from Tab� BT-3. 

Afltr rtading tilt rarial dwript/on of the DUtladatt, lIN playr 
bides thaI Caladhil will be 6'5," 225 lb., with black hair, grry 
ty(S, and a st(T'!1 dt1ll(llnor. H( also records which languages (alld 
to what milk) a DUnadan klloWJ, 

vg/gdhil Name: __________ "''''''''" 
DU'19dgn Culture/Race: _______ �"""""'" 

Profession: ______ _ Ag .. : Z> 
Rcalm:' ____ _ Gender. Mgle 
Hcight:. ___ �6�·'�· Weight: ZZ5 /In. 
Hair: ___ �J3"' ••• �' Eyes: Gre"¥-

Stern Dcmeanor. ____________________ ->'"" 

St:l.t (Abbr.) Value 
Strength (ST) -1L 
Agility (AG) J.L 
Constitudon (CO) -'L 
Intelligence (IG) -'fL 
Intuition (IT) J.L 
Presence (PR) � 

Su, 

Poison RR Bonus: CO ___ 

Disease RR Bonus: CO 

LANGUAGES: 
I) AJon<llc 
2) W.Sfron 
3) aueoyo 

Norm.al "'" 
Bonus Bonus 

-2. -=L 
� � 
� � 
� � 
-=L � 
� -=L 

Items Spl'cial T ot:l.l 

....!..L RR 
-"- __ RR 

Rank 

-"-
-'-
-"--

4) Sindal'"ln -""'--------- -"-

BT-3 - SPECIAL RACIAL MODIFICATIONS TABLE 

St:l.t Bonus Modifications Resist:l.nce Roll Modifications 
ST AG CO IG IT PR Essence Channeling Poison Dise:l.Sl' 

Hobbit -20 +15 +15 0 -5 -5 +50 +20 +30 +15 

Ulnli +5 0 +10 0 -5 -5 +20 0 +5 +5 

Dwarf +5 -5 +15 0 -5 -5 +40 0 +10 +10 

WQSe 0 0 +5 0 0 ·5 +20 0 0 0 
Mm +5 0 0 0 0 0 0 0 0 0 
DUnadin +5 0 +10 0 0 +5 0 0 +5 +5 
Half·df +5 +5 +5 0 0 +5 0 0 +5 +50 
Slivan Elf 0 +10 0 0 +5 +5 0 0 +10 +100 

Sinda Elf 0 +10 +5 0 +5 +10 0 0 +10 +100 

Naldo Elf 0 +15 +10 +5 +5 +15 0 0 +10 +100 
_ . 

Halfcon� +5 0 +5 0 0 -5 0 0 +10 0 
0" +5 ·5 +15 -10 -10 -10 0 0 +2!) +5 
Umk-hai +/0 0 +20 0 -5 _JO 0 0 +20 +5 

_ . 0 . • • -� 
Half-troll +10 -5 +10 -5 -5 -5 0 0 +15 +5 
Troll +15 -10 +15 -15 -15 -10 0 0 +30 +10 

�og.hai +2!) -5 +15 -5 -10 -10 0 0 +20 +10 

ST - Stre ng th: AG - Agil ity: CO - CoJUtillltion: IG - inrelIigcnct: IT - Intuition; PR - Presence 

-
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�»x� 21 .0 · CHOOSING A PROFESSION �»� 
At this point. you must choos� one of the six prof�ssions 

and r�cord it on your Character Record Sheet. The 
Gam�mast�r may wish co reStrict c�rtain culture/races from 
choosing certain professions ( �.g .• Dwarves and Hobbits may 
not � Mages or Bards). Suggestions for such restrictions 
appropriate to Middle-earth are summarized in the descrip­
tions of the individual culture/races (Appendix A-2, p. 146-
179). 

i>RJME STAT 
Each profession has one stat which is that profession's 

"prime stat" (see below and Tabl� BT-6). If you wish, you 
may replace the value previously :l.SSign�d to your chanan's 
prime S[at with a 90. 

The charact�r should also toral his SUt bonuses :tt this 
point and r�cord thar h� is I st level and has IOPOO Experi­
ence Points. 

REALM AND POWER POINTS 
You should choose a realm of magic (5f:ction 15.0, p. 70) 

o\[ this point. This is automatic for Mages (Ess�nc�), Ani­
mists (Channeling). Bards (Ess�nce), and Rangns (Channel­
ing). Warriors and Scouts have rhe option of choosing eimer 
Ess�nce or Channeling. 

You should also record how many power points (Section 
5.6, p. 36) your characur has for ca5(ing spells. Th� numhf:r 
of power points your charactu g�u p�r l�vd can be obtained 
from T abl� ST -I, using your Imelligenc� S(3t (if your realm 
is Essrnc�) or your Intuition st;!t (if your realm is Channd· 
ing). 

Example OliJIdhil tbocses Ig bmmlill RIl''B"' Ht "roras IblJ 
��'YI wilb IIx ollxr jllflf!11 ,u�"";nta III Ibis linv, bis 1t'1l/111 (jI>f' 
(llslin: s�/ls) is o",nntlinK (sinCt Ix ;s II Rllnr), bis hi is lSI, 
lind Ix /:.Is 10.000 ()(pffltnU poinls. Ht Il/SIJ (&wrly) a«;r/tJ 10 
rrplau bis prinv SIllS ru II Rilngtr, Comsillllic", wilb II 90. nil 
is dont lind Ibt Slill benIU is upgrll,udfrom +0 III + I O. 5;nu his 
Rtillm ;S Cbtlnlltling. bis Pown- Poinls Ilrt JrlcrmimJ by 
[nillilion;jrom Tllblt BT-I, wt I()()� up IlNa rrrord Ihill his Powtr 
Poinl lolil/ is 1. Filllllly, OliJIdbillollllshis IIcmllllslIllbonlUlSllna 
his Tlldal JIIlI bonNStS 10 0b'llin his 101111 SIllS NIIOU. 

Proft.ssion: "Ro"S!!: Agt·,, __ �Z,,-, 
Rulm: ChGnnailns Grnder:' ___ oMa""". 

S�t (Abbr.) Valm: 
Strrngrh (ST) -1L 
Agility (AG) J.L 
ConstitUTion (CO) ..l!L. 
Intdligencc (IG) ....!fL 

• • •  

Normal 
Bonus 

....!f1L 
....!l..Q.... 
....!l..Q.... 
--'L 

Rac£ TQ(al 
Bo"� Bonus 

....2... � 
--'L � 
� ....!f1L 
--'L --'L 

Intuition (IT) 
., ..... J Prescnce (PR) 

....2... 
--'L 

....oL ....2... 
....2... ....2... 

PTim� 
PTofusion Sb' 

\Vmior ST 

&out AG 

Mo" IG 

! "nimist IT 

Ranger CO 
aud PR 

R,,1m 

Ess. or Chan. 
Ess. or Chan. 

",=" 
Channding 
Channeling 

�nce 

Curnnt uvd:, ________ --' 
E"J'C'ritnct Po;nts:' _____ �I"O"P.O.O 
Pow£r Points,, _________ --' 

THE PROFESSIONS 
Each charact£r must have a profession. som£rimes called I 

character c!m. Your character's profession reflects the faa 
that his e-arly training has moulded his thought patterns, 
thereby affe-cting his ability to d�vrlop ce-rtain skills and 
capabilities. A profession do�s not prohibit the development 
of skills, it merely make-s some- skills harder and orhe-TS easin­
[0 d�velop. Any chancter can devdop ;any skill unde-f this 
system. Descriptions of the- six professions follow. 

BT -6 - PROFESSION TABLE 

ProfHsion Skill BonUSCI (JM'T Level) 

(+ l}-gcncnl skills; (+2rBody Development; (+Jrweapon skills 

(+ Irw.-apons skills. genen.1 skills; (+2)-subttrfuge skills; (+ 3rPmeption 

(+2rRud Rune. Usc Ittm, &3� Sptll 08: (+J}-Dirtaed Spells 

(+ l)-Rud Rut\(;, U" IleTn. general skills, PerccptiQn; (+2)-DiTTCtc.d Spells, Base Spt:1I OS 

(+2)-wcapon �kills, P�rctption, Sulk/Hide; (+J}-g"ntr.l.1 skills 

(+ I rwupon skills, general skills. subterfug� ,kdk magial sk,lls, Base Sptll OB. Perception 



Note; A IIwlfINr oj opfional projtJsiollJ art providtJ ill Ap�nJix 
A-6.1 (p. 214-2 1 7). 

WARRlOR 

Prime Stat - Strength 
Profession Bonus« - +3 per level on weapon skills 

+ I per levd on general skills 
+2 per level on Body Devdopment 

Spell Restrictions - May learn open spell lists from one 
realm (his choice). May only cast I st, 2nd and 3rd level 
spells. 

A Warrior (or Fighter) is a character trained in the arts of 
combat and fighting. His primary areas of skill development 
m weapon skills. maneuvering in armor, and body devdop­
m�nt. It is difficult (or a Warrior to learn to use subterfuge. 
spdls. magic items. and languages. He has little interest in or 
aptitude for such pursuin. 

SCOUT 
Prime Stat - Agility 
Profession Bonus« - + I )X"r level on weapon skills 

+ I per levd on general skills 
+2 )X"r level on subterfuge skills 
+3 per level on Perception 

Spdl Restrictions - May learn open spell lists from one 
rulm (his choice). May only cast I st, 2nd, 3rd, 4th and 
5th Itvel spells. 

A Scout (Thitl) is a character traintd in mancuvtring. 
obstrvltion. ambush, and combat. His primary areas of 
dn'dopment are subterfuge and general skills, and he can also 
dtvdop skills with weapons and armOT. However, it is very 
difficult (or him to learn to usc spells or magic items. In 
emain societies and circumstances, a Scout makes an excel­
lent thief or assassin. 

MAGE 

Primt Stat - Intelligence 
Profession Bonuses - +2 ptr level on Read Rune 

+2 per Itvel on Usc Irtm 
+3 per Itvel on Directed Spells 
+2 per Itvd on Base Spell OB 

Spdl Restrictions - May learn optn Em'nce spell liS[S 
and Mage spell lists. 

A Magt (Magician) is a character trained in the casting of 
spells which draw their power from the Essence, the power 
that exists in everyone and everything. His primary areas of 
dn'elopment are magical skills and le"ming spell lists. It is 
my difficult for a Magt to learn to usc weapons and armor; 
the Mage relies on his spells rather than arms or normal 
mantuvcfS. A Mage may not wear any armor. helm, or greaves 
when casting spells. This applies to all characters casting 
spdls of the Essence (Section 15.0, p. 70). 

ANiMIST 
Prime Stat - Intuition 
Profession Bonw« - + I per level on Read Rune 

+ I per level on Use Item 
+ I per level on general skills 
+2 ptr level on Directed Spells 
+2 ptr level on Base Spell OB 
+ I per level on Perception 

Spell Restrictions - May learn optn Channeling spell 
lists and Animist spell iiscs. 

An Animist (Cleric) is a character trained in the casting of 
spells which draw their power from the Valar through 
Channeling. His primary lreas of development are learning 
spells. but he is capable of development in any of the 
categories of skills. He may not wear any metal armor, metal 
helm, or metal greaves while casting spells. This applies to all 
characters casting spells of Channeling (Section 15.0, p. 70). 

RANGER. 

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

+3 per level on general skills 
+2 per levd on Perception 
+2 per level on Stalk/Hide 

Spell Restrictions - May learn open Channeling spell 
lists and Ranger spell lists. However. may only cast 1st. 
2nd, 3rd, 4th and 5th level sptlls from the open 
Channeling lists (no restrictions on his Ranger lists). 

A Ranger(T racker) is a character trained in outdoor skills 
and combat. His primary area of development is general 
skills. but he can develop respectable fighting skills and can 
learn his own Ranger spells and open Channeling spells. 

BARD 

Prime Stat - Prcsence 
Profession Bonusc:5 - + I per level on weapon skills 

+ I per level on general skills 
+ I per levd on subtufuge skills 
+ I per level on magical skills 
+1 per level on Base Spell OB 
+ I per level on Perception 

Spell Restrictions - May learn open Essence spell lists and 
Bard spell lists. However. may only cast 1 st. 2nd. 3rd, 4th 
and 5th leve-! spells from the open Essence lists (no 
restrictions on his Bard lists). 

A Bard (jack-of-all-tradts);s a character with some train­
ing in almost all of the categories of skills. His only primary 
arta of development is languages, but he can learn his own 
Bard spell lists and open Essence spell lists. He can develop 
to a limited degree. weapon skills and maneuvering skills. 
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� 22.0 · BACKGROUND & ROLE TRAITS � 
At this poinr. you have detennined your character's cul­

ture/ race, profession, and srats. In addition, you have deter­
mined a number of other capabilities based upon those three 
factors (e.g .. .stat bonuses. realm of magic. languages, spt'cial 
bonuses. etc.). Using the material in this seerion, you will 
detennine your character's special background options. roll' 
traits (Seerion 4.0, p. 24-25). and general background. 

BACKGROUND OPTIONS 
Each culture/race has specific background options. You 

should read your character's culture/race description (Ap­
fH'ndix A-2, p. ! 46-I 79) and determine which options you 
will choose or roll for on Table CGT-2. Table GGT-5 (p. 
89, 248) summarizes how many background options mem­
bers of each culture/race get. Background options normally 
include: special abilities, special items. money. hobby ski!! 
ranks. stats. and languages. Your Gamemaster may choose 10 
assign options in his own manner. 

SPECL\L ABIUTIES 

TIlese are certain extraordinary capabilities that some 
characters possess. In many cases these capabilities distin­
guish a player character from the general populace and are 
part of the reason that he has chosen to advenUlrc r.tthcr than 
stay home on the farm. The Gamcmasrer may make up 
special abilities designed for your specific character. 

SPECIAL ITEMS 

These are magic or unusual items that your character has 
had handed down to him or which fate has placed in his 
posMssion. Your G:unemaster may create special items de­
signed specifically for your character or allow you to roll on 
Table CGT-2. Such items an� keyed [0 a specific player 
character or to a character's profession and culrure/race. 

Each time a character attempu to usc :m item nor specifi­
ca!!y keyed [Q him. he must make a static maneuver modified 
by his Use Item skill bonus (Section 5.4.2. p. 33). This makes 

such items much harder [Q sell. Spells from theSt: items 3re 
always cast with no modifications for preparation time (i.e .. 
they have instantaneous effect. see Section 8.4, p. 54). 

HOBBY SKILL RANKS 
These are developed skill ranks that are nor necessarily 

related to your character's culture/race or profession. Nor· 
mally. choosing such a background option means [hat: 
• The rank of one primary skill (Section 5.4.2. p. 3 I -34) may 

be increased by 2, or 
• The rank of one Mcondary skilJ (Section 5.4.3, p. 35) may 

be increased by 5. 

MONEY 

This is the t:)ctra amount of money that your ch�racrer can 
start with. Each player character norm�!ly srarts with 2 gold 
pieces (Section 26.0, p. 92). 

STAT INCRI3ASES 

This background option �llows your characrer [Q enhance 
his stats. No stat may be increased ("Q more than 101 through 
this method. Nonnally, choosing such :l. background option 
means that: 

• The value of one star may be increased by two, or 
• The values of three S[;!ts may be increased by one each. 

LANGUAGES 

This option allows your characrer to learn extra languag<'S. 
The Gamemaster may wish to restrict which languages your 
character may choose. Normally. choosing such a back· 
ground option means that your characrer learns one extra 
language to skill rank 5. 

EX:l.m pIe: Caladhi/ flllI.51 I10W'hoou his Nttgrolll1d op'iol1; ht l-ls 
3 opliom sil1ft ht i1 a D""ada" (Tabu CCT-5 ,md Appt"dI:J: 
A-2, p. 163-1 64)' Ht ,hoow Ol1t Spuial Abilily oplioll, 0111" 
Spuial lmn oplio", and ont Hobby Skill Rallk opliol'. 

Caladhil (hoosrf "Vt:ry Obsrrvanl" as h is special ability sinrr /:or 
is a Rallgrr, and rt(orJs his + I 0 bo" .. s ill Iht. "Sptcial" ro/ .. mn 
oj the Tratk skill row alld lilt. PtrUplioll skill row. Ht auo wri'll 
"Vrry Obsrrwml" 110:1 10 "Sptrial" 011 his Chara[/I"r Record Shu/. 

Track JG__ � 
Perception IT __ 

Alignmrnt: ____________ _ 

Special;, ________ ,V •• " •• "O_b.,"."�"".<!!"t 
• •

• 

Caladhil [hocus a + 1.5 broadsword A.5 his sptfilll ilrm, and 
mords a + 1.5 ill ,be "lInn" [ol"mn oj the I-H Edged row. 

J-H Edged . . .  ST __ __  � __ 

• • •  

Filially, br rboosrs 10 P'" his bobby lkill ra'ih i"IO Caviltg (� 
St{omkry shll, Strtioll 5.4.3, p. 35). Sillu il is II srrol/J.Jry shU 
Ix Bt's 5 skill rllIIL alld rt(ords lhan. 

Cavi"s __ Ililil'll!l OOCIOO ODOOO 



CGT -2 - BACKGROUND OPTIONS TABLE 

HOBBY SKILL RANKS -
Incrfase One primary skill rank by 2 ranks 
or Inc�ase one secondary skill rank by 5 ranks 

STAT INCREASES -
Incr�ase one stat by 2 
or Increa.sl: each of three stats by I 

LANGUAGES-
uarn one language to skill rank 5 

SPECIAL ABIUTIES -
Roll Ability 

01-50 A spt"cial +5 bonus to any one primary skill. 

51-55 A special +15 bontU to any On� srcondaryskill. 

56-60 Emp�dly with a type of animal: start with one pet 
or loyal companion animal of that type (e.g., 
falcon, hawk. wfasel. cat, dog, horse, etc.). A 
special +50 bonus for Animal H�nd[ing when 
dealing with that animal. Any maneuver on or with 
such an animal receives a spt"cial +25 bonus. 

61-65 Infravision: ability to sec .sources of heat in 
darkness. Range is up to 100' (altemativdy, any 
one other sense may Ix enhanced in a similar 
manner). 

66-70 Resistance: a special +10 bonus to RRs against 
one ty� adversity, nonnally Essence spells. 
Channding s�lb. poisons. or diseases. 

71-75 Proficient with spdls: stnt having learned one 
c�tfa spell list (this background option may only 
Ix obuined once). The type of spell list is still 
limited by profession and ract. 

76-80 Adept at moving manruvers: a special + 10 bonus 
to all moving lllaneuv,""s. 

81-85 Very observant: a s�cial +10 bonus to Perc .. ption 
and Track skills. 

86-90 Lightning T .. actions: +5 to DB and +5 to all OBs. 

91-95 Charismatic: a sp"cial +10 bonus to all Influmce 
Skills. 

96-00 Resistant to pain: +3 to each D TO roll for 
concussion hits from Body Dcvdopment skill 

SPECIAL ITEMS -
Roll Item 

01-60 +10 bonus magic item: +10 to any skill with 
which the item is used ( ... g . .t +10 m�c� would 
increase its DB by 10 when used in combat. a +10 
lock pick would give a + I 0 bonus for picking 
locks, a + 10 saddle would give a + I 0 bonus to 
riding, a + 10 suit of annor would incr�as� DB by 
TO. etc.). The player may choose th .. type of item. 
OR 
+ 1 spell �dd�r item: Allows the caster to cast one 
additional spell per day without expending power 
points (see Section 15.5. p. 72-73). It is suggested 
that such it�rru Ix at least 3' long and hand-held. 

61-89 Daily sp"11 item: an item which allows a spell to Ix 
cast a certain numlxr of times a day without 
expending power points (sec 15.5. p. 72.-73): a Ist 
level s�1l four times a day. a 2nd level spell thue 
times a day. a 3rd level s�1l twice a day. or a 4th 
level spell once a day. The player may choose any 
spell (4th levd or lower) and the type o( item (if 
the GM deems it appropriate), or the 
Gamcmast'"" and player may agree on a special 
magic item (e.g .• a cant .. en that ufills once a day. a 
ro� that tics and unties itself. a backpack which i5 
weightless regardless of contents, etc.). 

90·00 + IS bonus magic it .. m (as above) or +2 spell 
adder (as above). 

Note If multiple rolls or choices an: taken from this table. it 
is sugg .. stcd that the player have the choice of having all 
of the abilities joined in on .. item or spuad throughout 
two or more separate items. Th .. bonus�s on ilNTIS and 
spell adders would b .. cumulativ .. (up to a total of +30) 
if tak .. n in one item. 

MONEY OPTION -
Roll Amount 

01-02... ..................... . ......... 1 gp 
03-05 .......................................... 2 gp 
06-15 .......................................... 5 gp 
16-25 . . .................... IO gp 
26-35 ....................................... 15  gp 
36-45 ........... ................... ....... 20 gp 
46--55 ....................................... 30 gp 
56-65 ....... ................. ............. 35 gp 
66-70 ....................................... 40 gp 
71-75 ... ................... ............... 50gp 
76-80 ....................................... 60gp 
81--85 ....................................... 70 gp 
86-90 ....................................... 80gp 
91-94 ..................... IOOgp 

95--97 .................. .... 125 gp 
98--99 ......... . ..... 1 SO gp 

100 ......... .................. ........ 200 gp 
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DETERMINATION OF 
BACKGROUND DETAILS 

Each character template includes a description of the: 
char;lcttr', background and hisrory (see ApfXndix A-I, p. 
I 13-145 (or examples). Your Gamc:mastc:r should develop a 
similar general background (or the: character that you are 
dc:vdoping. although you may have some: input. 

After you h:avc: chosen your char.acrn's background op­
tions and Role: T rairs, the: GM may usc these choices to help 
develop your character's gencr.li background. For example. if 
you chose three money options. an item option, and a 
language option, your GM might tell you that your character 
is II mC'Tchant's son. If you chose twO special capabilities, a 
money oprion, and chose to increase 2 stars, your character 
might be a farmer's son who has left the farm for advenmre. 
This is up (0 your GM, although you may have some input. 
The amount of detail that goes into this depends upon the 
amount of effort that the G:unemastcr is able and willing to 
put into it. 

Example: &ml upon Cawdhi/'s (heim, lbe Canlnnamr and 
pWyrTgtl logtlb.-ra/ld dttidt Upo/I a bmJoutii/1t of his background: 

Ga/adhil's Tall -As /orrgas [rtrrll'Tllbtr, I haw btm agrilll, 
quid lIIall. Odd or fowtd Ihings inlr"-fl llle, as do subl& sigtlais, 
(001 (o�rs, allli irmtrrtlll arliSlry. 1 rapl!tt rmrainl alld honor and 
dup pilssio/I. 

I W41S Nrn in ArJbtuin al &r BaranCWl1, in Roladuill 
(W, "Rood',. 1 WOIS lbe third (hild and )'OUIW'" $OIl ill Ibr Hol<U 
of Calborn. MyJalbrr. HaIJrahi,.. lind my lIIa/i:u. Alarim, /na/td 
"It \�nllry, tspl!rially aJt,.,. Illy brolbcr Androbir wru hl/rd Iry 
IYhiu-wolw-J during the a+l winttf if rrry Jourlb ;pro W'''''rr 
aur Jamily WtJs.forud 10 ab.lndon our illlf'C\'trishtd malt lWO )'lars 
/al,.,., I spenl mosl of our days bunling. Irllpping. and Jishing wilh 
IIryJalhtr. AI /bt saUlt lilllt, I prtpartd /rryu!fJor SLTViu with Illy 
u,,&. A Ra'wroflhe Norlh, Calada" kda rompany INI palrolud 
lbe EUlIIl/lOOrf. 

[wrrls rorrspirtd 10 disrupl IIry plans, lhough, wb,-n a band of 
rovirrg Dull/lIl11 J/rw I/ry Ja/he, alld kid/lapped Illy sisler furrim 
during a WIInll, rainy night lasl SlImllltr. Now, I £Opt 10 SLlIIt 
IIIMltrs wilh Ibtu vik murdtrtrs kJort l makt any plans Jor Ibt 

julurt, I willJi"d fk,,'m, arId I will movtr Carwgil (S. "Rtd­
sword'), lhe IIIllgie sword of IIry Jorifa/herf lIud lhe SYlllbol of lhe 
a"rit"l lIobft lilll of Calborn of the Rri/qe. L alii a jaslJrimd of 
Ellits and lilt Iillk Halj1i"gs, a billtr tn.mly of Welw.! and 
DUII/,ndings. 

I tanya broadswordJargrJ kmg ago in Anlll'lIIinas, agiJIJrolll 
Illy lint/' Calada". lr is (alkd MalJawgil (S. "CoIJ-sword'). and 
is I� rompanian blade 10 Carwgil. nis \WIlpon is inltJid wilb 
lIIifbrilllnd &.s II diamo"d in its pomltudwbicbg&wsgold wbrnewr 
it (0111(1 inlO (onfa(/ wilb a bamtjul poiwn. 

ROLE TRAITS 
You and yourGanu:masu:rrnustdelerminc your character's 

role traits ;lS outlined in Section 4.0, p. 24-25. Role Traits 
include: 
• Personality 
• Motivation 
• Alignment 

Example: Caladbi/'s playtr duiJa fhe Jol�wi/ll Rou TmilJ: 
"StriOHS" and "F/IOi.ud" 10r Perfo'llllily, 'Thlroy E'il" JIff' 
MeJilllllien, alld "CooJ"1or AI\gIIIIImI. 

Personalrty; ________ ,S •• c,""'"",,"FO •• <e"", •• �d 
Motiy�uon: V.stroye.vil 
Alignrnent: ___________ --"G,ood"" 



PERSONAUTY TRAIT LIST 

Sullen. Morosc. 
SombC'r. Serious . 

Mn-ciful. 
... Lighthearted. Cheerful, Joyous 

Compa.»ionare. Kind ........ .... Uncaring. Mean. Ruthless. Crud 

AU5trr(". Sober. Restrained. 
T emprr�re. Moderate ....... .. ............... Unrcsrr�ined. Indulgent 

M.rtyr. Over-protective. 

MOTIVATION TRAIT LIST 
Destroy: "'ii, Sa .. ronir jor{tJ, o<l, .. r./ ract, co .. n''Y, gulld, pop .. in,ion 

«nl<r, inJiviJ...,i, <Ii" . 
Hate III Work Against: ..",'� Sauronicjofus, OIllurt/.aa, nnmlry, 

guild. po1"'inlion <rn/N', inJivt'J...,i, tIr. 
Hate: (IIil, Sa .. ronic jorm, o<l,urt/ rau, cou,"lry, guild, popula,ion ctn'N', 

inJiviJ...,/, rlr. 
Dislikt:: "'ii, Sau.OI1;( jorm, o</IU"/ ,au, eoun''), C"iIJ, JX1"'laliol1 

Protective .... Intimidating. Overbe�ring, Bully ctnltr, inJMJ .. al. tIC, 
R.ulicaI. Likral, 

Opcn-mind ... d ................. . Orthodox. Conservative. Reactionary 
Loving. Friendly. 

Amicable ....... Quarrelsome, Hostile. Antagonistic 
Prudent, PMirnt. 

Gutious ............... Impatient. lmpulsive. Reckless. Rash 

Ellro\'err. Out-going. 
Talkative ..................................... Reserved. Shy. Timid. Introvert 

Meek. Self'effacing, Modest, 
Humble .. , .. Proud, Conceited, Cocky. Pompous. Arrogant 

ltthargic, Lazy. Idle-. Easy Going. 
laid 8.1.k . ............. Vibrant. Energetic. Enterprising. Ambitious 

�frrrntial. RrsJX"ctful. 
COIlrteous. PolitI.'. Civil .... Impolite. Rude. Impudent, Insolent 

Docik Pli.lble. Amenable. COOprr.lTive ........ Stubbom. Obstinate 
Confident, Sanguine. Secutf' .. . .. Nervous, Apprehensive,Daunted 

P�(ific. Nonviolent, Pe�cefu! ... Pugnacious. �lIigerent. �lIicose 
Qmitablc. Forgiving 
lkntvolcnt. Generolls, Giving ..... 
Hc>lWsr. Direct. Trustworthy 
HOflOT.1bk High-princil'l�d ..... 
Loy.ll. F�ithful. Reli�ble ... 
I...wflii. just. Upright 
Moral, Ethical. Principled ... 

............. Vindictive. Vengeful 
......... SClfish, Miserly. Greedy 

... Shifty. Deceitful. Dishonest 
. ........ ...................... Dishonorable 

.. Treacherous. Disloyal 
... Arbirr�ry. Chaotic. Cormpt 

.. ..... Amoral. Immoral 

Rt:v",ng'" :tg:tinst: iI1Jividual,jQflli/y, rlaM, o<lI1<r�/ rart, popw/a/ien {mIN', 
Jl«ild, (1(. 

Pr",serve: iMdivid...,l,jami/y, rlan, TWltT, <o"'llry, o<lz .. r�/ rau, popwlalion 
m'IN', guiU, dr, 

Protecr: il1div;Jual,jami/y, (/an, n./er, {O"nlry, {ull"" / race, f'Opwlalio," 
(tnlN', guiU, "lilt 'Wt'ak," tIC, 

Serve: inJ;v;J...,I,jami/y, rlaM, rwkr, ,,,,,,,Iry, (wll""/ rQU, f'Opw/alio" 
rmur,gui/J, 'Ir. 

Promote: P'",<,j .. dom,jo<fliu, religion, morality, war,fo" tnltrprilt, <Ir. 
RebuiId/Resurt: guild. populalion (mitT, rtligion, clal1, tiynafly, ttr. 
Fanatic about: fp"aJi"g "'igion,jrmiom, ck<lni;MtsJ, law & onur, t/{, 
Compulsive :tbout: fprtaJi"l religion,jruJom, (ita"lin"" law & orJff, 

," 

Fur of(phobi:t): kighlf, dar'ntsJ, waltr, t/(o 
AC<Juirt: �xx for yyy: "xxx" il wrallb, power, knowltJge, magir il<ml, 

tIC, 'J»" Is a rwkr, (",,"lry, 0<111< .. / .au,luild, religion, ,Ian, popwla/io" 
(tnl", m. 

AC<Juire Personal: powt., know/rJge, magi( i","J, pitasur',j""", rtf_ 
Acquirt: and Mainuin Person:tl Honor 
Adventure. Thrills, Exeitcmf'nt 
Self-ct:ntt:red, gcner.al sdf-interest 

Heroism 
"Make the World a Better Plact:" 

Pious. Dnollt. Religious .................................... , Worldly. Impious AUGNMENT TRAIT LIST 

Quixotic. IdealiSTic ....... , .......... .......... Pra(tical, Pragmatic. Cynical Good ........ ................. Neutral ................................ . .. ... Evil 
Gullible, Tnlsting . 

Curiolls. Inquisitive. 
Focused. Attentive 
Continent. Ch�ste 
Quirt. Rcsen'cd 

.. ... Skeptical. Suspicious. Paranoid 

.. ....... Apathetic. Incurious 
. ............. Dis{ract�d, Absent-minded 

.......... Luslful. Licentious. Lecherous 
... Flamboyant. Boisterous. Loud 

V.tloroU5. Brave. Bold. Audacious ........ Timid. Cowardly, Cr.1V�n 
Pwiv�, Detached. C�lm . ............ Forccful. Enthusiastic, Excitable 

Calm, Even-tempered ... 
Stoic. l,npassive, Stolid .. 
Sociabk Gregarious 

.. ..... Quick-T�mpered. Her-headed 
.. .................. R�sponsive, Complainer 

.......... Nonsocial, Antisocial. Cold 

Optimistic. Upk�1 ...... Uncertain. Cynical. Farali.�tic. Pessimistic 
Crmivc. lnvcntivc, Original .... Conformist. Uncreative 
Tolmnr, Opcn-minded .............. Snobbish. Prei\ldic�d. Intolerant 
Disordered. Messy....................... .. ......... Orderly. Perfectionist 
T almmt. Understanding .......... Envious. Possessive, Jealous 
Dcprndclll. Clinging ............. .. .......... Self-rrlianr, Independent 

L1ws/Government .. Neutral .... ........ , .............. , ............. ...... Anarchy 

Government .............. Neutral ..... Rebels/Opposing Governmcnt· 

Laws/Principles .. .... Neutral .... .... Opportunism, " Tbr  bJ fWIlifirs 
,ilt MrallJ" (Machiavellianism) 

Religion ....... Neutral ....... .. ....... Atheism 

Religion . . ...... Neutral . .... .. ... Opposing Religiont 
Free Enterprise ......... Neutral ............ Cartels/Guilds/Monopolies 

Free Enterprise ......... Neutral ....... . 

Asceticism ................. Ncutral .................. .. 

Altnlism . ................ Ncutral . ............... .. 
Spiritual ..................... Neutral 

MNaphorieal ... ........ Neutral 

... Socialism 

.. .... Hedonism 

......... Egoism 

.............. Materialist 

........ Literal 

• -Thi. appIi ... 10 �ny twO ruling gron!» that oppOJe 011< o,her. 11,( 
group. CJll con'rol diff<r�II' coun'rieJ, £ids. city_sutcs. (t(.; or. they can 
� rival grollp' wilhin the umc political or geographio.1 emi,y (e.g .. 
rebellion. civil war. nc.)' For Example. th� Gondorian Kin-strife in 
Middlc-cmh, F"nce v._ England ;n ,h. JOO-ycan War. York ",", 
Lall",tu in the \Var of Ihe Ro .... North "5. So",h in the War of 
NOr'lh<rn Aggression, etc. 

t - This .ppli .. to any tWO religion! ,hOI oppose on • •  nornet. Thi. 
opposition can h.ve a political or dogmatic basi •. E.g .. O"i'lian' v,. 
Moslems. Cuholic vs. Gn:ck Or,hodox. Calholic vs_ PrOU'tanl. rIC. 
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�:»:»:X�4P:X� 23.0 . ADOLESCENCE I®>X4PX4PX4P:»X_ 
SKILL DEVELOPMENT 

During his early years oflj(c (i.e .. his adolescence), your 
character will dcvdop his skills as indicated in Table CGT-
5. Each of your charactu's skills will increase its skill rank by 
a fixed number of r:mks. The exact number of ranks can be 
found in the column of Table CGT-5 that corresponds to 
your character's culture/race. The significance and mechan­
ics of skills are described in &ction 5.4, p. 3 I -35. 

Your character's skills arc based upon his culture/race 
background. For example. if a character is raised in an 
Dwarvish society. he would use the appropriate Dwarf skill 
devdopmem. (i.e., the skill ranks indicated in the "Dwarf" 
Column of Table CGT-S). 

Example: Glladhil ml<Jl now ftcord his skill ranL, languagts, 
and sptlllilis oblaintd d .. ring bis Adousttnft (Ut Tabu CCf-5). 

Glladhil rtally gtlS I .. rky wbtn he rolu to Iry IlIId /ram a 1�11 
lill. NHding 10 roll (1-1 00) "10" or 1m, bt rolu an "01" and 
uams a s�/l ljsl. Ht (hocus "Moving Ways" and m:oras il. 

SpeU Lisa: Chance 
!) Moy"'9 Wqys ( }( 1 
2) [ J 

Glladhil auogtls 6 ranh of Llllguagt; bt rhooUf Ont 1II0rt rallk 
in QUllrya, 3 rallh ill Robirrif, and one tarb in K .. d .. k (i.t., 
Hobbilish) and 5i/1ll2n. Ht wo .. ld likt 10 ba\.� pirked Kb .. zd .. l 
�rvisb), but his eM n&d thai M would 1101 haw had Ibt 
opporlunity d .. ring his yowth. 

Languages: lOok 
I) Ad<>�. --'L. 
2) kifltr::� -,-
3) a....!!)lQ: -L 
4) Slllar::i!! --'L. 

5) Bohirr� -L 
6) &J..k U:1obbltllbl --L 

7) SO....,,, --L 

Glladbil marh his Ado/LIlmrt skill ranh wilb "X"s in 1M 
appropriatt boxu (Jet Talne CCf-5). HI marks om /.ax tach in 
No Armor, R(gid [JaIMr, Miuiu weapons, 2-H�nrUd WUPOIIS, 
Pok-amrs, RirU, Swim, Rtad R .. ,II, and USt Lmn. Ht IIUlrh two 
/.a;us in Chain alld I-HallrUd EJ,gd wtaponl, alia Ibrtt /.aXlS ill 
Body rkwlopllltlll. 

LEARNING SPELl LISTS 
Table CGT-5 also indicates your character's chance of 

learning a spell list (Section 5.4.2, p. 34) during his adoles­
cence. Your character will learn a spell lisr if you roll 1-I 00 
and get a result that is less chan or equal to the "% Chance 
for learning a spell li!t" indicated for your culture/race on 
Table CGT-5. 

RECORDING YOUR CHARACTER'S SKIll RANKS 
For each of your character's skills on his Character Record 

Sheet, you should place an "X" in one appropriate skill rank 
box for every skill rank indicated in Table CGT -5. 

Note: Some sh/u art: rial intl .. dtd in Tabu CCT-5 bua .. UIIO 
faft dewillps lhou ski/u d .. ring ado/mfflrt. 

Skill 5% Ranks 

Movement &; Maneuver Skill Category: 
No Annar 00 Muimum 
Soft �athcr a:xJ ---Numbtr 
Rigid �afhct' 'llOOQO of 
Chain 'XlIDO:lQ 00 -R.nk5 
Plair CJC)[)QQ DO --

Weapon Skill Skill Category: 
I-H EdgC'd 'Xl;DOQQ aoooo 
I-H Concus�ion 00000 aaoao 
2-Handed IDOODO 00000 
Thrown CDOQO ooaao 
Missile IDOOOO ooaoo 
Pole-3nru; iDOOOO o::lOOO 
General Skill Category. 
Climb =01JOCXlO 
Ride WIJOO OOOOO 
Swim wcno lJOCXlO 
Track oaaoo oaooo 

Subterfuge Skill Category: 
Ambush IJOCXlO IJOCXlO 
Stalk/Hide 00000 IJOCXlO 
Pick Lock = 00000 
Di$ann T np OOQOQ 0ClQ00 
Magical Skill Category. 
Read Rune IDCICiOO 00000 
Use Irml D:ICOQ 0ClQ00 
Directed Spells OOQOO 00000 

Miscellaneous &; Se.::ondary Skill, and Bonuses: 
Perctption oaooo OCXJOO 
Body Development 1D'n'llCICI ocooa 



CGT -5 - ADOLESCENCE SKILL RANK TABLE 

Movcmfllt & Mancuve.r Skills: 
No Armor 
Sof! Ltalher 

, , 
o 3 

3 Rigid u�ther I 
Chain 3 a 

WC;1pon Skills; 
I-H Edg�d 0 a 
I-H Cone. 4 J 
2-Handed 0 '  
Thrown [ J  
Missile 0 a 
Polc-�rms 0 a 

<Mntr:al Skills; 
Climb 
Ride 
Swim 

, 0 
o 0 
o , 

Subterfuge Skills: 

Ambush 0 a 
Sulk/Hide 0 I 
Pick Lock I 0 
DiS:lnn T r.1p I 0 

�hgiC:l.l Skills: 

Rud Run.­

U� Item 

Mi5(dbnrous: 

o 0 
o 0 

Perception 2 I 

Body Develop. 3 2 
% Chance of lurning 

:l. SpdJ List - 3 5 

I J I I 
0 0 0  0 
a a a I 
0 0 0  I 

I I I I a 0 0 0  
o 0 0 0 
a a 0 a 
! 2 3 2  
o a a 0 

a I 2 J 
I I I J 
2 2 3  I 

a a a 0 
2 3 4 2 
0 0 0  a 
o 0 0 0 

2 
I 

, , J 
1 0 0  

3 3 3: 
J I I 

40 30 20 IO 
# of Addirional Language. 

Ranks t 4 3 IO B 6 4 
# &'ckground 

Options 4 4 2 3 4 3 

, 
o 
o 
o 

o 
o 
o 
2 
2 
o 

2 
o 
o 

o 
S 
, 
J 

o 
o 

4 
2 

o 

3 

5 

, , , 
o a 0 a 0 a 0 
0 0 2 o , 
a 2 0 0 

, , 
2 0 0  

J 
, 
, 
J 

1 , 
3 o 

0 0 0  

, 
o 
, 

o 0 o 2 

, , J 
, , 3 
0 0 0 
0 0 0  

o I 2 0 
0 0 0 , 

0 0 0  

2 0 
o I 

I I I ! 
a a 0 0 

0 2 2  
0 0 0  

, 2 
o 0 

I I J I 
o I I I 
2 0 0 I 

I 0 0 0 0 0 0 a a 0 0 

0 2 1 1 0 [ 3 0 1 1 4  
1 1 2 1 1 0 0 1 1 1 0  
1 2 2 I 0 2 2  I I I I  

2 0 0 0  0 5 0 0 0 0 0 0 0 3 3 
o I 0 2 J 0 5 I 0 7 0 8 4 0 0  
2 3 5 1 1 1 0 1 1 0 2 1 0 1 2  

o 0 0 0 0 0 0 a 0 0 0 0 0 0 2 
4 0 0 0  
o 

0 2 0  , 
a 0 a a a o 0 

o 0 0 0 0 0 o 0 

o I 0 0 
o I 0 0 

I 0 0 0 
J 0 0 0  

[ 0 0 0 0 ! 

3 2 2  ! 3 J 
I , 
2 2 

o 0 4 0 r 4 4 
o 0 o 0 a 0 a 

o 0 o 0 0 0 0 

o 0 0 0 0 0 
o 0 0 0 0 0 

, , , 
2 J 2 

, , , 
2 2 J 

3 10 5 10 10 2 2 3 IS 2 5 3 5 3 5 

3 6 5 5 6 2 2 4 5 3 J 4 J 2 2 

5 3 5 5 3 4 4 5 5 5 4 5 4 5 5 

, 
, 
3 
2 

, 
, 
3 
3 

o 4 
3 , 
o , 
, , 
o , 
, , 

, 
, 
3 
, 

o 
3 
o 
, 
, 
o 

, , , 
o , 0 
o 0 0 

, , , 
o 0 0 
o 0 0 
o 0 0 

o 0 0 
0 0 0  

o , 0 
2 3 2 

0 0 0  

2 2 2  

2 2 3  

• -If the player rolls equal to or below this number (J -100), his character learns a s�lI list. Th� choice of (hi$ l ist must be Illade 
within the restrictions of his profession (se" Section 21.0, p. 82-83) and race (see Section 20.0, p. 80-81). 

t - This "I!ows [he player [0 increa�e the ranks of languages he �!r"ady knows due [0 his race (up [0 a rank of 5), 
Or i[ ,,!lows him to choose other languages and develop ranks In [hem, or a combination of {he- two possibilities. 

i 
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�X1}X1}X1}�X� 24.0 · APPRENTICESHIP �X«1}X1}]@K� 
SKILL DEVELOPMENT 

After his C:lrly years of life (i.e .• his adolescence). your 
character will develop his appm'littJbip shIh. Based upon his 
profession, your characttr receives a cerrain number of skill 
Jewlopmtnl poillts (DPs) in each of the skill categories (Table 
CGT-4). The various skills and categories are described in 
Section 5.4 (p. 3 I -35). 

Your development points in a given category may be used 
towards increasing the skill ranks of any skills in that 
category: 
• A skill Tank may he increased by one by allocating one 

devdopment point. 
e A skill rank may he increased by two by allocating three 

devdopment point. 
• A skill rank may not he increased by more than two 

ranks during your character's apprenticeship. 

There are only two exceptions to this process: developing 
Movement &. Manruver skills and learning spell lists, 

PERCEPTION 
You may deve:!op Perception skill using DPs from any 

skill category or combination of categories (transferring 
them on a one-to-one basis)' 

LEARNING SPEll. LISTS 
Each deve:!opmentpoint you allocate to learning a spell list 

gives you a 20% chance of " learning" (Section 5.4.2, p. 34) 
that spell list. Thus allocating five DPs results in a 100% 
chance of learning a spell list. 

If you allocate one to four DPs to learning spell lisrs, you 
may only am:mpt to learn one list (i.e., all DPs have to go ro 
the same list). However, if you allocate enough DPs to have 
a 100% chance of learning a spell list (i.e .. 5 DPs). you 
automatically learn that spell list and you may allocate more 
DPs to take a chance of learning one other spell list. 

You may only roll once during appremiceship to learn � 
spell list. However, if you attempt to learn a list and fail, the 
DPs carry over to learning that list when you next advance a 
leve:! (Section 5.5, p. 35). 

Your chance oflearning � spdl lisr should be recorded on 
chI' Character Record Sheet next to che spell list name. 

Your ch�r.lcrer's profession and culture/race limit which 
spell iisrs he may attempt to learn. 

CGT·4 - DEVELOPMENT POINT TABLE 

PROFESSION 
Catq:ory Warrior Ma.>::e Animist Scout Ran

.>::
u &.d 

Movnnent and MallC"Uver 3 0 I I 2 0 

Wea�n Skills 5 0 I 3 3 2 
.� 

Gt'n�I SkiUs l 2' l 3 4 2 
Subtttfirge SktlJ., l 0 I 5 2 2 -
Magical Skills 0 5 2 0 0 3 
Body Development 3 I I 2 2 I 

.".� � < . .. .  �. . .. � 0 3 Languages l 2 I I 
Spdl UJu· 0 5 5 0 I 2 

• - Speci�1 su above. 

CATEGORIES: 
Movtm",nt & 

Mantunr Skills: Weapon Skills: Genera.l Skills: Subterfuge Skills: Magical Skills: 
No AnnaT I-Handed Edged Climb Ambush Read Rune 
Soft Leather I-Handed Concussion Ride Stalk/Hide Use Item 
Rigid u�ther 2-Handed Swim Pick Lock Directed Spells 
Chain Thrown Tuck Dis�nn Tr�p 
Plate Missile 

Pole-:anru 

SPELL LISTS: Each �peli list is learned Mpaurely. 

LANGUAGES: Skill in each language is developed sep�urely. 

BODY DEVELOPMENT: Drtennines a character's hits. 

Perception - This skill may be developed with points from any C:l.tegory or combin:l.tion of GIItcgoriu. 
Secondary Skills - DPs from one or more skill categories can be used to develop nch Secondary Skill. The skill (:I.ugones 

that cOfTCspond co each s..,condary Skill au givr:n in Appendix A-S (p. 213) and Section S.4.3 (p. 3S). 



MOVEMENT & MANEUVER SKlU.5 
Thne is no limit on how many of your DPs from your 

Movem�nt and Maneuver (M&M) Skills category you may 
allocat� co any M&M skil!. Each DP you allocate co one of 
your M&M ski!!s increases that skill's ski!! rank by one, 
reg�rdles.s of how many points you allocate to that skill. 

SECONDARY SKILLS 
Devdopment points from one or more skill categories can 

b<: used to develop each Secondary SkilL The skill categories 
thaI correspond to each Secondary Skill are given in Appen­
dix A-S (p. 213) and Swion S.4.3 (p. 3S). 

TRANSFERRING DEVELOPMENT POINTS 

Devdopment points that you have not allocated may be 
transferred co another skill category. Then those DPs may be 
b<:used normally to develop skills in that category. Such DPs 
Me transferred as follows: 
'If the category that the DPs arc transfrrred to has an initial 

DP total that is zero (e.g., Weapon Skills for a Mage or 
Spell Lists for Warriors and Scouts), thm that category 
receives one DP for every four DPs transferred. 

• If the category that the DPs are transferred to has an initial 
DP total that is not zero, then that category receives one 
DP for every two DPs transferred. 

, DPs may be rransferred from severa! categories. 
, Unused DPs are lost. 

Note: nis proms is auo Imd tacb liml lbal a ,bara(/er's lew/ 
inrT(am (Sutiorr 5.5, p. 35). 

Enmple: Caladhi/ ",uSI 1I0W dtvllop his skilb durillg his 
App,.mlimhip. RmulIIbtr lbat some skilb baw ai"ady bad lkir 
ranh i"'TflUfd durillg AdollImrrl shll rit'lllopmtnl. Hl (htcb 
Tablt CCT�4 alld jillds oul bow mallY OPs 1M gtls ill tach 
(aIWry: 

MOVlllltlll & MallffiVU Sh!U ...... 2 
Weapoll Skilu . .................. . ..... 3 
Cmtral Skilu ..... .. .................. 4 
Sublcrfu� Skilu ................... . ....... 2 
Magical Skilu .. .. .. 0 
&dy Otwloplllllll ........... ........ ..... .... ..... 2 
Lallguaga ................. . . . . . . . .......... 1 
Sprll Lisls . . .... . ..... , .. 1 

(Aladhil duides 10 (Ollrell/ratc his \WaPC" dtwlopt,ulII itt I �H 
EJgcd lWapc"s alld allorales all3 oj his Weapoll Shll DPs 10 1-
HEdged shll, illmasing lhal skill rallk by 2. R(mtIllW (exupl 

J�r MDwmerrl & Ma'lruver skilu), norlllally all a/Iocillioll oj I 
DP inCTeases a sh!/ rallk by 1, buI all al/Dralio" oj 3 DPs Ollly 
i"trr(lm a skill rank by 2. Hl also pUIS bolh oj his Movmrml & 
MalltltWf OPs ilrlO R fgid Ualhrr, illcreasillg his RigiJ !.talkr 
shU ,.a'ik by 2. 

Skill 5% Ranb 

Mov�m�n[ &: M.r.n�uv�r Skill c..t�gory: 
No Annor 'lXJ M��imum 
Soft uather aao ---Number 
Rigid Leather IDI)IDQO of 
Chain 'lWOQO CO-Ranks 
Pl.:!.te CXODO CQCO-
W upon Skill Skill Cat�gory: 

I"H Edged �iDn'110 r.:JCICOO 
I-H Concw;sion 00000 COO:SO 
2-Handed IDJOOO CXJOOO 
Thrown o:ccJO OQQOO 
Missile noooo aaooo 
Pole-anns 'llOC£l0 coo:JO 

Lookillg al his 2 DPs ill Sublerfuge Ski/b, 1M decirits 10 aI/orale 
Olle OP 10 Slalk! Hide allJ alit DP 10 Disa"" Trap. Ht puIs Olll 
oj his Gtlltra/ Skilu DPs jlllo Track alld Olll illlo Climb atrd 
decides to ITa'lif" the olIMr 2 Cm"al Shlu OPs 10 &dy 
DtwlopnulIl, rtSulring in a 10lal oj 3 DPsjor &dy Dewlop,"llll 
(sinct DPs 1I0mraliy IrallY" at a Tate oj 2 10 I). 

General Skill Category: 
Climb IDOOOO OOCIOO 
Ride 
Swim 
Track 

IOCDOO aaooo 
roa:JO =  
0l0CXl0 =  

Subterfuge Skill Category: 
Ambusll OOOOQ ao::DO 
Stalk/Hide IDOQOO aoooo 
Pick Lock D:D:IO a:lOOO 
Disanll Trap ID:JOOO 00000 

He usn tIM 3 DPs lhal 1M has ill &dy IXwlcpmml lo illcrease 
lbal skill's ra"k by 2. SillCl pcillls from ally ca/(f!'ry (all bt usd 

JOT Pmtplioll (011 a 1 10 I basis), he WSts his Lallguagt DP 10 
in(rease h is Pmtplioll skill rallk by Ollt. 

Magica.l Skill Category: 
Rud Rune IDOCDQ 00000 
Use Item 
Directed Spells 

<IOOClO 00000 
00000 00000 

Miscellanroul &: Secondary Skills and Bonuses: 

Perception � aaaoo 
Body Devdopment � oooao 
filially, 1M USts his pcilll in Spell Lists 10 Iry alld Itarn 11M 

''Nature's Cuim" lisl. Ibis gives him a 20% c&lI1U oj learning 
lhe lisl (rolling 1m tbal! or "Iuallo 20). H, rolu all 84 alld dots 
Irol Itarn lhe list. Ho'WtVtr, 1M mords lhe lisl alld 11M jaa lhal ht 
bas a 20% (ballU 10 buiiJ 011 whm he I'f'aclxs 11M IICXI hi. 

Spill U$t.t: 
[) t\oy1ns Woys 
2) Notur,'s WlsII 

Ch:lnc� 
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�X49D 25.0 • YOUR CHARACTER'S ROLE ��X� 
You should develop a detailed scheme and oudine of your 

character's rou or ptnona based upon his Role Traits and 
background (Section 22.0, p. 84-87). These may be your 
own persona, in which your characrer is basically yourself 
placed in the game world and situation. Alternatively, you 
may choose a persona entirely different from your own, or 
some medium berwecn the two extremes. 

Example: Caladh;1 is II nobk penon, aC\lOlrJ 10 fighting nlil in 
rhefann oj I� "unions oj 5auron. UnjcTI,mart/y, he unas lo rarry 
tbis /0 lin D<1Tm1t. To him mae association with II known a,gml oj 
SallfOll sbc,,/d bt p.mishtd by '1"irk tXtC'Ulifl1l. Liktwist, he ju!.s ,ba, 
ruany I1t1<lral propk who Iital UT pr:rJrml! "evil" arlS "nm bt 
dmroytd. His 1II0/iV/liioll is 10 /,rCC,,1t as powt:rjwl as possibk, ,a 
as to most tjfwiwly thwart tlx plallS of tbt Dark Lora. He also 
walliS lofina hisfallxr (livinJi cr haJJ, if if al)(j 1101 inllrjtrt with 
his �rscnal war aJillinsl tvil. 

k«49X49�I@t� 26.0 · READYING YOUR �:x«�X��X� 
PLAYER CHARACTER 

Once you have compleud the steps ourlimd in Sections 
19.0-25.0, you need to obtain equipment and supplies for 
your character. You also needs ro rotal each of your character's 
bonuses (i.e .. Offensive Bonuses. Defensive Bonus. Moving 
Maneuver bonuses. etc.). 

OUTFITTING 
Your character automatically begins the game with the 

equipment and money listed below. The Culture/R.ace 
description for your character provides specific details and 
suggestions for this equipment and money (Appendix A-2. 
p. 1 46- I 79). 
• Up to two normal weapons of his choice (in addition to any 

special items)' He must have a skill rank of at least one in 
each weapon skill that applies ro these weapons. 

• One suit of annor ifhis Movemcnt& Maneuver bonus for 
that armor is -10 or higher. 

• Clothes (including cloak and boots), scabbards for his 
weapom. a weapons belt. belt pouch. and normal personal 
effects. 

• Two gold pieces (or its equivalent value in other coins and/ 
or belongings) with which to buy equipment and to survive 
on until he can get more. In addition. your character may 
narr with more money from his background options 
(Section 22.0. p. 84). 

To begin the game. your character may also purchase any 
equipment and supplies that he wishes from Tables ST -4(p. 
255) and Table ST-5 (p. 256-257) with this cash. If your 
character has enough money and your Gamemaster approves • 

these purchases may include hnbs (Table ST -5) and perhaps 
items with magic bonuses (Table ST-7. p. 260) (Section 
15.5. p. 72-73). The GamemJster may wish to make other 
equipment available. 

BT -5 - WEIGHT PENALTY TABLE 

Ch"ractet's Weight Carried in Pounds (olher than armor and clothes) 
Wt:ight 16-25 26-35 36-45 46-60 61-80 81-100 101�120 121-140 141-160 

41- 60 30 60 NA NA NA NA NA NA NA 
61-80 20 35 60 80 NA NA NA NA NA 
81-100 IS 25 40 60 NA NA NA NA NA 

i -, 101-120 IS 20 30 40 60 NA NA NA NA 
121-140 10 15 25 35 40 60 NA NA NA 
141-160 10 15 20 30 35 40 60 NA NA 
161-180 5 10 I S  25 30 35 4S 60 NA 
181-200 5 10 1 5  20 25 30 35 50 60 

201-220 5 10 15 20 25 30 35 45 55 
.. � , 

221-240 0 10 10 15 20 25 30 40 50 
241_260 0 10 10 15 20 25 30 35 45 

261-280 0 5 10 15 15 20 25 30 40 
281-300 0 5 5 10 15 20 25 30 35 
301-350 0 0 5 10 10 20 25 25 35 
351-400 0 0 0 5 10 1 5  20 25 30 

Note: The result is the character's weight pen�lty. A char.lct�r·s Encumbrance Penalty is the sm�ller of zero 
or his ST Bonus minus his weight penalty (i.e .. an Encumbrance Penalry can never � greater than zero). 

Note: An addition,,] penalry of 5 is added to the ma�imum penalty above for e"ch 10 lb. over 160 lb. 



You can keep track of yom supplies and eguipment on the 
back of your Char;lcur Record Sheet. 

In summary, your character starts play with: 
• Two weapons (at least skill rank I with each). 
• Armor (M&M bonus must be at [cast -10). 

• Cloth�s, including cloak and boots. 
• Scabbards, weapon belt, belt pouch. 
• Normal personal �ffects. 

• Two gold pieces (or the equivalent in his culture). 
• Any equipment & money from background options. 
• Equipment purchased with your starting money. 

Example: Ga!.tdhil mwsl now dtl"min� whal {'!wipmml and 
swppl�s b.-will carry. As slarling ('!uip1lunt, br mayalliomalirally 
rhoo� 10 haw: 

weight ill lb. 
His + I 5 sword (only wr(ghs 3 Ib) ...... 3 
Rigid Lralhu Armor .................. .. ......... \War 
II HillId<l)(t .................................................... , .... 5 
II Composile &w . .. . ... . . .. . ... ........ . ... . .... . .. . . ... . ........ 3 

&11 Powch wi mOllry ................... 0.5 
Wt<lpollS btlt ...... . .. \War 
Clolho (i.rclJllks boo,s alld cloak) 

and p'fJOnal 1fuls .. , , \War 

/ u  

GJ!.tdhil has 2go/J p itm 10 sflnd 011 Ol/Jertq";pnulll (from Iht 
Ejuipmtlll alld Pn'(( TaMe ST,"4). He duilles to buy: 

_ilbl 

gp 'P bp <p 'p ill lb. 

0 0 0 0 0 Sla!"li"l rquipmml I U  
0 2 5 0 0 u",btr brim -, 
0 5 5 0 0 ShirlJ 15.0 
0 3 0 0 0 Do"" 1.0 
0 I 0 0 0 2 Qui ...... s (20 A.....,,,,s (lI(b) 7.0 
0 0 3 3 0 &ukptUk & Frllme 3 0  

0 0 2 0 0 BrJrol/ 5 0  

0 0 0 0 T." 4.0 

0 0 0 0 Flinl IInJ Slu/ 0.5 

0 2 4 0 0 /00' sUpfflor ropt 6.0 

0 0 0 I 5 5 rorcbts 5.0 
0 0 0 I 0 W41miin ([..10 1.0 

� � 1 � � Trlli/ .... ,io .... (I ...... k) li.Q 
5 2 5 5 73.0 lb. 

Caladhil duidts agaiml ann gnaws (-5 10 OB) alld uggrtavts 
(-5 10 Movtmtnl & Mantwv(11), d«l 10 lIN (oSI and ptHaitits. 
TIm purrhasts !taw him will, 4 silwr piletS, 7 bronu pilm, 4 
ropprr pucu, and 5 lin piew. 

CALCULATING YOUR 
ENCUMBRANCE PENALTY 

After your character has been outfined, you should total 
the weights of all of the character's equipment and supplies 
(other than clothes and armor), rounding down to the n�arest 
pound. If this total is over IS pounds, an Encumbrance 
Penalty may result (Section 5.7, p. 37). 

Table BT-5 gives the weight penalty for carrying excess 
weight based upon the weight of your character. Your 
charaCter's Enrumlmlnrt Pmalry is equal to zero or his Strength 
bonus minus his weight penalty, whichever is smaller (i.e., 
your character's Encumbrance Penalty may never be greater 
than zero). This penalty is applied to nmning movement 
(�ction 8. I ,  p. 45) and moving maneuvers (�ction 8.2.2, p. 
48-49). 

Example: In the Exllmp!t in tht prtviolU stl/ion, Caladhil 
lquipptd bimll!! alld JigIlrlJ 01<1 bow muth wt(ghlhe was carrying. 
73.0 lb. Ht rhds Tabk BT-5, anJJi" ds his penalry is -20 (bt 
wrigbJ 225 lbs). SinCt IN is txlmntly slrong, b.- /xu a slrmglh 
&"'U$ oJ +25, rlswlling in an Enn<mbranC( Penalry oj 0 (il (an 
nOI br gnattr lil<lll ZN1!). For a normal person (will, 110 slrenglb 
bonuJ), IheEn,wmlmmu Pmaltywould br -20. Peopuhaw Itilsed 
Ca!.tdhil lbal he would m<lke a good pack animal (,he ltaSillg d�s 
110' uIually lasl lcng lind is Jeldom rtptllltd). 

Caladhil wow/J slart inrwnlng a penally ifhe pirktd wp 8 mort 
pounds of Slwjj, so he It/Is lhe G.:!mtmasler lhal a /01 oj the ht<l")' 
stuff (barkpark, walmhn, ropt, mosl oJ the ralions, brdroll, larp, 
and lorrl,a) is in his &!ckpack. nnr tvm if he "'1m a fight or /xu 
10 nm away carrying somrone, ht rail drop bls park allJ his 
EncumbranCt pmalry will nol caust him 10 suffer much (il (an 
IItvfr bt gnatlr ,ban 0). 

Encumbunce Penalty:_O_ = sr .Z5 -Wt. Mod.� 
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Bonus 

Tables: 
BT-2 

BT-4 

BT -2 - STAT BONUS EFFECT TABLE 

Skill or Ability 

Mov�ml"nt and Maneulll:r: 

Applic�bl� 
Su. 

No Armor. Soft L�ther. Rigid Lt-ather ..................... AG 
Chain. Plal� ........................................................................ ST 

Mdee OB ...................... ................. ......................................... ST 
Missile and Thrown OB ............................................... ........ AG 
Climb . ............................................................................... ....... AG 
Ride ................................................................. ........................... IT 
Swim . ......................................... .............................................. AG 
Track ........................................... .............................................. IG 
Ambush ........ .......................................................................... none 
St.llk/Hide ...... .................................................... .................... PR 
Pick Lock ................................................................................... IG 
Disann Trap ................... .................................... ...................... IT 
Re�d Rune ............. ........................................... .. ...... IG 
Usc Item .......................................................... . ......................... IT 
Diucted Spells .................................................... .. ......... AG 
Perception ............ ...................................................................... IT 
Body Dl"vdopment ......................................................... ....... CO 
Defellsive Bonus .. ...................................................... ............. AG 
Essence Resistance Roll .......................................................... IG 
Channeling Resistance Roll .................................................... IT 
Poison Resistallce Roll ......................................................... CO 
Disease: Resistance Roll ......................................................... CO 

TOTALING YOUR BONUSES 
At this point you must determine and total your bonuses 

for all of your character's skills and other capabilities. 

SKILL RANK BoNUSES 
T 0[.11 the number of skill ranks for each skill and deter­

mine the bonus from Table BT-4. Then record each bonus 
on the appropriate ski!l's bonus line of your Character 
Record Shel"t. 

STAT BoNUSES 
For each of your stats, the stat bonus from Table BT- I 

(79, 245) and the racial nat bonus modification from Table 
BT-3 (p. 8I .  244) should already be recorded in the appro­
priate space next to the stats on your Character Record Sheer. 
So. add the twO values for each stat and record the total in the 
appropriate space, 

Then yOll need to record these total stat bonuses in the Sial 
&nlls spaces of a!1 of the skills and other capabilities (Table 
ST-2l· 

PROFESSIONAL BoNUSES 
Each profession receives bonuses for certain skills and skill 

categories (Section 21.0, 82. and Table BT-6, p. 82, 245), 
Record these bonuses in the Profr.ssion &IUU spaces of all skills 
to wh ich they apply. 

ITEM BoNUSES 
Certain magic items provide bonuses to certain skills. 

Record chese bonuses on your Character Record Sheet. 

BT -4 - SKILL RANK BONUS TABLE 

SKILL RANK BONUS 
Skill Nanna! Only for Only for Body 
",nk Skills · Ambush · Devdopment t 

0 
I 
2 
J 
• 
5 
6 
7 
8 

, 
10 

Tl 
12 
13 
14 
15 
16 
17 

18 
I' 
20 

• 

-25 
+5 

+10 

+15 
+20 

+25 
+30 
+35 
+40 

445 
+50 
+52 
+5' 
+56 
+58 
+60 
+62 
+&I 
+66 
+68 
+70 

-25 
+1 
+2 

+3 
+4 
+5 
+6 
+7 
+8 
+9 

+10 
+11 
+12 
+13 
+14 

+15 
+16 
+17 
+18 
+1' 
+20 

roll 1-10 
roll 1-10 
roll 1-10 
roll 1·10 
roll 1-10 
roll 1�10 
roll 1-10 
roll 1-10 
roll 1-10 

roll 1�1O 
roU 1-10 
roll l-ro 
toll [-[0 
roll [-10 
roll 1-10 
rolll-IO 

roU r.1O 
roU 1-10 
roll 1-10 
roll !-iO 
roll 1-10 

+ I for each rank ovn 20 ( .... g., +72 for rank 22)-
t - Roll 1-10 for e�ch rank over 20. 

SPEOAL BoNUSES 
These bonuses can come from background options, spells, 

e'luipment penalties, etc, Some of these bonuses are already 
recorded on your Character Record Sheet, 

TOTAUNG THE BoNUSES 
Finally, for each skill and capability. you must add II>­

gether the individual bonuses and record the result in the T� 
&I1IU space on the player Character Record Sheet. The5/: 
Total Bonuses are the values that arc actually used whal 
playing. 

Example: CtJladhil now JIIIs in all ojhis bol1lms �nd lolals 11rm. 
His ilem �lld sp((Ial bollllSlS IIrt a +! 5 broadsword, -5 10 
Pmrplion wbm wearing a �lnILI, + 1 0 10 Tratk and Pmtplion, 
+5 10 Polson RRs and Distast RRs. 

His proJmional [",nl<Sts art +2 Jor Wtapoll Shlls, Perro/lion, 
and SlalJrj Hide. Ht also gels +3 on all emtral Skills. 

Tbt SIal [",nllstf [OllIL slraightJrolli his Cbararttr Rttord Sb«l, 
and Ibt Skill rank benllIls artOblail1tdjrom Tllblr BT-4 (-25 JOI 
skill mnk 0; olixrwlsl, 5 IImts the skill mtlk I<p 10 rauk 10). 

Fortath shll rllnk in &Jy fkwlopmml, Galadhll rol& / - 10. 
Hl rei&: 5, 8, 4, 3, alld 4;for a lo/a/ of 24. This, p/"s hiS sl�1 
&'''I<S of +20 lind the slalldard + 5,giws Galadhll 49 hils. nIlS 
he tall lakt 49 bils III damage kJort he pasm 0111. 



SpeU Lists: 

�_dc", I) Movl� WaX! [ X ]  
'Ra!!g.'" Ag�: -----.ll. 2) Natw ..... s Guls •• [Zo] Languagu: 

C"a,."./1"9 

is 
alack 

Gtnd�r: Mal. 

\v�ighr. ZZ5 I1>. 
Eyu: '"·x 

St .... " 

S .... IOUs. r QCws.d 
D.st .. aX [;,,11 

(jooJ 
V.,-X Dbs.t'VG"t 

Valu� 
Nonn.al 

"""� 

Consmution (CO) 
Imdli�I\<:� (IG) 
innm'on (IT) 
PfU�rw;:t (PR) 
App"ar:lncc (AP) 

� 
...!lL 
� 
� 
� 
� 

J) 
4) 
') 
6) 

7) 
8) 

') 

Tow 
8oo� 

= ST....!ZL - Wr. Mod.----Za.... 

"0' 
S% R=1u: 2% Ranlu: Bonus 

"" ---Ma.;m"," 
co:l -NumlKT 
� or 
� OCI -R�nlu 
D:J:XlQ a:J:D -

= =  
= = = 
00= = = 
CJ:()CQ 0'J:0:I OCDXI 
= = = 
I2IO:DJ o:::n::D CJ:O:(] 

Skill Catrgory: 
\'IOXO 0::::0:0 co:x::o 
tlrIO:IOJ o:o:JO !XDD 
= = = 
= 0ClJ00 = 

Skill Curgory: 
= = = 
QIOID !XDD co:x::o 
CDID CD:l:D co:x::o 
� o:o:JO co:x::o 

= 
� a::x:ro a:::o:lJ 
c::x::o:::JJ 0::::0:0 co:x::o 

.] 
== 
= 

� 
....:!L 
� 
....:!L 
---.:L 
� 

[ ] I) Adllnolc 
[ ] 2) Wut ... a" 

[ ] J) au."YG 
[ ] 4) S,"da ... /n 

[ ] ') 'Robl ..... 'c 

[ ] 6) Kuduk {HobbltlshJ 

[ ] 7) 511"0" 

ClUnnt uvd: _______ -'-
E..ptritn<:t PoinfJI: /Q.oOO 
Powtr Points: I 
Armor Worn: &ii/a L.gf" .... 

Od'�n.i,,� Bon ... (DB): 
Eo""nct RR Bon ... : 
Channding RR Bonus: 
Poison RR Bonus: 
Oiuast: RR Bonul: 

5<>, 
AG....!.l.L 
IG---..!L 
IT---.:L 
CO� 
CO� 

Stat Profruian hnn 
Bonus Bonus Bonus 

AG....!l..Q.... 
AG....!l..Q.... 
AG...!lL 
ST--'l,L 
ST--'l,L 

ST....:U.... 
ST....:U.... 
ST....:U.... 
AG....!l.L 
AG� 
ST..3L 

AG....!l..Q.... 
IT ----.!.L 
AG....!.l.L 
IG� 

XX"nn 
P"--'L 
IG� 
IT----!.L 

IT----.!.L 
CO....!l.L 

uxu 
xuu 
uu,x 
"un 
Un" 

--.:L 
--.:L 
--.:L 
--.:L 
--.:L 
� 

Hdmrt (-5 PucpTion)tliI 
Arm Gruves (-5 08.) 0 
Ltg Greaves (-5 MM..) O  

Ircnu Sp«;,,1 

....!ll... ---!lLDB 
�RR 
-----.!L.RR 

� ---=ll......RR 
-2-

+0 
." 
·30 
... 5 
·60 

+5 

Total 
8oo� 

-!lLMM 
....::lLMM 
�M 
....:1..O....MM 
....:6Q....MM 

�OB 
�OB 
..,2Los 
.....:1.LOB 
�OB 
�OB 
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I®>x�x�x�:m 27.0 · KEEPING TRACK OF I®K«�X�X� 
YOUR CHARACTER 

Each player must keep track of the factors defining and 
affecting his characrer. The Gamemaster must keep track of 
aU of the non-player characu:rs. As a MERP player, you 
should keep track of your character on either a Character 
Template or a Character Record Sheet. This section summa­
rizes how to use the Character Record Sheet (RS-I), while 
Section 3.0 (p. 2 J) covers the Character Templates. 

YOUR CHARACTER RECORD SHEET 
The Character Record Sheet (CRS) has spaces for aU of 

the factors which affect your character's bonuses and capa­
bilities (e.g., skill bonuses. languages known, spell lists 
known, height, weight, etc.). You should fill in all of the 
appropriate spaces-this process is described stlCP by step in 
Sections 19.0-26.0 (p. 79-95). Then you should add the 
values in each row, putting the result in the "total" space at 
the ICfld of the row. When this process is completed, your 
character is ready to play. All of the bonuses which can affect 
his actions are on his Character Record Sheet. 

You may photocopy as many Character Record Sheets as 
you wish for use in your game. However they may not be 
copied for commercial use. You can use the back of the 
Character Record Sheet to keep track of your character's 
supplies, equipment. and other possessions. 

Your Gamemaster may want to use Character Record 
Sheets for certain crucial non-player characters (NPCs), but 
in general he only needs to keep track of their levels. This 
allows him to refer to the Master Character Table ST-3 (p. 
252-254) in order to obtain the most common non-player 
character bonuses required during play. 

SKILL BONUSES 
Each skill has a row on your Character Record Sheet 

(marked with ''J''s on the sample CRS on rhe .... ext page)' 
Skill bonuses are the numbers added to various rolls which 
determine the success of events and actions during play. They 
represent how capable your character is perfonning various 
activities. The basic classifications for skill bonuses are: 

• Offensive Bonuses (OB) 
• D�fensivlC Bonuses (DB) 
• Moving Maneuver Bonuses (MM) 
• Static Maneuver Bonuses (SM) 

Each skill bonus has its classification indicated on the 
Character Record Sheet. These classifications are discussed 
in detail in Section 5.4 (p. 31). 

Each skill bonus is the sum of several specific bonuses, 
each of which has a column under "Skill Bonus�s" on yOllT 
Character Record Shee£. The specific bonuses include: 
• The skill rank bonus .................... (Section 5.4.1, p. 31) 
• The stat bonus .................................. (Section 5.1. p. 27) 
• The profession bonus ................... (Section 21.0, p. 82) 
• ThlC item bonus�s .......................... (Section 15.5, p. 72) 
• Any special bonuses ...................... (SCction 26.0. p. 94) 

If a bonus space contains a series of "X" s, thatspecificrypt 
of bonus doesn't apply co that skill. If a space already h� I 
number in it, then it is a fixed bonus and does not ch;mgt. 

When a skill rank is incr�ased by one through skiU 
devdopment(Section 24.0, p. 90-91), the increase is marked 
on your CharaCler Record Sheet by placing an "X" in the fil3t 
open box on the row for that skill. 

Movement & Maneuver skill ranks are limited by tlv, 
number of boxes on your Character Record Sheet. Skilb 
without boxes (i.e., Base Spell OB, Defensive Bonus, and Ul 
of the Resistance Rolls) never have a skill rank. All ot� 
skills arc not limited as to how high the skill ranks can go-­
space considerations allow only 15 boxes to be includedOD 
the Character Record Sheet. 

DEFENSIVE EQUIPMENT 
There is a section of the Character Record She�l with I 

space for the type of armor being worn (marked with "2"soD 
the sample CRS on the next page). There arc also boxn: to 
check in order to indicate whether or not your character II 
using a shield, a helmet, arm greaves, and/ Of leg greavcs. H 
worn, annor. helmets, and greavl"s do not count for enCUITI­
bram:e purposes. 

OTHER CAPABILITIES 
Other infonnation should be recorded on your Charactn 

Record Sheet. This information is not used as much durirt: 
play as the skill bonuses, but it is still important. 

STA.TS 
Your character's st;1ts and star bonuses should be fecoNn! 

in the stat section of your Character Record Sheet (markn! 
with a "3" on the sampl� CRS on the ned page). Stats Iff 
numbers between I and 101  that represent the physical and 
mental capabilities of the character (Section 5. J. p. 27). 
These values are placed next to the star names and abbrc\;:1-
tions in the column marked "value." Each stat value has I 
normal bonus (Table BT -I, p. 245) and a race bonus (T abk 
BT-3, p. 244). Each of these bonuses is placed in tht 
appropriate column. The sum of these twO bonuses is pbud 
in the "total" column. 

LANGUAGES 
There is a section of your Character Record Sheet marked 

"Languages:" (marked with a "4" on the sample CRS on tr. 
next page). You should use this section to record each of th! 
languages that your character knows and the "rank" to whid 
he knows each one (Section 5.4.1, p. 34). 

ENCUMBRANCE PENALTY 
There is a section of your Character Record Sheer m3rW 

"Encumbrance Penalty" (marked with J "5" on the sampk 
CRS on the next page). In (his section, you should recOld 
your character's Weight Modifitr, Strength stat bonus, and 
his resulting Encumbrance Penalty (Section 5.7, p. 37} 
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SPELL LISTS 
There is a seerion of your Character Record Sheet marked 

"SpcU Lists:" (marked with a "6" on the sample CRS on this 
page). You should use this section to record each of the spell 
iist5 that your character is learning and has learned (Section 
S.42. p. 34). You should put an "X" in the "chance" box to 
th� right of the spell list if your character has already learned 
mespeJl lisr. If your character has not completed learning the 
�11 Jist, you should put his percentage chance oflearning the 
spdl list in the "chance" box. 

LEVEL, EXPERIENCE, AND POWER POINTS 
Your characrer has a Current Level. an Experience Point 

toul (Section 6.0, p. 38-41), and a Power Point Total 
(Section 5.6, p. 36). These should be recorded in their 
rtSpective secrions on yom Character Record Sheer (marked 
"ll'ith a "7" on rhe sample CRS on this page)' 

CONSTANT INFORMATION 
Certain information concerning your character is rela­

tively (anstam and unchanging. Your Character Re:cord 
Sheet provides spaces for this information (marked with an 
"8" on the sample CRS on this page). This information 
includes your character's name, culture/race, age, profession, 
realm of magic, height, weight, hair color, eye color, de­
meanor, personality, motivation, and alignment. A space is 
also provided for any special properties you might wish to 
record. 
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• PART VI· 
A SAMPLE GAME SETTING 

Note: Th Cam�masur} not tbi players, shoold "ad Ihm sanarios thoroughly. k fht playtrs advtl1turt, fhi eM should dmribt 
lilt ptOpU, CrtalHrtS and stttings dt/aild in Ihis mlroll. 

� CIVILIZED AREAS - � 
THE INN AT THE LAST BRIDGE 

The Last lnn stands on chI' eastern hank of the river 
Mitheithel (Hoarwell) and just off the Great East Road 
leading from the Elven haven of Rivendell to the settled 
western lands and the town ofBrce. The Last Bridge, 50 called 
because it is the southernmost bridge across the Mitheithel 

" �- ............ 

itV \:', .) � -tiS'L�",'1 

and the easternmost stmClure on the Great East Road, is 
within view of the Inn. Travel along the road is curtailed but 
steady. Guests at the Inn are plentiful (if somewhat seedy). 
although some rnay appear a bit too eager to learn more of the 
treasures whispered about over an ale in the public room. 

Now. inTA 1640 (nearly 1400years beforr 
the events that rake pl�ce in The urJ �tbt Ringl� 
the rugged, rocky. and heavily-wooded region 
of fallen Rhudaur known as the T rollshaws is � 
dangerous area [0 travel. Hill-trolls wandering 
south from the Ettenmoors (near Angmar) have 
gathered In large numbers and roam the for�ts 
at will after dark. (In the daytime, they rest in 
their underground lairs. picking at the bones of 
their victims.) Rumors of disappearances are 
widespread. Now. word of bizarre and frightful 
rvents taking place in a once-abandoned C:l5tie 
halfway betwe�n the the Last Inn and the old 
Hillmen city ofCameth Brin regularly reach the 
perked-up ears of those adventurers. schcmn:s 
and fortune-seekers brash or foolish enough 10 
listen, reflecr and make plans. 

The Last Inn itself is a relatively safe. clem 
and roomy establishment nm by the Grumm 
family for generations. The current owners, 
Rubb and Bura Grumm. are honest and indw;· 
trious men. 

Note: For ,kraftrr wpabi/ilitl, cbt(k IN Mamr 
Character Tabk ST-3 (p. 252-254). Mort 
'JKcifir I/a/sjor all NPC! in Part V[ WI be jounJ 
in the Non-pw.ytr C/ulracttT Summary C&.r/ on 
tbt lJat page. 
The Grumms employ theirtwo youngsons J!" 

stable hands. and their daughters Minna. Bannie, 
and Gleefa cook and dean. Bura is also n:cog­
nized as a fine nurse and employs healing herb! 
and potions with a skill that has caused some 10 
call her a magician. (She is really an Animist.) 

In addition to the stables and courtyard 
behind it, the first iloor of the Last Inn bOa.\15 
a spacious public room. a smaller tavern fOl 
serious drinking and gossiping with the locili, 
two small booths with curtains. a I 3-by- 13 fOOl 



NON-PLAYER CHARACTER SUMMARY CHART 

We�po"l We�ponl General SubterfUge 
Namt/Loc�tioll Level Hiu Annor OS Shield Melee OB Missile OB Skills Bonus Skills Bonus 

THE LAST INN: 
Rubb Grumm 3 66 nOll� 0 none dub/M IOllg bow/55 J6 is 
a...� Grumm 5 61 none 5 Me' qu�rttn!<l.fT/45 ,hon bow/4O 26 12 
Lrddon Grumm 4 56 none 10 none .hort sword/7O composite bow/60 44 25 

TRAVELERS: 
Turli" (Ar-G,",I,.) 9 ----------------------- __________________ Mt SIal. Jer Ar_Cul.r -----------------------------------------

Gold>ng 2 64 none 1 0  nOlle 
Fa!rn 2 56 none 5 none 

THE TROLLSHA WS: 
T )'p,c,1 Hillman 4 88 rigid le" h .. 10 none 
0" 3 79 ch.in 30 J'<' 
Toogh Troll 12 [34 rigid leather 30 none 
A ..... gtTroll 10 112 rigid le�,her 20 llone 
YoyngTroJl S 90 rigid le.ther 20 none 
Ftmalr Troll 6 72 ngid luth.r 20 none 
&byT,oll I 35 rigid lu,h .. [0 none 
;00. J 48 none 20 none 

HERUMR GULAR: 
A,·Gill" 9 72 none 55 none 
Thul<. On: up"in 5 9S ch�in 35 Y" C.[= is 190 plau 40 non. 

room (with a secret exit to the shadowy shntbbery at the 
t;brem edge of the Inn) for private disCtlssions, and a large 
k,tchen that serves the best roast fowl east of the river. The 
Grumm family also lives on the first floor in rather cramped 
quaners. 

Th� s�cond floor of the Inn offers four comfonable and 
wdl-hear�d private b�drooms and two very large communal 
d�fping rooms. Let rhe fmgal be forewarned, however; 
t1l1fvrry is common in the larger rOOITlS, and rogues who are 
proficient pickpockets regularly travel the Greal East Road 
md prey upon unsuspecting souls looking to save a copper 
pifCC or TWO by sleeping til the large, bare. chilly rooms with 
their fellow wayfarers. Because of the Gmmms' fundamental 
dfCtrlcy, brawls and muggings are rare but occasionally 
un�voidable. 

Many travel the Great East 
Road regularly and stop at the 
kif Inn en route to Bree, the 
towns ofRhudaur or, occasion­
;dIy, Rivendell. Unquestionably 
the most popular visitor is the 
wmdering minsrrd T urlin, a 
h:mdsome and charming fellow 
who is as free with his money as 
htiswith yarns and songs. Turlin 
llteps at the Inn every forrnight 
Of so on his way weSt to Bree or 
oorth to Cameth Brin, where 
lOng-loving Hillmen have gath­
ered. Some say the ballads of the 
11(1Il�r-voiccd T urlin could chann 
tht-Kales off a Troll's back! 

Another regular guest at the 
Last Inn is Falen the Trader, a 
a\�n of mixed Ollnedain and 
�aling blood, who (it is joked) 

m.ce/46 bol./38 27 2S 
.hon sword/44 composite bow/32 22 22 

.pc:ar/52 .hort bow/76 27 58 
h.nduo/63 .hon bow/4O IS 12 
dub/l06 ,hrown rock·/I08 31 6 
d"b/88 thrown rock·/90 26 4 
club/70 thrown rock· /72 21 3 
dub/56 thrown rock"/57 17 2 
dub/29 ,hrown ,ocl<."/4O 12 I 
.hon s",o.d/22 shan bow/38 21 4S 

d.ggcr/45 composit< Ixlw/35 67 65 
stimiu./89 comp05it< bow/77 4S I I  
macc/IJO none 0 0 

could sell sunlight to an Ore. Only T urlin knows more about 
the goings-on in and around the T rollshaws than FaIen does. 

A third regular at the Inn is the herb-and-potion salesman 
and would-be healer. Goldang. who was mn out ofGondor 
years ago after inadvenently poisoning a noble household. 
Goldang also possesses a wealth ofinformation about Carneth 
Brin, where he regularly navels, and declares that the scary 
tales of the once-haunted castle in the woods arc true. For a 
few copper pieces, Goldang will tell more, but only in the 
privacy of a booth or a room. 

Other wayfarers travel the Great East Road and stay at the 
Last Inn, but most mind their busimss and are gone before 
anyone notices that they've arrived. 

Note: For i'!JomUl/ion llbaU/ Hiring Non-pkz.)'tr Charll(/frS, ste 
Su/iOll 1 1.5 (p. 61). 
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Part VI: 

The Inn 

Because of the Inn's location and distance from centers of 
population and production, prices for accessories tend to be 
a bitsreep for most traveler's tastes. aboutont and a halftimes 
the normal price. Food and lodging 3Tt available at normal 
prices. hut only the most common weapons can he pur­
chased, usually from travelers looking to make a quick score 
of copper pieces. Crude dothing can he purchased from 
Eden, who also deals in arrows and bows. Magic items are 
rardy seen around the Inn. Bura Grumm keeps a few healing 
herbs in a locked chest in her kitchen pantry. but these are not 
for sale. The only means of ground transport available are a 
lignt horse and a pony kept at the Inn's stables. Each sells for 
one and a half times the normal price. 

Note: Fer mort ell prim, rrftr /0 1& &Jllipmtlll �IlJ Pri{t Tab/" 
ST-4 (p. 255). 

The first-time traveler wi!] notice a gloom in the air at the 
Inn. for the Grumm's eldest and brightest son, Leddon. has 
disappeared and is feared held pmoner by Trolls in the 
nearby Trollshaws. The Grumms arc offering a reward of 
two gold pieces plus a lifetime of fre� meals and lodging to 
anyone who safely returns with Leddon or more sadly, who 
produces what can be identified as the remains of their 
beloved son. who has been missing for almost a week. Leddon 
wears a distinctive ring made of bone carved in the shape of 
a male goat rearing on his hind legs and bears an ugly scar on 
the calf of his left leg. 

As with any crossroads establishment, nothing is more 
abundant than rumors of gold, gems. magic weapons and 
items hidden in the area nearby. Over ale and biscuits in the 
tavern of the Last Inn. one can learn of a castle in the woods 
two or three days north of the Inn and just east of the river, 
a castle mmored to be unoccupied and full of treasure. One 
drunken fellow known as Grepp. insisting that he alone 
knows the [nu: tale of the castle, tells of a crude but detailed 
map leading one to the booty hidden deep within the 
stronghold. He even intimates that for one gold piece, he 
could locate and hand over a copy of the treasure map. 

According to Grepp, a hard-drinking f.1nner and local 
gossip, the ca.stle long ago belong�d to a well-born bUI 
mysterious Edain nobleman, a Mage whose experiments with 
animals were much talked about and feared. Grepp calls the 
castle Heruhar Gular, or "Dwelling of the Lord of High 
Sorcery." and hints that if one is fortunate enough to avoid 
the many traps and pitfalls that yet guard the wealth hidden 
rhere, he might be the richest and mon powerful man in aU 
the T rollshaws. When someone laughs at his taU tale and asks 
why he. Grepp himself. does nor claim rhe booty, Grepp onl} 
shakes his head and says: "I am too old and too cowardly fot 
that." 

Those too spooked by Grepp's tales or by the warnings of 
others to mount an exploratory �pedition to lhe castle in chr 
woods may wane to gather a few like-minded friends and 
tackle a simpler goal. like scouting a Troll-lair and. if all gOtS 
right, raiding it. Such lairs 3re hol!owed out or rhe rocks in 
the deep woods bordering the lnn. and mosr hold substantial 
booty. 

Stouter-hearted adventurers may take up the Grumms on 
their offer and search ror their son. Leddon. hoping to rescue 
him-perhaps seizing some gold and gems in the process­
and to return to claim the reward. 

Under the shadowy dms and oaks of the Trollshaws, 
many adventures awair. Rest at thl"" Inn and learn as much 35 
possible, for once within the woods. you will discover why 
this land is unsettled, and why men call it the Trol!shaws. 



� THE COUNTRYSIDE - � 
FORESTS AND HILLS OF THE TROLLSHAWS 

Three grave dangers await those courageous or greedy 
�nough to scout and move about the dark and dangerous 
woodlands called the Trollshaws: rude and superstitious 
Hillmen, the roving Ore patrols of Angmar. and the creatures 
who give tne region its name. the Hill-trolls, 

Whether searching for healing herbs or a stash of gems, 
one had best avoid meeting any of the unsavory trio of 
threatening groups. Natural dangers-such as stumbling 
upon a pack of hungry wolves or a black bear guarding her 
young-also abound in these wild woods. The only chance 
of encountcTmg friendsh1p in the precipitous countryside 
north of the GTe-at East Road is the rare, f.lce-to-face meeting 
with a Hobbit, for a few Stoors still inhabit rhe T rollshaws. 
The only problem is that a Stoor clumsy enough to bump 
into is likely to be drugged, half-dead or wholly insane. 

Note: For more I>gO""atiOtl 011 movillg llbo"t tk Trolbhaws ill 
lftlrrb oj artioll, a!IJ wbat happens W�II yo" jillJ ii, 1ft Sutio!1 
14.2 (p. 66-68). T� EllrOlHJUr TabldT- I O  (p. 262) will 
also prow �lpj"l. 

THE HILLMEN 
Hillmen, dcscendam:s of Dun!endings and just as hospi­

table, fought the Witch-king when he subdued (some might 
uy razed) Rhudaur hundreds of years ago. Now they fight 
for him, at least when "asked." LOWTS of copper jewelry and 
loud, bawdy songs, Hillmen relish the outdoor life, scaling 
steep cliffs like mountain goats. Superstitious and xenopho­
bic, Hillmen fear darkness and prefer [Q spend the long 
winter nights in their homes, talking [00 loud. screammg 
insults and curses at each other, and laughing at misfortunes 
md missteps that might bring tears to a kinder race of men. 
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Among themselves, Hillmen speak Dunael, although most 
know Westron well enough. They also offer sacrifices to 
theiT vengeful, despicable deities and deeply despise Woses, 
Dwarves and Dunedain (all rarely seen in these parts), as well 
as Orcs and Strawheads (the Rohirrim). 

Hillmen are great trKkers, all bur impossible to lose or 
throw off your trail. ;md are quiet as mountain cats. They 
know the T rollshaws so well they could give guided tours 
blindfolded, but of course they would never trust you enough 
to even turn their backs on you. (A wise adventurer would 
treat them the same.) 

THE HILL-TROLLS 
Trolls arc huge, tough. ugly, stupid and bloodthirsty. and 

the Hi!l-trolls of the Tro][shaws, although a bit more 
intelligent than most of their brethren. are no exception. 
Hill-trolls do speak a bitofW estron, usually enough to make 
you understand that you are in great danger and have bur a 
momenr to make friends or die. Trolls relish nothing more 
than the grinding of flesh and bone in theiT ghastly teeth, 
although they prefer r.1tuning up a victim over a course of 
several days before dining on the unlucky wretch. Hill-trolls 
do employ hammers as well as their claws and like most 
Trolls, must avoid sunlight or they will turn to stone. the 
sight of which drives fe!low-Trolls into paroxyms of uncon­
trolbble. hideous laughter. 

THE PATROLS OF ANGMAR 
The \Vitch-king keeps a close eye on the Trollshaws. His 

Orcs and Wargs regularly scout Rhudaur, sniffing for news 
and fresh meat traveling to and from the senled West. 
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P,rt VI, I The Castle 

� ADVENTURE SITES - � 
AN ABANDONED CASTLE 

Three days north of the Last Inn and juS[ off a tributary 
of the Mitheithel stand the crumbling. eerie ruins of:l oncc­
magnificent castle, Hembar Gettar, the Dwellingofthe Lord 
of High Sorcery. 

The stream that once fed a moat shielding the stronghold 
from frontal attack has now cut through the waH and eaten 
away at Tower 3, which is flooded, and has tumbled Tower 
4. which has dammed the stream and diverted its flow. (A 
subterranean river skirts the walls in the rear and provides 
escape from the deepest bowels of the keep. if one makes it 
that far in his exploration of the much-feared Castle in the 
Woods.) The main gate is blackened and blasted. The 
entrance on the castle side of the splintered, plank bridge is 
flooded; the approach from [he road, however, is high and 
dry. Steep cliffs fall behind the castle and provide ideal 
protection. 

The castle is currently occupied by a rowdy band of Orcs 
led by their captain, Thuk, and his master, the elusive and 
peripatetic Mage and agent of the Witch-king known ro [he 
Orcs of the castle as Ar-Gular. (The perceptive PC may 
recognize the handsome evil-doer from his regular appear­
ances at the Inn, where he sings and charms audiences as 
T uriin, the wandering minstrel.) Ar-Gular is, in actuality, a 

fallen Edain noble, the bastard son of a powerful lord of 
Rhudaur, who was denied any inheritance but received an 
extraordinary education and developed a zest for deception. 
the use of magic and sorcery, and revenge upon the Edain 
nobility. Thus was he led by fate to the dark gates of th. 
Witch-king's realm. 

Ar-Gular's duties are threefold: first, [0 gather all th� 
information he can about the region's inhabitant'S and th�ir 
movements and aims; second, [0 cause them as much trollbl� 
as possible while seizing all the wealth he can; and third, to 
report all he learns and [0 surrender to the \Vitch-king most 
of what he gains through his perfidy and black magic. 

The obvious entrance to the castle is lip the road or along 
the stream bed, taking care to stay behind the generous COVet 
of trees and shrubbery. At least two Ore lookouts areon duty. 
From the second floor ofT ower I, where the Orcs sleep, and 
the third floor of the hexagonal keep, where a ruined 
observatory provides a broad view of the landscape before the 
gates, Orcs are ever-vigilant after dark. During daylight 
hours, Ore guards don't see very well and rdy instead upon 
their keen sense of hearing. 

Note: Co.mtcuJ SIJlirwaryl and It«!1 p'US<lgts art marked by 
rormponding rapilal ltlllTl. 



THE FOUR TOWERS 
Those adventurers with enough guts [0 enter the crum­

bling castle walls may first want to explore the four decaying 
towers, [0 secure them and seize any booty stashed there. All 
four towers are fifty feet in diameter and have interior stairs 
up from ground level. Luckily for the would-be plunderer, 
only one tower is occupied by Orcs. 

1. Tower I .  Tower I is flooded at basement level, the stairs 
broken and dangerous. A corroded, gold-colored chest rest.'; 
on a ledge ten feet below the water line line of the forty-foot 
deep pool that fil1s this tower. The brightness of the "gold" 
may catch one's eye, but the stinging fish and smal! kiahn 
(twenty-five feet from tip of tentacle to crown of head) lying 
low in the shadows may catch a hand, an arm, or more! The 
chest holds 200 gp worth of jewels, silver, and gold and has 
wrroded to the point that it cannot be pulled up without 
destroying it. The first diver into the pool risks a 10% chance 
of disturbing the kraken; each dive thereafter increases the 
chance of provoking the crearure by 5%. Each successful dive 
brings up l-lOOsp worth ofjewds and money. The stinging 
fllh are merdy nuisances and inflict no damage other than an 
ugly rash. (The PCs don't know this and may 
5US�c[ the fish to be poisonous.) 

Note: Sutill CrtaHmS Summary TablL ST-2 (p. 251) 
aMd Appwdix A-3 (p. I 85),Jor mor� i'!formatioM OM the 
h�ken. 

2. Tower 2. This structure is III ruins; only scat­
rtred hum�n bones, a skeleton with an arrow 
through the rib cage, and a beastly stench greet the 
muring hero. 

J. Tower 3. Here rhe 10-12 Orcs who call the 
.:urle home sleep, keep theIr weapons handy, and 
argue" aboU[ who can swallow a live Swor faster. At 
l(;lSt five Orcs arc always present here; one w seven 
more may appear depending upon the time of day 
:rnd the level of activity in the region. Those not 
Ilcrping or lying around on the second floor of 
Tower 3 are off on p�trol or in rhe Lookout Tower 
(foonerly an Observatory) on the third floor of rhe 
Castle Keep. However, they will respond to any 
a1ann or disturbance. Like most Orcs. those of the 
castle fear water as well :IS light and are surprisingly 
adept healers. Also of Note in Tower 3 is a secret 
passage built into the thick wall that leads down to 
the first level of the underchambers of the keep. 
This passage is known only to the Ore commander 
;lOd to the evil lord Ar-Gular himself. 

Note: PC must mak� A HMd (-1 0) pmrptiorr rol/ to 
d(tfrmiur willtillr or Ilot tbry Jisrowr Ibis Sterr! paSSAgr. 

4. Tower 4. Creba;n have claimed Tower 4 as their 
own. Here up to thirty-three of the large blackbirds 
live as they spy for their lord and sguabble all day 
long. At any one time, only 3-30 of the birds arc 
present. Crebain also pick up baubles and small 
gems, saving them for their master, Ar-Gtllar. Each 
of the birds' twenty nests contains 1 -1 0  sp worth 

of booty. Crehain wiU fight to protect their nests and raise a 
Tache likely to rouse all the Orcs of the castle in a moment 
or two (20% chance each round). Crebain are also very fast 
fliers, cruising at 140 feet per round. They can travel at four 
times that speed when rushing secret messages to AT-GOlar, 
wherever he may be. and can reach him in less than an hour 
when he IS entertaining at the Last Inn, for example. Tower 
4 also has a secret passage built into the thick wall that leads 
down to Level 2A of the underchambers of the donjon. (PCS 
must make a Very Hard (-20) perception roll to discover the 
passage.) 

Behind a slightly less filth-encrusted brick marked by a 
barely-discernible "X" abom four feet above the floor, there 
rests a simple leather-covered box with an Easy (+20) lock. 
Inside the box is a duplicate key [0 the treasure chest lying 
deep within lower chambers of the casde, on Level 3. A 
Medium( +O)stabbing trap protects the box; anyone puUing 
at the covering brick who doesn't duck below the level of the 
brick wil1 bernet with a blade driven deeply into him. (An 'A' 
Slash and a 'C' Puncture Critical.) On the other hand, a 
typical Dwarf or Hobbit wi!! merely chuckle to himself as the 
blade juts hannlessly above his head. 
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o THE CASTLE KEEP 0 

FIRST FLOOR 
The ground floor of the 120' by 80' hexagonal keep was 

once an elegant haJJ of striking proportions and beauty. 
(Obvious to anyone but an Ore. a wealthy Edain baron or 
lord once owned and occupied the castle.) Now the walls are 
hung with tattered tapestries and ripped paintings. Smashed 
sculptures litter the inscribed stone floor. Orcs rarely enter 
the keep except to maintain a lookout from the third-floor 
observatory. 

SECOND FLOOR 
A balcony overlooks the Great Hall, where balls and fea.o;;ts 

enlivened and enlightened the structure long ago. Gmst 
Quarters and the remnants of icons in the now-empty 
Ceremonial Chamber take up the rest of the second floor. 

-

" 

THIRD FLOOR 
1. Lord's Bedroom. This 36' by 24' chamber holds a seem 
passageway (built into the wall) that leads to the Library, 

bypassing the Servants' Chambers. 

2. Serv:mt1l' ChambC":n. A 30' by 13' room 
where the Mage-lord's personal servanU 
slept and stood ready to serve him at an}' 
hour. 

3. library of Lore. Floor-to-ceiling book­
shelves line much of ,he Library'S walls. 
Looted, yellowed maps and ripped.up 
books arc strewn about the floor and tables. 
Dust ha.o;; settled over everything. (Thr 
Library, approximately 50' by 25', also 
contains a secret. unlooted room and two 
secret passageways discussed further in #'5 
6, 7, and 8.) 

4. Observatory/lookout. A 37' by 2(J 
room with windows looking out upon thr 
road leading to rhe castle gates. The tde· 
scope in one window is functional, butrhe 
glass is smudged. Orcs use this room as 1 
lookout station; the watch changes every 
four hours. There is always at least one Ore 
here, and there is a 10% chance of the Ore 
Captain, Thuk, coming by in any given 10 
min\lte �riod. 

5. Laboratory. This 65' by 20' chamber 
holds aged lexts, papers, and puzzling ex· 
perimental devices, all in disarray. A tilly. 
secret room (further discussed in # 9) 
stands undisturbed, hidden behind flool' 
to-ceiling bookshelves. 

6. Secret Passage (Bedroom). This narrow 
hall built into the wall leads directly to tiN: 
secret passage hidden behind bookshdve 
in the Library. 

7. Secret Room. Only Ar-Gular (T urliTl, 
knows or this narrow room hidden behind 
bookshelves in the Library; he keeps i! 



inr:ln both as a lure and as insurance. should the 
Witch-king tum against him or cast him out. (Ar­
Gilbr also wants [0 keep his identiry as a magic wer 
�nd an agentof Angmar a secr�(. of course.) The room 
holds regional maps and assorted histories and 
butiarics of interest [0 travelers in the Trollshaws; 
spread acrou a table ;ue ten Black Numenorean 
JOI"Ccr)' texts. Each [Orne weighs jwt over 10 pounds 
DId would bring 30 gp in Fornost or in another city. 
(The "ery bold might want to try selling the volumes 
In Cam Dtim, which is closer bur much riskier.) 
Several rh),mes wrinen on charred and duny scrolls 
both warn and beckon those who find and examine 
Ihl![oom. which is Extremely Hard (-30) to discover. 
One such poem lies exposed on the tabk 

Dewrl Jup, Jap down, 
TrNSIlf( Will bt iOllnJ. 
P�t lbi bruts Ilnd 11t'1l' lbe pools 
W"'/tb grttll Ibt wig, /)rlllb _UOIIIU fools! 

Note: Ibt eM il Ild\';gJ 10 lIIail foil II$( oj lbe 
",jomrallon und r11U$ (mlamtd In tbif JaTtl (balll�, 
IIIITII] oj wbitb will !tIlJ toforlbcraJwnlllrtS botb witbin 
fir (#JIlt "lid ol4tsiJl il. 

8. Secret Pas.s..g� This winding and narrow 
srairway lucU down to the Mage-lord's lower 
bedroom hidden on the first level of the 
keep's Undcrchambers. To discover this 
passage requires a successful Very Hard (-
20) Perception Roll. 

9. Secret Room. This tiny chamber, hidden 
behind booluhelves in the Laboratory. is 
unknown to Ar-Gular and the Orcs. Here 
the Edain lord of old S(ored papers docu­
menting his txperimenu in altering the size 
and functions of variow beasts native to the 
region.(Tbe handwritten text ends abruptly. 
suggesting that the Mage-lord gave up his 
studies suddenly.) The papers (Otal TO 
pounds and would be worth 10-100 gp to 
the right people in the right place-a big 
city, most likely. The room is Extremely 
Hard (-30) to discover: Ar-Gular docs nor 
it exists and believes that the Library'S secret 
room holds all the secrets of old. 
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THE LOWER CHAMBERS 
OF THE KEEP 

LEVEL ONE 
1. An:na. The first level below the ground once housed an 
elegant arena of barrIe and well-lighted stage for perfor­
mances of song, dance and drOlma. The sunken arena now 
holds the booty taken by the Orcs from travelers and others 
foolish enough to travel in the Trol!shaws. Guarding the 
bronze, copper, silver and gold pieces scattered over the floor 
of the pit (and chained to its center) is an angry and not-weU­
fed black bear known affectionately to the Orcs as GRRR. 
The: beOlr is a 3rd le:vel beast and take:s ! SO hits. (See T able 
Sf-2.) AU Orcs must deposit their booty here: (under the: 
watchful e:ye of the:ir commOlnder), and all do. The loot 
strewn across the floor of the arena i nclude:s: sOOOtp, 2000bp. 
5000cp, SDOsp, and 30gp. 

2. Storage Room and Wine Cellar. Looted and wrecked, 
this chamber is useless. holding only cobwebs and empty, 
broken wine bottle:s. 

3. Hall of Heroes. Down the stairs and to the left, one finds 
the: shadowy Hal! of Heroes. This long and mrrow passage 
is lined with slashed family portraits of the origiml inhabit­
ams of the castle and at first glance appears useless to the 

tre:asure-seeker. However. a closer look will reveal grimy. 
dust -shrouded, and crude maps of the castle's underchambc:rs. 
(Other messages urge one to suk greater treasure in thr 
deeper depths of the keep.) Tucked imo the frames of thrno 
paintings at the end of the hall near the great stone stame is 
jewelry totaling SOgp. 

4. Statue. This eight-foot ull stone giant is in fact a sleeping 
golem. Even a light tug atone of the: three: portr.lits hiding th� 
family gems will bring to life the: imposing gole:m. The golem 
will not rest umil those who dare to disturb the portraits lem� 
the Hal! or join their ancestors in oblivion. See the Non­
player Character S\lInmary Chart on page 99 for the Golem's 
combat statistics. 

5. lord's Secret Bedroom. It is here that the Mage-lord of 
old commonly rested, sleeping on a raised pbtfoTm bed nUl 
a chest of magic items. 

limlS ill ,he ,blSl: 

1 .  A + I 5 chainmail of gleaming golden metal which 
contrncts upon contact with perspiration. Each time 
the wearer gets into a tense situation, there is a 20% 
chance of a 'C' Crush Critical once every twenty-four 
hours. 

2. Ten + I 0 arrows and one, similar in appearance to {he 
others that, when shot. returns to anack the archer 
insu:ad of his foes. The attack is resolved normally; ,he 
archer rolls any resulting crit for himself. 

3. One pair of shiny boots that don't leave tmcks 
behind you when you walk but which. after 8 hours 
of constant wear. rush off with the unwary wearer 
in an easterly direction for one hour. (Inscribed in 
the leather orboth boots is an Elvish warning that 

, . . .  one has put on more than he suspects.) 
. '. . ,., 

. <>.� • •• •• �.,.:; 4. 25 gp worth of charms and jewelry, including a 
ring of bone carved in the shape of Rhudaur. 

'. 

S. Books. dr.lwings. and papers oflore which appw 
very important but which in fact are fakes. FOI 
example. verses written in an ele:gant Sindarin 
script appear to give dues to rurther secrets or the 
COlstle keep but in [1C[ lead one: to death traps in the 
lower levels. 

6. One + 1 5  magic dagger that blears like: a shet'p 
when Orcs are within I DO feet of the holder. 

7. One genuine +20 arrow, reusable if recovered. for 
the slaying of rell beasts. (Roll any Critical nor­
mally and roll as "Slaying" on Table CT- lO.) 

8. A potion char, when swallowed. gives the Gift of 
Underchamber-Vision to the imbiber. Swallowing 
the contents of the tiny vial gives one a brief vision 
of lhe lowest chamber of [he castle; dangerous 
areas arc marked in red. and places where booty is 
kept appear as ydlow. The PC wih a good memory 
(Imdligence, or INT) will thus be able fO draw a 
detailed byollt or level 3 of the Underchambers. 

9. A clear potion like that described in #8 above, 
except lh:lt it provides a raIse vision of Level 3. In 
[It[. this vision reverses the areas or boory .1Ild 
danger. 



6. Ann! Storage Area, The overnow of arms and weapons 
sMud in battle ;lI1d ambush are kept to the right of the stairs 
in this long. narrow chamber. Orcs cannor or will nOI usc 
thtse items which are piled here in hapha7�1Td fashion. 

ilnm in IJ,.. An/u SIOr.'gt: ArIa: 
I .  Piles of 2-20 of I':lch type of norm:ll bm tarnished 

weapons and armor. 
2. Two +5 broadswords. 
3. One +5 morning st:lr (the we;lpon, not the celestial 

body). 
4. A +5 magic javdin that returns 10 115 thrower afur Its 

first usc during a twenty-four period (i.I'., once pt'f 
day). (For more information on Magic Items. see 
�crion 1 5.5. p. 72-73) 

5. A long bow wirh three + 5 �rrows. 
6. A + I 0 battle-ax(, thar weighs onI}' 60% of the ;lVl.'fage 

weight of similar axes. 
7. Storage Hall. Spare clothing and junk arc pileJ here. 
8. Hallway and Stairs. 

LEVEL 2-A 

I. Hub:lI1d Poison Stonge Room. Located to (he Icfrof the 
}(airs. this artificially lighted chamber, 100 feet b)' 1 4. 
sprouts mushrooms galore. Ten varieties of herbs and 
poisons (some healing, some noxious) also grow in 
lbundanct. 

Note; pes JIxl,,1J Toll om dir; ,br mmdvr rclltd "pmml1lht 
Jx.rb rbes",. CIJt{k II:.-Htrbl, [)MOllS, lllld I)mllSfj TaMIST­
J (p. 256-257)Jor mOTt "!JomUllloli 

Hrrbs & PO/Jo,rJ: 
I .  Arf.·lI1d;u;. 2-20 dosl'S grow per month. 
2. Culk:ts. 1-10 doses grow per mOnlh. 
3. Bdan. 1-10 doses grow per month. 
4. Gariig. 1-10 doses grow per Illomh. 
5. Atran:tr. 2-20 doses grow per month. 
6. Degiik. 1 - 10 doses grow per month. 
7. Arnuminas. 2-20 Joses grow per month. 
S. Kilm�kur. 1 - 1 0  do�es grow fx'r month. 
9. Kly. [-5 doses grow pl"r 1I10nth. 
10. Uraana. I -5 doses grow per mOil! h. 

." 

4. Dungeon Chamber #1. 

5. DlUlgeon Chamber #3. 

6. Dungl"on Chambcr #4. 

7. Hot" of EsSl"nce Inhibition. Here, power points can be 
dr.linrd. For ex:tmple, each time :l character l"ntus the Hall of 
Essence Inhibition, one half of his remaining power points 
arc dr3ined (round down). 

8. Hall of Essence Enhancement. On the other hand, 
entering thl" Hall of Essence Enhanceml"nt maximizes one's 
power pomts. but onl)' once each twenty, four hour prriod. 

9. Seeret Passage. Narrow, dark stairs lead down to Level 
Three of the Underchambers. where t he great tre3SlIfes of the 
canle rem:t1l1 hidden. This passage is guarded by a flame [rap 
:tnd. in the spring and summer. by a vicious f:tmily of horse 
flies. The fI:lm(' Irap fills rhe room with fire (giving everyone 
1-5 'B' Hear Crirs) if cvery person entering the four-foot high 
oval stone door does not first liner the Elvish words inscribed 
in '�lIst)' stones above the doorway: 

Dowl! I f/J "lid dowl! 1 d.J'IU 
To Sirk II!)' f/Jldm III<lJ'I( rb.mrr 

10. Secret Stairs. Ther lead up to Levd One of rhe 
Underch:lmbers. 

. ". 

. . . 

('J -� 
�. ..", 

2 � B " 

1 Tonure Chamber. This 50' by 4J' chamber is the 
focllsofthis level of the kl"l"p. H,'rc thl" Orc captJin :tnd 
hislwo most trusted followers J>fTSu.lde uncommuni­
ativl" cap!ives to reconsider their commitment to 
connrmcd silcncl". A varict}'of dl"vicl"s. including hl'�ted 
lOngs. tongue cI:unps. and l"ye gougC'TS :Iid Ihem in their 
qurs( for information. Those who refuse to t:llk or 
rnn�in of Interest to the Orc comn1.lnder or his 10rJ are 
kId 111 Ihl" four small dungoon chambers. 

e.· 

J. Dungeon Chamber # I. Here, a prISoner wlthhold­

tng deSIred information is held and fed :t stl"ad), diet of 
mildly POI50I'IOUS and haJJucinogl"llIc mushrooms. (Orcs 
of the C:lstlc commonly carry antidores to the poisons 
III Vials I�bdled in Orci5h.) 
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LEVEL 2-B 
Note: Th Iltromp,myillg il/uslralion milrks arias wk" theft is 
A gooJ (htmrt rif bting bium, iIlJ;(alts tbt. J'ffll7l/Agt. (Mila tNI � 
PC wil/ bt billm filch rounJ bt. spenJs ill lhill J'Ilfti(lIlar (hilmbtr, 
anJ /tlb what kind rif bilt he wiil lIiffu, s/xIIIIJ his flick Jmrl him. 

a = 5% SpiJtrs 
b = 20% Asps (S1I,dlS) 
( =  5% /JaIS 
J = 10% lizards 

t. Stairway. Down chese stairs, the audacious advemurer 
reaches Ar-Gular's f.worite chambers ...... hat he calls his "game 
room." For on this leve! reside the hardy offspring of the 
warped experiments perfonned so many years ago. A dark, 
wide stairway crumbling imo ruin is hardly inviting. but go 
on you must to reach the treasures still further down. 

2. Breeding Pit. Empty now (but for a few spiders and asps 
hidden in the shadows). this decayed chamber still holds the 
stench of corruption and dark arts. Here it was that rhe 
Mage-lord of old first bred the outsized spiders. snakes. bats. 

tt[J" . . . . 
�.:_ ,1 

2 

lizards and hounds thac thrived in the gloom of this level of 
the dungeon hep. (And myth has it that in this dank cdl the 
lord met his death, swallowed by his own misshapen beasu.) 

3. Passage. Located near the wide stair ..... ay. this passage leads 
up to Level One and down to the treasure of Levd Three of 
the Underchambers. It is also something of a challenge since 
it is guarded by a pair of stabbing traps that can literally hand 
the unwary interloper his head. The traps give 1-5 'S' 
Puncture Criticals and arc Very Hard (-20) to disarm. When 
the door is opened normally, rhe traps operate mechanically 
by shooting out a dozen razor-sharp. thin, knife-like bladt1 
from a pair of hidden receptacl(S on I'ither side of the door 
to the walkway. 

4 . .sccret Passage. This narrow passageway winds up to the 
Mage-lord's lower bl'droom on Level One of the 
Underchambers. 

5. Hall of Hound5. Thl' Hal! of Hounds is silent now. No 
beasts remain, but the enormous skeletons of two hounds UI' 
visible to the corch-carrying explorer. 

.-

6. Hall of Lizards and Bats. A SCOTe of sma!! 
poisonous lizards and bars inhabit this chambn 
(sec Table ST-2. p. 250, for statistics). This 
chamber has a secret passage leading down to 
Level 3. Venom from these creatures can be ustd 
to poison-tip arrows, bur of coursl' the be;!S1$ 
involved arc unlikely to cooperate. The efTect of 
a poisonous bite varies: a bat-bite leads to paraly­
sis while li7A1rd venom causes the loss of usc of tht 
limb struck. Antidotes are availabll' in Camrth 
Brin. and the Orcs ofHerubar Gular commonly 
carry them in vials about their necks. 

7. Hall of Snaku. Dozens of poisonous ;!Sps 
(small snakes) lurk in the shadows of this cham­
ber (see Table ST-2, p. 250, for statistics). Asp 
venom causes the loss of use of the affected limb. 

S. Hall ofSpidc.rs. Hundreds of spiders ranging 
in size from minute (i.e .• small) to a pair the siu 
of a two-man tent (i.e .• large) live in this danger. 
ous den (sec Table ST -2, p. 250, for statistics). 
A spider bite leads to paralysis. 

9. Stairs. This dark. creepy passage leads down to 
the lowest level of lhe keep. 

There is little reason to tarry at rhis level; no 
one but Ar-Gular does. for these arc his pets and 
his agenlS of assassination. Even Thuk, caprain of 
the Orc-guard, prefers nor to accompany his lord 
as he visits this twisted zoo. 



LEVEL THREE 
J. Staiu. On this level, one finds some of the greatest 
tn:asures of the western T rollshaws--and one faces the 
gravest d;mgers. None of the Orcs ever comes to this level of 
the keqJ: Ar-GUlar alone enten thCK dark chambeu. The 
WoifS from the previous level lead one into a wide walkway, 
the Hall of Runes. 

2. Hall of Runes. The Hall of Runes is full of cryptic clues 
to magic items and treasures hidden cI�whrn on this floor. 
For uample. behind the wall-to-ceiling tapestry of a b:mle 
Kene one will find hidden in a crack in the wall a slender, 
plIable key that will unlock a gold chest in the GTe;'!t W upon 
mdTreasure Room down the hall. (To find the key requires 
� Very Hard (.20) Perception Roll.) Messages inscribed on 
tilt wall warn all who enter to leave the way they came or to 
surrender unro death and damnation. 

3. Great Weapon.s and T (e;l5ure Room. This most valuable 
room lies beyond the flooded Loading Platform and holds 
fine weapons, somt of them magical. stored in gold-plated, 
locked vaults. The lock on the door is Very Hard 
(-20) [0 unlock. Simple but valuable jewelry is 
ktpt in a plain bronze chest on the floor. Other 
itmu adorn the walls. A pit trap at the exie to the 
IWlway may dump the greedy or spooked trea­
IUrNeeker into a 20' deep, spiked pit below: Pes 
mU5l ffiBe a Hard (.1 0) Perception Roll to avoid 
tilt 1-5 'C Puncture Crits inflicted by the pit tr.Ip. 

lsmu HI IIx C/JtJI: 
I. A +15 broadsword. 
2. 100 gp of jewelry and gems. 
3. One +10 chain mail with no movement 

encumbrance. 
4. MithriJ ring; + 10 to wearer's DB. 
5. Wand of herb lore that allows instant analy­

sis and knowledge of healing herbs. 
6. A + 15  set of rigid leather armor. 
7. Five + I 0 arrows. 

4. Room of Jewd, and Mlgic Vaults. This very 
d.!ngcrous chamber lies jusroff the Hall of Runes. The lock on the door is Routine (+30) to pick. 
Inscribed on the door is rhe following warning: 

0,,11 i/lSiJr, I/" wist will tlol l�rry; 
For Jaw will lit lowgb 10 JIll"]. 

When someone enters. the door slams shut behind him 
oncl': every 12 rounds, or every two minutes. The adventurer 
with a good sense of time can m:magc to iC2ve the room 
�fore the two minutes expire and can rcenter ifhc is quick 
enough. There is no handle on the inside of the door Olfld no 
other exit. Once the door is shut, the walls begin moving in 
on the trapped (orrune-secker; the walls can be stopped and 
the door opem:d by reciting the two-line verse inscri�d on 
the door. The walls give each character mppcd within 1-5 tE' 
Crush Cries. The walls move: back automatically after the 
crush criticals are delivered. The large. gilded vaults in this 
chamber hold cheap. fake jewels ;and milgic ircm5 (worth 10 
sp in total) dcsigm:d to lure onc away from the Great 
Weapon and Treasure: Room further on. 

5. Room of Luring Light. This chamber is an enticing death 
trap. This chamber is emblazoned by a magic glow of warm 
amber. Nothing is to be found inside but the will.sapping 
light, an ancient curse and 10th level spell. If one fails to resist 
the: spell, he stands motionless and motiveless as a statue and 
is incapable: of independent action until rescued. 
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6. Baths. Only ruins of this splendid pool remain. 

7. Forges. These forges which once rang with the clash of 
metal upon metal lie quiet and cool. 

8. Dock. Flooded :md roned now, this dock sri!! provides 
access to the underground stream that flows around the 
loweS[ depths of the keep. 

9. Loading Platfonn. This waterlogged SO'1.lcture also offers 
tscape to those willing to trust their fate to the curving. 
unmapped subterranean river that flows by. although much 
of the platform is underwater now. (Much funhtr on, the 
stream joins the aboveground river which flows through and 
by the castle's walls. The swift current makes swimming 
upstream a very difficult and dangerous maneuver at best. )The 
boats nearby are rotted and warped. There is JUSt enough dry 
wood lying around the higher areas of the platform to build 
a raft. 

10. VaultofRuna. This underw;l.u:r chamber contains both 
curstd weapons and magic items. The lock to this chamber 
is Extremely Hard (-30) to pick. Potions stored here have 
leaked into the water. and if it is swallowed, one risks a 
substantial loss of memory or poisoning. (A Character takes 
1-100 hits.) There is a 10% chance that with his fim dive, 
a PC will swallow water. Every following dive increases the 
chance of ingesting the tainted water by 5%. Scattered about 
the bonom of the 12' deep pool are magic items and a 
valuable book. 

Note: £ub tlflll" rbarart" Jiw.s, Ix rolls " 1-10 to Jlt what ht 
rolllii'S up witb. if tbe PC rolls 8, 9, or 10, be rolls " 2-20 to SIt 
bow fIIall) O's he bas grabbtJ. A PC WM ro/ll all ;/(111 IMI bas 
almdy bull la�lll rtfliva 2-20 golJ piuts. 

[lnllS al the NIIOrll oj rlx pool: 
I .  A handsome. lightweight cloak that allows the weartr 

to invoke invisibility(see the spell with the same name 
on p. 195) up to three times every twenty-four hours. 

2. A Book of Runes (sealed in a small, watertight chest) 
with all Mage-<lniy spells to the Tenth level. 

3. Two + 10 magic Shields of Wolf-Coming chat cause 
sword atucks against the bearer [0 fail in the first 
attack each twenty-four hour period. With each sub­
sequent attack, the bearer of the shield has a 20% 
chance of turning into a wolf immediately. This 
lycanehropic state lasts for 10 minuees. 

4. A Bow with ten Arrows of [tching that, when suiking 
a f�. cause him to scratch incessantly for [en minutes. 

5. A Ring of Friend -finding that glows when the wearer 
is within SO feet of a potential ally. 

6. A Neckerchief of Invisibility (4th Level) that allows 
the wearer [0 become invisible (see the spell with the 
same name on p. 195). The neckerchief can be used 
only once a day under normal restrictions. 

7. A Magic Starfthat divines the nature and wonh of all 
metals in a ten foot radius. An added bonus allows the 
bearer a + I 0 defense against Elemental Spell Attacks. 
The staff does not work underwater. 

8. A total of 500gp of gems, jewels, and gold pieces for 
the having lie scattered ;l.boUT the bottom of the pool. 
With each dive. the sure-handed advencurer is likely to 
gr�b 2-20gp worth of valuables. 

9. Gold Pieces. 
10. Gold Pieces. 

I r. Secret Suirs. Located inside the Jewel and Magic Vaulu 
Room, these stairs lead up to Level 2-B of che Underchambers. 
The stairs require a Very Hard (-20) Perception Roll TC 
discover. 

12. Secret Exit. A hidden hole in the wal! just twO feet by 
three feet allows access to the underground stream which 
circles the underchamber.; of the keep. A shon swim down­
stream leads one to the river and a good chance at esoping. 

No lower levels exist, and no more treasures or traps aretc 
be found in this, the decaying but deathly-dangerous Castle 
in the Woods, Hembar Gular. Enter if you dare, adventuTCT, 
and may good fortune light your path! (And the best oflua 
[0 your widow and children.) 



� ADVENTURE SITES - � 
A HILL-TROLL LAIR 

The Hill-trolls holding Leddon Grumm captive have built 
meir lair within a seonr hill surrounded by deep woods. The 
lair is occupied by sil{ Trolls: three adult males, one adult 
(tma!t, one adolescent male Troll. and a Troll-baby. At 
night, one or two of the adult males usually go out raiding. 

L Entrance. The fifteen-foot high main opening into the 
C�ve is set well below the ridge (see map) and is blocked by 
�boulder[hat takes two or thru strong men to roll aside. One 
male Troll nonnally guards the cave cnrranee afur dark­
when he manages to stay awake--while inside the other 
Trolls sleep. Unknown to the rock-brained Trolls, a secret 
mtrancc exists just 160' feet away from the: bouldn-blocked 
opening they usc. The secret passage is blochd by lrees and 
tQCks but acc�ssible to ski!l�d and hardy climb�rs. 

2. Living Ar�a. Th� path from the EntTllnc� I�ads to th� 
shldowy.smdly cdl we Hill-trolls call hom�. H�r� fourmal� 
Trolls 51�ep on rough wood�n pallets. �at. drink and brag. A 
fire usually burns in th� center of th� chamber; a hol� in the 
roof of the cave allows [h� escape of smok�. Their most 
commonly-used arms are kept handy here too, near their 
bedsides. Empty and smash�d botdes and bon�s ar� scattered 
over the floor of the cave. 

3. Torture and Holding UU. Here Leddon and an­
other man (who claims [0 have been to the Castle in the 
Woods) arc held captive. Ironically they arc chained just 
a few feet from the secret exit. a jagged hole which is 
compl�tely blocked by a huge rock. However. water 
from the underground stream that leads to the outside 
and to freedom does trickle out from beneath the rock. 
The prisoners are generally unguarded. However, once 
every four hours, one of the male Trolls is supposed to 
ch�ck on th�m and th�ir chainsThe four mal� Trolls 
who occupy the lair ar� trying [0 fatten th� lean Leddon. 
but their off�rings-haJf-coohd rabbit and raw v�ni­
soll-hav� met with marked resistance from th� plucky 
young man. Due to a recent influx of carel� formne­
s��kers. th� floors of this cell and of [h� la.rger living area 
are lincr�d with bon�s and skeletons. But for this stroke 
of good fortun�, Leddon Grumm and his fellow captive 
would already hav� join�d their fleshless comrades in an 
uneasy. eternal rest. 

4. B«r. Wi.ne and Food Storage Cell. Shelves ar� 
"S[ock�d" with the best and worst Dorwinion vintages, 
bottles of Bree beer and sundry supplies. 
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S. Treasure Cell. Except at meal times (when it is left 
unguarded), this chamber is usually guarded by a single male 
Troll. A large boulder blocks the way to anyone larger than 
a child or a small Hobbit. Two strong men could roll the 
boulder aside with great effort; inside lies a small pile ofloot. 

Ilnns ill the Pill.· 
I .  Two gold-plated helmets, gaudy but worth about 3 gp 

each. 
2. A dozen discarded belts and bloodstained tunics. 
3. Two bejewelled bracelets worth 1-10 sp each. 
4. A necklace of rare stones worth 5-50 sp. 

-
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5. A pair of marching 6" by 6" by 4" jewelry boxes filled 
with trinkets and a handful of silver pieces. each box 
worth I-IO gpo 

6. Scattered rings (including Leddon's) worth I -I Osp in 
total. 

7. Three: apparently undisturbed leather herb pouches. 
(The GM may roll randomly to determine what herbs 
are present and how much of each herb is contained 
within each pouch.) 

6. Arms Stouge Arc.a. A few banen:d shields and axes of 
normal capabilities arc scattered about the floor. A half­

� .... 

!I£;ff}jj� . 

dozen short swords lay nearby; 
one is +5, and anQ[her is only 
50% of the normal weight of a 
short sword. 

7. Path to lower halls. This 
long, winding, and dark passag� 
leads down to the dank cell 

.� where a lone and weary femal� 
'ct-.' Troll lives with her only off­

spring.( Adult male Trolls don't 
believe in spoiling their young 
and thus raise them on spare 
limbs and tough tendons and 
joints that they themselves pass 
by.) 

8, Secret passage. This wind· 
ing. narrow and low-ceilinged 
opening follows the course of a 
scream to exit the Troll lair 
about 160 feet from [he en· 
trance [he Hill-trolls themselves 
lISe. A large. round stone blocks 
the way. 

Be forewarned, adventurer, 
that entering a Troll lair. how· 
ever guietly, is a dangerous un· 
dertaking, and the word "un· 
dertaking" is used with all dUf 
premeditation. 

Note: Rifnlol�Herb5, Poison5, 
alld Diua56 Tabit IT -5 (p. 256-
257) 10 tUltrmin,whirbherbsand 
bow n1U(b of /btru art jo.md in IIx 
brrbpoutbr.s mrnliollfa in IIx Trra­
sure Ctll. Also, cbrck the NOIl­
plo.ytr Cb.Jrarlu Summary CharI 
0" pagt 99 jor mort in/anlla/ion 
about t� itwls alia capabililies oj 
lhe Trolls if Ibis Io.ir. 



• PART VII· 
THE APPENDICES 

MidJu-t,zrtb RQ/t P&.ying contains a number of different 
rypes of reference material which can be vcry useful ro the 
Gamemaster and players. during play. There aTC ten MERP 
appr:ndices, each of which covers one type of reference 
material: 
Appendix A-I - Tbt Chararllr Ttmplalts - This section 

contains sixteen ready to play. completed devdoped 
characters . .............................................................. p. 1 13-J 45 

Ap�ndu: A-2 - Th C .. iturt/ Ram - This section 
contains compleu: descriptions for all of the cultures 
and races limd in Section 20.0 (p. 80) . ......... p. 146-179 

Appendix A-3 - Tbt Crt<lluw - This section contains 
complete descriptions for unique Middle-earth beasts 
and monsters . ........................................................ p. 1 80-I 89 

Appendix A-4 - Tbe Spcll lis/s - This section 
contains the descriptions and parameters of the 
MERP spells . .......................................................... p. 1 90-21 1 

Appendix A-S - T1x Suolldary ShliJ - This section 
contains the dncriptions of all of the secondary 

skills and secondary skill Groups listed in 
Section 5.4.3 (p. 35) . .......................................... p. 212-213 

Appendix A-6 - Oplianal Ma/trial- This section 
contains optional material for Gamemasters who want 
more detail and flexibility in their games . ...... p. 2 I 4-219 

Appendix A-7 - ConvtrJion Nola - This section 
contains suggestions for converting MERP material to 
and from: Rolmuuter'�, Lord 1if tbe Rings AdvmtNff 
Gilmer.<, FilnlilSY HERO"', and AD&n® . .......... p. 220-225 

Appendix A-8 - Stitt/cd REilrlings - This section 
contains a AfERP bibliography ................................... p. 226 

Appendix A-9 - � Rt(orrl SiwlJ - This section 
contains a number of record sheets and hexgrids 
that may be photocopied for your personal use 
during play ............................................................. p. 227-23 I 

Appendix A-10- � Tilblts - This section contains 
all of the AfERP tables. ranging from the tactical 
combat resolution tables to the summary and strategic 
tables for weather, treasure and prices ............. p. 232-265 

�UUIHIHIUIUD APPENDIX · A-I 
THE CHARACTER TEMPLATES 

The following rhiny-rwo pages contain sixteen character 
templates, each on two facing pages. Each of these templales 
i, � ready to play, completely developed MERE character. 
Section 3.0(p. 2 J )outlines what information is contained in 
� character template and how to use this information. 

I) Slack Nwnenorean Warrior (p. I 14-115)­
Inddzor is a male warrior. a haughty, mercenary oU[cast 
from Umbar. 

2) Rohir Warrior (p. 1 1 6-1 J 7) - A cool, but deeply 
passion3[t�, female warrior, Uowyn is an aspiring shield­
maiden. 

3) Dwarf Warrior (p. 1 18-119)- Bali Redhelm is a 
pugnacious Owarven male. a warrior from the Iron 
Hills. 

4) Sinda Elf Warrior (p. 120-121) _ Camthalion is a 
calm. nature-loving Elf-warrior. 

5) Dun lending Scout (p. 122-123) - Belefleca is a fiery 
and gregarious male Dunlending. H� fancies himself as 
author and poet. 

6) Hobbit Scout (p. 124-125) - Boffo Northlook is an 
adventuresome Fallohide male who hails from [he 
Nonhfarthing. 

7) Dwarf Scout (p. 126-127) - Owalin is a sober and 
JUspiciolls male who makes his home in the Blue 
Mountains. 

8) Silvan Elf Scout (p. 128-129) - Lothiniel is a 
cheerful. fun-loving Elf-maiden from nonhern 
Mirkwood. 

9) DUnadan Ranger (p. 130- 1 3 1 )  - Galadhil is a stern, 
'luiet man from the frontier of Arthedain. 

10) Woodman Ranger (p. 132-133) - Skurilla is a 
reserved but perceptive male who lives at Woodmen­
town in southern Mirkwood. 

I I) Dorwinadan Bard (p. 134-J 35) - A woman of 
Riavod, a port on the Sea of RhCin, Widonu is a hardy, 
wily, and friendly adventurer. 

12) Noldo Elf Bard (p. 136-137) - L61indir is a proud, 
cr�ative male who makes his home in L6rien. 

13) Sil van Elf Mage (p. 138-139) - Lamalas is a 
guarded. but fun-loving, male Avar who hails from the 
Elf-kingdom in northern Mirkwood. 

14) D{madan Mage (p. 140-141) - Mirwen is a serious, 
but in'luisitive female who is enamored of Jewel-craft. 

15) Half-elf Animist (p. 142-143) - Elbragol is a 
thoughtful and reserved Puedhil male who was raised 
by the Noldor of Forlindon. 

J 6) Beoming Animist (p. 144-145) - 6eralath is a 
mgged, jovial 6eijabar male who lives in the western part 
of the Anduin Vale. 

1"" " I l 3  
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B Culture/Race: Black Numcn6",an --- Indrizor - Profcssion: \ValT;or [ '* J LEVEL BONUS (Skill Bonus for Rank+Sut+Profc5sion) 
L""d 2 
Bonus 

Lenl 3 Level 4 uvd 5 uvd 6 Level 7 Level 8 uvcl 9 L""eJ 10 
Skill/Ability 

Experience Points: 10,000 

Mov�cn( & Manruvt;r: 
No Armor +30 
Soft Leather -15 
Rigid Lmhcr 
Chain 
Piau 

Wupon Skills: 
J-H Edged 
I-H Concussion 
2-Hmded 
Thrown 
M issile 
Pole-arms 

Genua! Skills: 
Climb 
Ride 
Swim 
Track 

Subtrrfuge Skilli: 
Ambush 
Sulk/Hde 
Pick Lock 
Disarm Trap 

Magical Skills: 
Rnd Rune 
Usc Item 
Directed Spells 

-30 
-5 

-70 

+43 
+33 
+3 

+33 
+33 
+33 

+31 
+6 

+41 
-24 

-25 
+10 
-25 
+0 

-25 
-25 
+0 

20,000 

+35 
-15 
-30 
+5 
-70 

+56 
+36 
+36 
+36 
+36 
+41 

+32 
+7 

+42 
+7 

-25 
+10 
-25 
+5 

-25 
-25 
+0 

Bonus 
30,000 

+35 
-15 
-30 
+5 
-70 

+69 
+39 
+39 
+44 
+39 
+49 

+38 
+8 

+43 
+8 

-25 
+ 10 
+5 
+5 

-25 
-25 
+0 

Miscellaneous lit Secondary Skills and Bonusn: 
P"Tception +S +10 +15 
Body Development 44 +57 +70 
Power Points 0 0 0 
Boat Handling +30 +35 +40 
Gambling +25 +25 +30 
Rope-Mamry +5 +5 +5 
Sky-Watching -25 -25 +5 

Bonus 
40,000 

+35 
-15 
-30 
+5 
-70 

+82 
+42 
+42 
+52 
+42 
+57 

+39 
+9 

+44 
+14 

-25 
+10 
+5 

+10 

-25 
-25 
+0 

+20 
+83 

o 
+45 
+35 
+5 
+10 

(ndriza.'. Tale_I "M ..,.i.ed ro bebemrth.n other Men. My father Ang�roth 
and mymother Z,nbd knew nO other WAY, for we are the true Mir. ofElro. and 
the lin. of West erne .... the nobbt of an th. &condbom. lt is both a bles.ing 
and . burden to have .uoh hallowed blood flow through your voi".. 

J wu born two doun yun ago at Ku.b-tuid. the .. Hors.-.pir .... On Tol 
GJingaJ nur Umbar. There. I 1e.rned to s.il. s .. im. fish. and re.d the .tau like 
••• ilor .. ed .o the se •. \Vhen 1 was seven. I wtnt .... yto Umwr. wher. 1 studied 
Ih. aTl$ of I.ngu>gt, commu.e. and war among others of my slOt ion. Many of 
u. d.shtd wi.h Our so·c.lled [)Unadan instructors. tho sdf-styled .. Cor .. i .... 

from Gondo •. They qu.slion"d the purity of ou, bloodlines. \V. qu.stioMd 
theirs. and they beat w; bm. we resolved to take 1M punishmenl and blO' get 
enn. 1 hate Ih.m like 1 bte lh. Eldu. No one i. betlcr than l.sav<: my .ncc.tors. 

When I reached twenty-one. I became bo.h . man .nd outCMe. While riding 
on a .. id .gain ... ome rcbel!iou. Harodrim. my company was ambwhed and I 
WM knocked unconlciou •. 1 .. as unjwtly accused ofbetnying my Lord Nilardu. 
Th. vile Cors.ir Prince in charge of my f,'e ,emembered my manner and 
condemned me. Offered the choice of uil. or u.cution. I cho.e the formrr. I 
have w.ndered ever since. serving as • mercenary and hoping to find tnough 
weal.h 10 go back home. ,tpurcha •• my ciliunship. and ",.bim my honor. 

Although J could nol ... my family before leaving Umb ... I .. as .nowed .o 
sec my young« brother. H. brought me my blur_bl.ck mail. and the .h.rp ... dged 
round-.hidd forged by my gnndf.thd. father. Thi. enchamed shield noau 
.top.ny liquid (will .lso no.t up to 500 lb.)' M .table 0 • •  wid. bo.t, and Serves 

m. well on sell and st,unu .lik •. 

CHARACTER. BACKGROUND & HlSTOR Y 

Bonus 
50,000 

+35 
-15 
-30 
+5 
-70 

+92 
+45 
+45 
+60 
+45 
+65 

+45 
+10 
+45 
+15 

-25 
+15 
+5 

+10 

-25 
-25 
+0 

+25 
+96 

o 
+50 
+40 
+5 

+15 

Bonus 
70,000 

+35 
-15 
-30 
+5 
-70 

+99 
+48 
+48 
+68 
+48 
+73 

+46 
+ 1 1  
+46 
+21 

-25 
+15 
+5 

+15 

-25 
-25 
+0 

+30 
+109 

o 
+55 
+45 
+5 

+20 

Bonus 

90,000 

+35 
-15 
-30 
+5 
-70 

+106 
+51 
+51 
+76 
+51 
+81 

+52 
+12 
+47 
+22 

-25 
+20 
+5 

+15 

-25 
-25 
+0 

+35 
+122 

o 
+60 
+50 
+5 

+25 

Bo"� 

1 10,000 

+35 
-15 
-30 
+5 
-70 

+113 
+54 
+54 
+84 
+54 
+89 

+53 
+13 
+48 
+28 

-25 
+20 
+5 

+20 

-25 
-25 
+0 

+40 
+135 

o 
+65 
+52 
+5 

+30 

TOI�1 wti,gbl: 74.5 !b _ wirbo"t b.l(tl"',i- 30lb 

Bonus 

[30,000 

+35 
-15 
-30 
+5 
-70 

+120 
+57 
+57 
+92 
+57 
+97 

+59 
+14 
+49 
+29 

-25 
+25 
+5 

+20 

-25 
-25 
+0 

+45 
+148 

o 
+70 
+54 
+5 

+35 

Bo"� 

150,000 

+35 
-15 
-30 
+5 
-70 

+[25 
+60 
+60 

+100 
+65 

+!QS 

+60 
+15 
+50 
+35 

-25 
+25 
+5 

+25 

-25 
-25 
+0 

+50 
+161 

o 
+75 
+56 
+5 

+40 

EM,,,mbrQM(C Pm�lty.· +0: 0-60 Ib; -5: 61-80 lb; -10: 81 �IOO Ib: 
-15: JOI�120 !b; -25: 121_140 Ib; -35: 141�I60 lb 

Chain Annor Sc�d Helm (-5 to Pcrc�ption) 
AmI Greaves (.5 co al1 OBs) 
Bro.dsword (+ I 0 OB) (3 Ib) Spear (S ib) 
Handan(S Ib) D:tgg� (1 lb) 
Shi�ld (+25 DB. special; se� background) (15 Ib) 
Clothes & Person.1 EfT�cts (indudes boots. cloak. weapom bdt) 
Bdt Pouch (w/money. Flint & Steel) � 9 sp. 3 bp. 5 cp, 2 tp (l ib) 
Backpack & Fumt: (holds 45 1b, wt:ighs 3 lb) Bedroll (S ib) 

Tent (9 Ib) Lock Pick Kit (0.5 Ib) 
50' superior rope (3 Ib) 9 torcht:s (9 Ib) 
Watmkin ( l lb) Trail Rations ( I  week, 14 1b) 

STARTING EQUIPMENT & MONEY 



( *" 1 Culture/Race: Black Numen6rean 

Height: 6'4" 

Weight; 225 lb. Lmguage 
Hair/Eyes: Bbck/Guy Adunaic 

Gender/Age: Male/25 W .. stron 
Realn>; Channeling Haradaic 

D�eanor: Haughty Apysaic 
Personality: Confident Black Spt"ech 
Motivation: Sdf Interest VU;l.dja 
Alignment: SelfC .. mered 

S�, Value Bonus Spell Lim 
Strength 90 +10 I) 

Agility 100 +25 2) 
Constirution 79 +10 J) 

Intelligence 58 +0 4) 
Intuition J6 +0 5) 
Presence 62 +5 6) 

Appearance 96 7) 

Lvi I 
"'nk 

5 
5 
5 
2 
2 

- Indrazor - Profession: Warnor 

Current u:vd: EXp"rience Points: 

New Ranks/ 
Level Learned 

Level Learned 

Skill/Ability 
Level Item 

Bonw t Bonus 

Movement &. Maneuver: 
No Annor 
Soft Leather 
Rigid Leather 
Chain 
Plate 

Weapon Skills: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
MiS5ile 
Pole-anns 
General Skills: 
Climb 
Ride 
Swim 
Track 

SubterfUge Skilli: 
Ambush 
Stalk/Hide 
Pick Lock 
Disann Trap 

Magical Skith: 
Read Rune 
Use Item 
Directed Sp"lIs 

+IO/-5 
-5 
-5 
-5 
-5 
-5 

-5 

MiKdb.nww &. Secondary Skills: 
Perception -5 
Body Devclopmem 
Power Points 
Boat Handling 
Gambling 
Rop"-Ma .. suty 
Sky-Watching 

Special Bonwcs: 
Essence RR: +0 
Channeling RR: +0 
Poison RR: +15 
Disease RR: + J 5 
Defensive Bonus (DB): +15 
Base Sp"11 OB, +0 
Encumbrance Penalty __ _ 

+25 
-5 

Special T oul 
Bonus BonusjType 

MM 
MM 
MM 
MM 
MM 

0. 
0' 
0. 
0' 
0. 
0. 

MM 
MM 
MM 
SM 

50 
50 
SM 
SM 

SM 
SM 
0. 

SM 
50 
50 

___ SM.MM 
SM 
SM 
SM 

OR 
OR 
RR 
RR 
0. 
OS 
SP 

�r��w�l----------�EQ-�-�-'m--&�M�oN-<y-----------1----------�N-o=------------�l�l 



B CulturdRace: Rohir - Leowyn- Profusion: W'arnot � LEVEL BONUS (Skill Bonus for Rank+Sbt+Profcnion) 
unl I uvel 2 Level 3 Lenl 4 uvd 5 uvd 6 uvd 7 unl S Lenl 9 uvcl iO 

Skill/Ability Bonus Bonus Boow Bonus Bonus Boow Bonus Bonus Bonus Bonm 
E"'fU!ricncc Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 1 10,000 130,000 [50.000 

Movement &. Maneuver: 
No Annat +25 +25 +25 +25 +25 +25 +25 +25 +25 +25 
Soft Leather -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
Rigid Leather -5 -5 -5 -5 -5 -5 -5 -5 -5 -5 
Chain -.5 -5 +5 +5 +5 +5 +5 +5 +5 +5 
Plate -70 -70 -70 -70 -70 -70 -70 -70 -70 -70 

Wupon Skilli: 
I-H Edged +38 +5. +64 +77 +82 +87 +92 +97 +102 +107 
I-H Concussion -7 -4 -. +2 +5 +8 +f f +14 +47 +50 
2-H:mdcd -7 -4 -. +2 +5 +8 + f f  +44 +47 +55 
Thrown -2 +. +4 +7 +10 +13 +'6 +49 +57 +65 
Missile +33 +4' +49 +57 +70 +83 +9' +96 +IOJ +.06 
Polc-afins +28 +36 +44 +52 +60 +68 +8' +89 +94 +99 

General Skills: 
Climb -4 -3 -2 +29 +30 +31 +32 +33 +34 +35 
Ride +46 +52 +55 +58 +6' +64 +67 +70 +73 +76 
Swim +26 +27 +28 +29 +30 +31 +32 +33 +34 +35 
Tuck -f9 -f8 +13 +14 +15 +'6 +22 +23 +24 +30 

Subt .. rfUgc Skills: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +5 +5 +5 +.0 +15 +15 +20 +25 +25 +30 
Pick Lock -20 -20 +.0 + .0 + 1 5  +20 +20 +25 +30 +30 
Disann Trap -25 +5 +5 +10 +10 +15 +20 +20 +25 +30 

Magic.a.l Skills: 
Read Rune -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
Usc hml -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Dir�[cd S�Hs -5 -5 -5 -5 -5 -5 -5 -5 -5 -5 

MisccUanrous & �condary Skills and Bonwn: 
Perception +.0 +15 +20 +25 +30 +35 +40 +45 +50 +52 
Body Development 29 36 44 Sf 59 66 74 " 89 96 
Power Points • 2 3 4 5 6 7 8 9 10 
Animal Handling +5 +5 +5 +5 +.0 +10 +.0 +10 +15 +15 
ContortioN -5 -5 -5 +25 +30 +35 +40 +45 +50 +55 
Horseback Gymn;astic.s -5 -5 -5 +25 +30 +35 +40 +45 +50 +55 
First Aid -20 +.0 +.0 +10 +10 +15 +15 +15 +20 +20 
Foraging +5 +10 +15 +20 +25 +30 +35 +40 +45 +50 
Sky-Watching +5 +.0 +15 +20 +25 +30 +35 +40 +45 +50 

Uowyn's TaI� _ Ju a youlh riding near my home in Aldourg, I knew Ihat J TOI�I "oWi:bI: 40 Ib � wi/hoWl saJJ/d.:r.g1 - 23.5 [b 
comrol a stced and widd a sword �lIer than my gifted brother. I ",sented Ih. E"(M",/rrQ"rt PmQlty: +0: 0-35 [b; -10: 36-45 Ib; -20: 46-60 Ib; 
f""l that I could not fight with the muster of my kind. It seemed "nnge that the -25: 61-80 Ib; -30: 8[-100 Ib: -35: 101-120 Ib wild Dunlending women could run to oml •. whil. Ih. daught.rs of the Mark 

Chain Annor Steel Helm (-5 to Perception) ,ured home tending th. heanh. 
My ...,sdusn .... led me 10 s.cc...,dy mimic my bmthd. rn:tnial lraining and. Shield (+20 DB) (8.5 [b) Broadsword (+I 5 OB) (3 [b) 

by the time boys began to notice my fair form. 1 could wrestle and Ihrow a '!Xu Composite Bow (3 Ib) 2 Quivers (20 Arrow each) (7 Ib) 
lik. a young Cai,!. Twice 1 threw my oro.he, for a faU as we lusded over Dagger (l ib) 
Midwimcr pudding. Unfen, my father. soon became disturbed with my Horse & Equipment (GM discretion) 
ambition 10 ride as a shield-maiden . •  o he sent m. wcSl IO my aunt Brc<lwyn'. 

Clothes & Personal Effects (includes boou, doak, weapons belt) hom. in Ih. o.:eping Conmb. Th • ...,. at the Snolocn manor, I was to lucn how 
10 � a good womon and wife. The widow Breawyn undcrotood my passions, Selt Pouch (wi money, Flint & Sted) _ 17 sp, 2 bp, 3 cpo 4 tp (l Ib) 
though. and allowedm. my tim •. She was good to me.She e.enga.e m. he,son'. Saddlebags (holds 15 lb. wdghs 1.5 Ib) 
fI .. , m�i1 hauberk, ;oJ weI! as Ihe helm .nd we.ponry of hi. youth. Sedroll (3 Ib) Lock Pick Kit (0.5 Ib) 

I (el! in [ave with Argulf. the third son ofB",.wyn's nur ... 1 neighbor. W. 
25' superior ro?" (1 .5 Ib) 5 torch.s (S ib) 

di.ag",.d.1 lim .... but he too res!Xcted my.spintion •. He [oved me and I loved Waterskin (l ib) Trail Rations (2 days, 4 Ib) him, and w. rod. �nd "'ng and jok�d log�.her ofT and on for fWo wonderful rurs. 
n.n, while wilh ourpcopJe"' envoy in Gondor, be w�' murde...,d. l. wu uid 

Ih�[ one of hi. fellow Rohinim may have killed him for th. lockel l gayt him. 
A d�y after I hu.d ofh .. passing. ! bid f • ...,w.ll to B...,.wyn �nd rode easlward 
10 the South Kingdom. I h.yt sent mess,g ... home to bo.h my mothr and my 

� .unt. but I h.ve yellO look back. Now [ .id. 10 find Argulr. murderer. [!] CHARACTER BAC]{GROUNO & HISTORY STARTING EQlJIl'MENT & MONEY 



level Item Special Total 
Skill/Ability Bonus t Bonus Bonus Bonus/Type 

Movement lit Maneuver: 
No AnnoT 
Soft Leather 
Rigid Leather 
Chain 
Plate 

Weapon Skills: 
I-H Edged 
r -H Concussion 
2-H�nded 
Thrown 
Missile 
Pole-anns 

General Skills: 
Climb 
Ride 
Swim 
Track 

SuburfUge Skills: 
Ambush 
Stalk/Hide 
Pick Lock 
Disaml Trap 

Magical Skilli: 

+15 

1 _____________________ r-____________________________ � Read Rune 
Height: 5'5" 

Weight: 130 lb. Language 

Hair/Eya; Blonde/Blue Rohimc 

�nder/Age: Ft'malc/27 Westron 

Realm: Essence Dunael 

Demeanor: Fomlal Silvall 
PU50nality: Cautious 

Motivation; Preserve Clan 

Neutul 

Lvi I New Ranks/ 
Ronk level learned 

5 
5 
J 

2 

Use Item 
Directed Spells 

Miscellaneous lit Secondary Skills: 
Perception -5 
Body Development 
Powu Points 
Animal Handling 
Contortions 
Hornback Gymnastics __ _ 

First Aid Alignment: I----"---------------j----------------------------� Foraging 
Stat Value Bonus 

Strength 90 +15 
Agility 99 +20 

Constitution 87 +5 
Intdligence 79 +5 

Intuition 54 +0 
Presence 47 +0 

Appt'arance 94 

Spell usu LvI learned 

1) _____ --

� ---------

J) _______ __ 
4) 

_
_

_

___

__ 

__ 

5) ______________ __ 
6) ______________ __ 
7) 

Sky-Watching 

Special Bonuscs: 
Essence RR: +5 
Channeling RR: +0 
Poison RR: +S 
Diseasf" RR; +5 
Ddensive Bonus (DB): +20 
B:l.'Ie Spc!l OB: +0 
Ellcumbrance Penalty __ _ 

+20 

MM 

MM 

MM 
MM 

MM 

DB 
DB 
DB 
DB 
DB 
DB 

MM 

MM 
MM 
5M 

SP 

SP 
SM 

SM 

5M 

SM 
DB 

SM 
SP 

SP 

SM 
MM 

MM 
SM 

SM 

5M 

RR 
RR 
RR 
RR 
DB 
DB 
SP 
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B Culture/RAce: Dwarf - Bali RJ,dhelm -

LEVEL BONUS (Skill Bonus for Rank+Stat+Prof�5ion) 
uvd I 
Bonus 

uvd 2 
Bonus 

Lnd 3 uvd 4 I1vd 5 Level 6 Level 7 Level 8 Level 9 
"'mw 

uvd 1 0  
"'mw Skill/Ability Bonus Bonus Bonus Bonus 80nIU Bonus 

Experimce Points: 10,000 

Mov�ent & M.3neuver. 
No AnnaT +5 
Soft Leather -40 
Rigid Lcathn- -25 
Chain +5 
Plate -60 

Weapon Skills: 
I-H Edged 
I -H ConCUS5;on 
2-Handed 
Thrown 
Missile 
Pole-anru 

Gmt:ral Skilk 
Climb 
Ride 
Swim 
Track 

SubtufUge Sk.illi: 
Ambwh 
Stalk/Hide 
Pick Lock 
Disann Trap 

Magical Skills: 
Read Rune 
Use Item 
DiRcted Spdl5 
New Spell Lists 

+3 
+58 
+33 
+8 
+8 
+3 

+6 
+1 

-19 
-24 

-25 
+0 

+ 1 0  
+0 

-25 
-30 
-25 

20,000 

+5 
-40 
-25 
+15 
-60 

+6 
+71 
HI 
+11 
+ 1 1  
+36 

+7 
+2 
-18 
-23 

-25 
+5 

+10 
+5 

-25 
-30 
-25 

30,000 

+10 
-10 
-25 
+15 
-30 

+39 
+84 
+49 
+14 
+14 
+39 

+8 
+3 
-17 
+8 

-25 
+10 
+15 
+5 

-25 
-30 
-25 

Miscdlmeous 1\1. Secondary Skills and Bonusu: 
Perception +5 +s +S 
Body Development 60 73 86 
Power Points 0 0 0 
Caving -25 +5 +S 
First Aid -30 +0 +0 
Foraging -25 -25 +5 

40,000 

+10 
-10 
-25 
+15 
-20 

+42 
+89 
+62 
+17 
+22 
+42 

+9 
H 
- 1 6  
+9 

-25 
+15 
+15 
+10 

-25 
-30 
-25 

+10 
99 
o 

+5 
+0 

+10 

&.Ii Redhdm'. T:ole _I g"'w up in Ih� Iron Hm., nut Ih� h .. dwalers or Ih. 
river Carnen, Th.n:, I lind wilh my r.ther Nain and Sp¢nt my swumers on 
"'p"dilions in.o .he Grey Mountains. It was during my tenlh such sojoum thaI 
.h� I[�.d ... h Lomaw claimed Nain', lif�. Hi. drath placed Ih. family mantle 
upon my .houlders and, .hough 1 h�"e resolved '0 ,lay th. � •• t and claim his 
,ro� has my f.thu'. he.d_price. 1 unduJland tnall musl bide my ,ime and .efine 
my skilb. Other. of my kind find my reslraim ..... nge, bUI I resp"ct and fonow 
Ihe way. of my falh .... fon:fOlh�rs. W. ar� never ruh. Our (;n:. run 100 deep. 

Now.! wander in .ureh of a D ... gon-slaying axe. w ,hal l can f�H Lomaw 
and complete my que.!. My brolher Gili remai"" 1 home, acting in my stud 
while I leam neW ways and finish my long �arch. He is a sl"lwan fighlu, and 
I lruSt him more .han anyone. 

Like.ll Naugrim, I tole"lIe Ihe Nonhmen and suffer Ih� company of olher 
Hildo. fairly well. 1 .m suspicious of 'Ofl, cily folk and prct.ntioul EI .... _ 
.. pccially the Noldor. Still. I will deal with .nyon. who helps funher my goal 
and accords m. honouble ... pcct. 

I walk whe.e o,h ... . ide. bearing ,he arms of my line with pride. Unfonu­
nately. I find my,clf comp"Jlcd.o ke.p my magic helm in my p;lck. InSlud of 
scaring .rav.n ... with my rerocious.looking ned cowl. I cover my h.ad with . 
deep blue hood. However, wheneyer [ wur thi. enchantcd hood. I can lummon 
my hclm 10 my h •• d and any wC3pon on my beh 10 my hand with • simple 
command: ''Nvw !.. "dy!N 

50,000 

+10 
-10 
-25 
+15 
-10 

H5 
+94 
+75 
+20 
+30 
+45 

+15 
+5 
-15 
+10 

-25 
+20 
+20 
+10 

-25 
-30 
-25 

+10 
1 1 2  
o 

+10 
+0 

+10 

70,000 

+10 
-10 
-25 
+ 1 5  
+10 

+48 
+99 
+88 
+23 
+38 
+48 

+16 
+6 
-14 
+ 1 1  

-25 
+25 
+20 
+15 

-25 
-30 
-25 

+ 1 5  
125 
o 

+10 
+0 

+ 1 5  

90,000 

+10 
-10 
-25 
+15 
+10 

+51 
+104 
+96 
+26 
+51 
+51 

+22 
+7 
-13 
+12 

-25 
+30 
+25 
+15 

-25 
-30 
-25 

+15 
138 
o 

+15 
+0 

+15 

1 10,000 

+10 
-10 
-25 
+15 
+ 1 0  

+54 
+109 
+101 
+29 
+64 
+54 

+28 
+8 
-12 
+ 1 3  

-25 
+35 
+25 
+20 

-25 
-30 
-25 

+20 
1 5 1  
o 

+15 
+0 

+25 

TO'dl wt1"i'f: 57 Ib - "",1.0 .. , &.clpui - 20 Ib 

130,000 

+ 1 0  
-10 
-25 
+ 1 5  
+10 

+57 
+ 1 1 4  
+106 
+32 
+77 
+57 

+34 
+9 
-I I 
+ 1 4  

-25 
+40 
+30 
+20 

-25 
-30 
-25 

+20 
164 
o 

+20 
+0 

+35 

150,000 

+10 
-10 
-25 
+15 
+10 

+60 
+ 1 1 9  
+ 1 1 1  
+35 
+83 
+65 

+40 
+10 
-10 
+15 

-25 
+45 
+30 
+25 

-25 
-30 
-25 

+25 
I77 
o 

+20 
+0 

+45 

En",,,,ln-dnct Pntdity: +0: 0-60 Ib; -5: 61-80 Ib; -I 0: BI-I00 Ib; 
-20: 101-120 Ib; -35: 121-140 Ib 

Chain Annat (+ 1 0  DB) Shidd (+25 to DB. B.5 Ib) 
Leg 

& 
Arm Greaves (-S OBs, -5 M&M bonuses) 

Ste.1 Helm & Blue Hood (-5 Percrption, special: sec background) 
Banle-A:re (+15 OB) (3 lb) War Hamm�r (5 Ib) 
Sling (0.5 Ib) Pouch (20 scones) (3 Ib) 
Clath.-s & Personal Effect.'! (ind. annar. hoots, cloak, weapons belt) 
Belt Pouch (w/money, Flint & Steel) - 7 gp, 7 sp, 7 bp, 7 tp (l ib) 
Backpack & Frame (holds 45 Ib, weighs 3 Ib) Bedroll (5 lb) 

T arp (4 lb) Lock Pick Kit (0.5 lb) 
SO' superior rope (3 II» 7 torches (7 Ib) 
Waterskin (l Ib) Trail Ratiolu (I w�ck. 14 lb) 
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� CulturdlUct:: Dwarf 

Height: 4'10" lvi i 
W .. ight: 165 lb. Language Rank 

Hair/Eyes: Black!Grc:y Khuzudul 5 
Gt:nder / Age: Male/25 \Vcstron 5 

Rulm: Channeling Sindann 3 
Demunor; Sober, Quiet Urn;tic 2 

Perlonality: Pugnacious Silvan 2 
Motivation: PT'Qu(t Rae .. 

- Bali R.edhelm - Profession: Warnor 

Nt:w Ranks/ 
Levu Learned 

CulTent Level: Experience Points: 

t - TiLk. e M u .. r So ....... . for .ho O" ..... nl Lew] from ,he p .. ..;""" P'g<. 

Skill/Ability 
l..evu hem 

Bonw t Bonou 

Movt:menc & Maneuver: 
No Annor 
Soft Leather 
Rigid Ltathcr 
Chain 
Plate 
Weapon Shlli: 
I-H Edgt:d 
J -H Concussion 
2-Handed 
Thrown 
Mii15i1c 
Pole-anns 
G",nera.! Skilli: 
Climb 
Ride 
Swim 
Track 

Subterfuge Skills: 
Ambwh 
Stalk/Hide 
Pick Lock 
Disarm Trap 
Magical Skills: 
R��d Run� 
U�h�m 
DirCCl�d Spells 

-5 
-5 
-5 
-5 
-5 

-5 
-5 

+ 10/-5 
-5 
-5 
-5 

Mi.KtlI:mCOU$ at Sccond:l.ry Skills: 
Perception -5 
Body D�vdopmcnt 
Power Points 
Caving 

Toul 
Bonus/Type 

MM 
MM 
MM 
MM 
MM 

a. 

0. 

___ a. 

0. 

___ a. 
OR 

MM 
MM 
MM 
SM 

SP 
SP 
SM 
SM 

SM 
SM 
a. 

5M 
SP 
SP 

Alignmrnt: Laws/Principles 1 ___ C:�CCCC�:CC2�C::CCC1-______________________________ � Fin{Aid 
.--5M.MM 

5M 
SM 5,,, VaJut: Bonus 

Strength 98 +25 
Agility 77 +0 

Constitution 93 +25 
Inttlligencc: 63 +0 

Intuition 55 -5 
Pr .. �n( .. 43 -5 

AplX'aranct 49 

Spdl Lists uvd uun�d 
1) _______ _ 

2) ______ _ 

3) _______ _ 

4) _______ _ 

5) ______ _ 

6) _______ _ 

7) 

Foraging 

Spt:cial Sonwa: 
Ess�ncc RR; +40 
Channeling RR: -S 
Poison RR +35 
Oi�ase RR: + 3S 
l).:fclUivc Bonus (DB): +0 
B:m Spell OB; +0 
Encumbnncc Pcn�lry __

__ 
_ 

+20 

RR 
RR 

___ RR 
RR 
D. 
a. 
SP 

�[��l�--------E�Q-�,-M��&�M�ON-,,----------L-------�N�o-=----------�l�l 



[ I20] Culture/Race: Sinda Elf - Camthalion - Profusion; \V;tmor � 
LEVEL BONUS (Skill Bomu (OT Rank+Stat+PTofc.uion) 

Level I l...t:ve1 2 uvd 3 uvd 4 uvd 5 Level 6 Level 7 Ltvd 8 Levt:1 9 Levt:I IO 
Skill/ Abiliry Boow Bonus Boow Boow Bonus Bonus Boow Bonus Boow Boow 

Experience Point:l: [0,000 20,000 JO,OOO 40,000 50,000 70,000 90,000 1 10,000 130,000 150,000 

Movfinent &. M:!.n .... vt:r: 
No Annar +35 +35 +35 +35 +35 +35 +35 +35 +35 +35 
Soft Leather -IS -IS -15 -15 - 15  - 15  - 15  - 15  -15  -15 
Rigid Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 -30 
Chain -60 -60 -60 -60 -60 -60 -60 -60 -60 -60 
Plate -75 -75 -75 -75 -75 -75 -75 -75 -75 -75 

Weapon Skills: 
I-H Edgw +23 +31 +39 +47 +60 +73 +81 +86 +91 +96 
I-H Concussion -12 -9 -6 +27 +30 +33 +36 +39 +42 +45 
2-Handed -12 -9 +24 +27 +30 +33 +36 +39 +42 +45 
Thrown +3 +36 +39 +42 +45 +48 +51 +54 +57 +60 
Missil .. +48 +61 +74 +87 +92 +97 +102 +107 +JI2 + 1 17 
Pole-arms +18 +21 +24 +27 +30 +33 +41 +49 +57 +65 

General Skil.lt: 
Climb +31 +32 +38 +39 +45 +46 +52 +53 +59 +60 
Ride +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Sw im +36 +37 +38 +39 +40 +41 +42 +43 +44 +45 
Tnck +6 +7 +8 +9 +10 + 1 1  +12 +13 +14 +15 -
Subterfuge Skills; 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Sulk/Hid" +40 +45 +50 +55 +60 +65 +70 +72 +7. +76 
Pick Lock +5 +5 +10 +10 +15 +15 +20 +20 +25 +25 
Disann Tnp -10 +20 +20 +25 +25 +30 +30 +35 +35 +40 

Magical Skills: 
Read Rune +5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
U5<: hml +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 
Dif<"CtM Spdls +0 +0 +0 +0 +0 +0 +0 +0 +0 +0 

Miscellaneous &. 5«oncbry Skills and BonUSl'!s: 
Pt:rct:ption +35 +40 +45 +50 +55 +60 +65 +67 +69 +71 
Body Development 28 36 43 51 64 77 90 103 1 1 6  129 
Pown' Painu I 2 3 4 5 6 7 8 9 10 
Acrobatia +30 +35 +40 +45 +50 +55 +60 +65 +70 +75 
Boat Handling -10 +20 +25 +30 +35 +40 +45 +50 +55 +60 
First Aid +5 +10 +15 +20 +25 +30 +35 +40 +45 +50 
Foraging +20 +25 +30 +35 +35 +35 +40 +45 +50 +55 
Mcditadon -5 +25 +25 +30 +30 +35 +35 +40 +40 +45 
Sky-Watching +20 +25 +30 +35 +40 +45 +50 +55 +60 +65 

Camthalio,,'s Talt: _ I  have �Iways loyed Co follow che bo. ... u chat climb �nd TOld/ writJ!l: 25.5Ib - wi/boWl S4Uhrl- 1 6  lb 
leal' {hrough {he high boughs of (h� foresu nUr my home in Lindanut. Th."" &n.mbrd"" P,"�lry: +0: 0-35 Ib; -5: 36-45 Ib; -10: 46-60 lb; 
ami<u{ lhe g",a{ t"'e' ofH.,lindon, I lurned to live close to the SUts. -IS: 61-80 [b; -20: 81-100 Ib; -25: 101-120 Ib; 

Like my twin brothtt H�ldamir. I h�,... one green e� �nd one blue eye, -40: 121-140; -50: 141-160 although mine a", .witched. My right e� has � sky-colored hue, the Slme ,M,f" 
found in his l.ft .�. Our m.ntor. the !>.ard Arovesll, uud to Sly tMt we could Dagger ( l ib) Long Bow (+10 OS) (3 Ib) 
know the "other side of each o.h.,," .h. f.cling ,f"ep bo.hind nth other'. worW. Broadsword (4 Ib) 2 Quivers (20 Arrows Each) (7 lb) 
I only know IMI, howe"", far we upar:lled, we could fcd uch Other'. motta! ClOthes &. Ptt'S(lnal Eff.cts (includ.-s boots. cloak, wrapons bdl) 
p.1in. �nd furs. This is why I know my brolher is dud. 

Belt Pouch (w/morn'Y, Flint &. Sted) - 3 sp ( l Ib) Haldamir [.ft hom. {wo y.a .. ago. H. planned to ride", LOri.n, and ,hen on 
to Bdfala. in wuthe,n Gondor. He sought a bdl, which was crcot.d by ourgrcat Satchel (holds 10 Ib, weighs l Ib) I Torch (l ib) 
uncle for the L:.dy G:.ladriel. for it i. soid that within this mystical instrumHlt 50' superior rope (3 !b) Lock Pick Kit (0.5 Jb) 
i. a mirror thai alUw ... the d.,k quution. of Ihe .piri! and .bw!ycs all lament. Waterskin (1 Jb) Grtatbread (1  week. 4 Ib) 
O.eply croub[.d by hi. Sc:a-longing and the loss of his young Ion Leni.n, 
Haldamir (.It compelled to pron the nf':lcity of this uk Now h. i. 1001. I have 
r .. olved 10 fond him. 

I loye bo.asl$ and other E[ns, but I minru.t Men. I hat. Iheir disdain (or 
""lure, �nd thtit thint to scttlc (>'('1)' corner of the [and. $rill, I can weather any -
storm ifil'J nece�ry. Btuing the magic longbow Haldamirp .. scnled me upon 
his dcputu"" I �m confident mough (0 tackle the crowded highw:ays of 

� northwestern Endor. � CHAR.ACT'ER BACKGROUND & HISTORY STARTING EQutPMENT lie MONEY 



� CulturdR:l.c� Sind", Elf 

H�ight: 6'5" Lvi r 
Wt:ight: !92lb unguagt R.nk 

Hair/Eya: BJond�/BI.-Gr. Sindarin 5 
<xnder lAg"': Mald27 WNrron 5 

Ralm: Ch;tnnding Silvan 5 
Demtanor: Calm, Quiet QuenY:I 4 

Pcnonality: Calm, Conrent W�ildyfh 2 
Motivnion: Alturistic Rahimc 2 
Alignment:: Good Nahaiduk 2 

5u< Value Bonus Spdl Lis15 
Strength 90 +10 !) Surfacc Ways 

Agility 96 +25 2) 
Corutinlfion 76 +10 3) 
ImtHigencc 44 +0 4) 

Intuition 90 +15 5) 
Presence 92 +20 6) 

Appt:lr:lncr 87 7) 

- Camthalion - ProfcS$ion: \Varrior 

New R:mluJ 
uvel l...t:arned 

Level Lc:arncd 
I" 

Current uvel: E:t�ricnce Poin15: 
f - T"'� It.. L ... I &or.u... for ,he Curnnt Un! fi.om ,I.. pr ... ious page. 

Skill/Ability 
uvd h",m 

Bonus t Bonus 
Movement &. Maneuver: 
No Armor 
Soft Leather 
Rigid l...t:athcr 
Chain 
Plate 
Wnpon Skills: 
I-H Edged 
I-H ConCUS$ion 
2-Handcd 
Thro� 
Missile 
Pole-anns 
General Skilli: 
Climb 
Ride 
Swim 
Track 
Subterfugt Skills: 
Ambush 
Stalk/Hide 
Pick Lode. 
Disann Trap 
Magical Skilli: 
Read Runt 
Use Ictm 
Directed Spdls 

+10 

Miscdlanrous .& Secondary Skilli: 
P�rception 
Body Iftvtlopment 
Power Points 
Acrob�ria 
Boat Handling 
First Aid 
Foraging 
M�ditation 
Sky-Watching 
Spuial Bonuns: 
Essenc� RR; 
Ch�nnding RR: 
Poison RR: 
Disease RR; 

+0 
+IS 
+20 

+110 
D�fe!Uivr Bonus (DB): +25 
Base Spell DB; +0 
Encumbrance Penalty __ _ 

SpKial 
Boow 

Taul 
Bonus/Type 

MM 
MM 

MM 

MM 
MM 

0' 

0' 
0' 

0' 

0' 
0' 

MM 

MM 
MM 
SM 

SP 

SP 

SM 

SM 

SM 
SM 

0' 

SM 

SP 

SP 

MM 

__ MMSM 
SM 

SM 
SM 

SM 

RR 
RR 

___ RR 
RR 
0' 
0' 

SP 
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� CulturdRace: Dunlendin\! - BelefIeca - Profession: Scom f + J LEVEL BONUS (Skill Bonus for Rank+Sbt+Profc.uion) 
Level I Level 2 Level J Levd 4 Levd 5 Level 6 uvd 7 Level 8 Level 9 

Bonus 
level IO 

Boow Skill/Ability Boow 

Expuiencc Points: 10,000 

Movement &: Maneuver: 
No AnnaT +20 
Soft Leather -30 
Rigid uathcr -15 
Chain -60 
Plate 

W capon Skills: 
I-H Edged 
J-H Concussion 
2-Handcd 
Thrown 
Missile 
PoJc-a� 

General Skills: 
Climb 
Ride 
Swim 
Track 

Subterfuge Skills: 
Ambush 
Stoilk/Hidr 
Pick Lock 
Disann Trap 

Magical Skills: 
Rud Rune 
Use Item 
Directed Spdls 

-75 

+16 
+16 
-14 
+26 
+16 
+26 

+61 
+ 1 1  
+16 
+6 

I 
+22 
+7 

+12 

-25 
-20 
-15 

Bonus 
20,000 

+20 
-30 
-15 
-60 
-75 

+22 
+17 
-13 
+32 
+17 
+32 

+67 
+12 
+17 
+12 

2 
+29 
+14 
+19 

-25 
-20 
-15 

Bonus 

30,000 

+20 
-30 
-1 5  
-60 
-75 

+28 
+18 
-12 
+38 
+18 
+38 

+73 
+13 
+18 
+18 

3 
+36 
+21 
+26 

-25 
-20 
-15 

Miscellaneous &: Secondary Skills and BonUleJ: 
Perception +18 +26 +34 
Body Development 37 43 48 
Power Points I 2 3 
Acrobatics 
Acting 
Contortions 
Foraging 
Public-Spcaking 
Singing 

+5 
+30 
-15 
-20 
+30 
+30 

+35 
+30 
+15 
+10 
+35 
+30 

+40 
+35 
+15 
+10 
+40 
+35 

Boow 

40,000 

+20 
-30 
-15 
-60 
-75 

+34 
+19 
-II  
+44 
+19 
+44 

+79 
+14 
+19 
+24 

4 
+43 
+28 
+33 

-25 
-20 
-15 

+42 
54 
4 

+45 
+35 
+20 
+15 
+45 
+35 

Belefl.:�a·, Tale _ My mOlh�r Malbicu used 10 say: "nrwr '" ojr.;J '" s"'�'" 
.. ptr;oliy ,,,. Min oj R.J..n, »l lLKd 10 laugh �t all h�r wonderful stories and adages. 
bm remember this one most. Oddly enough. though. 1 fai!«I lo \"ah htr advice 
10 h •• rI. I still shudder ot sn.hs . •  nd I still fur the RohilTim. I'll pet �ny wolf. 
no matter how (eral. ond I'll duel any Troll Or Ore. bm I wi!! not walk among 
snakes Or confront a Man from Rohan. It i. a strange fur born. out " song I 
heard while I still a stumbling child. I cannOt sh.k. Ihe feding. 

Nonetheless. I love to .ravd. uptci.!!y in the wild. and I Iu...., ... ol....,d to 
chronicle my journeys in both song and pro.e. It i. for this ... $On th.r I I.ft my 
ancestr.l home in Cillien-o-Cils[rcm in DunfuI"2n. Equipptd only wi[h" stout 
spt.r. " shield . •  handa�e . •  nd " book of precious writing skins. 1 now seek an 
adventure worthy onore. It i. my hopt to .. ak. " pl.ce in the rich history of my 
ptople. My '''tor M�ra predicted my f.me. and I.m sure [h.t winding journeys 
will prove heT visions [rue. 

Without doubt. 1 am br .. h and boisterous and given [0 singing songs with 
the slightest suggestion or whim. My fdlow Dunmcn comidu me gregarious. 
but other ptoples label me loud. Perhaps the Men o( the Hill. aT< loud by their 
SI.nd:ords. but we 3rt h"rdly as dull or tiresome ;u [he .. dour compl.in .... I l.ugh 
when I hear them complain. 

Bonus 

50,000 

+20 
-30 
-15 
-60 
-75 

+40 
+20 
-10 
+50 
+20 
+50 

+85 
+15 
+20 
+30 

5 
+50 
+35 
+40 

-25 
-20 
-15 

+50 
59 
5 

+50 
+40 
+20 
+15 
+50 
+40 

Bonus 

70,000 

+20 
-30 
-15 
-60 
-75 

+46 
+21 

-9 
+56 
+21 
+56 

+88 
+16 
+21 
+36 

6 
+57 
+42 
+47 

-25 
-20 
-15 

+58 
65 
6 

+55 
+40 
+25 
+20 
+55 
+40 

Bonus 

90,000 

+20 
-30 
-15 
-60 
-75 

+52 
+22 

-8 
+62 
+22 
+62 

+91 
+17 
+22 
+42 

7 
+64 
+49 
+54 

-25 
-20 
-15 

+66 
70 
7 

+60 
+45 
+25 
+20 
+60 
+45 

Bonus 

1 10,000 

+20 
-30 
-15 
-60 
-75 

+58 
+23 

-7 
+68 
+23 
+68 

+94 
+18 
+23 
+48 

8 
+71 
+56 
+61 

-25 
-20 
-15 

+74 
76 
8 

+65 
+45 
+30 
+25 
+65 
+45 

Tal�1 wrighl' 44.5 [b - witha .. 1 b.ukptlrk - 26 [b 

130,000 

+20 
-30 
-15 
-60 
-75 

+64 
+24 
-6 

+71 
+24 
+71 

+97 
+19 
+24 
+54 

9 
+75 
+63 
+68 

-25 
-20 
-15 

+82 
81 
9 

+70 
+50 
+30 
+25 
+70 
+50 

150,000 

+20 
-30 
-15 
-60 
-75 

+70 
+25 

-5 
+74 
+25 
+74 

+100 
+20 
+25 
+60 

10 
+79 
+70 
+75 

-25 
-20 
-15 

+87 
87 
10 

+75 
+50 
+35 
+30 
+75 
+50 

Etirwmbwt" PmQ/ty' +0: 0-35 [b; -5: 36-45 Ib; -I 5: 46-60 Ib; 
-20: 61-80 Ib; -25: 81-100 Ib; -35: 101-120 [b; -50: 121-140 Ib 

Shield (+25 DB) (l5 Ib) Spear (+15 OB)(4 Ib) 
Handaxe (5 lb) Dogger (I [b) 
Clothes &. Per.onal EffeCtS (includes 000($. cloak. wcapons bdt) 

Belt Pouch (w/money. Flint & Sted) - 2  sp. 9 bp, 6 <:p. 7 tp ( l ib) 

Backpack (ho[ds 20 Ib, weighs 2 Ib) Bedroll (5 Ib) 
Lru::k Pick Kit (0.5 [b) Book of Writing Skins (I [b) 
50' su�rior ro� (3 Ib) 2 torches (2 Ib) 
Waterskin (I [b) Trail Rations (2 days. 4 lb) 

( � ]r-.......... ·c· ... "" .. CTE .. ·.·" .. ,·,·G·'·O·UN .. O·& .. li .. "' .. O·'·, .......................... ·S·T·.·'·T·.NG .. ·E·'
"" .. '·M·'·NT .. ·&· .. "O·N·'·' ............ �t � 1 



[±] Culture/Rae",: Dunlcndin 

Height; 5'10" 
Wright.; 175 th, 

Hair/Eyes: Brown/Brown 
Gender / Ag .. : Male/20 

Realm: Channeling 
Dtmt:lnor. Animaled 
P .. nonality. Emotion .. ] 
Motivation: Self-ceneered 
Alignment: Religion 

Sr:..t V;olue Bonus 
Stung!h 76 +10 

Agility 90 +10 
Constitution 91 +10 

inulligc"cC' 36 +0 
Intuition 79 +5 
Pr .. �ncc 81 +5 

Appurance 52 

- Belefleca - ProfUlllJon: Scout 

lvI I New Ra.nksj 
ungu:lge Rank unl l...t:arned 
Ouna .. ] 5 
\V .. stron 5 
Pukad 

Spell Lisu unl L.-arncd 
1) _______ _ 

2) _______ _ 

3) _______ _ 

4) ______ _ 

5) _______ _ 

6) _______ _ 

7) 

Current Level: Expc:riencc Points: 

t _ T a. dtc u""J Bonuuo f .... th. CuTKn' Lew] from the prniow f"'&<" 

Skill/Ability 
Levd Itro. 

Bonus t Bonus 

Movt;mt.lll & Maneuv,",..: 
No AnnoT 
Soft Leather 
Rigid Leather 
Chain 
Plate 

WC;lpon Skills: 
I-H Edged 
I -H Concussion 
2-Handed 
Thrown 
Missile 
Polc-anns 

General Skills: 
Climb 
Rid", 
Swim 
Track 

SubterfUge Skills: 
Ambush 
Stalk/Hide 
Pick lock 
Disann Trap 

Mlgic.a.l Skills: 
Read Rune 
Use Item 
Directed Spdls 

+ 1 5  

MiscdIanrow &: $Kond,uy Skilli: 
Perception 
Body Development 
Power Points 
Acrobatics 
Acting 
Contortions 
Foraging 
Public-Spuking 
Singing 

Special Bonwu: 
Essence RR: +0 
Channding RR: +5 
Poison RR: +10 
Di�:I.$e RR: + JO 
DefensiV<' Bonus (DB): + 10 
&se Spdl OB: +0 
Encumbrance Pcn�lty __ _ 

+25 

Special 
Bonw 

Total 
Bonl,lSfTypc 

MM 
MM 
MM 

MM 
MM 

0' 
0' 

o. 
o. 
o. 

o. 

MM 

MM 

MM 

SM 

SP 
SP 

SM 
SM 

SM 
SM 

0' 

SM 

SP 
SP 
MM 
SM 

MM 
SM 
SM 

___ SM 

RR 
"" 
RR 
RR 
D' 
O. 
SP 
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[ 124] CultureiRact: Hobbit (Fallohide) - Bo£tO Northtook -

LEVEL BONUS (Skill Bonus for R:mk+Sut+ProfHsion) 

ProfHsion: Scout [±] 
uvd I 
""ow 

uvel 2 
Bonus 

uvel 3 uvel 4 Level 5 Level 6 uvcl 7 Level 8 uvcl 9 
Bonus 

uvel lO 
Bonu. Skill/Ability Bonus Bonus ""ow Bonus Bonu, Bonus 

Experience Poinu: 10,000 20,000 30,COO 40,COO 50,COO 70,COO 90,000 llO,COO 130,COO [50,000 

Movement &. Maneuver: 
NQ Armor: +50 aJl levels - Sofl Lt�,kr: +0 "II levels - Rigid &",,,", -1 0 al! leveb - a,.,;II; -90 al! l�vds - p!..,., - 105 aI! Iev�Is 
W upon Skills: 
I-H Edged �14 �8 �2 +. +10 +16 +22 +28 +34 +40 
I-H Concussion �44 �43 �'2 �'I �.O �39 �38 �37 �36 �35 
2-H:md .. d �'4 �43 �'2 �'I �40 �39 �38 �37 �36 �35 
Thrown +51 +52 +53 +5. +55 +56 +57 +58 +59 +60 
Missile +56 +62 +68 +74 +80 +86 +92 +98 +JOI + 104 
Pole-anns �44 �43 �42 -41 �40 �39 �38 �37 �36 �35 

Geneul Skills: 
Climb +56 +62 +68 +74 +80 +86 +92 +98 +101 +104 
Ride +6 +7 +8 +9 +10 +1 1 +12 +13 +14 +15 
Swim +46 +47 +48 +49 +50 +51 +52 +53 +54 +55 
Track �24 +7 +13 +19 +25 +31 +37 +43 +49 +55 

Subterfuge Skills: 
Ambush +1 +2 +3 +4 +5 +6 +7 +8 +9 +10 
Stalk/Hide +27 +34 +41 +48 +55 +59 +63 +67 +71 +75 
Pick Lock +1 7 +29 +41 +53 +60 +64 +68 +72 +76 +80 
Disann Trap + 1 2  + 19 +26 +33 +45 +57 +64 +68 +72 +76 

Magical Skills: 
Read Rune �25 �25 �25 �25 �25 �25 �25 �25 �25 �25 
Use Irem �25 �25 �25 �25 �25 �25 �25 �25 �25 �25 
Directed Spells + 15 + 1 5 +1 5 +15 + 1 5 +15 +15 + 1 5  +15 +15 
New Spell Lists - - - - - - - - - -
Miscdlanrous &. &'condary Skilb and Bonuses: 
Perception +28 +36 +44 +52 +60 +68 +73 +78 +83 +88 
Body Devdopmcnt 47 52 58 63 69 7. 80 8S 91 96 
Power Point5 I 2 3 4 5 6 7 8 9 10 
Acrobatics +1 5 +45 +45 +50 +50 +55 +55 +60 +60 +65 
Appraisal �25 5 5 5 10 1 0 10 IS IS IS 
Contortions +15 +15 +45 +45 +50 +50 +55 +55 +60 +60 
First Aid �25 �25 �25 5 5 5 10 10 10 IS 
Rope-Mastery �25 �25 5 5 5 10 10 10 IS 1 5 
Trickery �30 �30 �30 �30 �30 �30 0 5 10 IS  

Boffo Northtook'. Talc _ My name i. Boffo Nonhlook, for I �m of th. lin. To/al wri,gbr: IS.O lb - wi/bout sa/ckl - 6.0 lb 
of Oat barton Took, and my stori.d und •. Boffo T"k. w ... my mother hlUndia', Enr'Wmbr .. ncr P'""/ty; +0: 0- 1 5 lb; -20: 16-25 Ib; -35: 26-35 Ib; 
favorit •. H. one. foamed with the Ranger. of th. North, helping guard the -60: 36-45 lb; -80: 46-60 lb 
fronti.r beyond Ih. Hm. of Even dim, and my mom thought he waS as grond a5 

Sling (0.5 Ib) 1 Pouch (20 slOnes) (3 Ib) a warm, doub!.-crcam cah on • coo! winter morning. 
w. Took.<.rc: Fallohides. W.'rHall and fair �nd .Iender and rue by Hal/ling Dagger (+5 DB, l ib) 

,[andards, and we !ik. [0 uploT • •  b"",t. Thcy soy wt're full of wanderlwt. Thi. Clothes & Personal Effecrs (includes boors. cloak, weapons belt) 
i. especially true of us Nonhtoolu. Unlike our kinsmen in \Ve"f�rthing, w� Belt Pouch (w/money. Flinr &. Sted) - 7 sp, 3 bp, 2 cp, 6 tp (l ib) 
enjoy living on Ihe edge of Ihe cold. empty Nonhlands, 

\Vhy I I.ft home, I'm not too .ure. I think ifs becaw.l lih Tiddles so much Lockpick Kit (+ 10 [0 Pick Lock & Disann Trap) (0.5 Ib) 
rhat I had to find the ruson behind my unde's .tr�ng. bequest. H. only left me Satchel (holds 10 lb, weighs I lb) 
three thing.: a m.gic sword (ac,ually a dagger), a pouch full of .nchant.d river_ Bedroll (small, 2 1b) Pipe and Piptweed (0.5 Ib) 
rocks, and a scroll that bearing the •• words: 25' superior rapt (1.5 Ib) 

"H, "�tb<l rsf�r, SJ,.,�in,g ban.u wilh /,;, mISt. Wamskin ( l ib) Greatbre�d (I week, 2 lb) 
W/';tb """"OnS r�,'n, Wbmtwr '" b/""", Pouch with 12 "River-rocks" (sp"ci�I: Sec background) Ht bit .... " MIS, Wilh his pcu." 

I have te.olv.d fa solve Ihi. puzzle, regardle .. of how far I mu" travel. Afler 
,11. I carry my undc'. n:un •. 

Nott: Unb.�nowst I. &Jfo, ,�<b if his ,to"" n"&xI;,, � IS/_Jrd Itwl <p<I/-...oj "i, 
,I,o;<t-Ibal', ,.oU/ wiltn tht ptbJ,1t is !brawn �nd ajJm, ,'" pL." if s'ri�ing. n. ptbJ,lt, 
b.ilf"""f�r<1f Mii,"���", snJwrff 'n</"lnl,d Iry Mol",.,}";,,,,,,,, IN Olip&""'t-�inl' 

So. I'm off to Gondor. where Boffo T"k once made and lost a fortune. I hope 
10 meel an Elf or two along Ihe Ira;1. and I hope fa ovoid tho.e nnty Mountain 

Wolvu. Well See. [±] 
Ui ... RACTER BACKGROUND &. HISTORY STAATING EQUIPMENT &. MONEY rrJ 



Height: 3'9" 
Weight: 62 lb. 

Hair/Eyes: Brown/Brown 
Gender/Age: M�lr/3 1 

Rutm: Channding 
Dtmunor. Carefrte 
Pcrsonati£}': Che"), 

Motivation: Curiousl£}' 
Atignment: Good 

Stat Value "'>ow 
Strtngth 56 -20 

Agih£}' 100 +40 
Constitution 92 +25 

Intclligence 69 +0 
Intl.J;tion 78 +Q 
Prtsence 49 -5 

Appear-mce 61 

- Boffo Northtook -

Language 
Kuduk 
\Vutron 
Dunad 
Silvan 

Spell Lists 

Lvi i 
R,nk 

5 
5 
2 

New Ranks/ 
l...t.vd l...t.arned 

tevel l...t.arned 
1) _______ _ 

2) _______ _ 

3) ______ _ 

4) _______ _ 

5) _______ _ 

6) ______ _ 

7) 

Curnnt uvd: Experience Points: 

Skill/Ability 
level Item 

Bonus t Bonus 

Movement &: Maneuver. 
No Annor 
Soft uamcr 
Rigid Lt.ather 
Chain 
Pine 
Wupon Skills: 
I-H Edged 
I-H Concussion 
2-Hmdcd 
Thrown 
Missile 
Pole-anns 

General Skills: 
Climb 
Ride 
Swim 
Track 

Subterfuge Skilli: 
AmbU$h 
Stalk/Hide 
Pick I.m:k 
Disaml Trap 

Magical Skills: 
Read Rune 
Use hem 
DirtCled Spt'lb 

+5 

+10 
+10 

Mi",dlaneous &. Secondary Skills: 
Perception 
Body Ift;vdopment 
Power Points 
Acrobario 
Appraisal 
Conrorrions 
FintAid 
Ropt'-Murery 
Trickery 

S�eiaJ Bonuses: 
Essence RR: +50 
Channeling RR: +20 
Poison RR: +55 
Disease RR: +40 
Defensive Bonus (DB): +40 
EWe SfXlI DB: +0 
Encumbrance Penal£}' __ _ 

Profusion; Scout 

Toul 
BonwfType 

MM 
MM 
MM 
MM 
MM 

00 
0' 

0' 

0' 

0' 
0' 

MM 
MM 
MM 
SM 

SP 
SP 
SM 

___ SM 

SM 
SM 
0' 

SM 
SP 
SP 
MM 
SM 

�M.MM 
SM 
SM 

___ SM 

.. 
RR 
RR 
RR 
0' 
0' 
SP 
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B Culture/Race: Dwarf - Dwalin - Profeuion: Scom [±] LEVEL BONUS (Skill Bon� for Rank+Sbt+Profusion) 
Level I Level 2 Level 3 Level 4 level S uvrl 6 level 7 Level 8 level 9 Levd 10  

Skill/Ability Bonus Bonus Bonus Bonus Bonus Bon� Bon� Bonus Bon� 80nm 

E"J><'rience Points: 10,000 20,000 30.000 40,000 50,000 70,000 90,000 1 10,000 130,000 150,000 

Movement &. Maneuver: 
No Armor +10 +10 +10 +10 +15 +15  +15 +15 +15 +15 
Soft leather -35 -35 -35 -35 -35 -5 -5 -5 -5 -5 
Rigid Leather -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
Chain -5 +0 +5 +10 +10 +10 +10 + 10 +10 +10 
Plate -65 -65 -65 -65 -65 -65 -35 -30 -25 -20 

Wupon Skills: 
I-H Edged -4 -3 -2 +29 +30 +31 +32 +33 +34 +35 
J-H Concussion +51 +62 +73 +76 +79 +82 +85 +88 +91 +94 
2-Handed -4 -3 -2 +29 +30 +31 +32 +33 +34 +35 
Thrown +1 I +12 +13 +14 +15 +21 +27 +33 +39 +45 
Missile -19 -18 -17 -16 +15 +16 +17 +18 +19 +20 
Poic-arms -4 -3 -2 -I +30 +36 +42 +48 +54 +60 

Gcncr;ol Skills: 
Climb +11 +17 +23 +29 +35 +41 +47 +53 +59 +65 
Ride -19 +12 +13 +14 +15 +16 +17 +18  +19 +20 
Swim -14 -13 -12 - I I  -10 -9 -8 -7 -6 -5 
T r.1ck +11 +12 +13 +19 +20 +26 +27 +33 +34 +40 

SuhurfUgc Skills: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 I 2 
Stalk/Hide +2 +9 +16  +23 +30 +37 +49 +61 +65 +69 
Pick Lock +22 +29 +41 +48 +60 +67 +71 +75 +79 +83 
Disarm Trap +17 +29 +36 +48 +55 +67 +71 +75 +79 +83 

Magic.al Skills: 
Read Rune -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
Usc Item -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
Diucced Spells -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
New Spdl Lists - - - - - - - - - -

MisceUanrous &. Secondary Skills and Bonusu: 
Perception +23 +31 +39 +47 +55 +63 +71 +79 +84 +89 
Body Devdopmcnt 42 47 53 58 64 69 75 80 86 9J 
Power Points I 2 3 4 5 6 7 8 9 10 
Appraisal -20 +10 +15 +20 +25 +30 +35 +40 +45 +50 
Caving +10 +10 +10 + 10 +15 +15 +20 +20 +25 +25 
Diplomacy -20 +10 +10 +20 +20 +25 +25 +30 +30 +35 
Fim Aid -20 -20 +10 +10 +10 +10 +10 +10 +10 +10 
Foraging +10 +10 +20 +20 +25 +25 +30 +30 +35 +35 

Dwalin', Tal� _I .", Ow.I'n, son ofOm;n; I h.'1 from the N.n Naugrim. rhe Total weitht: 61.5 !b - witbo .. t lwkl"',t - 23.5 Ib 
"Owarven V.le" tucked into Ihe castern fhnk of the Blue Mountains. I grew up E.,n<",imlnu PrnallJ: +0; 0-45 Ib; -10: 46-60 Ib: -15; 61-80 Ib; 
thm: and in the hill-mine, of nearby Numeriador.l bec.me acqu.inted wilh both -20: 81-100 Ib; -40: 101-120 Ib 
Ihe E]d:1I and the DUned:.in while .till a youth, and] bear no prejudice against 

Chain Armor 2 Daggers (2 lb) these noble people •. On the other hand,] feel nothing but malice toward the Orc. 
and Troll. that occ2.'Iional!y haunted my homeland. Shield (+25 DB) (I5 Ib) Mace (+I5 OB)(5 lb) 

I am like mo.t of my kind, in th.t 1 take my friends and enemie. seriou.ly. Lockpick Kit (+ TO to Pick Lock &. Disarm Trap) (0.5 lb) 
Thus. when my childhood companion. &lin .•• ked me along on two .�peditions Clothes &. Personal Effects (includes boots, cloak, weapons belr) 
to the Iron Hill •. ] went as his scout. He rewarded me with ,orne gold and " few 
new tr"ding contacts. nOI 10 mentioned hi. own good comp.ny. BtIr Pouch (w/money, Flint &. Steel) - 7 gp, 4 sp, 8 bp, 7 cp ( l ib) 

Min saYf-d my lif. when We were .... iled by Giani_spiders in Mirkwood. Backpack &. Frame (holds 45 lb. weighs 3 !b) 
.long ro.d the Elves cal! the Way of Dwarves. Thus. l owe him my life. Now he Tarp (4 1b) �droJJ (5 Ib) 
i. crippled. howevct'--'-lhe ...,sult or a skinni.h with some HiH-trolb in the 100' superior rope (6 lb) 5 torches (5 Ib) 
Coldfel!_nd he I."" asked me to mfil! my' obligat;on by ...,covering the Warerskin (I Ib) Trail Rations (I  week, [4 Ib) 
h�mmcr he lost in the fray. A magio symbol of hi, l;nuge. the Ongon-slaying 
h:lmm .. .."bodies the spirit of hi, forebea,.., ... &lin b.J;e�e. it i. in a Troll-lair 
wmewhe,.., in Rh"d.ur. ! can only hOF that it ha.n·t beer'l lo.t Or "aded. My 
rur...,nt ttovel, lead me to comple,,: thi • •  ppointed quest, but it m<ly tak< 'ome 
time berore I have the "...,ngth and aptirude necessary to undertake the ta.k, 
Now, I travel in s..arch of the power, experience, and too!' I need. 

[±] CHARACTER BACKGROUND & HISTORY STARTING EQUIPMENT & MONEY [±J 



(.i.] CulcurelR..ce: Dwarf - Dwalin - Profession: Scout 

Height: 4'9" LvI I 
Weight: ISO lb. Language ""ok 

Hair/Eye,; Black/Brown Khuzudul 5 
Gender/Age: MaJe/23 \Vestron 5 

Rulm: Channeling Sindarin } 
Demu.nor. Sober. Quiet Umitic 2 

Pn-sonality: Suspicious Silvan 2 
Motivation: Materialistic 

New R..nks/ 
Level Lurned 

Current Level: Ex�rience Points: 

Level Item Special 
Skill/Ability Bonus t Bonus Bonus 

Movement & ManlNver. 
No Armor 
Soft Luther 
Rigid Lcathn-
Chain 
Plate 
Weapon Skills: 
l-H Edged 
I-H ConCUMion 
2-Handed 
Thrown 
Missile 
Pole-arms 
General SkiJ.[.,: 
Climb 
Ride 
Swim 
Track 

Subterfuge Skills: 
Ambush 
Stalk/Hide 
Pick Lode. 
Diurm Trap 

Magical Skills: 
Rud Rune 
Use Item 
Directed Spells 

+15 

+10 
+10 

MiscelIanCQUlI /l(. Secondary Skills: 
Perception 
Body Development 
Power Points 
Appraisal 
Caving 

Alignment: Ncurral Diplomacy 
I---"----------j-----------------j First Aid 

SUt Value Bonus 
Strength 96 +20 

Agility 90 +5 
Corutitution 56 +15 
Intdligcncc 77 +5 

Intuition 9Z +5 
Prucncc 41 -5 

Apprar:l.I1cc 77 

Spell Lists 
I)  
2) 
J) 
4) 

un.1 Learned 

5) ______________ __ 

6) 

7) 

Foraging 

Special BonlUes: 
Essence RR: +45 
Channeling RR: +5 
Poison RR: +25 
Dise� RR: +25 
Defensive Bonus (DB): +5 +25 
Base Spcll OB; +0 
Encumbrance Penalty __ _ 

Total 
BonwfType 

MM 
MM 
MM 
MM 
MM 

OB 
DB 
DB 
DB 
DB 
DB 

MM 
MM 
MM 
SM 

SP 
SP 
SM 
SM 

SM 
SM 
DB 

SM 

SP 

SP 

SM 
____ SM.MM 

SM 
SM 
SM 

RR 
_____ RR 

RR 
RR 
DB 
DB 
SP 



B Culrure/Rac�: Silvan Elf 

uvd I 

- LOthiniel - ProfU'l;on: Scout f"I.} 
LEVEL BONUS (Skill Bonus for Rank+Stat+Profasion) 

uvd2 
Bonus 

Lud 3 uvd 4 uvd 5 uvd 6 uvd 7 unl 8 uvd 9 
Bonus 

uvd 10 
Bonu5 Skill/ AbiLty Bonus 

Experience Points: 10.000 

Movement &. Maneuver: 
No Armor +30 
Soft Luther -20 
Rigid Leather -35 
Chain -70 
Plate 

W upon Skilli: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
Missile 
Pole-arms 

Genera[ Skills: 
Climb 
Ride 
Swim 
Tnck 

Subt�rfUg� Skilli: 
Ambush 
Stalk/Hide 
Pick Lock 
Disarm Trap 

Magica[ Skills: 
Read Rune 
Use Item 
Directed Spells 

-85 

+11 
-24 
-24 
-4 

+41 
-24 

+31 
+21 
+36 
+ 16 

-25 
+47 
+22 
+17 

+20 
+IS 
-5 

20.000 

+30 
-20 
-35 
-70 
-85 

+17 
-23 
-23 
-3 

+47 
-23 

+32 
+22 
+37 
+22 

I 
+54 
+29 
+24 

+20 
+IS 
-5 

Bonus 

30.000 

+30 
-20 
-35 
-70 
-85 

+23 
-22 
-22 
-2 

+53 
-22 

+33 
+23 
+38 
+28 

2 
+61 
+36 
+31 

+20 
+IS 
-5 

Miscellaneous &. Second.:lry Skills and Bonu�s: 
Perception +33 +4 I +49 
Body Deve[opment 21 27 32 
Power Points 2 4 6 
Acrobatics -5 +25 +30 
First Aid +20 +25 +30 
Foraging +15 +20 +25 
Meditation +15 + 1 5  +20 
Play Flute +35 +40 +40 
Trickery +5 +35 +40 

Boow 

40,000 

+30 
-20 
-35 
-70 
-85 

+29 
-21 
-21 
-I 

+59 
-21 

+34 
+24 
+39 
+34 

3 
+68 
+43 
+38 

+20 
+IS 

-5 

+57 
38 
8 

+35 
+35 
+30 
+20 
+45 
+45 

LOthinid·. T alc-A$ my name impli ..... I love flowen.1 h.>ve alw:ay. gloried in 
the blooms in the: glen. that dot my fO...,Jlcd homeland. They enliven my spirit 
and make me sing. So. every Spring for as long as I can ...,member.1 have walked 
a wide_reaching circu;t ncar the Woodland Rulm from which I hai!' 1 wand .. 
far outside the G...,enwood. to the .ho...,. of the Long Lake. the foothill. of the 
Grey Mountains. and Anduin Vale. all the while tending the f""grant blossoms 
given birth hy the Sun. My father. Aroniril. once walked be.id. me. t ... ching me 
the way. of the !COlIC. Now I go alone or with my si.ur Calmirid. 

L:ut yur. 1 diKov • ...,d an awful truth, that .0meOne Or something Was dowly 
poisoning the flowers of Rho van ion. Re.olving 10 unCOv", and end their h.inoll. 
plOl. l equippcd myself to go .outhward through ,h. fonst. Stfore l could leav •. 
IhOllgh. my f.,her took me.o the Elf-king. who explained the: depth of the dan�r 
and tri.d to di,"ade me from my appointed plan. I 1i$lened. but I nflW:d to 
abandon my course. My father chen spoke of a potion call.d Olviale. When 
spray.d upon a >talk. it could cllre any ill ,hn might ,h...,a,en ,h. plant. 

I now travel jn search of chi. "oried medicine. which i • ...,puled to be :u rare 
as any herbal remedy. My quest may .eern strange Or futile. but I do not c�fC. 
Others may label me foolish Or nahe. bu, l ...,vcl in my simpleoplimi.m and lov. 
for Ion cau •••. I be .. no mali�c for anyone or anything. .ave tho •• who wOllld 
C.II.e hann 10 ,he defensdes_specially my belov.d blooms. 

Bonus Bonus Bonus Bonus 

50.000 70.000 90.000 110.000 130.000 150.000 

+30 
-20 
-35 
-70 
-85 

+35 
-20 
-20 
+0 

+65 
-20 

+35 
+25 
+40 
+40 

4 
+75 
+50 
+45 

+20 
+IS 
-5 

+65 
43 
10 

+40 
+40 
+35 
+25 
+45 
+50 

+30 
-20 
-35 
-70 
-85 

+41 
-19 
-19 
+1 

+71 
-19 

+36 
+26 
+41 
+46 

5 
+82 
+57 
+52 

+20 
+IS 
-5 

+73 
49 
12 

+45 
+45 
+40 
+25 
+50 
+55 

+30 
-20 
-35 
-70 
-85 

+47 
-18 
-18 
+2 

+77 
-18 

+37 
+27 
+42 
+52 

7 
+86 
+64 
+59 

+20 
+15 
-5 

+81 
54 
14 

+50 
+50 
+45 
+30 
+50 
+60 

+30 
-20 
-35 
-70 
-85 

+53 
-17 
-17 
+3 

+80 
-17 

+38 
+28 
+43 
+58 

8 
+90 
+71 
+66 

+20 
+15 
-5 

+86 
60 
16 

+55 
+55 
+50 
+30 
+55 
+65 

TOldl wdgbl: 1 7 Ib - wi,hewl J4.lrbtl- I I lb 

+30 
-20 
-35 
-70 
-85 

+59 
-16 
-16 
+4 

+83 
-16 

+39 
+29 
+44 
+64 

9 
+94 
+78 
+73 

+20 
+IS 
-5 

+91 
65 
18 

+60 
+60 
+55 
+35 
+55 
+70 

+30 
-20 
-35 
-70 
-85 

+62 
-IS 
-IS 
+5 

+86 
-IS 

+40 
+30 
+45 
+70 

10 
+98 
+85 
+90 

+20 
+IS 

-5 

+96 
71 
20 

+65 
+65 
+60 
+35 
+60 
+75 

Enom,i>ranrt Pm�hy: +0, 0-15 Ib; -10. 16-25 lb; -IS; 26-35 Ib; 
-20; 36-45 Ib; -30, 46-60; -35, 61-80; -40, 81-100; -60: 101-120 

Composite Bow (l lb) Quivn- (20 Arrows) (4 Ib) 
Flute (0.5 [b) Broadsward (4 Ib) 
Dagger (0.5 lb. if held in left hand. acts a5 a shield against 

melee attacks only; +25 DB) 
Clothes & Personal Effects (includes boots. cloak. weapons btlt) 
Belt Pouch (w/moncy. F[int & Steel) - 3 sp. 9 hp. 3 cpo 6 1p (l ib) 
Satch.1 (holds 10 lb. weighs 1 1b) 1 Torch (I !�) 

25' Rope (1.5 Ib) Lock Pick Kit (0.5 Ib) 
Waterskin (l ib) Waybread ( I  week. l Ib) 

I carry li,tl •. Nevcrthclus. my father bequeathed me a good. light bow and 
a magic dagger of defense. Tog.ther. they should insure a .uccessful .ojoum. f .. ][�r-"""""""""""
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Skill/Ability 
uvr.t Item 

Bonus t Bonus 

Movt:mt:nt 6: M.ant:uvt:r: 
No Annor 
Soft uather 
Rigid uather 
Chain 
Platt: 

W upon SkiU,: 
I-H Edged 
I-H Con(US5ion 
2-Handed 
Thrown 
Missile 
Pole-arnu 

G.,nt:ral Skills: 
Climb 
Ride 
Swim 
Track 

Subtt:rfUgt: Skills: 
Ambush 
Sulk/Hide 
Pick Lock 
Dis�nn Trap 

Magical Skills: 
Rud Rune 
USI" ltrot 
Dirt:ctt:d Spells 

Special Bonuse!: 
Essenct: RR: 
Channeling RR: 
Poison RR: 
DistaSI" RR: 

+15 
+10 
+15 

+105 
Defensive Bonus (DB): +20 
B.uc: Spell OS: +0 
Encumbr:mce Pt:nalty __ _ 

+25 

Special 
Bonus 

Total 
Bonus/Type 

MM 

MM 

MM 

MM 

MM 

DB 

DB 

DB 

DB 

DB 

DB 

MM 

MM 

MM 

SM 

SP 

SP 

SM 

SM 

SM 

SM 

DB 

SM 

SP 

SP 

MM 

SM 

SM 

SM 

SM 

SM 

RR 

RR 

RR 

RR 

DB 

DB 

SP 
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B Cultu�c/R;t(c; DUnadan - Galadhil - ProfCllsion; Rangn' � LEVEL BONUS (Skill Bonu.s for R;tnk+St:lt+Profeuion) 
Level I uvd 2 Level 3 uvel 4 uvd 5 uvd 6 uv",! 7 Level S uvd 9 uveJ 10  

Skill/Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Boow 

Expuience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,OOJ 

Movement &: Maneunr. 
No Annor +15 +15 +15 +15 +15 +15 +15 +15 +15 +15 
Soft Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 -30 
Rigid Leatha -5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
Chain -10 -10 +0 +10 +15 +15 +15 +15 +15 +15 
Plate -60 -60 -60 -60 -60 -60 -60 -60 -60 -60 

W upon Skills: 
I-H Edged +47 +59 +71 +83 +87 +91 +95 +99 +103 +107 
I -H Concussion +2 +4 +6 +8 +10 +12 +14 +16 +18 +20 
2-Handed +32 +34 +36 +38 +40 +42 +44 +46 +48 +50 
Thrown -13  -I I -9 -7 -5 -3 -I +1 +3 +5 
Missil., +1 7 +19 +21 +23 +30 +37 +44 +51 +58 +65 
Pole-arms +32 +34 +36 +38 +45 +52 +59 +66 +73 +80 

General Skills: 
Climb +18 +26 +34 +42 +50 +58 +66 +74 +82 +90 
Rid" +13 +21 +29 +37 +45 +53 +61 +69 +77 +85 
Swim +18 +21 +24 +27 +30 +33 +36 +39 +42 +45 
Track +18 +26 +34 +42 +50 +58 +66 +74 +82 +90 

Suburfugr: Skilli: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hid" +12 +19 +26 +33 +40 +47 +54 +61 +68 +75 
Pick Lock -25 5 5 10 10 IS IS 20 20 25 
Disarm Trap +10 +10 +15 +15 +20 +20 +25 +25 +30 +30 

Magical Skills: 
Rnd Rune +5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
Use Item +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Directed S?<,I15 -IS -IS -IS -IS -IS -IS -15 -IS -IS -IS 

MiscUianrous &: St,condary Skills and BonUK5: 
Perception +22 +29 +36 +43 +50 +57 +64 +71 +78 +85 
Body Dev"lopm",nt 49 55 61 67 73 79 85 91 97 103 
Power Points I 2 3 4 5 6 7 8 9 10 
Acrobuics -IS -IS -IS -IS -IS +15 +15 +15 +15 +15 
Caving +25 +25 +25 +25 +25 +25 +30 +35 +40 +45 
Cookery -20 -20 +10 +10 +10 +10 +10 +10 +10 +10 
Fletching -IS -IS -I S +15 + 1 5  +15 +15 + 1 5  + 1 5  +15 
Rope-Mastery -25 -25 -25 -25 +5 +5 +5 +5 +5 +5 
Sky-Watching -20 +10 +10 +10 +10 +10 +10 +10 +10 +10 

Gabdhil's Tal., -A.J long as I ",member. [ have been ) grim. quiet man. Odd TOl41 wrighl: 73 Ib - wi,,,,,,,, b.ulpat! - 35 Ib 
Or Oawed <hings interest me. II do subtle signab. cool colors. and irr.vertnt En'UmbrdM<t Pmdlty: +0: 0-100 [b; -5: 101 -[20 [b; -[0: 121-140 [b: 
.rtistry. I rtspt<:t rut,.,.int and honor and deep passion. -20: 141-160 Ib 

J was born in Anhed.in at &r �ranorn. in Ru.duin (\V."Rood"). J was <he 
Rigid Leather Annar u,3ther Helm (-5 fa Perception) third child and youngu son in the House of Galborn. My father. Hald,.,.hir. and 

my mOlher. Abrien.lrUled me wannly, especially aft.r my brolher Androhir was Shicld (+25 DS) (IS lb) Broadsword (+ [S OS) (3 [b) 
killed by \Vhife-wol .. ts during the awfUl Winl" of my fourth yur. When our Composile Bow (3 Ib) 2 Quivm (20 Arrows Each) (7 Ib) 
family WH fore"! 10 abandon our ;mpov .. ished .. nle IwO ye.n bier, I 'pent DaggCT (l lb) Hand�xe (S ib) 
mOll of our daY' hunting. I"'pping, and r..hing with my falhu. At the umctime. Clathc$ &. Personal Effects (indudes boou, cloak. weapons bdt) 
[prepared my.tlffor service with my uncle. A Ranger of lhe North. Galadan led 

Belt Pouch (w/money, Flint &. Steel) - 4 sp. 8 bp. 7 cpo 5 rp (l ib) a company thaI patrolled Ihe EII.nmoa",. 
E...,nts compired to di.rupt my plans. Ihough, when a band of roving Backpack &. Frame (holds 45 Ib, weighs 3 Ib) 

Dunmen slew my falher and kidnapped my s;.lcr Eltn;cn during a wum, rainy Tarp (4 Ib) Bedroll (S ib) 
nighl l •• t Summer. Now, 1 hope: to settle matters with thue vile murdertr. befote 100' superior rope (6 Ib) 5 torchu (S ib) 
I nuke any plans for Ihe fi>rure. J will find E[enien, and I will reco...,r Carv.gil Waterskin (l ib) Trail Rations (I week. 14 Ib) 
(S. "Red-.word"), the magic .word of my forefa,hers and ,ht symbo! of the 
an" ent noble line ofGalbom <'Jf the Redcye. I am a f .. 1 friend ofElve. and the 
linle Halfling •. a bitter enemy of\Volyt. and Dunlending.s. 

1 carry a broad.word forged long ago in Annuminas. a gif' from my uncle 
Gabdan. It i. uJ!�d Maldav�il (5. ··Gold-.word"). and is ,he companion bbde 
to Carvegi!' Thi. weapon is inlaid with mithriland has a diamond in ,u pommel 

� which glow. gold whenner it come. into contact: with a harmful poi.on. � CHARACTER BACKGROUND &. HISTORY STARTING EQUIPMENT &. MONEY 



uve1 Item SpKial Tow 
Skill/Ability Bonus t Bonus Bonus Bonus/Type 

Movement &. Maneuver: 
No Annor 
Soft lcnhu Rigid Luthu 
Cha in 
Plate 

Weapon Skilli; 
I-H Edg�d 
I -H Concussion 
2-Hmd�d 
Thrown 
Mi�ile 
Pole-anns 

Gener21 Skills; 
Climb 
Rid� 
Swim 
Track 

Subterfuge Skifu: 
Ambush 
Stalk/Hide 
Pick Lock 
Disann Trap 

+15 

MM 

MM 

MM 

MM 
MM 

08 

08 

08 

08 

08 

08 

MM 

MM 

MM 

SM 

SP 
SP 

SM 

SM 

M.gical Skills: 1-------------------------,-------------------------------1 Read Rune 
Use Item 

SM 

SM 

08 
Height: 6'5" 

Weight: 225 1bs. 
Hair/Eyn: Black/Grey 

Gtnder / Age: Male/23 
Rulm: Channeling 

Demeanor. 5,= 
Personality. Serious. Focustd 
Motivation: De.stroy Evil 
Alignment: Good 

SUt Value Bonus 
Strength 98 +25 

Agility 91 +10 Constitution 90 +20 
imdligcnce 4. +0 

Intuition 85 +5 
Pn-stnce 63 +5 

Appt'arance 82 

Lvi I 
Language Rank 
Adtinaic 4 
\Vcsrron 5 
Quenya 2 
Sindarin 4 Rohimc 3 
Hobbitish 
Silvan 

Spell Lists 
I) Moving Ways 
2) Naturc's Guises 
3) Path Mastery 
4) Natur�'s Way 
5) Surface Ways 
6) 

7) 

New Ranks/ 
uvd Learned 

+I/IOth 

+ 1/7th.9th 
+ [/6th.8th 

uvd uarned 
I" 

3n1 
6,h 
8,h 

lO<h 

Dirccted Spells 

Mi$(eUaneou, &. Secondary Skifu: 
Perception -5 
Body Devdopmenr 
Power Points 
Acrobatics 
Caving 
Cookery 
Fletching (craft skill) Rope-Mastery 
Sky-Watching 

Special Bonusrs: 
E�ence RR; +0 
Channeling RR: +5 
Poison RR: +25 
Disease RR; +25 
Defensive Bonus (DB): + 10 
B:lS<' Sp,,!1 OB: +0 
Encumbrance Penalty ____ _ 

+25 

SM 

SP 

SP 

MM 

�.MM 

SM 

SM 

SM 

SM 

AA 
RR 
RR 
RR 
08 

08 

SP 
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B Culture/Race: \Voodman - Skutilla - Profession: Ran" .... � LEVEL BONUS (Skill Bonw for Rank+Sut+Profession) 
un.! I uvel 2 Lad 3 Level 4 Levcl S Level 6 Level 7 Level 8 Level 9 unl 10 

Skill/Ability Bonus Bonus Bonus Bonus Bonus Bonus Boow Bonus Bonus Boow 
Experience Poinu: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 1 1 0,000 [30,000 150,000 

Movement &. Maneuver. 
No AnnaT +20 +25 +25 +25 +25 +25 +25 +25 +25 +25 
Soft uathcr +15 +15 +15 +IS +15 + 1 5  +15 +IS + 1 5  +IS 
Rigid uathcr -15 -15 -IS -15 -15 -15 -15 -15 -15 -IS 
Chain -35 -35 -35 -35 -35 -35 -35 -35 -35 -35 
Plate -50 -50 -50 -50 -50 -50 -SO -50 -50 -50 

Wapon Skills; 
I-H Edged + 1 7  +19 +21 +23 +25 +27 +29 +31 +33 +35 
I-H Concussion +17 +19 +21 +23 +25 +27 +29 +31 +33 +35 
2-Hmded +17 +24 +31 +38 +45 +52 +59 +66 +73 +80 
Thrown +22 +29 +36 +43 +so +57 +64 +71 +78 +85 
MiSSIle +27 +34 +41 +48 +55 +62 +69 +76 +83 +87 
Pole-ami' +17 +19 +21 +23 +25 +27 +29 +31 +33 +35 

General Skills; 
Climb +58 +66 +74 +82 +90 +98 +106 +111  + [ 1 6  +12] 
Ride +18 +21 +24 +27 +30 +33 +36 +39 +42 +45 
Swim +23 +26 +29 +32 +35 +38 +41 +44 +47 +SO 
Tuck +8 +16 +24 +32 +40 +48 +56 +64 +72 +80 

Subterfuge Skills; 
AmbU$h -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +27 +34 +41 +48 +55 +62 +66 +70 +74 +78 
Pick Lock +5 +5 +10 +10 +IS +IS +20 +20 +25 +25 
Disann Trap -IS +IS +IS +20 +20 +25 +25 +30 +30 +35 

Magical Skilli: 
Read Rune -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Use Item -IS -IS +IS +IS +IS +IS +IS +IS +IS +IS 
Directed Spt'lls -10 -10 -10 -10 -10 -10 -10 -10 -10 -10 

MiKcu;'nW\lll &. Sccon<bry Skills and BomlRs: 
Perception +22 +29 +36 +43 +50 +57 +64 +71 +78 +82 
Body Development 32 37 43 48 54 59 65 70 76 81 
Power Points I 2 3 4 5 6 7 8 9 10 

Acrob;uic.s +40 +45 +SO +55 +60 +65 +70 +75 +80 +85 
Animal Lore +25 +25 +25 +30 +35 +40 +45 +50 +52 +54 
Fint Aid -25 +5 +5 +10 +10 +IS +IS +20 +20 +25 
Foraging +25 +30 +35 +40 +45 +SO +55 +60 +65 +70 
Plant Lore +25 +25 +25 +30 +35 +40 +45 +50 +52 +54 
Sky-Watching -IS -IS +IS +IS +20 +20 +25 +25 +30 +30 

Skutill .. '. Tal., _I bdi�"e in th� "-nci�m Nonhman creed, which .ays: "u.v< ir TorQ/ wright: 34.5 1b - witbout b..,kl"'" - 14 Ib 
bt, 1m I",."",U bt ",orr." My prople, the \V <><><Im.n ofRho" .. nion, would p".uh but E",wmbr4Mu Pmally: +0: 0-35 11.; -5: 36-45 11.: -10: 46-60 Ib: 
fOf this rule. \Ve �re few and we are poor in material wealth. -15: 61-80 Ib; -20: 81-100; -25: 101-120: 

My mother, Slmda,winth, gave birth 10 me on the Inil belwun Buhr \Vidu 
-40: 121-140: -50: 141-160 and her home in \Voodmcn-town, which i, in the dark (orest of Mirkwood. 

Sup""tilion has it that anyone: born on (he (",il.l",l1 live on the tnil, and it Kerm Soft uath.,r Annor (+ 15 DB) 
that thi. true. \Vhile I am an)'thing but � friend of .ttangt", much Ie .. r.cw Quarrmuff(+IO OS) (3 II.) Handm (S ib) 
",Ituro., I hOI", spem mOSt o( (he recent ycars t"'",ling (u and wide. Short Bow (2 [b) [ Quiv<'T$ (20 Arrows) (4 Ib) 

NOI long ago, I In"dled to ,.,e a Jomowhat redu.i"o kinmun who livc:d in Clothes &. Personal Effects (indudes boots, cloak, wc�po", kit) fin iu.t south and weJl of the greal E.an Bight, His name w:u So",,,-cor, and we 
Bdt Pouch (w/money, Flint &. Sted) � 2 sp, 4 bp, 3 cp, 7 tp (l ib) grew up togeth�r learning the odd' w.ys or"s.cm.'. Magic." W. 'lUdied wood· 

magic and huling for fi"c yea", Backpack (holds 20 Ib, weighs 2 Ib) 
My trip ended in .Orrow. I found my.df witn .... to the aftermath of a greal Bedroll (S ib) Lock Pick Kit (0.5 [b) 

tragedy for, as I cam. upon Sorvace •• tre •. home, I �w .moke. Sneaking to the 50' superior rope (3 Ib) 5 torch� (5 [h) 
b;ue th!broadoak that harbored tM f1�t, l lIumbl.d upon my friend's mutili�ted Waterskin (l lb) Gt-.�tbr.ad (I w�.k, 4 1b) 
COrpK. TheR were other .igm of a viol.nt "rugsle, �nd indic�[iofIJ that 
Borvacer'. wife .nd two children had been laken by the atl·aCkeU. \Vounds �nd 
footprinu told me that a band ofEa.terling r.id�n had ,lain my compatriot and 
ensloved hi. family. Aft .. burying my f.ll.n friend I swofe �n o�th to frcc hi. kin 
.nd a",ngr hi. death. 

Now, bearing my magic quortCT",arr, 1 tTl\vd southward, tow.rd the co;uts of 

� Gondor-o.ll the whil. following th. twilling t,."il of the Eulerl;ng .I."e ... � CHARACTER BACKGROUND &. HISTORY STARTING EQUIPMENT &. MONEY 



� Culturc/Race: \Voodman 

Height: 6'1" Lvi i 
Weight: 195 lb. Llngu�gc R,nk 

Hair/Eyes: Blondc/Gret'n Nahaiduk 5 

Gender / Ag"': Malc/ 19 \Vntron 5 
Ruk: Channeling Sindarin 3 

Dcmu.nor: Ru.,.vcd 
Pcnonality: Reclusive 

Motivation: " Live&Lct-Livc 
" 

Alignment: N ... utral 

Su< V:lluc Bonus Spell Lins 
Srrl"ngrh 78 10 I) Path MastCT)' 

Agility 95 15 2) Surface Ways 

Constitution 90 10 J) Moving Ways 

Intelligence 54 0 4) Nature's Guiscs 
lntu;mm 93 10 5) 
PrcStncc 46 0 6) 

Apprullncc 53 7) 

- SkutilIa - Profession: Ran eT [:,0.. J Experience Points: 

New Ranks/ 
Level uamcd 

Level Learned 

'od 
5<h 
7<h 

10th 

CulTtnt Level: 
t _ Take .he Le�oI &0"" ... rOt t m eu ..... nt Level rrom ,he p .. viouo Fge. 

uvd Iu:m Sptcial T oul 
Skill/Ability Bonw t Bonw Bonw Bon1.1SfTypc 

Mov",mcnt &. Mannlvl':r: 
No Amlor 
Soft Leather 

Rigid Leather 
Chain 
Plate 
Weapon Skills: 
J-H Edged 
I-H Concussion 
2-Handcd 
Thrown 
Missile 
Polc-:mns 
General Skilli: 
Climb 
Rid� 
Swim 
Track 
Suburfuge Skills; 
Ambush 
Sta[k/Hid� 
Pick Lock 
Diunn Trap 
Magical Skills: 
Read Rune 
USC' It�m 
Dir�ct�d Spdls 

+10 

Mi5C�llan�ous 6: Secondary Skilli: 
Perception 
Body Devdopment 
Power Point.s 
Acrobatics 

Animal Lore 

First Aid 

Foraging 
Plant Lou 

Sky-Watching 

Special BonlUu: 
EsSC'nu RR: +0 
Channeling RR; + JO 
Poison RR: + 10 
Disl"aSC'RR: + 10 
Defensive Bonus (DB): + 15 
Base Spdl OB: +0 
Encumbrance Penalty __ _ 

+15 

MM 
MM 

MM 
MM 
MM 

0' 

0' 
0' 

0' 

0' 

0' 

MM 

MM 
MM 

SM 

SP 
SP 
SM 

SM 

SM 
SM 

___ 0' 

SM 
SP 

SP 
MM 

SM 

SM 

SM 
SM 

SM 

OR 
OR 

RR 

RR 
0' 
0' 

SP 
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B Cu!rure/!Ucc; Dorwinad:m - Widonu - Prof"ssion.: Bard � LEVEL BONUS (Skill Bonus for Rank+Stat+Pror.,ssion) 
Level I Level 2 Lcvd J Level 4 Level S Lcvd 6 Ltvd 7 Level S Level 9 [.eyel iD 

Skillj Abiliry Bonm Bonus Bonus Bonus Bonus Bonus "mw Bonus Bonus Bonus 

Ex?",r;,,"ce Poinl:$: 10,000 20,000 30,000 40,000 50,000 70,0Cl0 90,000 1 10,000 130,000 150,000 

Movement &. Maneuver: 
NQ Anncn-: +20 all levels - Sofl hal,,": +0 all levels - RitiJ Lt�I,,": - 10 all lcveu - ax';'" -65 all levds - P["tr. -80 all l"""ls 

Weapon Skills; 
I-H Edged +1 1 +12 +13 +14 +15 +16 +17 +18 +19 +20 
I-H Concussion +11 +17 +23 +29 +35 +41 +47 +53 +59 +65 
I-Handed -19 -18 -17 -16 -IS -14 -13 -12 -I I -10 
Thrown +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Missile +26 +32 +38 +44 +50 +56 +62 +68 +74 +77 
Pol,,-arms +11 +12 +13 +14 +15 +16 +17 +18 +19 +20 

Gen"ral Skills: 
Climb +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Ride +11 +12 +JJ +14 +15 +16 +17 +18 +19 +20 
Swim +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Track +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 

Subterfuge Skills; 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +16 +17 +18 +19 +20 +21 +22 +23 +24 +25 
Pick Lock -9 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Disann Trap +6 +7 +8 +9 +10 + 1 1  +12 +JJ +14 +15 

Magical Skills: 
Read Rune +21 +22 +28 +29 +35 +36 +42 +43 +49 +50 
Use hem -24 +7 +8 +14 +15 +21 +22 +28 +29 +35 
Directed Spells -9 -8 -7 -6 -5 -4 -3 -2 -I +0 

Miscellaneous &. Secondary Skilh and Bonuses; 
Perception +6 +12 +18 +24 +30 +36 +42 +48 +54 +60 
Body Development 21 27 32 38 43 49 54 60 65 71 
Power Points 2 4 6 8 10 12 14 16 18 20 
Base Spell DB +1  +2 +3 +4 +5 +6 +7 +8 +9 +10 
Acting -IS -IS +15 +20 +25 +30 +35 +40 +45 +50 
Appraisal -10 +20 +25 +30 +35 +40 +45 +50 +55 +60 
Diplomacy -IS +15  +20 +25 +30 +35 +40 +45 +50 +55 
Fim Aid -10 +20 +25 +30 +35 +40 +45 +50 +55 +60 
Play Harp (Art Skill) +30 +35 +40 +45 +50 +52 +54 +56 +58 +60 
Lore Skill # I t +20 +20 +25 +25 +30 +30 +35 +35 +40 +40 
Lore Sklll #2 t +20 +20 +25 +25 +30 +30 +35 +35 +40 +40 
Lore Skill #3 t -10 +20 +20 +25 +25 +30 +30 +35 +35 +40 
Lore Skill #4 t -10 +20 +20 +25 +25 +30 +30 +35 +35 +40 

Widonu', Talt _ J Jiv� fnt lnU5ic, good...,d wint, fast /Tirndships, and thr joy t - The GM must choose (or allow the player to choose) four �re 
of finding an undi.«:oY�rrd plusur�. My mothrr Tardonu w:os th� nme way. :iS Skills for the charact�r. 
w�. my father Wagyora. Ikfo..., they perished in {h� .tonny wav" of the gre.t 
Inland Sea. the "Su ofCukJ.," they taught mr to embrace lifc likc ;t w:u a lovcr Total wtigbt: 25 lb - without ",t(bel- 14.5 1b 
in need of" full-blown hug. Encumiwan" Pntalty: +0: 0-I S ib; -I 0: 16-25 Ib; -I 5: 26-35 lb; 

I was born �nd rai.ed in the city ofRi.vod. An old, cosmopolitan port .icu3ttd -25: 36-45Ib; -35: 46-60; -55: 61-80 
ncar Ihc �onflucnc. of the River Running and the Se� ofRMn, it i. oft�n called 
[he '·Crossroads of Endor:· Myriad culturu chaucteriu (his liv")y harboug�, Composite Bow (3 lb) Mace (4 lb) 
a place whe..., a one_block .troll might mran mreting. with tribe.m.n bearing a Quiver (20 Arrows) (4 Ib) Harp (+2 spell adder, 2 Ib) 
dozen different bannctJ and .pcaking as many tongu�s. Dagger (0.5 Ib, ;fheld in left hand. acts as a shield against melte attach 

It i. hardly surprising, then, that I g"'w up (ut. By tht age offouruen. I was only: +25 DB) 
running with friends all night at tim�s, and earning my keep by playing song. on Clorhes & Peuonal EffeCL'i (includes boots, doak, weapons belt) 
my enchanted harp. My fathn, who traded in wine, at r..,t sought to ",in me;n 

Belt Pouch (w/money. Flint & Stefl) - 10 sp. 8 hp, 3 cp, 2 tp (l Ib) a bit; but, in the ond h� concedtd mt to the .t...,cU. Hi. f"'quem journey. kepI 
him away most of the time, and my mother s.w little "'350n 10 intervene in my Satchel (holds JO lb, weighs l Ib) Bedroll (3 Ib) 
affairs. Sh� had gTOWn up the sam� way. So, 1 g"'w up strong and e.ublished Lock Pick Kit (0.5 lb) I torch (I Ib) 
myself n a credible .ong.tr ...... Watmkin (l ib) Greatbread (I week. 4 lb) 

Not long ago, I met a channing young m.n ftom the und of GondoT. Hi. 
name was "Himramir." We sha",<! 3 few m •• !. and pl.)" and .poke of travelling 
together. He disappeared suddenly, though. taking a copper .nd sapphire broach 
my grandmolherhad given to me.oon after my birth. Feeling betra�d,1 decided 

� 10 fonow in hi. dusty wake and ",claim the heirloom. So, I .ea",h and explore. � CHARACTER BACKGROUND & HISTORY STARTING EQUIPMENT & MONEY 



� Culture/Race: Dorwinadan 

Height: 5'2" 
Weight: ! 10 lb. 

HairjEyu: Ok. Brown/Grey 
Gender/Age: Female/26 

Rulm: Essence 
Deme:.nor; Hardy 

Per,onalicy: Friendly 
Motivation: " Live&:Let�Live " 

Alignment: Neutral 

Stat Value Bo"w 
Strength 53 +5 
Agility 95 +15 

Constiturion 82 +5 
Intelligence 96 +15 

Intuition 42 +0 
Presence 90 +10 

Appur.mce 97 

- Widonu - Profeuion: Bard [<i) J 

LvI I New R:mIuj 
unguage Ron' uvel uarned 
Logathig 5 
\Vestron 5 
Silvan 3 +I /4th.9th 
Black Spttch 2 + 1/2nd.7th 
Adunaic +1/ ln,6th 
Dunael + 1/3rd,8th 
Rohirric +1/Sth,IOth 

Spell Lim uvd Lc:arned 
I) Controlling Song I" 

2) Item Lore 2"d 
3) Sound Control 4,h 
4) Essence's Way 6,h 
5) Physical Enhancement ___ 7'h 
6) Unbarring Ways 9", 
7) 

Cu�nt Level: Experience Points: 
f - T .It. tho: L""d �. (01' ,h. Curn:n ' Lr ... l from tho: ""vi ..... poag<. 

uvd Item Special Total 
Skill/Ability Banw t Bonu, Banw Bonw/Ty� 

Movement &: Maneuver: 
No AmIOT 
Soft Leather 
Rigid Leathu 
Wea}'Qn Skills: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
Missile 
Pole-anns 
Genual Skills: 
Climb 
Ride 
Swim 
Track 
SubterfUge Skills: 
Stalk/Hide 
Pick Lock 
Disann Trap 

Magical Skills: 
Read Rune 
Use Item 
Directed Spells 

Miscellaneous &. St;Condary Skills: 
Perception 
Body Development 
Power Points +2 adder 
Acting 
Appraisal 
Diplomacy 
First Aid 
Play Harp (Art Skill) 
loR' Skill #1 t 
Lore Skill #2 t 
Lore Skill #3 t 
Lore SkiIJ #4 t 

Special Bonuse" 
Essence RR, + I S 
Channeling RR: +0 
Poison RR: +S 
Disease RR: +S 
O"fensivc BantU (DB): + I S 
Base Spell as, 
Encumbrance Penalty __ _ 

NOTES 

+25 

MM 
MM 
MM 

o. 

o. 
o. 

o. 

o. 
o. 

MM 
MM 
MM 
SM 

5P 
SM 
SM 

SM 
SM 
CO 

SM 
SP 
SP 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 

RR 
RR 

RR 

RR 

O. 

O. 

SP 



B Cul(urelRac�: Naldo Elf - Lblindir - Profession: Bard � LEVEL BONUS (SkiU Bonus for Rank+Sbt+Profu�ion) 
level I Level Z Level 3 uvd 4 uvd 5  level 6 Level 7 Level 8 Level 9 L ..... d 1 0  

Skill/Ability Bonus Boow Boow Bonus Bonus Bonus Bo'lll$ Bonus Bonus Bonus 

E�rienc .. Po;n15: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 1 10,000 130,000 150,000 

Movement &: Maneuver. 
No Armor: +20 all levels - Sc1' LMW: -25 all le ... ,,[5 - Rig'J &<I,hu: --40 for levels - C/J.ri,.;-7Q all ]"vch - Pl..le: -85 all levds 
WtlIpon Skills; 
I-H Edged +6 +7 +8 +9 +10 + J J  + 1 2  +13 +14 +IS 
I-H Concussion -24 -23 -22 -21 -20 -19 -18 -17 -16 -IS 
2--Handcd +6 +7 +13 +14 +20 +21 +27 +28 +34 +35 
Thrown -9 -8 -7 -6 -5 -4 -3 -2 -I +0 
Missile +21 +27 +28 +34 +35 +41 +42 +48 +49 +55 
Pole-anns -24 -23 -22 -21 -20 -19 -18 -17 -16 -IS 

General Skills: 
Climb +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Ride +16 +17 +18 +19 +20 +21 +22 +23 +24 +25 
Swim +26 +27 +28 +29 +30 +31 +32 +33 +34 +35 
Track +26 +27 +28 +29 +30 +31 +32 +33 +34 +35 

Subterfuge Skills: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +41 +42 +48 +54 +60 +66 +72 +78 +84 +90 
Pick Lock +26 +27 +28 +29 +30 +31 +32 +33 +34 +35 
Diunn Trap +JJ +12 +13 +14 +IS +16 +17 +18 +19 +20 

M3gical Skills: 
Read Rune +36 +42 +48 +54 +60 +66 72 +78 +81 +84 
Un Item +41 +47 +53 +59 +65 +71 +77 +83 +89 +92 
Directed Spdls -9 -8 -7 -6 -5 -4 -3 -2 - I +0 

Misccllaneous &: &condary Skill, and Bonusu; 
Perception +31 +37 +43 +49 +55 +61 +67 +70 +73 +76 
Body Devdopment 27 33 38 44 49 55 60 66 71 77 
Power Points 2 4 6 8 10 12 14 16 1 8  20 
Base Sptll DB +1 +2 +3 +4 +5 +6 +7 +8 +9 +10 
Acting +5 +5 +35 +35 +40 +40 +45 +45 +50 +50 
App�aisal -5 +25 +25 +30 +30 +35 +35 +40 +40 +45 
First Aid -5 +25 +25 +30 +30 +35 +35 +40 +40 +45 
Meditation +5 +35 +35 +40 +40 +45 +45 +50 +50 +55 
Trickery +35 +35 +40 +40 +45 +45 +50 +50 +55 +55 
Diplomacy +5 +35 +35 +40 +40 +45 +45 +50 +50 +55 
Public-SJXaking +5 +5 +35 +35 +40 +40 +45 +45 +50 +50 
LoRSkilJ #1 t +25 +30 +35 +40 +45 +50 +55 +60 +65 +70 
loR Skill #2 t +25 +25 +30 +30 +35 +35 +40 +40 +45 +45 
Lore Skill #3 t +25 +25 +30 +30 +35 +35 +40 +40 +45 +45 
Lore Skill #4 t -5 +25 +25 +30 +30 +35 +35 +40 +40 +45 

L6lindir', Tale _ Although I W�$ born in Mimlond. in Lindon. I grew up in t - Th� GM must choose (or allow the player to choose) four Lon: 

1...6ri(l'l. Thw:. the Noldor arc few. but my fnher. Taurnil. doan't carc. He i$' Skills for the character. 
fm friend of Celeborn. 

\ lih to think of myself a. a poct and a $cholar of mwic. My enly studies TQr�1 .withl: 23.S Ib - wilbour '�I<lxl- 1 3  Ib 
focwcd on the Noldo and Sinda heritage. bill I have now !!a.ted .Iudying Ihe EM,u",b,.Qllrr Prn�llJ: +0; 0- I S Ib; -5; J 6-25 lb; -I 0: 26-35 lb; 
rich, oral I ... dilions of Ihe Dunlending •. The boisterous. melodic Dunmen -IS: 36-45 lb; -20: 46-60; -25: 61-80; -30: 81-100; 
fuein.te me. -35: 101-120; -45; 121-140; -55; 141-160 Given lhe.e pn:diliClions. I recently journeyed >cross the Misty Mouma in. 10 

Long Bow (3 lb) Quarterstaff (+ J spell adder. 4 lb) Dunfe.ran. I sludied in a .emote area with � blind Dunni.h 10rern."I" named 
Bton. Although she laught me much about her pc:oplc' Jtongue. Ih.i. legend... and Quim (20 Arrows) (4 Ib) Dagger (l lb) 
th.ir mu.ie. Sron asked nOlhing in rerum. Still. she mentioned .  flute she one< Rigid uather Breastplate (magical. wears as a regular shirt. does nOl 
heard. an inslrumenl e.Jle.:l lhe "Mounlain Grebe." Taken long ago. il w'lJ; a inlerfere with sJXIl casting) 
powerful (ocus o(Dunlending ""dition. I haw: .;ne. decided lhal. some day. I Clothes & Personal Effects (includes boots. cloak, we�pons belt) 
will find il for htr. Belt Pouch (w/mon�y. Flint & Sted) - 2 sp. 3 bp. 8 cpo 7 tp (l Ib) 

S,,{chd (holds JO lb, weighs I Ib) Bedroll (3 lb) 
Lock Pick Kit (0.5 Ib) 2 Torches (2Ib) 
Watmkin (l lb) Waybread (I month. 4 lb) 

� CH"R.ACTER S"CKGROVND 6: HtSTORY STARTING EQUIPMENT & MONEY � 



(® 1 Cu!turdRact:: Noldo Elf 

Height! 6'7" LvI I 
W",igh(: 2!8 Ib. unguage Rank 

Hair/Eyes: BI;tck/Gr�y Quenya 5 
,",nder/Age: Mald33 \Vr$tron 5 

Ru.lm: Essence Sindarin 5 
Dcmunor. Proud Adunaic 2 

Puronality: Haughty Dunad 2 
Motivation: uarn III Crnte H�radaic 2 
Alignmlnt: Good Logathig 2 

Black Speech 2 

StU Value Bonu5 SpeU lisu 
Strt'ngth 37 +0 I )  Item Lore 

Agility 57 + 1 5  2) Controlling \\f3)'S 

Co'l5titulion 61 +10 3) ll!usions 
lnrdligcncc 95 +20 4) Sound Control 

Intuition 79 +10 5) Loft' 
Prucnce 97 +30 6) S?"ll Ways 

Ap�arance 100 7) Essence W ... ys 

- L6lindir - PrOf"'5sion: Bard 

Nt:w Ranks/ 
Lt"d uarnt:d 

+I/lst,6th 
+ I/2nd,7th 
+ I/3rd,8th 
+I/4th.9th 
+ I/Sth.IOth 

Lvi Learned 
I" 
I" 
3,d 
5,h 
6,h 
8,h 
9,h 

Current Level: Experience Points: 

t _ Tat ,h. t..:vtl Bonu ... (or 11K Curren, l..:vtJ from tho p«.;""" \" 80. 

Skill/Ability 
uvel Irt:m 

BonUll t Bonus 

Movement & Maneuver. 
No Annor 

Weapon Skills: 
J-H Edged 
J -H Concussion 
2-Handcd 
Thrown 
Missile 
Pole-arms 

General Skills: 
Climb 
Ride 
Swim 
Tuck 

Subterfuge Skills: 
Ambush 
Stalk/Hide 
Pick Lock 
Disarm Trap 

M.1gic.1l Skills: 
Read Run .. 
Us .. Item 
DirCCled Spells 

Special Bonuses: 
Ess .. ncc RR: +20 
Channeling RR: +!O 
Poison RR: +20 
Disease RR: + 110 
DefensiYrBonus (DB): +15 
B� SpcIl OB: 
Encumbrance PmaIty __ _ 

Sptcial 
Bonus 

Toul 
BonusJTyp<" 

MM 

MM 
MM 
MM 
SM 

SP 

SP 

SM 
SM 

SM 
SM 
OR 

SM 
SP 

SP 

SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 

RR 

RR 

RR 

RR 

DB 

DB 

SP 
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§] Cultun�/Rac�: Silvan Elf - Lamalas - Profession: M�gc � LEVEL BONUS (Skill Sonus for Rank+sut+prorusion) 
uvd I Levcl 2 Level 3 Lcvcl 4 Lcvd 5 Lcvcl 6 uvd 7 uvcl 8 Lewd 9 Level 10 

Skill/Ability Bonus Bo"w Bonus Bo"w Bonus Bonus Bonus Bonus Bonus Bonus 

E"pcricncc Point,,: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 1 10,000 130,000 J 50,000 

Movement at Maneuver: 
No Armer: +20 all levels - !i<!jl LwbN: +0 al! levels - R,:iJ u�lbtr: -10 all ie-vds - 0,.,;11: -65 all levds - PLru.' -80 all [e"cis 

Wupon Skills: 
I-H Edged +5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
I-H Concussion -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
2-Hamicd -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Thrown -15 -1 5  -15 -15 -1 5  -1 5  -15 -15 -1 5 - 15 
Missile +25 +25 +25 +25 +25 +25 +25 +25 +25 +25 
Pole-arms. -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 

General Skilli: 
Climb +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 
Ride +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 
Swim +25 +25 +25 +25 +25 +25 +25 +25 +25 +25 
Track -5 -5 -5 -5 -5 -5 -5 -5 -5 -5 

SubterfUge Skilli: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Sulk/Hide +30 +30 +30 +30 +30 +30 +30 +30 +30 +30 
Pick Lock -5 -5 -5 -5 -5 -5 -5 -5 -5 -5 
Disann T r.lp -10 -10 -10 -10 -10 -10 -10 - 10 - 10 -10 

Mogie-al Skills: 
Rud Rune +32 +39 +.6 +53 +60 +72 +8' +88 +92 +96 
Usc Item +22 +29 +36 +.3 +50 +57 +64 +76 +83 +87 
Diuctcd Spells +23 +36 +.9 +62 +75 +80 +85 +90 +97 +104 

Mi$CclbncolU &. Sccond:lry Skills and Bonwcs: 
Perception +35 +40 +.5 +50 +55 +60 +65 +67 +69 +71 
Body Development I I 17 22 2. 33 39 •• 50 55 61 
Basc Spdl OS 2 • 6 8 10 12 I. 16 1 8  20 
Power Points 2 • 6 8 10 12 I. 1 6 18 20 
First Aid +25 +25 +30 +30 +35 +35 +40 +40 +45 +45 
lorE" Skill t -5 +25 +30 +30 +35 +35 +40 +40 +45 +45 

I...mala.' Tal� -I WaJ boTn lam.I •• 50n ofCdahi. a' Ar:ldhrynd. ,he Hall, of t - The GM mWI choo$c (or .1I0w the player to ch005e) .. Lor. Skill 
• he Elven-king.. in Gr«nwood .h. Grul. Studying under the !ut<l.gc of.he A v>.r for the chau(t<,r . 
mage Ardumi., I b"camc .. lnrned (cllow 3t .. ..  cry young .ge. Unfortuna,dy, I 

TOldl wnj>r: 21.0 lb - W;/boWI ",/{bt/ - 9.S Ib also beame uccptionally rud., •. ] pined for.M wid. woodland. md .h. SlaT-
filled n;ghu Ihal captivated my p".'" EI1<1""bTQnrr Prn�lty: +0: 0-15 Ib; - [0: ! 6-25 lb; -IS: 26-35 Ib; 

So, I abandoned my studi.s, resolving to [.om my 'I':If. among my .n.free -20: 36-45 Ib; -30: 46-60; -35: 61-80; -40: 81-100; -60: 101-120 
compatriots in the cool grcen woodland •. I roamed for many a year, from Ih. Composite Bow (3 Ib) Quivrr (20 Arrows) (4 Ib) 
Misty Moumains .0 the Iron Hilb, discovering the gifts of the I.nd. 

Recently, however, the Elvcn-king h", tired or my w.ys-llowevu wel!- Dagg� (I Ib) Necklace (+2 spell adder. 0.5 Ib) 
mnning-nd he ordered me home. Commanding me to bc�r a outed packet Clothes &; Pcrson.o.l Effect:! (indudes boots, do�k. weapons belt) 
tothe Court of Rohan in Edons, he probably hop .. to channe! my p .... ions and Bclt POlich (w/money, Flint &; Sted) - 5 sp, 4 bp. 5 cpo 3 Ip ( l ib) 
",claim. v.1Uilble subject. Perhaps he will. 

SalChr:l (hold$ [0 Ib, weighs [ lb) Ikdroll (3 [b) 
Lock Pick Kit (O.S [b) 2 T orchu (2 [b) 
Waterskin (l ib) Waybrcad (I month. 4 Jb) 

� CHAR..A.CTER BACKGROUND &; HISTORY STARTrNG EQUIPMENT &; MONEY � 



Height: 

Weight: 
H�ir/Eyes: 

CH:ndfr I Agf: 
Rf�lm: 

Demeanor: 
Pfnonality: 

Motjv�tion: 
Alignment: 

SpdI Lisb 

6'0" 

153 lb. 
s..ndy/Gr�n 
Malf/26 
Essence 
Gu�rded 
rlln-Ioving 
Pleasure 
Good 

Level Le�rnrd 
I) Lofty Bridgr I" 
2) Spirit Mastery ___ I" 

3) Light UW 2nd 
4) Essence Hand 2nd 
5) lIIusions 3rd 
6) Water uw 4th 
7) Unbaning Ways __ 4'h 
8) Living Ch.mg� 5th 
9) FIre uw 6th 
10) Spdl Ways 6th 
! I) Ice Law _____ 7th 
12) Earth uw 8th 

Lvi I New Ranul 
ungu�ge R�nk uvd u�rned 
Silv:on 5 

\Vestron 5 
Qurnya 3 
Sindarin 3 

Adunaic 3 

Su, Value Bonus 
Stl"l'ngth 33 +0 

Agility 52 +10 

Constitution 46 +0 

Inte!!igencr 98 +20 

Intuition 92 +15 

Pruencr 76 +10 

Appearance 86 

13) Essrnce's Percrptions __ 8,h 
14) Essence's \V�ys 9th 
15) Wind uw IQrh 
16) Physiral Enhancrmfnt _ 10th 

Skill lAbility 
Level Item 

Bonw t Bonus 

Movement 6: Maneuver. 
No Armor 
Soft Leather 
Rigid Lr�thrr 
Chain 
Piau 

Weapon Skills: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
Missile 
Polr-amu 

General SkiD,: 
Climb 
Ride 
Swim 
Tl";lck 

Subtufuge Skills: 
Ambush 
Stalk/Hide 
Pick lock 
Disarm Trap 

Magical Skills: 
Read Rune 
Usr Item 
Directed Spells 

MiJCelbn�w to: Srcondary Skills: 
Perception 
Body Development 
Power Point.- +2 add.r 
First Aid 
lore Ski!! t 
Special BonuseJ: 
Essence RR: +20 
Channding RR: + 1 5 
Poison RR: +10 
DiscOlSC RR: +100 
O..rensive Bonus (DB): + 10 
Base Spell OB: 
Encumbrancr Penalty __ _ 

Speci..t 
Bonus 

Total 
BonwfType 

MM 
MM 
MM 
MM 
MM 

0. 

0' 

0. 

OB 

0. 

0. 

MM 
MM 
MM 
SM 

SP 
SP 
SM 
SM 

SM 
SM 
OB 

SM 
SP 
SP 
SM 
SM 

RR 
RR 
RR 

RR 
OB 

OB 

SP 



l140] Cultur�!RlIIc",: Dunadan - Mirwen - Profession: Maec ,'"', �., 
LEVEL BONUS (Skill Bonus for Rank+Sl:;I.t+Profcssion) 

,y., 
u,vd I uvtl 2 Ltvd 3 uvd4 level S uvd 6 uvd 7 Level 8 Level 9 Level 10 

Skill/Ability Bonus Bonus Bonu5 Bo"w Bonus Bonus Bonus Bonus Bonus Bonus 

Experience Poinu: ID,OOO 20,000 30,000 40,000 50,000 70,000 90,000 1 10,000 130,000 150,000 

Movement &. Maneuver: 
No Amlor: + I 5 aJl levds - Scjr u�tbt" -30 all levels - RigiJ Lralkr: -15 for levels _ C'Ixl,rr: -55 aJl levds - P!"tt.- -80 :l.ll levds 

Weapon Skills: 
I-H Edged + 1 5  +IS +15 + IS +15 +IS + IS +15 +15 + IS 
I -H Concussion -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 
2-Handed +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Thrown -15 -IS -15 -IS -1 5  -IS -15 -15 -15 -15 
Missile +15 +15 +15 +15 +15 +15 +15 +1 5  +15 +15 
Pole-anns +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 

Genu;!! Skills: 
Climb -15  +15 +15 +1 5  +15 +15 +15 +15 +15 +15 
Rid", +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Swim +1 5  +15 +15 +15 +15 +1 5  +1 5  +1 5 +15 +15 
Track -5 +25 +25 +25 +25 +25 +25 +25 +25 +25 

Suburfugt Skills: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Pick Lock -5 -5 -5 -5 -5 -5 -5 -5 -5 -5 
Disaml Trap -20 -20 -20 -20 -20 -20 -20 -20 -20 -20 

M"gicai Skills: 
Rnd Rune +32 +39 +46 +53 +60 +67 +74 +81 +88 +92 
Use Item +17 +24 +31 +38 +45 +52 +59 +66 +73 +77 
Directed Spells + 1 8  +26 +34 +42 +50 +58 +66 +74 +82 +90 

Misc"U:aneous &. Secondary Skills ;lnd Bonuses: 
Perception +10 +1 5  +20 +25 +30 +35 +40 +45 +50 +55 
Body O .. vdopmcnt 37 43 48 54 59 65 70 76 8 1  87 
Base Spell OB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20 
Power Points 2 4 6 8 10 1 2  1 4  1 6  1 8  20 
Appraisal -5 -5 +25 +25 +25 +25 +25 +25 +25 +25 
First Aid -5 -5 +25 +25 +25 +25 +25 +25 +25 +25 
Signaling -5 -5 -5 +25 +25 +25 +25 +25 +25 +25 
Lor� Skill # 1 t +25 +30 +35 +40 +45 +50 +55 +60 +65 +70 
Lor� Skill #2 t -5 +25 +30 +35 +40 +45 +50 +55 +60 +65 
Lor� Skill #3 t -5 +25 +30 +35 +40 +45 +50 +55 +60 +65 
Lou Skill #4 t -5 -5 -5 +25 +30 +35 +40 +45 +50 +55 
Lore Skill #5 t -5 -5 -5 -5 +25 +30 +35 +40 +45 +50 

M,rw�n's Tale _ They call m� Mirw�n. Ihe "Jewd-m�iden," (or I w;u born t - The GM must choose (or allow the player to choose) five Lore 
b.ne.th Ihe lighl of an enclmmd gem. This pttrJeu emerald adomed Ihe ring Skills for Ihe chaf";ilcler. 
on my moth�r Miri"n's r,,,gu. the ume ring Ihal my grandmother and my 

Tol�1 wri,gbr: 15.0 lb - wirbou/ f�l(brl- 5.0 lb grandmolher's g,.,.ndmother proudly war<'. 
L:uer in life. I learned Ibl Ihe jewel, Ihe MirG.len, and thering. lh� Corla;qa, EIIl"1<rtlb.-allu Prn�lty: +0: 0-15 lb; -5: 16-25 lb; -10: 26-35 lb: 

origin.lly hailed from �ncienl Numenor. They were rescued by Miriphd, "- -15: 36-45 Ib; -25: 46-60; -30: 6 1-80; -35: 81-100; -55: IOI-I20 
prescient Seer ,n th. How<: ofElend,] Ihe Tall. II is Jllid 1h�1 .he who w ..... Ih. 

Quarterstaff (+ IO OB, 3 lb) Dagger ( l lb) Corlaiqa sh�!1 find bl=ing in her magic and curiosity in hn sou!. 
I inh.ril�d Ih�. gifl.<, along wilh the ring, tI,. day my mOlher died. I al.o Ring (+2 spell adder) 

b.came heir to a 51 .... ng. legacy: a que" 10 find th. lo.t Book oflh Green Ligh1, Clothes & Personal Eff.cts (includes boots, cloak, W�3ponS hf,lt) 
which was w,il'en in the Elder Days by ,he Naldo Khol., Rumil afTit;on. A Belt Pouch (wi money. Flint & Sted) - 12 sp. 6 bp. 3 cp, 5 tp (l ib) gi(1 ftam IheNoldarta ElrQ.---1he lirst KingQflhe [)Unad.n ofWelletne.",_ 
the {orne purporudly tcache. read"" much Qf what w;U Qnce known aooul S:atchd (holds IO lb, w�ighs I lb) 
Noldo j.wd-crart. It i. bey<>nd price. and I.gends warn th'lI il .hould nev.r fall Bedroll (3 lb) I Torch (J Ib) 
in!Q unrighteous hand •. \V aterskin ( I  !b) Greatbre�d (I week. 4 Ib) 

N�I",.,lIy.1 .�.k Rumi]'s oook. juS!�. I seck a prQfXr p •• c. (or my kind. 

�����,� __________ � ______________________________ .l __________________________________________ -![,�/] ""J' CI.ARACl"ER BACKGROUND lit HISTORY STARTING EQUIPMENT lit MONEY 'f� 



Height: SIO" 

Weight: 150 lb. 
H:l.ir/Eye�: Brown/Hazel 

Gender/Age: Female/27 
Rulm: E"ence 

Demunor: �riow 
Puwnality: Inquisiti� 
Motivation: Curiousity 
Alignment: Neutral 

SptU Lim unl Learned 
I)EsRn� Puctptions __ I .. 
2) Spirit M.utery 151 
3) Light uw 2nd 
4) Essence Hand 2nd 
S) EsStnce's Wart- ___ ',d 
6)Spdl Ways 4th 
7) Illusions 51h 
8) Ice Law 6th 
9) lofty Bridge 71h 
10) E.:orth uw 8th 

lvi I New Ranks/ 
Language R.nk J..."vd Learned 
Adunaic 5 
\Vestron 5 
Sindarin 5 
QUl'nya 5 

Stu Value Bonus 
Strength 39 +5 

Agility 90 +10 
ConstituTion 43 +10 

Intellig"nce 99 +20 
Intuition 78 +5 
Pr"Knce 57 +5 

App<'an.nce 64 

I I) Living Change ___ 9th 

12) Unbamng Wa)'$ _ IChh 

t - Tak� .he Le�J Bonuoes for the c.. ..... m lewJ ffOrn rhe previ ...... p>g<. 

Level Item SpUtal Tout 
Skill/Ability Bonus t Bonus Bon\d BonwfTyp" 

Movement 6! Maneuver: 
No Armor 
Soft Leather 
Rigid Leather 
Chain 
Plate 

Wupon Skilh: 
I-H Edged 
I -H Concuuion 
2-Hmded 
Thrown 
MiS5iJe 
Pole-arms 

General Skilh: 
Climb 
Ride 
Swim 
Track 

Subterfuge Skilk 
Ambush 
Stalk/Hide 
Pick Lock 
Di»rm Trap 

Magical Skills: 
Rud Rune 
UK hem 
Diruled Sp<'lls 

Miscellaneous & Secondary Skilh: 
Perception 
Body [kvdopmenl 
Power Poinu +2 adder 
Apprai»1 
Fin! Aid 
Signaling 
Lore Skill #1 t 
Lore Skill #2 t 
Lore Skill #3 t 
Lore Skill #4 t 
Lou Skill #S t 

Special Bonuses: 
EsKnce RR: 
Channeling RR: 
Poison RR: 

+20 
+5 
+15 

Disease RR: +15 
Defensive Bonus (DB): +10 
Base Spell OB: 
Encumbrance Penalty __ _ 

MM 
MM 
MM 
MM 
MM 

0. 

0' 

0. 

0. 

0' 

0' 

MM 
MM 
MM 
SM 

SP 
SP 
SM 
SM 

SM 
SM 

___ 0' 

SM 
SP 
SP 
SM 
SM 
SM 
SM 
SM 
SM 
SM 
SM 

RR 
RR 
RR 
OR 
0. 
0. 

SP 
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B Culture/Racc: Half-df - Elbragol - Profusion: AnimIst � LEVEL BONUS (Skill Bonus for R.ank+Stat+Profusion) 
Level I Level 2 u:vd 3 uvd 4 Level 5 uvcl 6 Level 7 Level 8 Level 9 Lt:vd 10 

Skill/Ability Bonus Bonus Bonus Bonw Bonw Bonus Bonus Bonus Bonw Bonus 

fupericncc Point.!;: [0,000 20,000 30,000 40,000 50,000 70,000 90,000 1 [ 0,000 130,000 ISO,OC() 
Movement a.: Maneuver. 
Na Annot.' + I 5 all levels - Scft uather: ·30 aJl lcvds - Ri&iJ LWbtr: -15 for level, - a..,": -35 an lcvcb -P"'It: -80 all levds 

Wupon Skills: 
I-H &lgt<! +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
I-H Concussion ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 
2-Handcd + 10 +15 +20 +25 +30 +35 +40 +45 +50 +55 
Thrown ·15 ·15 ·1 5 ·15 ·15 ·15 ·15 ·15 ·15 ·15 
Missile +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 
Polc-;"nn5 ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 ·20 

General Skilli: 
Climb + 1 6  + 1 7  +18 +19 +20 +21 +22 +23 +24 +25 
Ride +21 +22 +23 +24 +25 +26 +27 +28 +29 +30 
Swim + 16 + 1 7  +18 +19 +20 +21 +22 +23 +24 +25 
Track + 1 6  + 1 7  +23 +24 +30 +3 1 +37 +38 +44 +45 
Subttrfugc Skills: 
Ambwh ·25 ·25 ·25 ·25 ·25 ·25 ·25 ·25 ·25 -25 
Sc...[k!Hidc + 15 + 15 +20 +20 +25 +25 +30 +30 +35 +35 
Pick Lock ·10 +15 +15 +15 + 1 5  + 1 5  + 1 5  +15 + 1 5  +15 
Dis�nn Trap +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 

Magical Skil&: 
Read Rune + 1 6  +22 +28 +34 +40 +46 +52 +58 +64 +70 
U.sc Item +21 +27 +33 +39 +45 +51 +57 +63 +69 +75 
Din'acd Spt'lls + 1 7  + 1 9  +21 +23 +25 +27 +29 +31 +33 +35 

Miscellaneous .& Secondary Skills and Bonuu): 
Perception +26 +32 +38 +44 +50 +56 +62 +68 +74 +77 
Body Development 21 27 32 38 43 49 54 60 65 71 
B�eSpdJ DB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20 
Power Points 2 4 6 8 10 12 14 16 18 20 
Anim�1 H�ndling ·20 +10 +10 + 1 5  + 15 +20 +20 +25 +25 +30 
Bo�! Handling ·10 +20 +20 +25 +25 +30 +30 +35 +35 ++0 
First Aid + 1 5  +15 +20 +20 +25 +25 +30 +30 +35 +35 
Sky-W�!ching -10 ·10 ·10 +20 +20 +25 +25 +30 +30 +35 

E1bngol'l Talc _I �m Elbngol. In. "Sudden Sur." !he Jon of Ihe 5inda Elf- TOld] wnglJl: 22 Ib - witb:n., JIIubtl - 12,5 Ib 
rtuiden Silrtur_n �nd the Arthad�n R�nger Orodhil. My mOlher 00", mc .ome Enrnmb.QIIl. Pmdlty: +0: 0-25 Ib; -5: 26-35 lb; -10: 36-45 [b; 
thirty-on. ye� ..• go. lS m. lay dying in the .molde.ing ruin. of my f.!he.·. keep. -[5: 46-60; -20: 61-80; -25: 81-100; -30: [0[-120; 
Thus. I waso'ph�ned.1 birth. R •• cu.d by AmOOron ofViny�th .. d. I w� • •• i.ed 

-45: 121-[40; -55: 141-160 by Ih. Noldor of Fo.lindon. They taught me to .u�ct the culm",. of my 
p�rentJ. �. well th�1 of Ihe High ... I"". of the HonlC of Finwt. Quammaff(+2 spdl adder. +10 DB. 4 Ib) Dagger (I Ib) 

I take pride in my Pc..,.lhil roou. and w,lk proudly .mong .ny pwple. Yet Long Bow(3 Ib) I Qui�r (20 Arrows) (3.5 [b) 
I am mml comfortable in ,h. wilds ... if I could ",member and f.cI the urn. Clothes & Persona] Eff"ecu (includes boots. cloak. weapoN belt) 
puions Ih�1 drove my fain.. '0 the fronli., of nortn.rn Eri.do •. Bdt Pouch (w/money. Flin! & Sud) - 4 sp. 8 hp. 5 <:p. 2 Ip (l Ib) $l:nngdy. my enchanted ... IT. Amimo,.". is rtpulcdly the prop"'rty of the 
Mon who .Iew my pOrtnu. II i. fashioned in In. [)Un�dan style .• rw:lIC'YU ... &!chd (holds 10 lb. weighs 1 Ib) Lock Pick KIt (0.5 lb) 
cons!.>nl rtmind •• of ,h. truchcry (oment.d by juloUJ. greedy huru. Bedroll (3 lb) I Torch (l Ib) 

II is my ckornl wi.h and chOICn purpoJ. 10 ........ lhe Lord. o(both Lindon Waterskin ( l lh) Wayhrcad (I month. 4 1b) 
and Arthedain. I ho� 10 lend my .kitJ. ... 'p"'Il ... stc, to nch o( their C.UJ,... 
First. howe .. er. I .hall .mb�rk on • journey 10 find an Arth.dan St .. named 
Nirnndan. Ihe m�n who killed my family in order 10 (ulfill an evil pledge. 

� CHARACTER BACKGROUND & HISTORY STARTING EQUIPMENT & MONEY � 
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m
:":'"1r�J f Curnnr Ltvd: Experience Points: 

Height: 6'3" 
Weight: 200 lb. 

Hair/Eyes: Black/Gr .. y 
Gender/Age: Malc/31 

Rulm: Channeling 
Dcmunor. Rescrv .. d 
Personality: Thoughtful 
Mor;ut1on: Pres('rve Culture 
Alignment: Good 

s�u Lists Levd Learned 
I) Calm Spirits 1st 
2) Surface Ways ist 
J) Cr��tions 2nd 
4) BJ<XXI Ways 2nd 
5) Bone/Muscl� Ways_Jed 
6) Direa Channding __ .,h 
7) Sound/Light Ways _.eh 
8) Natuu's Movemem __ 5'h 
9) IXtcction Mastery __ " h  
10) Protections 6th 
II) Organ W�ys 7th 
(2)SpdI [flfen$e 8th 

Lvii NI'W R.1nksj 
Lmgu;ogc Rank uvd uarncd 
Sindarin 5 
\V"srron 5 
Qucnya • 
Silvan J 

5m Value Bonus 
Strength 53 +5 

Agility 8J +10 
Constitution 46 +5 

InuIIigence 92 +10 
Intuition 95 +15 
Presence 64 +5 

Appearance 91 

13) Naturc's Lore ___ 8,h 
14) Purifications 9th 
(5) Animal Mastery __ 10th 
16) Plant Mastery __ 10th 

t� Take the Le"d So""",. for ,ht e",,,,n' Level from !he previous � •. 

uvd Ium Spt:cial T ouI 
Skill/Ahility Bonu, t BonUll Somu Bonus/Typ .. 
Movement & Manruv,",r. 
No AnnoI' 
Weapon Skills: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
Missile 
Pole-anns 
Gener",1 Skills: 
Climb 
Ride 
Swim 
Track 
Subtt:rfugc Skilli: 
Ambush 
Stalk/Hide 
Pick Lock 
Dis�nn Trap 
Magical Skills: 
Rnd Rune 
Use Item 
Directed Spd!$ 
MisceIJaneous & Secondary Skills; 
Perception 
Body Devdopmem 
Power Points +2 adder 
Animal Handling 
Boat Handling 
First Aid 
Sky-Watching 
Special BonUSe$; 
Essence RR; 
Channeling RR: 
Poison RR; 

+10 
+15 
+10' 

Disease RR; +55 
Defensive Bonus (DB): +10 
Base Spell DB: 
Encumbf:lncc Penalty __ _ 

+10 

MM 

08 

08 

OR 

O. 

08 

08 

MM 

MM 

MM 

SM 

SP 

SP 

SM 

SM 

SM 

SM 

08 

SM 

SP 

SP 

SM 

___ SM 

SM 

SM 

RR 

RR 

RR 

RR 

08 

08 

SP 
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B CultuTdR..1c�: Beaming 

uvd I 

- Beraiath -

LEVEL BONUS (Skill Bonus for Rank+Sut+Profcnion) 

Profession; Animi$! [!J 
Skill/Ability Bon� 

Expu;Imce Poinu: 10,000 

Movement &. Maneuver: 

uvel 2 
Bon� 

20,000 

uvd 3 uvd 4 uvd 5 Levu 6 l..t.vd 7 level 8 
Bonus Bonus Bonus Bon� Bonus Bonus 

30,000 40,000 SO,()(X) 70,000 90,000 1 1 0,000 

Level 9 
Bon� 

130,000 

NQ A .. mer: + 15 all levels - Soli L#.lbn: -30 aU Iuds - Rigid u�rbn: -15 for levels - ('h..,'": -35 all levels - P!4rt: -SO all levels 
Wupon Skills: 
I-H Edged -20 -20 -20 -20 -20 -20 -20 -20 -20 
I-H Concussion -20 -20 -20 -20 -20 -20 -20 -20 -20 
2--Handcd +10 +10 +10 +10 +10 +10 +10 +10 +10 
Thrown +10 +10 +10 +10 +10 +10 +10 +10 +10 
Missile -20 -20 -20 -20 -20 -20 -20 -20 -20 
PoIc-amu +20 +25 +30 +35 +40 +45 +50 +55 +57 

General Skills: 
Climb + 1 6  +17 +18 +19 +20 +21 +22 +2' +24 
Ride +31 +'2 +', +', +'5 +'6 +'7 +'8 +'9 
Swim + 1 6  +17 +18 +19 +20 +21 +22 +2' +24 
TfllCk +6 +12 +18 +2, +'0 +'6 +42 +48 +54 

Subterfuge Skilli: 
Ambush -25 -25 -25 -25 -25 -25 -25 -25 -25 
Stalk/Hide +20 +20 +25 +'0 +'5 +40 +45 +50 +50 
Pick lock -25 +5 +5 +5 +5 +5 +5 +5 +10 
Dinnn Trap +'0 +30 +30 +30 +30 +'0 +'0 +30 +30 

M2gic:u Skifu: 
Rnd Runt; +31 +37 +43 +49 +55 +61 +67 +7' +79 
Use Item +6 +7 +13 +14 +20 +21 +27 +28 +34 
Directed Spells -18 +14 + 1 6  +2' +25 +'2 +34 +41 +4' 

Miscdbncous & Sccond;l'1' Skilli :md BonU5u: 
Perception +'6 +42 +48 +54 +60 +66 +72 +78 +84 
Boc:Iy Development J2 '8 43 49 54 60 65 71 76 
Base Spell DB +2 +4 +6 +8 +10 +12 +14 +16 +18 
Pown Poinrs , 6 9 12 1 5  18 21 24 27 
Animal Handling +'0 +30 +'5 +'5 +40 +40 +45 +45 +50 
First Aid -25 +5 +5 +10 +10 +15 + 1 5  +20 +20 
For�g;ng +'0 +'5 +40 +45 +50 +55 +60 +65 +70 
Sky-W �tching +'0 +'5 +40 +45 +50 +55 +60 +65 +70 

lkraLith'l T ale-l �m p�rt of a Im�U. sccr(cive Northm�n people. the so-called TOla! wt1�I: 43.5 lb - .... ilbo .. , b.u!f'dl! - 24.5 lb 

Lev"! 1 0  
Bon� 

150,000 

-20 
-20 

+10 
+10 
-20 

+59 

+25 
+40 
+25 
+60 

-25 
+50 
+15 
+30 

+85 
+35 
+50 

+87 
82 

+20 
,0 

+50 
+25 
+75 
+75 

"lkar-folk of Rho van ion." \Vt ca!1 oundves lkijabu. Elda chronicle", speak of En .... mbr"n{c Pm,,/ry: +0: 0-25 Ib; -5: 26-35 lb; -I 0: 36-45 Ib; 
u. u the .. lkoming .... or Children of Ikom. -15; 46-60 Ib; -20: 6 I -80; -25; 81-[00 lb; -30; 101 -120 Jb; I grew up to the wen of the G�u River. not f�r from th.lullowed Carrock. 

-40; 121-140; -50; 141-160 .t Long-.pring House. There. JUSt below lhe High P.us. I lumed the lore of my 
peopl. and the wa)lll of wild •. My father. Iknufa. W", aSkin-changer. He ,,"ught Shidd (+25 DB) ( 1 5  Jb) Spur (+ 10 OB) (2 Jb) 
me to conju�. &fore long. I found comfort and COUTagt' in Nature-magic and Handan (5 Ib) Bractl!:t (+2 spell "dder. 0.5 Ib) 
(he powers of the almighty IXma. Th. Hununun gave me strenglh and blested Clothes tit: Personal Effecu (includ� boou. cloak. weapom; belt) 
my spells. 

Belt Pouch (w/money. Flint tit: Sted) - 2 �p. 3 bp. 2 qJ. 5 Ip (l ib) Like all my people. my family is en([mted with a Watch. The F�e Peoples 
rely on us to keep Ihc Misty Mounuin pa • ..,. and the adjoining trails 0p"n and &ckpack (holds 20 lb. weighs 2 Ib) Bedroll (5 Ib) 
ufe. wuthcrpcrmitting. 0", Watch e"tends northward and wcstward from the Tarp (4 Ib) Lock Pick Kit (0.5 Ib) 
c..rrock. and includes the old Ore_hold at Goblin-gatc. Iktwecn Ih. Yrch and 25' superior rope: (1.5 Ib) 3 Torches (3 Ib) 
theit crude t",p'. many of my brethren fuvc pt'ri.hcd. Waterskin (l lb) Grcatbrcad (3.5 days. 2 Ib) 

While thelkij.bar a� .. reclusivc 101. our ,.rvice ., Ih. ca�t>kers of the g.ce. 
into Rhov.nion demands thai wc deal with oth�r nations. Thu •. I h.ve b.:�n 
appointed to deliver word of the fOcent elev.t;on of my father to the pos< of 
W.ildanb.ir. [ plan to travel far and wid�. ,pr •• d;ng good liding. on b�h.Jf of 
my kin.men. and I •• rning the w�ys of other peoples. 

C�I,o\.IU.CTEll BACKGROUND lit HISTORY STAATING EQuIPMENT lit MONEY 



l '1 CulturdR2ce: Bromin 

Height: 6'4" 

Weight: 220 lb. 
Hair/Eyes: Red/Green 

Gender/Age: Male/22 
Realm: Channeling 

Demeanor: Cheerful 
Penon.ality: Jovial 
Motivation: Pre5erve Culture 
Alignment: NttLtr.ll 

SPf'1l Lists Level Learned 
I) Animal Mastery ___ In 
2) Calm Spirits In 
3) Surface Ways 2nd 
4) Nature's Lore 2nd 
S) Plant Mastery 3rd 
6) Dimt Chanmling __ 4'h 
7) Blood Ways 5th 

8) Bone/Muscle Ways_6'h 
9) Organ Ways 7th 
IO)Sound/Light Ways �8th 

Lyl l 
unguage Rank 
Adiduck 5 
Waildyth 5 
We5u·on 5 
Nahaiduk 5 
Silvan J 

Sa, 
Strength 

Agility 
Constitution 
Intelligence 

Intuition 
Pr..,�nc.., 

Appraunce 

J I) Protections 
12) Creations 

- Beralath - Profusion: Animist 

New R:mks/ 
Ley..,1 Learn..,d 

Value Bonus 
61 +5 
78 +5 
88 +5 
49 +0 
100 +25 
51 +0 
" 

9,h 
I",h 

Current Level: Experience Points: 

t - T.s.� ..... lL .. ! 8onw.<. fo< th. CU ..... n t ltv<! from ..... pr<yiaul 1"&<. 

Skill/Ability 
Level Itc:m 

Bonus t Bonus 

Movement &: Man .... ver: 
No Annor 

Weapon Skilli: 
I-H Edged 
I-H Concussion 
2-Handed 
Thrown 
Missile 
Pole-anns 

General Skills: 
Climb 
Ride 
Swim 
Tuck 

Subterfug.., Skills: 
Ambush 
Stalk/Hide 
Pick Lock 
Disann Trap 

Magical SkiUs: 
R..,ad Run.., 
Us.., Item 
Directed Sprlls 

+10 

Misc..,Uanrous &: Secondary Skills: 
Perception 
Body Development 
Power Points +2 adckr 
Animal Handling 
First Aid 
Foraging 
Sky-Watching 

Sp..,cial 8onuns: 
�nce RR: +0 
Channeling RR: 
Poison RR: 

+25 
+5 

Di�a.se RR: +5 
Defensive Bonus (DB): +5 
Base Sprll OB: 
Encumbrance Penalty __ _ 

+25 

Spcci.al 
Bonus 

Total 
Bonus/Type 

MM 

0. 
0. 
0. 
0. 
0' 
0. 

MM 
MM 
MM 
SM 

SP 
SP 
SM 
SM 

SM 
SM 
0' 

SM 
SP 
SP 
SM 
SM 
SM 
SM 

RR 
RR 
RR 
RR 
D' 
CO 
SP 
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Part VII 
Apptndica 

APPENDIX · A-2 !IHD�!UHIHIHIim 

CULTURE AND RACE DESCRIPTIONS 
The following ,1TC general de5criprions of the predom; n;tm races 

of Middlc·carth. Naturally. certain individuals will differ to vary­
ing degrees. Certain modifiers arc included for purposes of rcali$m, 
but GMs should feci free to omit them if they (onSld ... r th"", to t,., 
unwieldy. 

The ;n[annat;on is intcnd .. d to serve as a guidel ine for equipping 
and dcvdoping both player characters and powerful or otherwise 
significant non-player ch"ractcn. The outfitting options and the 
background opriam h,,"" hf,cn genef3ted to enhance the proc(Ss by 
which the living ptoplcs ofMiddlc·carth ;m ttansl"{cd into a game 
5),StCI". 

The oprioru listed under each race corrupond to the gl':neralitics 
dcscribcd or utrapolarcd from T1:t HrJ,bir and n., iATJ of'/" Ring., 
However, individual characurs may stray from the nonns of their 
race. A GM rnay decide to aUow a chancter to possess a weapon 
typically not favored by his or her race or to learn a language usuaUy 
oni me interest to El vu or Dwarves, etc. How much deviation from 
the norms is to be allowed is up to the GM. And when a character 
docs not follow the nonns, the GM needs to include plausible 
reasons for the differences in the character's personal history and 
background. 

Players developing their characters should follow the normal 
procedure for outfitting and utilizing background options de­
scribed ill Section 22.0 (p. 84). Where dice rolling is required 
(special abilities, special items. extra money), the infomlation 
below should be inserted into or paired with Table CGT -2 (p. 
247). 

Remember that advemuring characters wLll come into COnTaCt 
with peoples and culrures unknown to thnn in their fonnative 
years. A Lossoth warrior might speak only Labba and \Vesrron 
upon leaving his native bnds and carry only hiS fishmg spear. Six 
months later (ponibly second or third In'eI), he may have picked 
up a smattering of Sindarin and be wielding :l long kynac! 

ERU 

� A-2.I • DWARVISH RACES 

------... DWARVES "c----­
(Pl. Khal.tid, sing. Khazad) 

The Dwarves arc descendants of the Scvm Fathers, the orlguW 
lords crafted from the earth by the Vala Auli. He is the Smith rJ 
the Valar, the giver of mountains and maSUT of crafts, and tlw 
Dwarves call him Mahal (Kh. "Maker")' They were cruled fitJI. 
but Em forced his servant Aule to delay their awakming untrl aftrl' 
the coming of Elves and Mm. Followmg their birth the Stvm 
Kings fonned tribes based on their lines .1Ild separated, Ahhoogb 
these Seven Tribes have since spread across M iddlr-rarth, they h." 
remained dose and have spawned a universal reputation fOi 
ruggedness. pfllctic�lity. and unwavering loyalty. Mos! group> 
favor the rocky highlands and deC'}' cavenu of the mount�Ir1J, ft.r 
the Dwarvu. perhaps more than any race. remember their ongm 
and herirage. 

PliYSICAL CHARACTER 
Build: Short, stocky, strong, wl!h rxceptiona Ill' strong limbs, Mal.!. 

average 150 pounds: females, 135 pounds. 
Coloring: Black, red, or dark brown hair. Fair to ruddy compblOil. 

Endurance: T remendow. They can carry great burdms 0\'''' 10flj] 
distances with little resl. 

Height: Males avenge 4'9"; females. 4<5". 

Lifespan: 200·400 years. 

Resisl;Ince: Resistance against name and icc: +30 OS and RR 
bonuses veTSuS hut and cold attacks. 

SpKial Abilities: Dwarves sce well in extreme darkness. In till 
dimmest light, they can sec SO' perfectly. and fairly well up to 
100'. They can see [0' in total darkness (non-magical). 

CULTURE 

VAUI-R----------- MAlAR I 

Clothing & Dt:coration: Beards, somrllma 
braided. Long hair. Heavy garb with colOl_ 
ful hooded cloaks. Crenelated trimwork IS 
popular. 

I 
A"'-' 

I Dw.uvts 

U"J," --

I I 
MORGOTH 

-- -

Troll. - - -

Mon Elvts 
- -- - -

Hobbits 

I I 
SAU\tON Wra.RDS 

I 
s"'ruman 

- :::::

.::-
::; - - -

-
- _ :: -- - - _ _

_ _ 
"-r--L----, --

-
-

_ 

Half.",,!!. - -- - - -- - --
Olog.h., 

Fears & Inabilities: Open water and the VOW 
Virna (Lord of Waters). They do not nor· 
mally swim (-SO to Swimming manruvrn) 

Lifestyle: Dwarves an' superb miners mel 
craftsmen, and unsurpassed stonrworkcn, 
They live in tightly-knit groups and f ...... 
underground Cities which arc usl.Lally ClIf 
into rugged hills or mounta", •. 

M.arriage Pattt:rn: Monogamous. Only a thml 
of the ract is female. The line 15 Irntil 
through the mal ... 

Religion: Dwarves believe that each line'll 
has a common spirit which permutt$ thmr 
all and tics them together. They renrt t!rm 
anct:Stors above all other things but Auli 
their maker, and believe that in uch Kit.& 
exists a part of his predece»ors. Th05t of 
"Durin's Folk," [he Dwarvu of Moria ;mj 
the highlands ofWlldcrland, belie.." tin 
Kings to all be one Dwarf-Dunn � 
Deathless. 



OTHER FACTORS 
Demunor. Sobrr, quiet, posse.uive, suspicious, pugnacious, intro­

s�ctive, ,md often very gReedy, Tenacious warriors, they fighr 
Without qwrttt" and ne\'H retn:<IIt. E<iich DW<lln tn:�ll his kind as 
brothers �nd non-Dw�rvcs as le$.Ser beings who, one w�y or 
MlOther, �re a COnSI�nl threat. Their blood is thick and their 
bonds arc decp. They enter into agreements with utrcme C<llrc. 
but, once m<llde, honor thr-m to the letter. The old adage is true: 
-00 fnend ev",did a Dwarf a favor, no emmy � ",,"ong, without 
�ing rep�ld in full." 

ungwge: 5111l"fing Unl"lIgn: Among Ihl'mselves, Dwarves speak 
Khuzdul (Rank 5), a guarded longul' known by virtually no one 
but themselves. \Vhen in public or about in (he wild, Dwarves 
s�<IIk \Vemon (Rank 5), Ihl' Common Speech. or one of the 
Elvish tongues; Belhteur (Rank J) or Sindarin (Rank 3). S!m 

Ikwlop,,, .. u: Dwarves also h�vl' Ihl' opportuniTy to learn: Adiduk 
(R�nk J), [hln.,el (R<IInk I), LogMhig (Rank J), or Nahaiduk 
(Rmk 3). 

Prejudices: Orcs, \Vargs, and Dragons arc the sworn enemies of all 
Dwarven-kind. Above all other r�c(S, they despise theS(" I he most, 
although they arc utrcmdy suspicious of mages and Elves. They 
have suffered tOO much as a rl'sull of magic. No Dwarf will ever 
forgel the sly words of $;ulron, one whose conjuring ensl�ved 
m<llny of their great lords. 

RHtrictions on Profc.ssions: No Dwarven Magnor Bards. Taught 
1nd ble»M by the Vala Smith Aul;:, Dwarves pncticc a plain, 
pr.lctic<IIl E:irth-magic. They know of spells <lind ench�nnncnts, 
but gcnC"r.llly scoff at the W<llYS of Elves or other conjurers, 
preferring msuad to usc such powcrin the making of pcnn�nt 
phYSical Items. Traditional Mages and Bards arc unheard-of; 
Instead Ihey produ(C alchemISts and cnglmn-s. 

OUTFITTING OPTIONS 
Wupon,; D�ggcr. h�od� .. e, short sword, club, war h�mmr-r, mact, 

Cl"Q$;ibow, b,mle-ue, spear. RM op,ionl: throwing all(, he<llVY 
croubow, Ilghl crossbow, war mattock, pole �nn. 

Armor: Any. Dwarves favor ch�in m�ll. Lamdlar (treat ;u Ch�in -
5 '·s. melet, +5 vs. missile) and $Cale (treat ;u Plale) �re also 
�v&ilablc. Target shields (+20 vs. melee. +10 vs. missile, half 
flOnnal weight) and wall shields (+30 vs. meIer, +40 vs. mi.uilc. 
2,1 normal weight) arc popular. 

Clothing: 0.., .. l"rb .. del�chable hood with flaps stwn into it. 
�nnluing the face to be cov�rcd; heavy clo�k fastened with a 
duoraud brooch: tall boots of heavy leather: these gannentS are 
bright rolid colors-scarlet, forcS! green, indigo blue, golden 
)"tllow, royal purple. I""tfl"rb: <II leather jerkin or woolen tunic of 
a deep hu� (maroon, pin� green, navy blue, brownish bbck): a 
wool or linen shirl (usually a deep hue, somtlimcs whitt): c1ose­
filtlng trousers of deep-hued leathl'r or wool: shoe.s or inncr­
boots of roft leather. 

Money: 2 gold pieces ora gem (aquamarim, [opa7.. gamrt, peridot, 
ipincl) of compnable value. 

BACKGROUND OPTIONS 
Dwarves gct four background options. 
Special Abilities: Rtplacc the rangl' 56-60 with; ability to sense the 

presence mcehanical tups SO% of the time (GM should have rhe 
player roll dice without telling the reason whenever he or she 
know, the: chancter is proximate to a trap). Replace the range: 
7! -75 with; suptrior orienting abilitits underground: chaucter 
always know, the direction of true norlh and Ihl' approximate 
de:vation of his or htr location. 

Spe:cial Itcnu: Spell adders not available. Sptll items must not 
contain spells from the following lim: Illusions, Spell Ways, 
Spirit Mastery. all Mage lim neep! Living Change. Controlling 
Songs. Calm Spirits, Sound/Lighl Ways, Creations. Light­
stonts or rune-keys arc available:. Any we:apons will be of superior 
workm<llnship and forged of ned. 

Extu Money: 1-200 gold picees or a gtln (emerald, amethyst, 
ruby, sapphire, diamond) of comp;trable v.tlue. 

Hobbics: Pri,",,? Slills: moving lit maneuvering in any armor. 1-
handed concussion weapons, 2-h�nded wl'apons, pole anns, usc 
item, dlS�rm tr.lp, perceptIon. body de\·c!opmem. Sao"kry SAllIs: 
caving. contortions; Al"fiJlil5!ills: instrumental music; Craft 5A;IIs: 
smithing, trap-bUilding; InJIwmcr S!:ills: public speaking. 

SUt IncrU$c,: Only Constitution and Stre:ngth may be increased 
by 2. All other st<llts may be mcrcased by 1 at most. 

Estra Languages: In 3ddition to the tongues li�tM �bove, a Dwarf 
might in unuswl circumn<llnce$ le�m: Adunaic (Rank 2), Apysaic 
(R3nk 2). Labba (Rank 2). or Umicic (Rank 3). 
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------<l" UMLI • __ ----
Th� Urnlj liv� in rh� Far Nonh of nonh-ctnml Mlddl�-nnh, 

�ast of tht Lonoth_ They aTt it uc� of short folk who �ppaT�mly 
carn� from an anci�nt union of Mtn and Dwarve$. l...rgern:b call 
them Half-dwarv�s. 

PHYSICAL CHARACTER 
Build: Strong and CompaCI, With I�rg� f�atu"'s and eonsld�r:lble 

facial hair. Mal�s a'"er:lg� ISO pounds; femalts, 135 pounds. 
Coloring: Ruddy skin and red hair. with �rn:tr.lting pal� bJu� eyes. 
Enduranc�: Exceptional in cold dimu; avtrage in ttm�r.l1e are;u; 

poor in wann or hot dimates. 
Height: Males average 4'9"; femab, 4'5". 
uf�'pan: 100-200 years. 
R�si$bncc: Umli have +30 DB and RR bonusn �rsw cold/ICC 

artacks and -15 DB and RR bonusn venus hrat/fi", attacks. 
Sp�cial Abilities: Urnli nrcd sl�cp trut three hours a day. I n the cold 

(below 35°F} th�y halve any encumbrancr �mltics; above 
90°F they suITer double encumbrance pt'naltiu. 

CULTURE 
Clothing & DKontion: Fur-Ilncd skin coa[JI. ShirtS, pan[JI, boou, 

and hoods. 
Fears & Inabilities: No�. 
ufestylc: Humers. gatherrrs. and fishcnnan, thry move from Sitc 

to site dept'nding on th� susan, M05t reside m C3VCS or under­
ground sctdemenu. Many min�. and the Umlt 3"' accompltsh«l 
smiths and arti$.aru. 

Marriage Patum: Monog�mous, The line 1$ tt'3c�d thTO\lgh the 
mak 

Religion: Somewhat fonnal. They worship Eru and thT Vabr, and 
revere Aule (who they call MahllC) above all others. 

-� 

OTHER FACTORS 
Demeanor. POSSC'SJivc. pt'TStvering. stubborn. fierer, and yet qui\'{. 
Languagt: 5t",ri"l Lt.nl""lf'J' They speak Umitic (Rank 5). Some 

Ulllli know a lude Labba (Rank 2). Wesrron (Rank 2). Of 
Khuzdul (Rank I). 5hll Drw/opt.m" Umlt also have !he opportu­
nity to learn: Log�thig (Rank 2). and Ikthtcur (Rank 3). 

Pnjudjc�s: TMy hatt Dr�gons and \Vargs "bove all othc-r nc:o:s. 
Rtsuictions on Professions: Nom:. 

OUTFITTING OPTIONS 
Weapons: Dagger, handa� .. , short sword. club. war hammer, ma«. 

whip. bola, composite bow, short bow. sling. batlle-ur, nolil, 
quutemaff. ja .... lin, spear. RM 0f'"O"': knife, war mattock. h�l­
pooo_ 

ArmQr. Any. The Urn!. favor ngld lea!hM' annor made from !M 
�hs of thc polar bear. northern dk. 5<'al. or whale hide. 

Clothing: OurlT l"rb: long, fur-lined coal made from the peluofd\t 
polar bc:ar, 5<'al, whi,e fo.l. "rctic hare. or snow lion; large lealher: 
hood with long, fur-lined "wings" thJ! wr:Ip around the IK'ck.u 
a scarf; soft feh or knitted cap of yarn spun from anll1lal hair, 
h�avy. fur-linn! leather nuttens ol'er IIgh!er, knitted hlK'r-mlt· 
teru; leather panU; heavy, Ihlgh.hlgh lea!her boou. inlllT 1'''' 
shirt of suedtd Icather; jerkin ofknlu«l yam spun from anrnW 
han-; leg hol-t-of su«lcd lcather or knm«l yarn; soft luthers",," 
or half-boou. Nont of thClr g�n"enu are dyrd, retn.llnlng !Ilt 
Ix.ge or neutral shades natuml to th� Wild. 

Monty: Goods which may be bartered or sold for comag .. : a skin 
of spt'nnactll (,mpon.lOt mg",dient m ointments and candia) 
worth 20 srlvtr pltCCS; 7 1eavCJ of DJrsurion (a lcaf hnl. 1·6 
conCUSJron h.ts;) wonh 3 sp nch; 4 5('.11 pelts worth 5 sp exh;Of 
10 carvtd tnnk�u of rurwhal .vory wonh 2 sp each. 

BACKGROUND OPTIONS 

Umli get four b"ckground opuons. 
Special Abilit;ts:All available. Rrplace rnnge 91-93 wl!h: rxcclltnt 

nlfrnory; remembers spokrn or wnuen words rncrly ;u hrard or 
�o. 

Special htms: All avaIlable. M051 should bot- corutructtd from 
matenals common m Ih� Far North: hrdrs, bone. wood, bronzr, 
Imn. 

futra Money: A 5<'1"cllon of hnbs (Arfandas. EdrJrn, JOJo;opo. 
Darsurion. Grfnul. Mirennn. \Vindamit, Arlan. Delrun. 
Melandar. Olvu, Aldab. Febfendu, AtigaJI. Kathkun, and/O! 
Zur) worth 1-200 gold plrces. 

Hobbies: PrrtMry5i.Ih: movlng and mancuI·tnng In any annar, inJ' 
weapon skIlls, trackIng, any magICal skrlls. sulk/h.de. pnup­
tlon, body d�vclopm�nt. SttonJ..ry SI,II., cavmg. fOr:lgmg. ropt­
m;utery. sky-watching; ArlrStll Sidl. .. danct. stol'}'lelltng; JltWrr.. 
5i,/b: icc-skating, skimg; eN]1 5h/b, bone-carving. leather-work· 
ing. smithmg, trap-building, wood-carvmg; l'ifTlI¥nft 5Mb. publ,t 
5pt'3king. 

SUI Incrusu: Any srat may be mcreased. 
futra l.an�gu: In addition to tht tongues ],�ltd .lboV<', Umh 

mrght In unusual arcurrulancC'S learn: Black 5pn-ch (IUnk 2� 
Nahalduk (Rank 2). or Orkish (Rank 2). 



A-2.2 • ELVISH RACES • 
(Quendi) 

E1vn wrrc the fir't to aw�krn �nd .... nfUl'<' into Middle.-arth. 
� arc a graceful ;md noble raet ofimrnort;li bdngs who rnemble 
Mm, but shine with an inner glow which betrays the �pirit of 
U1119ucthoughts and gift.s. No race has been blessed morc, orcuUM 
JO much, by the hand of Fate. 

Though basically similar to mOrlal men. ElvN have �veral 
""panant. If subtle difTucncn. As a race they arc taller than 
hum�lU, btu they are unifonllly slender and have leu body hair. 
Elvtn men have no beards. Fin .. futures 2.00 fair, unmarud skin 
combine with sparkling e�s to gi .... the Elf ilIl tnchantM aura. A 
Jtrangc dcfti'l<'" and C'� of ffiOVi'mcnt give them agraceful quality, 
.md It 15 not surprising th,1.l III",y lIrt very agIle and 50 light ;l(oot; 
!hty lea .... few traces of their passing and can walk on the surface 
offrcshly fallen snow. Their gentle physical apptar.mce belies great 
Jrungths, however, for they au highly nsistllnt to the crippling 
tfftdS of extnme temperatures, lind �re immune to di��se �nd 
",",h. 

They are also immortal, and age in a &,",ceful, nearly impt>rcep­
riblc mannn. Elves commonly die from only two OIu�: through 
'Klk"ce or as a rtsult of a wuriness of the world. In the latter c .. se 
11\ Elf II simply overcome wllh gTlef OVff the course of lime. thereby 
loslllg the w,1I (0 I,,'e. All the EIYes woo p;1ss away are gatherrd in 
tho: HallsofMandos, the Place of Awairmg. in the farwest of Aman 
(Vahnor). There they await lhe End of the \Vorld, or are ...,Ieased 
back IntO the world to replace another of their Jill(' who has 
pmshed. In a s.cns.c, EI� arc often reborn as descendanb of 
tho:msclyes. 

The EIYes reY<'rt the Vahr (Q. "Power,') �nd many know their 
1LI1UIl" well. Stili, they have no formal rdiglon; instead they show 
thtit rt'sptct through �try and song and gather to celebrate life 
mel the gifl5 from on high. This ruptct for the way of things is 
�Iy tied to their ac((prance of their close ties to the Fate sct 
down in the SongofCrtation. although much of It .. Uo stems from 
III undersundlng and joy regarding the Crnl101U of n;lture which 
Iu ..... been handed down and owerseen by the Valar. Abowe all but 
EN they worship Varda, Queen of the Valar and fairest of all in 
mauon. She ,$ the bnnger of light, and they c .. 11 her '"uay of the 
fun'" (Elentan or Elbere!h) 

Elves do not need sleep. IIUTrad, they nuiye rest through 
mMitation involying memorie�, past ('Vents they recall with re­
nurkable Ylvidness. Nonmlly they go into this trance-like state for 
1ippfO(imatciy two hours each day, although they can function for 
lBany days with 11IIIe or no relie( \Vhile in their mrdiutive sutr. 
El,,", are urrn:nely difficult fO awaken; rhey ri� af a point 
pm1ouslydccided. Thismannerof resl ls m keeping with the Swen 
fondness for the night. Men hawe often rtfelTtd fO them as people 
Ililhr ltars with good rt:ason, for Elwes oS« .'IS well on a star-lit 
fttmngas a man would at fhe height of day. Elwen Sight is ideal for 
the parCIal darkness of the shadowy forest or doud y sky. and allows 
Ihnn a mobclity unlike that of any other race. In absolute darkness, 
bo��r, they suffer as others do; they can not see at all. 

Their sense of hearing is abo superb, and no doubt accounts for 
the EIVi:n skills with mllsic. Their reveTence for song is unparaJJeled 
and Iw affected their language and way of keeping precious 
It(Oltb. The Elves were first to usc spoken words and have taugh, 
Ibtothtr TaCts of lhe gift of sp::ech; thus their own name for their 
kmd: �Quendl"---{he "Speakrrs." All of their sptcch has .. musical 
qwltty whtn spokm properly, lending iU<'lf well to Yf"I"5-C. Elven 
l.an!s, then, have had little trouble m maintaming the hlnories and 
epees of their raee as a collection of wondrous songs and spoken 
P"'ry. 

There arc two m.:Ijorgroupings ofElwes in Middle-e:arth. Their 
split m the e .. dy Fint Age' fonned the b..sIS for the development of 
two scp;r.rate Elwen cultures. The most culted group i5 the Eldar. 
the three kinduds (Noldor. Vanyar. and Ttleri) which made the 
Great Journey across Middlc-carth during the First Age. Most 
settled (or a time in Aman(thc Undying unds), oralong the shores 
of now-sunken Ikleriand. Only the Noldor (High-elves) and 
Sindar (Grey-elves who arc a group ofT eleri) remained in Middle­
unh following the War of Wrath that ended the First Age. All 
other Elven kindreds are counted as Avari or Sav .. n Elves. Thr-y are 
commonly called \Vood-,·Jwes. 

From these culturcs=e the three groups which form the EIYen 
races of Middle�mh: (I) the Noldor. (2) the Sindar, lind (3) the 
Sllvan Elves . 

---.... THE NOLDOR ... --­

(sing. Noldo) 
The Noldor are often called "High Elves" ostensibly because 

they arc considered to be the moSl noble of the Qucndi in Middle­
earth. In reality, they are so named becaus.c they are the only Elves 
livmgin Endor who haweevcrres,drd in the Blessed Realm of Aman 
across the s.ca. This nalted sr .. tus is accentuated by their do� ties 
wirh Ihe Valar, a rrlatioruhip which accounl5 for their unique 
cultural and Imguistic roots. Other namu for the Noldor indude 
D«p-elwes, Golodhrim or Gclydh (Sinci..rin labt.ls). and Nbmin 
(Adan 1abt,1). 

Finwi was the fint King of the Noldor. which is counted among 
the Eldar as theSrcond Kindred. Finwe's Jons-Fbnor, Fingolfin, 
and Finarfin-produced the three tr�ditional linCJ which compose 
the whole of the Noldor. 

PHYSICAL CHARACTER 

Build: Of all the Elves. the Noldor arc the strongest and sturdiest 
of build, although they are still slimmer than Men. Males "�'erage 
215 pounds; fml .. les, 175 pounds. 

Coloring: Most are dark haired and hawe gnyish eyes which betray 
a proud demunor. Descendants of the Fingolfin and FilUmn au 
ofltn f�ir haired and blue eyed. for their blood contairu Vanyar 
influencn. 

Endurance: They do not e .. rry great burdens, but thty an tapable 
of traveling 16-20 houn a day. The Noldor do not sl«p; instead 
they rest in a trance for I -3 hours a day (this restores any Power 
Poinl5 used casting sptJls). 

Htight: Males average 6'7"; fmlalu, 6'3". 
LifCllp;1n: They are immortal and Will only dit due to violence or 

,f they weary of life and lose: rhe Will to live. 
Ruisunce: They c .. nnot bt,oome sick or sc .. rrcd and .. re vin .... lly 

immunr todisc:�. +20 DB and RR bonu$CJ versuscold .. tucks. 
Specilll Abilitiu: No race seu beuer outJide during the darkntsS 

of night than the Elves. Noldo vision under moonlight or 
starlight is as good :lS a Man's during the hdght of day. l n othn 
situations when there is any light .source, Noldor can see at least 
50' perfectly and fairly well up to 100'. In absolute darkness, 
howtvcr, they arc: no better than Men (i.e., rhey can't s.ce at all). 
Their hearing range is three times the nonn. Noldor �rr unpar­
alleled .. t undersunding and working with crafts. +20 for Us.c 
Item rolls. 
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CULTURE 
Clothing &. Decoration: They favor rich clothing and fine 

craftmanship. and often ha�'C th� appearance of great wealth. 
Fun &. Inabilitits: None. 
Uft:'rylt:: Of all the Elves ofMiddle-earth. the No[dor are the most 

ordered. 'Vhi!e their brethren ne content to w.lnder or mark 
time in quiet diffusion. the Noldor seck to build comnmnitics 
and statu in beautiful. guarded places. 

Marriagt: Paturn: Monogamous and for life. They sometimes 
marry mortal Men. Such unions produce Ha[f-elves. 

Rdigion: Infonna[ and centend around communal celebration 
and personal meditation. Like the Dwarves. the Noldor are fiery 
craftsmen who Me fast friends of Au[e. The Smith imbued them 
with a heightened respect for physical objects. It is not surpnsing, 
then . to find that the Noldor nvel"¢ Aule more than any other 
Vah. save Yarda hersdf. Like all Elves. they worship Vnda;l$ 
giver of Light and maker of the stars. 

OTHER FACTORS 
Demeanor: Regardless of the line. all Noldor aK noble of bearing 

and carry rhems.,[ves with assurance. They are haughty and often 
appear to lx: arrogant. Of all the EIl'("s, they are the most 
inquisiti"" and p;woionate, being full of a desire for experience 
and cxperti� in the arts and the ways of the world. lkcau.\-C of this 
thirst for knowledge. the Noldor h,ve often fallen prey to [ust. 
comlption. and strife. 

Lmguagt:: Sr�rli/lg u,/li""gtJ: The Noldorin tongue is c.llled Quenya 
(Q. "The Speech:" pronounct:d Kwcn-ya). and they embrace it 
as their tnre tongue (Rank 5). but largely confine its U.\-C to their 
own environs. It is still the exclusive langu.1ge of ceremonies. 
writings. and oral traditions. regardless of circumstance. 

For sp«ch outside of their own quiet tttritory. the Noldor 
�mp[oy the [anguag .. of their mort numerous Sinda cousins. 
Sindarin (Rank 5). \Vhen dealing with M�n or .aces un�c­
qU3inred with Sindarin. they rdy on the Common Tongue of 
\Vestron (Rank 5) or. more rarely. the Adlinaic of the DUnedain 

(Rank J). S'il/ Dtvrlol'",ml: Noldor also have th .. opportunity to 
leam: !.abba (Rank J)or the Silvan T ongues. Bcthttur(R�nk4). 

Prt:judicu: The Noldor hare Orcs, T rolls. �nd Dragoru above ill 
creaturts. Due to their pride they tend to look down upon non· 
DUnadan Men. 

RUlrictions on Profusions: None. The tem} Noldor melr11 
"'Vise" or "Knowing," and serves as a fine labd for the Second 
Kindred. For this reason. they produce the grratest number of 
Elvco bards and lorcmasters. 

OUTFITTING OPTIONS 
\Vt:apons: Dagger. broadsword. mace. compositr bow. long bow. 

flail. two-hand�d sword. quarterstaff. javelin. lance. RM CPI�' 
falchion. foil. main gauche. rapier. bastard sword. irgaak, kyn.at. 
long kynac. 

Armor: Any. No[dor prefer to derive th .. protection given by armor 
from magical items (rings. bracdtts. tiar�s) whel"¢ such :orr 
aV"llable rather than from encumbering leather or metal. 

Clothing: M4ks: fine linen. cotton. or silk shirt or bloust of un PU"" 
whitt in color; jewd-hlled vdvet or silk tunic (sapphire. emerald. 
ruby. a,nethpt. topa:!:). sometimes with slashed sleeves 1"¢\·ea[lllJ. 
the slm! lxneath. sometimes sltevcless, usually embroidr�d or 
appliqucd with geometric or weapon-irupired motifs; veh-et or 
brocadt: mamle with wide sleeves. cape-like body. and varying ill 
length from the hip to the ankles; dost-fitting host: soft boou 
rising only to the ankles or <IS high as the knet. 

Fmu,k., fine linen. cotton. or silk shift often pure white in 
color: jewel-hu .. d silk or velvet gown. som .. rimes with slashed 
slee"e! to rev .. al the sleeves of the shift underneath. somttimn 
sle .. vdeu. often embroidered or appliqufd ,1l the neck. hem, 
sleeves; belt of silk. vclvet. or decorative cord that encird.s tlw 
waiSt and the hips to be knotted or otherwise �curtd in fron� 
soft slippers or ankle boots; velvet or brocade manti .. with wid. 
sleeves. cape-hke body. and hanging to the ankles. FMnal�� who 
l�av� the Elven havens to go adventuring ofttn don garb s,",,1or 
to that worn by males. 

Mont:y: GertlS (peridot. aquamarine. beryl. citrin ... rounn�lm�) 
worth a rotal of 2 gold pit:ces. 

BACKGROUND OI'TIONS 
Since the Noldor ar� Elves and tied by their immortality to tlw 

Song of Creation. they arc strongly bollnd to Fate and get onlytW\l 
background options. 
Special Abiuties: All availab[e. Replac� range 61-65 with: stn.itiw 

to the Essence. t.he way it pools and flows; this sensitivity c�U5eI 
the character to be immediately aw�re of the ptestnC� of �n1 
enchamments or 5p"11s ( C;I$t by Essence-users only. not Channd­
ing) within SO feet. 

Spt:eial ht:ms: All ,.vailablt. Most should be construCted ftOm(if1(" 
or rare materials: ardarcer. arbor:mg (hIgh st .... l). arhdfd (hIgh 
glass). borang (low steel). silver. ga[vorn. gold. mithril. gmt$. 

Extra Mont:y: Gems (amethyst. diamond. emerald. opal. s,pphirr) 
worth a total of 1-200 gold picces. 

Hobbit:s: PrimQry Skills: any weapon skills. ride. read runt. usc itm, 
directed spells. perception. body clndopmcnt. spell lim. Ion­
guages. Srront&ry Skolls: acting, medilation. sky-w.llching; Artirtr 
Shlls: dance. instrumental music. poetry. singing; C ... Jr 51;&, 
embroidery. sewing. metal-smithing. jewel-smithing: J'!fI_ 
Ski/ls: leJdership. public speaking; Lort Shlls: hIstory of f,!t>\IUI 
weapons and olher enchamed creations. 

Stat Incru.su: Any stat may be increased. 

Extra languagt:s: In addition to the tongllu listed above. a Noldo 
might in unusual circumstances learn: Black Spe .. ch (Ran� 3} 
Logathig (Rank 3). or Rohirric (Rank J). 



---"". THE SINDAR .... --­

(sing. Sinda) 
The Sindar or "Grcy-tlvd' are Eldar and were originally pan of 

tht�al kindr«l calJ�d the T den. Unlike the Naldor. Vanyar. and 
bulk of the T ckri, Iht $ind .. r chou not 10 cro" OVCT tht sea to 
/\nun; Imlcad thcy suy«i III Middl .. -tanh. Thl"y. like thc Silvan 
Elva, aR p.:m of the Moriqucndl. the "Dark E]yu" who nCWT!.3w 
lilt Light of Va 1111 or. 

PHYSlCAL CHARAcrER 
Build: Thin when compared 10 Men. the Sindar arc nearly as [all 

as the Naldar but arc generally slighter of build. They arc mOR 
mUK\Jlar than the S,]van folk. Males average 190 pounds; 
fmu.[cs, I SS pounds. 

Coloring: Most ha� (.11T halT and pale blue OT gTcy eyes. Like the 
Noldar, they h:lOv(c ]'ght skin. 

Endurancr: 11,"Y do not carry great burdens. bUI they arc capable 
of travelmg 16-20 hams a day. The Sindar do not sleep; instead 
th�y rc:Sf in a trance for 1-3 hours ;\ day (this USlOrtS any Powtr 
Poims used colSIing spells). 

Height: Males avtuge 6'5"; f�1nales, 6'1". 

lif(S�n: They ue ,mmort;ll and will only dit dut to violtnct Of 
If thty weary of life and [oS(' the will to live. 

Rt$i�tanct: Thty c�nnol Ncome sick or scal"l"t'd and an: virtually 
Immune to distOlse. + [5 bonus versus cold attacks. 

Sptcial Abilitiu: Smda vision under moonlight or starlight is as 
good olS a M3.n's dUring the height of day. In other siwations 
.. hc-n there is any light source, Sindar C3.n S('e OIl lust SO' perfectly 
aM fairly Wl'll up 10 100. In abrolu{edarkntu, hOWl',·er. rhry art 
no bmtr than Men (i.t .• they can't .$('e at all). 

Tht Sindar nt Ie» musical than tht Vanyar or Sllvan EI�s, 
aM an: It» skilled In forging or crafts Ihan tht Noldor. 
Nontthdtss, thty arc adept at all the am and ucd mtheir speCial 
proVlncts. No ract budds better boalS or ships. 

CULTURE 
("loUting & D«oralion: Smd" clothing IS ueudmgly well madt, 

yrtsubdt .. nd uliinanan. They do not favor the nch garb of thtlr 
Noldor COUSinS. Grtys .. nd sll� art their chosen colors. 

Fflr� &: Il1<1bililiu: None. 
liftnyle: Tht $mdar art the most open and cooperative of 

Mlddle-e3.rth's Elvts. They .. rt great teachers and borrowers 3.nd 
have an imerest 111 tht works of all races. Th,s IS In contrast to the 
m� mquisllive Noldor, who art quick 10 scoff at things which 
arT subtle or mooest III appea�ce or ulilllY. Grty-rlves arc: a 
sndM people and enjoy the company of others. Unlike tht 
Silvan ElvC5, thty bUild towns Jnd ha�ns and gather in clOst­
knt! communid�s. Many of the Sindar ftd a kinship to the S('�. 
Thty build �uperb ships and arc: renowned sailors. 

Marriagt P"uern: Monogamous and for lsft. Thty somecimtJ 
IItmy morral Mtn. Slich IInions produce Half·elves. 

Rdigion: lnfonna! :lIld ctnlered around commuru! celebration 
mel pn-sonal mrchration, just as lOOse of other Elves, Like the 
Nolder, they n:WTe Ern and set Yarda as their patTOn VOIla. 
GiV!"n thlCir lo� for s,�lling and rhe sn, they also have 3 speCial 
rupeet for Ulmo, the "Lord of \Vaters." 

OTHER FACTORS 
O£munor: Of the thrc� Elven raeu ofMiddl�-earth, tht Sindar are 

the q\liet�st and calmest, and appear to be the most COntent. They 
ar� less frivolous and playful than th� Silvan Elvcs and 3re It$$ 
fiery and powionate than lhe Noldor. Sindar fttlings are dttp 
and not eolSiiy arowc:d, but wh�n they are thry cannot N suyed. 
This u rhe rOOI of their &3-longing. 

language: SIIlrtiM,f u"l"'If"-' Their own spetch SlllcUrin (Rank 5) 
has Ncome the principal speech of all the Elves of northwcsttrrl 
M ,ddle-earth and has heavi! y influenced mannish tongues. None­
theless, the Sindar know Westran (Rank 5), lkthteur or Silvan 
Elvi,h (Rank 4), and some Quenya (Rank 3). Skill Drwicpml"ll: 
Sindar also have the opportunity to learn; Adunaic (R=k 3). 
Alliduk (Rank 4), Logalh,& (Rank 4), Nahaiduk (Rank 4). or 
Rolllrric (Rank. 3). 

Prejudicn: The Smdar are gU;lt fritnds of most racn and hnt 
remained parricubrly doS(' 10 Owa�s. Their chief "nemies arc 
Oro. \Vargs. and Ol";1golU. 

Restrictions on Profusions; None. 
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OUTFITTING OPTIONS 

WeapoN: Dagger, broadsword, composite bow, long bow, flail, 
quarurstaff, two-handed sword, javdin, s�ar. RM vpti{ttIJ: kynac, 
falchion, foil, dag, main g�uche. rapier, bastard sword, gt 
prkbalb. 

Armor. Any. Sindar prefer to derive the protection given by �nnor 
from magical clothing(rolxs. ca�s, gauntle�, belu, vcib) wh�n: 
such is �vailable r.lther th�n from encumbering leather or metal 
suits. 

Clothing: Smock of gau:.:c or light silk; do�-fitt;ng V�Sl or tunic 
of fine linen, cotton, or heavy silk--tunics vary in length from 
shorr gannents barely extending below the waist 10 long ones slit 
up [h .. sides for freedom of movement; leather or metal belt or 
a sash of/inen or silk; close-fitting hose or a nrong skin o([ucent 
organdy or heavy silk n:aching from mid-calf to the ankb: boots 
or dccontive opm sandals: hip-Irngth apr. Th .. colors of th .. 
gannents arc all variatioM on white and grey: (fearn, .. ggshell. 
ivory. pear!, lemon, charcoal. taupe. blue-grey, rost-grey, gn:rn­
grey. smoke, silver, beige, etc. Embroidery and appliqui arc used 
sparingly, usually to crtate tuture or pattern (as with whire on 
whitr or cream on lemon) r.uh .. r than for contrast (whitt on 
charcoal or blur-grey on ivory). 

Money: Gems (clearquanz. blond chakedony, zircon. mother-of­
}H';l.r], whit .. spind) wonh .a tot:l.l of 2 gold pi .. cu. 

BACKGROUND OPTIONS 
Since the Sindar arc Elves ;l.nd tied by their immortality to the 

Song of Creation. they ar .. strongly bound to F atr and get only thrff 
background options. 
Sp .. cial Abilitiu: A[[ availablr. Rrplace range 61-65 with: profi­

cient M learning lan�3ges: character r .. ceives 3n additional 10 
ranks to b .. distributed among the languages of his or hM" choic .. 
(subject to GM approval); additionally he or she receives I Clttr.. 
language ... nk at e3ch levd. 

Special hans: All availablr. Most should lx be�utifully crafted, 
bearing floral or luf motifs. 3nd constructed from fint or 
relali"�ly ra .... materials: sterl, silvcr. mithril, cry5t31, close­
grained wood. marble, agat�, amber. 

Extta Money. Gcms(fire opal, diamond, prarl. moonstone) worth 
3 total of I-ZOO gold piec .. .s. 

Hobbies: Pr;m�ry SkillJ: any weapon sk ills, swim, read nine, uSC" itrm, 
stalk/hide, perception, spell lim, hnguages; 5«O"J�ry SkillJ: act­
ing. boat·handling, meditation. rope-mastery. signaling, sky­
watching; Art;ltk S'ills .. instrumental music. po<"try. singing; emit 
Skil&: wood-crafts. weaving. spinning. sewing, embroidery. 
fletching, ship-building; l..flwntu Shl&: publit speaking, leader­
ship; um S1ilIJ: navigation. lettering s)'!;rC1ns and alphabe�. 

Stat Incre:l.'lles: Any stat may lx incre�5rd. 
Extra Languagu: In addition to Ihe tongues listed above, a Sinda 

might in unusual circUlrutanClE"s learn: Apysaic (Rank 3). Black 
Sp"ech (Rank 3). Haradaic (Rank 4). or Orkish (Rank 3). 

��-----. SILVAN ELVES .. -�­
(Avarj) 

When the Eldar dt-parted from the original Elvrn homdand 
during th .. EldM" D3)'$. a number of their brethren n:m�ined b<-hind. 
They decided not to suk the light of the Aman 3nd were lab<-I� 
as the Avari (Q. "Unwilling, Refuscrs"). Thue kindreds werr lrfl 
to fend for themselvrs during the da)'$ when Morgoth's Shado .. 
swept O","T th� E:l.'III. In these dark times thry were forced into tho 
secluded nfety of the forests of rastern Middle-earth, whrre they 
wandered and hid from the wild Mrn who dominated most of tho 
lands. Th .. y bcC3me known :l.'ll the Sllvan or \\Tood-dv .. s. 

Although initia[[y willing to seek the W�st. some of the Tdm 
stopprd shon of thrir goal and never came to rhr Undying Lands. 
Th .. ir communities C3me to include Avar Elves, and some confu­
sion arose as to the identity ofSilvan kindreds. Many of the Trim 
havr been called \Vood-.. lvl"S, but here the I("rlll is only appliubk 
to the Avari. 

PHYSICAL CHARACTER 

Build: Most a .... slight of build, and all arc thin by mannISh 
standards. Males average I SO pounds; femaln. 125 pound5. 

Coloring: Ruddyof complexion, with s..1ndy hair and blur orgl"ffil 
eyes. Gcm:nlizations art difficult, however, since they are many 
kind .... ds and there is wide vanalion among them. 

Endurance: They do not cany great burdens, but they an: C1pablt 
of traveling J 6-20 hours;l. day. Silvan Elves do not slecp; lnsle..! 
they rest in;l. tranc .. for J -3 hours a day (thIS restores any POWtf 
Poinn used c;!.Sting sp"lls). 

Height: Males aveTllgc 6'0"; females. 5'9". 
Lif .. !pan: They are immortal and will only die due to vlQlenc! or 

if they weary o{lift and lose the will to livr. 
R .. sisunc .. : Th .. y cannot become sick or scarred and are vlnua[[y 

immune to disease. + I 0 bonus Vl.""rsus cold attackl;. 
SJ>f'cial Abilities: Their vision under moonlight or M�rlight 15 a. 

good as a Man's during the height of day. In othcr situahOll> 
whrn there IS any light sourct. Silvan Elves can KC "t lcasl 50' 
perfectly and f�irly well up 10 100'. In absolutr darkn.", 
however, th .. y at<" no lxltcr than Men (i.I."" . •  the), can't SfC at aU). 

The Silvan folk arc superb musicians and h�ve l .... mendOU! 
hearing, even for ElvC$. + J 0 10 s...se Spe[[ altackl; from &trol, 
spells. Thry are also elusive: + 10 for T rickny and Stalk/Hidt 
1l1anl!\IVers. 

CULTURE 

Clothing &: Decoration: Their preferred clothes are usu.rally {or� 
grttn, grey. or brown. and range from functional design! 1(1 
fanciful uprusionsofindividual cre�tivity. Theirgannenl$ lm 
the formality ;l.nd pomp typIcal of No Ida garb. 

F .. an &: In3bililies: None. 
Lifuryl .. : The culture of the Silvan Elves is lxs( charaeten:.:!d ;as 

uMrnlcrured and ru5tic by Elven 5undards. but nch and rei.!· 
tiveiy advanced whrn comparrd to thr wars ofMcn. Thcy have 
always bten independent, but as of laiC many have Kltltd in 
kingdoms ruled by the Noldor orSindar. Still. alJ the Silvan folk 
enjoy a good journey or adventure and most look at life llIuch as 
a game to lx play .. d. Music 3nd trickery arc thrir favoritr 
pastimes. The Silvan Elves arc also masters of the wood m:! 
know much of wood-craft and wood-lore. 



Muri�g .. Pau"rn: MonogamoU5 �nd for hfe. They sometimes 
marry Mm. Such umons prociuc .. Half-.. lv.-,. 

Rdigion: Infonnal and centered around communal celebralion 
MId personal medltalion. Lik .. all Elvrs, they worship Vard� ,u 
glWT of Light and makrr of the stars. The principal diffrn:nct is 
tMlr strong auaChmenl to Ih .. Vala Oromc, Ih .. "Huntsman md 
T amn- of Beasts." 

OTHER FACTORS 

Demunor. They arc a fun-loving but guarded folk. Outward mIrth 
often hid .. , th .. ;r grim inrentions. 

Languagr: SI4" '''g umgw4&,1; Silvan tongues, which are often call .. d 
Wood-speech (lkdueur), al"(" th .. ir favored languages (Rank 5). 
The $llvan Elve:s ofMitkwood and places furtherwe!l, however, 
gc-rn-rally use Smd, ... ;n (Rank 5) as their nanve longu ... Beuuse 
all Elvish has a song-lIke qualiry. however. the shghdy unique 
Silvan \"OCal p�lIern betnys th .. ir racial origin. ev.-n whm tht")' 
employ Ihe tongues of Ihe Eldar. Most know \Venmn (Rank 4) 
and a lill! .. Qu .. ny.l (Rank 2). 5I:iIl LHwlop""'"': Silvan Elv .. s abo 
have the opportumty to learn: Adunaic(Rank 2). Atiiduk(Rank 
4). Logathlg (Rank 4). Nahaiduk (Rank 4). 

Pnjudiccs: The Sllvan EI\'es S("c1ude themselvcs more readIly than 
the Eldar, for they hnt a Itss friendly hIstory of rc:lations wnh 
Men. Thl'y despIse Orcs, dls[,ke Dwarvu. and are suspicious of 
Men. 

Restrictions on Profusions: None. Of all Ih .. Elven groups, they 
m' the quickest 10 .. mp[oy spells. and ofren use magic for simple: 
UstS or mere trick,. StIlI. Ihey arc not nonnally pron .. to us .. magic 
of great po�r. 

OUTFITTING OPTIONS 

Wt�pons: Dagg<'r. handue. bro�dsworcl. short sword, wh,p, bola, 
long bow. shorl bow. quart .. rstaff, two-handtd sword. javelm. 
sJH'.lr. RM opr;orlJ: m�in gauche, shang, rap'�r. gf. kynac, boomtr­
ang, net. boar 'pt"ar. throwing srars. 

Armor. Any. Sd"an Elvu arc a varied group. Some prefer en­
cru.nted leathffannor, whde ochers favor r1() prorrctiv .. garb. and 
guard throlStlvn msttad with S/:,dJ spells. 

Clothing: W .... I"'''-.. St1l": S,lk or conon blouse (whlrt. beige. pale 
grttn, or pale grty): trIm-fitting tunic (length varin from mLd­
ulfto mid.thigh) of he�vy silk/coHon or bther worked so 
finely as to dupe hke fabric (bark brown. leaf gr .. en. stonn grey); 
bandoliers crossing the chut. belt around tht waist, straps 
�round the limbs 10 accommodate weapon shealhs; leggings of 
siurdy canvas or supple [t�ther. undab Of soft boou. 

N""-"""I"'"-"J«J: flowing gauze bloust or smock ( whilt, btigt, 
�Ie green. or pale grey fabric with tmbroidrry from a SImilar 
color spectmm). $Ometmles r<'strained by a gauze or SIlk sash, 
otherwise hangmg free; SIlk leggings, flowing gauze panU similar 
10 a divided skirt. or a many-gored galln skirt (marehing Ihe 
blouse/smock or bMk brown, l .. af grten. storm grey); h<,avy silk 
or gauze mamle f;uhion .. d like a doak wilh sleeves or e!ongau·d 
'shoulda to wa,st) ann opc.'nings, usually falhng 10 Ihe anklu . 
..If ten mlbroldcnd all ov<'r 10 aeate a leafy I ... rure; sandals 
Of1l.loIn.-nted with gnns or can-.. d wood. 

Monty: Possessions 10 be barttl"("d or $O[d: Elven rope (I 00' worth 
ZO sp: holds up 500 [bs .. weIghs only J Ibs.). Elvcn silk (length 
of3 yards worth 2 gp), or an assortment of preciousslones(lapis 
lazuli. malachile. agate. lur,[uoi5<'. onyx, ambtr) worth 2 gpo 

BACKGROUND OPTIONS 
Smct the Silvan Folk are Elve:s and tied by thrir immortaliry to 

Ihe Song of erution. Ihey arc bound to Fat .. and g .. t four 
background oplionJ. 
Special Abilities: All availabk Rtplact range 61-65 with: special 

affinity with trtes and wooclland foliage; all physica.l activitits 
pnfonntd by tM characttt are at a + 15 bonus wh .. n in foresttd 
lernun. 

Sp .. cial h6Jl5: AU available. Due to tht Silvan fondness for 
woodland. many items should be fashiontd from fin .. or tn­
ch�nted wood, .. vrn wuponry typically metal in other cultures. 
Sted. silver. whiu gold, tasar.mg, and bronze are also possible 
mattrials. 

Extn Monry: Cians (aqUluru,rint. black opal, bloodnon.-, canK"­
[Ian. gamrt. fire opal. blue topaz, jade. star sapphire) worth a toul 
of 1-200 gpo 

Hobbies: Pn'",Qry Skill,: movmg and maneuvering in soft or rigid 
leather, any wtapon skIlls. climb, 5wim. track. use item. direcud 
$pells. ambush. stalk/hide, p ... c .. plion. sptll lim, languages. 
5«DnJ.,ry 5I:il/s: acrob�tiC5. actmg, animal handling. boat-han­
dling. cookery, first aId, forag ing. mtditation. rope-mastery. 
signal 109, sky-watching. ArtiJlic 5I:i/l ... instrumental music, sing­
ing. Alhklic Ski/b: skiing. skating. surfing. f�ppelling. C.4ft S!ilb: 
wood-crafts. leathH crafts, fle:tching, spinning. weaving. l.o,� 
51,/11: plant 101"(", animal Ion:'. teo logy. 

Stat Incrusts: Any stat may bt mcrtas .. d. 
Extn Languages: ln �ddilion 10 the tongues listed above, a Silvan 

Elf might in unusu�l CIrcumstances leam: Apysaic (Rank 2). 
Black Spurn (Rank J). Varadja (Rank J). or Waildyt"h (Rank 
3). 
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---->" HALF-ELVES "".--­
(Peredhil) 

Half-rives are a tart breed, the offspring of Mm and Elves . 
While the OUncdain, Corsairs, and Black Numcoon:ans have 
Elvish (and even Maia) blood, their connection to Elves lies in the 
remote past, and they are not called Half-elves. True Half-elves 
hav .. one Elven parent and one Mannish paTem. 

Upon reaching adulthood, a Half-df must decide wlmh.:T to 
live as a mortal Man or an immortal Elf. Elrond of Riven dell ChOR 
the latter COUTse. while his bmu,cr Elros-first King o(N\'lmcnor­
opted for mortality. Tllose who kcomc Men rccci,� the Gift of 
Death and arc not bound to F;o.re [ike meit Elv .. n kin. 

PHYSICAL CHARACTER 
Build: Strong and slender. thinnctthan Men but stoutcrlhan Elves. 

They h�ve thin, �nguJar featur�s. M�ln average 190 pounds, 
females 135 pounds. 

Coloring: Fair, gmerally with brown or black h�ir and g�y eyes. 
Endur;l.nce: Considerable. Half-elvn need but 4 hours rest a day: 

sleep for monals or medItation for the immorrals. 
Height: Males ;lwcrage 6'3", females 5']1 ". 
Lifespan: Mortal Half-elves live 250-500 yean. 
Resistance: Half-elves are vinually immune to dinax and natural 

illness. They have a +5 bonus against cold auach. 
Special Abliities: Half-elves can see extremely wei! in the dark. 

Under mCKmiight or starlight they c�n see perfectly for 500'. In 
other darkness situ�tions they see as Elves do (50' to 100' if a 
light source is available). 

CULTURE 
Clothing &. Decoration: V�rin. although it is generaHy weH-made 

and beautifully and subtly adorned. Favored colors a� deep 
blues and greens, greys and gny-greens, silver, and white. 

Fears &. In..abilitits: None. 
Lifestyle: Varies, although they generally live in secluded ret�ats 

or havens, or among Elvenkind. Their culture IS much like that 
of the Sindar, although they are constantly concerned with the 
ways of Men. 

Marriage Pattern: Monogamous. The line is traced through the 
male or female. 

Religion: Quiet, personal, and involving meditation. They rcsp<'ct 
Eru and the Valar and reve� Varda and Orom� above all others. 
Those who live by Ihe sea hold Ulmo dear. 

OTHER FACTORS 
Demeanor. Patient, rnerved, considerate, bal�nced. mellow. arxl 

thoughtful. 
Ltngwge: SI�rli1l1 J.,,1I1""lO' Most sp<'ak Sindarin (Rank 5)as thttl 

first tongue. They all know Westron(Rank 5) and some Quenya 
(Rank 3). Slill Dl'vtlopmL1I1: Half-<'lvcs also have the opponunit)· 
to learn: Adunaic(Rank 5)and Silvan Elvish, Bethreur(Rank S} 

Prejudiccs; Oro �re th�ir sworn enemies. 
Rutrictions on Profeuions: None. 

OUTFITTING OPTIONS 
Wrapons: Dagger, broadsword, long sword, war hammer. mact. 

morning star, composite bow, crossbow, banle-a.u. fhll. 
qu�rrersutT, two-handed sword, lance, sp<'ar. RM oplio�' .. falchion, 
m�in gauche, rapier. dag. armored fist, heavy crossbow. wa, 
mattock, bastard sword. boar spear. 

Armor. Any. Half-d vu arc comforrable in pbte, seal<:, and lamellv 
armor. 

Clothing: M�!ts: silk blouse or tunic, often with fUll, gathertd 
sleeves (grey. silver. or white); brocade, damask, vdvct, or heavy 
silk tabard (dup azure or verdigris or � subtle patt�rn combining 
these hues) varying in length from the hip to the kneu; eleganl 
belt of silver. white gold, bronze, or polished steel; silk trousm 
with a t3p<'red leg or close-fitting hose (grey, silver, blue, or 
green): soft leather slippns or ankk boots worn imide sturditt 
le�ther boors rising to the knee or to mid-thigh (v.uious h"es of 
grey. blue. org�en): long, full cloak of deep<'st blue, dark gmn. 
or charcoal grey silk hned with another lighter shadr (sk), blur, 
seagreen, pearl g�y, white)' 

FI'lItAks: light silk shift (grey, white. or silver) worn under I 
fonn fining gown of velvet. damask, brocade. or heavy silk (d� 
azure or verdigris or a subtle pattern combining these tints)with 
a generous. flaring skirt: belt of silver, white gold, bronze, 01" 
polished suel; slipp<'TS or ankle boou of soft or sueded lealMr, 
mantle of I·dvet, hravy silk, or brocade (deep sapphire or indigo, 
emerald, jade. or mOSS gr«n) with daborate sleeves fancifUlly 
tailored, gathered. slashed, or falling open to drap<' around the 
arm while framing it; long. full cloak of dark blue, pine green,or 
smoke grey silk lined with another lighter shade (paml blueQ[ 
green. dove grey, white). 

Money: 20 silver pieces or Arnorian or Gondorian mint. 

BACKGROUND OPTIONS 
Because of their strong cultural and racial ties, Half-dves only 

get three background options. 
Special Abilities: All available. Replace range 61-65 with: sympl' 

thy for the Fre" Peoples ofMiddk-eanh; character senses WMI 
their enemies (minions of Sauron, either knowingly or unknow­
ingly) are nCar (wilhin 500 feel)' 

Special Itenu: All available. Finely wrought metals are a popubr 
material for such. 

Extra Money: 1-200 gold piecu or Arnorian or Gondorian mint 
Hobbies: PrimAry SM&:moving and mane:uvering in any annor, ;my 

weapon skills, ride, swim, track. any magical skills, ambwh, 
mlk/hide, any miscellaneous skills. 5«onJ4.ry Skill. .. acrobatics, 
acting, animal handling, boat-handling, first aid. foraging, medl­
t;tion, sky-watching. A rliSlit 51ilb: storyu lling. instrumentallllU5ic, 
singing. Alhltti< Slilb:skiing, skating. sprinting. Cmjl Ski/I.: fletching. 
s�wing. I'!fIl<rM<t Skitb: public sp<'aking, diplomacy. leadmhlp. 
/.Drt Ski/J.: cultural/racial history, geography. 

SUt Incuasts: Any SUt may be increasrd. 
Extra Ltnguagcs: In addition to the tongues listed above. a H:Jf_ 

df might in unusu�l circumstances lurn: ubba (Rank J} 
Logathig (Rank 3), Nah�iduk (Rank 3), or Rohirric (R�nk J} 



A-2.3 • HOBBITS 
(Kuduk) 

Hobbits have." an undear origin. although it appt'ars they no� 
U1 thr East in the FITSI Age. 3t about the same rim ... as Men. Indeed, 
rhty �rr said to k rdated to Men. Their habits, however, are 
unique: Ihf}' burrow and dig and ...... side in "ho[""; thus thar !Unu' 
Kuduk, which muns "hol ... ...:lwdler" (from Ihe anClrnt RhovamQn 
Hobb,tisl, kC,d-dukan). 

PHYSICAL CHARACTER 
lluild: Smallest of th ... speaking propk Hobbits a vtcrllge between 2 

rnd 4 (crt in height. and lend to � (11 or pudgy. They h .. ,-r large 
and hall), feet-to the poml ofbcing furry. 

Then: are three principal varietIes. or rribcs, of Hobbits: th ... 
Harfoots, Sroors. and Fallohides. The Fal!ohldts arc the lailul 
(a"mge: males. 3'9", 65 pounds: (nru.l .. s. 37", 62 pounds). 
Thty have fair skill and. of all the groups. rt�mble Men the 
mono TheIr numbers an: sm�[[, however, and some oruo:rvers 
have confused them with n ... �rby m�nnish groups, 

The most common Hobbits arc H�rfootJ. TIley ne aTe the 
snuUesl In si�e'( aVrnlge; males. 3'5", 54 pounds; females 3'3", 5 I 
pounds) and the' d�rknt ill color. haVIng brown skm and half. 
Neat and unifoITl1ly bc�rdless, they arc in many w�ys the picture 
of thr average Hobbit. 

The StOOtS arc the stockie$t Hobbit folk and often appear 
shorter than SOUle of th ... HMf"ooLS Ix-ClllM' of thelT WIde profile. 
G .... mIJly, however, they arc taller than Harfoots and shoner 
than Fallohidu (average: males, 37". 66 pounds: females 3'5", 
62 pounds). Theircoloration is also somewhat of a compromise, 
:although they have curly brown h:ur which n:SC'llIbles that of their 
shorter cousins. NonethdeS5, the most dl$linguishmg features of 
Stoors arc tilo:ir huge h�nds and feel (large even by Hobbit 
standards) and frequem beard growth. 

Endurance: Hobbits ha''(' a subtle naggcdncss which IS akin to that 
of Dwan-rs and Ora. \Vhen pushed, they can travel long 
dl5!ances anT rough tcrram, despite Ihe fact that theIr nOITl1al 
routmc reqmres frrq\lc!1t meals and relaxation. 

Lifespan: 90-1 10 yurs. They become adults at 30. 

Rnisunce: Their f«t and hands arc almost immunt to heat and 
cold. Accordingly, they arc almost always baTl'foot. Their innato: 
simplicity and innocence gives them hcightencd resistance to 
magical a('[acks. 

Special Abilities: Derl'erow, they move nimbly and quietly. Their 
long, slr,l.ngdy slender fingers allow them to craft fine handiwork 
and help explain th.-ir fine repuution as thieves. 

CULTUR.E 
Clothing &. Decoration: They wear linen or wool g�rb----.shiru, 

pants which fall [0 Ihe llppcr ankle, and brightly colored ,'ests. 
They occasionally don hats, but tardy wur shoes or gloves, 

Fears &. Inabilities; Hobbl[s shy away from the biurre or UnWllal. 
but oth�rwiSf: have norlll�l disposiTions. 

Lifestyk They arc apable craftsmen, but arc not friends of 
complu m..:ochines or magic. ThO:lr victs arc few: si� hefty meals 
� day, pipe'we«i smokmg. and bright apparel. 5[[11. regardless of 
{his dull �nd insular hf�styk the Hobbits' ste�dy approach to life 
has proved successful: in the face of wars, plagues, and famines, 
{hey h�ve survived n:lativdy undisturbed. 

Some Hobbits arc curiousenOllgh TO travd or adventure a b,t, 
and the Fallohidcs have produced a considerable number (If 
rather bold individu�ls. Each Hobbit tribe has its own favorite 
locale: Fallohides enjoy the woodlands found in cool northern 
dunts; Harfoots favor hillsides and hIghlands: and Stoon prefer 
riversIdes and f1adanW. Accordingly, their prden'nccs have had 
an dfeci on their living patterns. The conservative Harfoots. for 
instanc .. , hav� always had sites for their traditional smial. Of 
HobbIt-hole hOlISf:s, while the Stoon and Fallohides have begun 
n:lymg on surface dwtllmgs of wood, brick, or stone. 

All tht Hobbiu .. njoy the SImple He of faITl1CTs, millers, and 
craftsmen. Workshops and sheds dot their territorits. unifolllll y 
low stnlCtures. for the halflings hate towers and Tardy build 
above tho: first story. 

In the Shin: (K, "$(123") the {radlllOnal office of the ruling 
Tham IS hen:ditary. 
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M.arri.age Pattern: Monogamous. H.arfoou and Fa!lohid�s Ir3C� 
their lines through either the male or female. Stoors trace theirs 
through the female. 

Religion: Hobbit religion is without exception low-key and infor­
mal. It is actually a series of joyful cd�branons centering on the 
gifts of Nature. Mid-years (midsummers) is the time for the 
summer f�S{ival, whil� the twO Yul� days at the kginning and 
end of the year mark the kginning of the return of the Sun and 
the march toward Spring. H�rvat tim�s, of COUrK. ar .. always of 
sp .. cial note. 

OTHER FACTORS 
Demunor. Hobbits are basically cheery, conservatiVl:, unassum­

ing, and peAceful folk. Ambition is not part of their makeup. 
Most are confonnists who avoid the unknown and shun adven­
turr, preferring inste.ad to stay within the comforu of neat. 
humble villages. 

Language: Slarli"tLa"tlUf,t<S: Hobbits speak their own subtle variant 
of \Vemon (Rank 5) which 15 modern Hobbitish. This adop­
tion of the Common Spuch ;5 indicative of their subde adapt­
ability. for the whole of the tribes abandoned the original Kuduk 
tongue when they migrated out of Rho van ion in the 13th and 
14th ctnturies of the Third Age. The Inditional \Vestron name 
for HobbilS is Banakil (W. "HaWing")' �,II Dtwlop",ml.· Hobbits 
also have the opportunity to learn: Adlinalc (Rank 4), Kuduk 
(Rank 5). Sindarin (Rank 4). 

Prejudices: Fallohides arc the most prone to mingle with Big 
People. Stoors rardy deal with other rac .. s, and the Harfoou. for 
the mOSt part. prefer to interact with the grim Dwarves. All 
Hobbits share in hating \Vngs and Orcs. 

Rcstrictiom on Professions: Hobbiu produce no Mages, Ani­
mists. Bards. or Rang.-rs. 

OUTFTTTrNG OPTIONS 
Weapons: dagger, handau. short sword. club, short bow, sling. RM 

CP/i01U: blackjack, io. piluEn, throwing stars. 
Armor: None or soft or rigId leather. Only in r�re circumstancl"S 

will � Hobbit acquire somNhing [ike Bilbo's shin ofEI\"en chain 
mail. 

Clothing: Milk: whitt or cream lintn shin; colorful (royal blue, 
scarlN, gtllss grun) waisteo)t or v .. st, ofttn embellished with 
embroidery or made from an ornate brocade; [tather kIt with a 
pewtu, gold, or brass buckle; loose woolen trousers witb legs that 
reach anywhere from just below the kn« to just abovt th� ankl�, 
often mipped (bright yellow, Fn, blue. orange)' always vi­
btllntly dy .. d. 

FrmllltJ: white or crtam linen blou5C and peuicoat; dirndl­
styled woolen jumper in a bngbt hue (lemon ydlow, fuchsia pink, 
sky blue. appl .. green, turkey ltd). reaching to mid-calf; bodice 
(in a contrasting color) th�t laces up the front; lace or crocheted 
shawl knotted around the tOp of rhe shoulders; white or cream 
linen apron. 

Money: 20 ,jlver pieces of Amorian mint. 

SACKGROUf\,'O OPTIONS 
Those Hobbiu who dare vtnture away from home are assumed 

to k cxtr.lordinary, and therefore get five background options. 
Special Abilities: Range 71-75 not available (re-roll). 
Special ltems: Spell adders and items that cast spells not avaibble. 

Only items that perfonn a natur.ll task in a superior way (weapon, 
saddle. rope. lockpick, ctc.) would be present in Hobbitish 
society. 

Extra Money: 1-200 gold pieces of Amorian mint. 
Hobbies: Pri"",'Y Skills: moving .and maneuvering without annor, 

missile weapon skills, climb, track, stalk/hide, perception. s.,., 
O�.b.ry Skills: acrobatics. animal handling, apptllisal, boat-Mn. 
d[ing. cookery. rope-mastny, sky-watching. ATliil;, 5li1�. 
storyttlling, dancing. Athlelit Shlls: skating, juggling, stiltwalkmg. 
CUJI Skills: wood-crafts. metal-crafts (horse-shD<""', hinges, tooh, 
tiC. ), leath.-r-crafts. fletching, sewing, ranhworks( digging Hobbtt· 
holes). 1"j1l!n1ft Skills: entertaining. public speaking. um Sl,/l,: 
plant [ore, gen�a[ogy, local gC(lgraphy. 

SUt Increases: Strength and Presence may be increased by I n 
most. All other stats available for nonnal background option 
increase. 

EXIra Languages: In addition to the tongues listed above. a Hobbit 
might in unusual ciruumtances I�arn: Adiduk (Rank J). Durwl 
(Rank 2). Nahaiduk (Rank 3). Orkish (Rank I), Rohimt 
(Rank 4), or Silvan Elvish, Berhteur (Rank 4). 

A-2.4 - MEN 
(Hildor or Au",i) 

Mtn were the Secondbom and first arose in the Utlfr East 
during th .. First Age. There. in a land called Hild6rien, they awoke 
to find a wild continent, and il was sam .. time before they fil"lt 
encountered th .. Firstborn, or E[ve�. The Eldargave them the n;,uw 
Hildor (E. "Followers"). although they an: now more common?" 
called Atani (Q.) or Edain (S.) which both mean "s..cond Propl ... 

Men differ from the Elves in many ways, thf least$ubtleor which 
is thdr "Glfl of Death." M�n <lIT mortal and liv ... their bri.flim 
wilh a fin: and passion unlike any othfr race. They an: also IIIOff 
vari�d in nature and often fbwed and IlUlnerabk Unlike thr 
Firstborn, they arc quite susceptible 10 dis ... ase and ttmpn:l!urt 
extn:mes. ln the First, Second, and Third Ages. however, theYl1l.rtlr 
weary of life. 

There aretw<) greattrgroupingsofMen: the High Men. who:lt! 
commonly called Edain; and the Common Mm.thosc: who didllOl 
ally themsc:lves with the Elves in the wars ag,lins[ Morgoth.501111 
speak of the Northm�n as a third group, Middle Men, who :It! 
racially dose to the Edain. but did not benefit from any contact Ill" 
alliance wilh Ihe Elves. 

Bleued by their faith in Em and his Va[a servants, the Adan [inr 
is special. High Men are exceptionally large. avt.'l"aging 6'3" to6'7" 
and weighing 200 [0 275 pounds. Their great bones and mlU(U. 
lature gives them a grand appearance; only Ihe Noldo ElvC$ riYli 
their slrength. They are not as nimbi. or resili.nt as Ih. EI,,", 
howt.ver. The hair of High Men is dark-brown or coal-blad­
thcir eyes bluf, grey, or black-and they tend toward fair ron. 
Those of pure blood live as long as 250-300 rears. 

Common Men arc more numerous and less blessed. Stocky;wl 
rdatively short (5' [0 6'4"), they have produced a wldf .-arie? <i 
types. Their hair and skin colors vary fron. the deepest brown MIll 
blacks to the lightest shades of blond and cream. Unlike th. H!g/I 
Men, many wear beards and mustachfs. From their ranks co�tht 
vast majority of Middle-earth's mannish lin .. s . 



-----.", BEORNINGS •• ---
AI� (.tnI'd fkij�b;!r or Baj;:,,:gahar. this dispnxd group oflarg .. 

�n hou a (onfUSC'd origin. Thry are a Nonhman branch ",bred [0 
the Woodmtn, Lak .. -m .. n, and Dalto-m .. " of Rho van ion, although 
they app.:mndy �cam .. distinct in "Ider fimn, prob:l.bly bc,(OR' rh .. 
Northm�n migratioM our ofEriacior. Their numbcn arc few, and 
lOme have: dislinguishrcl thrill as a dan rather than a s .. pnat .. 
�l ... Culturally. and to some d .. gr .... physic;llIy. howeveT, they ar .. 
uniqur. 

PHYSICAL CHARACTER 
Build: Physlully. the Beamings are the largest of th .. Nonhmtn, 

.md all ar .. strong of build ;lI'lCi bone: srructuTC'. Me" au u<:ced· 
mgly haIry; they ;ll'(CrlIge 215 pounds. \Vom .. " 3Vff:lgt 145 
1""'""'. 

Coloring: Thr,r complrxlons are fair. but un[ik .. most North""," 
(who ur usually are blond). ,h .. majority hay .. rrdclish hair. 

Encluranc .. : Bearnings nud sl .... p only twice .. very thrE"E" days. 
H�ight: Men �verage 6'4"; women, 57". 
Lifesp.m: 80-100 yurs. 
Resittance: Avt"r�gt". 
5p«ial Abilities: \Vild �nimab will not attack � Beoming unleilS 

�C[ivt'ly provok .. d. 

CULTURF. 
CIOilhing & D«OrJtion: They are utnmdy hairy. and their 

tendency to wcar furs gives thelll an "amrnal-like" appearanct". 
F�l'Onng rugg .. d mnio. caprs, and woolen pants with leggings, 
they ran-Iy we�r any tradition.11 armor. 

Fears III: Inabilities: Th .. y shy �way from cLvilized areas. 
Liftstyle: Bcomings haw' traditionally liv�d in sl11all groups or 

'ingle families on well-tended "manon." Some, lik .. Brom'sline, 
'l.1vr favored relative lowlands. whilt" the majority reside in tht" 
p.u$t"s and foothills of thE" Misty MounuinsorGrey Mounnins. 
In uch (.1Sl'. theirp�llCe is utremdy subtlE". Ikoming families 
und both thE"ffi$(IVt's and thE"ir surrounchng manors with 1M aid 
of:l. w,dt vane-ty ofmendly animals. IllC'mbc-n of [h" housrhold 
wlllch apprar bIne- to 1M oUl$ider. Males 1t":I.ve their m;lnors for 
mmded prnods in ordu 10 conduct military. religious. orsocial 
�ffalrs. 

Marriage Pattern: Monog�mous. The line is tr�ced through Ihe 
mak. 

Rdigion: Ct"nters on the ancient Cult of the s..�r(Rh. "Bair�kyn"). 
Tht ht"ad of thE" Cult, or Waild;lnbair (Rh. "Ruling Bear"). is 
also the her«lirary lord of the whole Beorning dan and is the 
fortmosl of tht" famous Shapr-changcn:. During thnr ududrd 
ctfMnomrs. theu Men take- tht" form ofbcan and reurate rh"ir 
anc.ent lrgends and "Pio USLng complu dance rituals. These 
gathmngsoceur at specific holy places which have some connu­
tion to their patron Vab Orol11t (whom they call Ar.ow)' 

OTHER FACTORS 
Demeanor: Ikornings arc loner! by nature, but enjoy their rare 

momenu with othen. Gemrous and nonllally quirt and intro­
sJX'clil'(", they can become jovial and clL'plosi\'e when in social 
situ;ltions. Their deep, thundering laughtcr is legend. At; war­
rion, Beomings arc fierce and often uncontrollable. This is 
panicularly truc of the r.ore Sh;lpe-changen. for they h;lve a 
tendency to rransfonn into Bears wMn outr.og"d or overly 
stimulated. Once Bears. they can attack with tremendous forcc. 
bUI they have little mOrT than single-mindcd instinct to work 
upon. 

Language: S, .. nl"l Lml""lf'S: Bcornings generally use two fonns of 
communication: their standard language Atliduk (Rank S) �nd 
the system of Nature-signals called Waildyth (Rank S). Thc 
latter can be used to speak over long distances without bctr.oying 
one's presence, since the sounds are merely v;uiations on the 
noiusof the wild--be;lSu. the wind, and the like. Most Beornings 
alISO know \Vcstron (R;lnk S) and the \Voodman tongue 
Nahaiduk (Rank S). 51111 Dtwlcpmmf: Ikomings also hal'(" rhe 
opportunity to learn: Logathig (Rank 4), Sindarin (Rank 4). or 
Sllvan Elvish. Bethtrur (Rank 3). 

Prejudicu: Beomings hau Oro. Wargs. Trolls, Giants, and 
Dragons. 
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Restrictions on ProfeS5ions: Ikomings produce no Mages. A few, 
however, areShapc-changcrs who can change from Man to Ikar­
fonn, bUI have limited control ove, this process. &'e Appendix 
A-6. I (p. 217) for a method of handling such Shape-changing. 

OUTFITTING OPTIONS 
Weapons: dagger. handaxe, broadsword. club, mace, whip, bola, 

short bow, sling, <juarterstaff. RM aprions: woodsman's axe, cud­
gel, jo, cabis. 

Armor. None or sofl or rigid leather. 
Clothing: },f,,/es: soft or sueded leather tunic (with skeves reaching 

/Tom mid-foreann to rhe wrist)rrimm .. d with fur (rabbit, kav .. r, 
mink. marten, sable) at the neck. waist, wrists. and hem; leggings 
of soft or sueded leather; stout le.1(her boots.; cloak made from 
a dear, bear, or cougar pelt. 

Frm�h· the same garments described above with the addition 
of a full suede skirt (falling TO mid-calf or the ankles) trimmed 
WIth furs at iu h .. m; or a caftan-styled gown of soft leather wilh 
its pleats hanging from a yoke and posscssing long wide sleeves. 
Varying shad .. , of tan, brown, and red arc the favor .. d colors for 
Ikoming gannents. Small spots of yellow. white, or sky blue 
occasionally are us .. d ornamentally in a yoke at neck or waist. 
Women who go adventuring often wear Ir-ggings witholll a skirt 
if they must be prepared for combat. 

Money: Goods to be bartered or exchanged for coinage: 10 
deerskins. finely worked, worth 2 sp each; 5 otter pl""lts worth 4 
sp I""ach; 4 beaver pelts worth 5 sp each. 

BACKGROUND OPTIONS 
Those Ikomings who leave their tight society are assumed to be 

special. and get five background options. 
Special Abilities: All available. Modific�tion to �ange 71-75: the 

spell list learned must be wilhin the realm of Channeling. 
Speci�1 Items: No it�ms casting Essence spells or enhancing 

Essence-using abilities are available. Channeling spells, although 
�are, may be present, as may thl' enhanceml'nt of Channeling 
abilities. Beorning craftsmanship is excellent, although their 
work is rustic and lacks thl' refinement eypical of Elvish crafu. 

Extn Money: A selection of pelts worth 1-200 gp(bJack fox. 5 gp; 
marten, 8 gp; black sable, JO gp; ermine, I J gp; golden sable, 1 5  
gp; mink, I I gp; red sable. J 2 gp: white fox. 7 gp). 

Hobbies: PrimM) S�i1ls: moving and mane\JVering in no amlor. sofl 
leath .. r, or rigid leather. any wcapon skills except two-handed or 
pole anns. climb, ride. swim. track, ambush, stalk/hide, percep­
Tion, body development, Channeling spell lists. St,onJ..ry 5',11,· 
acrobatics, animal handling, boat-handling, caving, cookery. first 
aid, foraging. signaling, sky-watching. Artisl", Skills: painting, 
storytelling, d.mce, chanting. ArblLtir Skills. rappelling. Cr''.fi 5Mb: 
wood-crafts. leathl""r-crafts. flclching. I".f1""'(f S"'Ils:publicspc�k­
ing, trading. Loft Shlls: anim�l lore. 

SUt Inc ruses: Any stM may k inc .... ased. 
Extra Languages: In addition to the tongues listed above, a 

Beoming might in unusu�1 circutmtances learn: Labba (Rank J), 
Orkish (Rank J). 

___ BLACK NUMEN6REANS Ir--
The term "Bbck N',men6rean" (S. "Momumenedain") is usd 

to describe Men of Dtlnadan stock who arc descended from the 
"Unfaithful" Numen6rean colonists and con<juerors who c�me to 
Middle-earth during the middle and late Second Agl"". Tht$( 
Unfaithful had broken with the Valar and Elves who bequeathtd 
them the i,l�nd kingdom of Numenor at the beginning of the 
&cond Age. Many worshipped their own idols or paid homage to 
the Dark Lord Sauron. Gradually, the Unfaithful Cime to control 
Numenor and her colonies. the greatest of which was centered 
around the Havens of Urn bar. \Vhen Numcnor was destroyN! by 
Eru in S.A. 3319, many of the Unfaithful survived in their rcfug� 
in Middle-earth. 

Black Numcn6reans. therefoTl"", arc actually very similar in 
physiOlJ and culrural charaCter to th .. DUnedain. Certain ch;mga 
have occurred after their centuries of separate development. but 
both groups have actively sought to remain relatively pure and tl\>f 
to th�ir origins. 

PHYSICAL CHARACTER 
Build: Strong and imposing. with angubr fealU�es. Men average 

225 pounds; women, 150 pounds. 

Coloring: After long years in rhe hoc South, the Blaek N'"nenor�;>ru 
have tann�d, grey-brown skin, and black hair. Theirpiercingq-n 
arc various shades of grey. 

Endurance: Considerable. 
Height; Men aver,lge 6'4"; women. 5'10". 

Lifespan: 90-I 7S years. 
Ruistance: Average. 
Special Abilities: +25 to boar-handling manl""uVl""rs. + I 0 to mel .. 

Offensive Bonuses; -10 to Defensive Bonus. 

CULTURE 
Cloching & D�cora(ion: Black and gold are their favored 1.'01011 

They wear rich clothing made of dyed silk and Calion. Gems .mel 
feathers add elaboration. The karma-N'lmenor's famous o\ItT" 
I�pping scale helm surmounted by a coJored leather fish creSt_ 
iJ; still in usc. 

Fears & Inabilities: They fe�r Dea!h, bur nO! in b�ttle. Confid�l>Ce 
and passion lead them to bl""lic�e they can o�ercome any knoWll 

physical enemy. 
Lifestyle: Black Numen6rean culture reflects a rigid slant. T�';I 

societies are well-ordered and ruled by force of person;>liry, 
backed by harsh law. Dictators and oligarchs hold sway ovn-thc 
pcopk mOSt of whom are subjeCt races who Serve and pay rributr 
to the Black Numen6rean upper class. \Varriors are consld("[� 
th� elite, and mas! Men serve in the anny at one timl"" in their JiI'tS. 
This has enabled them to almost always be al W.n. Superb 
craftsmen and fighters, the Black N'lmcn6reans arc experts >I 
ship-building and naval warf.1Te. 

Marriage Pattern: Monogamous. Thl"" line is traced through the 
male. 



R(ligion: Organi:Gl'd rtligion is thl' norm among Black 
Numen6reans. The most important culu arc tho$<' pertaining to 
dmh and the aflt'rlife. for thest old Numen6rean COn((rru have 
hnn p<'l'J'C'luated and modified. Mummification IS th( nonn. 
Nimo IS the only Vala ac;:c;:orcled reSp<'(t. 

MO$t revcrt' theIr own local heroes or gods as50Ciued with 
YIn, pawn. terror, and Ih( unknown. Thry sec the untamed 
D�rkness as the only fronti<'l" tll(Y cannot mastn': Iherefore they 
wonlup II. Those few that still worship tht Valar fnor Tulkas 
tht Strong. the greatest m;lSter of strength and dteds. It is the 
always-laughing T ulkas who best emboclies Ih( spirit of raw 
strenglh, for he" quick to mah war, weak of counsd. forthright. 
and sworn of passion ane! honor. 

OTHER FACTORS 

Otmtanor: Bbck NUlllenOreans arc genc:nlly haughty and Klf­
tmtcm:l-rash. confid(nt, and full of pridl'. They bdieve in 
tbm own sUp"nority and support thl' VII'W that it is the destiny 
of theIr rac( to mil' Middl(-urth. Thl'lf vIews have made them 
quick to stnke a blow: warlikt and smgle-mmd(d. they (njoy a 
fight. Whl'n In a supt"l'1<)r poSItion they will rarely offer quarter. 

langwgc: 5'''''1111 f..,,�l"�l"''' They have a strong passion for tradi­
\1on and have. Ihl'refor(. mainuinl'd thl' Adunaic tongue of 
Numenor '" a relati.-.:·ly pure fonn (Rank 5). Mosl also know 
\Vemon (Rank 5) and Haradaic (Rank 5). �,/J rkwl.op",ml: 
Si;w:k Numen6reans also havl' th(" opportunity to learn: ApYS.ilic 
(Rank 5). 

Pl"tjudicH: Black Numenoreans arc bIas«! agaInst nc:arly cvny 
0100 p<'ople, but theIr prejudlCcs aga.nst the Elves and the 
Dunc:datn art particularly vehnntnt. 

Rutrictions on Professions: Non(. 

OUTATTING OPTIONS 

\V upons: Dagger, scimitar, broadsword, snort sword. mact, morn­
ing star. composite bow. battle·au, flail, quartl'rstaff, two­
handtd sword. laneI', spt:ar. RM 111'110111: bastard sword, cat of nine 
,�ib. anno�d fiSI, falchion, harpoon, pole arm. long sword. 
shang. 

Armor: Any. Preftr sole mail armor. 
Clothing: Mah silk or cotton blouse of rich hue (wine, purple, 

cobalt. absinthe) with headwork ornamenting tht ntck (sud 
pt:arls; beads of jade. orndian, mahchitt. agate. or lapis lazuli); 
tabard orovcr·tunic of silk, black or gold p�ferrcd. ornamtnted 
with embroidery in metallic thread (gold, decuum, bron:l!t): 
wrist bractrs of gold or brOIlZt with gtamtmc engraving; belt of 
metal or leathtr with tJrreruive metalltc ornamtntation; silken 
hoSt; Itather slippers dtcorated with mttallic tmbroidery; cloak 
of spangled gau:I!C or of ftath("rs. 

Ft,"�Jn: silk or conon gown of nch hut (burgundy, violet. 
Indigo. cerul("an) with bead work orn�mtnting tht sleeves. neck. 
and hemline (seed p"aris; beads of jade. carnelian, malachitt, 
agate. or lapis lamli; gemstone spanglts of diamond, ruby. 
emerald, topaz, tlC.); tabard or over-tunic of silk. black or gold 
preferred. ornamented with tmbroidery in mttallic thread (gold, 
demum. bronu):md gold. onyx. or black opal beadwork; bdt 
of metal or luther with tJrtcnsive mtulltc ornamentation; luther 
slippers with beadwork or embroidery over thl'it enu� surfaces; 
cloak of sp:mgltd gauu or of ftathers. 

Monry: 2 gold pIeces. 

BACKGROUND OPTIONS 
Due to their stratified society and rigid upbringing. rhry gft 

three background options. 
Special Abilitiu: AU available. Modification to range 56-60: the 

ammal with whom the chancter fulsan ("mpathttic bond should 
he a precbtor; i.t., a hawk. not a songbird: a fcrr("t. not a ground 
hog; a grtu cal, not a horse; tIC. 

S�ial ltl'ms: All available. Numen6�:m workmanship is superb 
ane! favors geomttric motifs as wdl as strong contrasu such as 
,hat shown by tht favortd juxtaposition of onyx and gold. 

Extra Money: 1-200 gold pitets. 
Hobbies: PrimAry 5!i11s: moving and manl'Uvn'ing in annor, any 

wtapon skills, climb, ridt, swim, any magical skills. ambush. 
stalk/hide. pick lock, p"rception, bocIy devdopment, sp"" lim. 
Stron.illry �ills: acting. appraisal. boat.h�ndling. gambling, ropt:­
masttry. signaling, sky-watching, tricktry. Art;l'ic �ills: painting. 
sculpting, jewelry making. Alhlr,il 5I0"I1s .. sprintmg, jumping. Cr.yl 
�;lb: metal·ttafu, tmbroidery. InJlwntt 5l,"IIs: imprtssing. public 
sp"aking, Stduaion, trading, inttrrogation, lud(rship. Um Skills: 
geography. navigation. 

Stat IncrUSH: Any stal exCtpt Intuition may bc mcrcucd. 
Exrra languago: In addition to tht tongutS listtd above, a Black 

Numen6run might in unusual circumstanCtS lurn: Black Sp<'tch 
(Rank 4) or Silvan Elvish (Rank 3). 
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---__o. CORSAIRS """ ----

The Corsairs are descendants of the DUnadan rcbdJ who fled 
from Gondor in the wake of rhe Kin-strife ofT.A. r 432-47. Most 
settled in Umbar in T.A. 1447 and began a longsrrugglc (or control 
with the stronger Haradan and Black Numcnortlln dements. Since 
thaI time, modcn inbreeding with the locals has crUI«! a somc­
what distinct group. although their OUnad;1n roofS rnn .. in strong. 
Their heritage as sailors and mtrchammcn from routhcm Gondor 
still influences their culture and [1furyl ... They long to �c1aim 
Gondor as their own. 

PHYSICAL CHARACTER 
Build: Strong of build. Males avenge 21S pounei5: women, 145 

poundJ. 

Coloring: Coruin a� gt'n«ally fair skimlrd ;md havc grry or 
bluish eyes md black or dark brown hair. 

Endurance: Considtr.lblc. Thrydo not gc[scasick. 
Height: Men avC'rage 6'3"; women, 5'9". 
Lifupan: 95-190 years. 
Rui$bnce: Nonna!. 
Special Abilitiu: +25 bonus for sky-watching 

activity. 

CULTURE 

Clothing &. D«ou.t.ion: Conan', f.lvor purpJr. 
rcd. and gold clothing made from silk or fine 
colton. They wC'ar tunics and only rardy don 
leggings. Men wear gold collars, while women 
are well-adorned with it-wdry. 

Furs &. Inabilitiu: DisciUt: and illness, and their 
own IUtural morulity. 

Lifestyle: Corsair culture rdlrcts thr consrrvative 
dements found among Gondor's aristocracy, 
only il is carried to an enrrmr. 11,( wann coastal 
influence of Umbar has addrd some additional 
inflUf'ncrs. mostly Black Numeool"<an, ;tnd the 
l"<:II.lh is a throwNck to the ancient marine 
culture of Numenor. 

Marriage Pattern: Monogamous. Lme is tr;lced 
through male. 

Rdigion: Coruit religion IS prwccupied wlfh 
Death and Darkness. and brgcly rcvolvrsaround 
ancutor and hrro worship. Great Numeoorean 
Kings arr revered as godlike. Ceremonies dwell 
on tM pcl"}X'nmion of the life of the individual 
and, more imponandy, thr limage. The dud al"< 
buried with dabor.ttC' fanfare and arC' bid to rnl 
in a pusrrved state, one of pronounced splen­
dor. 

Some revere Namo, the Keeper of the Orad, 
or Varda. 

OTHER FACTORS 
Demeanor: Aggussivr, haughty. detrnnincd, rmblltered--thr 

Conaits have I.he attitude of royalty in unjust nile. 

l.anguage: S,,,,r,'MI UMl""l'"': The first tongue of the CorsaIrs 1$ 
Adunaic (Rank 5), siner they idrntify it with Numrnor and thr 
Ime of the OU""d;.in. All !hnn speak Gondor's Common Spm:h, 
Wurron (Rank 5), as weJl as the Harad;I1C (Rank 4)ofUmNr', 
ciflunry. S!;1/ Drwlcpmmr: Conain also h;lve the opponunlly fll 
learn: Apy»ic(Rank 4), Ad,duk (Rank J), Naha,duk (RankJ). 
or Rohimc (R�nk J). 

Prejudiecs: Thr Conairs au a minofLty group and ar� lochd 1111 
conSl";r.nt "ruggl� with th.,ir alile5 the Black Numen6runs �nd 
Har.tdnm. They look upon both groups with suspicion and 
somr d,sdain. The B[;r,ck Numrn6reans, 11k., th., [)Unrd�ln./u" 
in many CiUt:5 marriC'd subjcct peoples and the CorsaIrs cons,,:kr 



this � sign of wukIKSS. Th�y vi�w th� H�udrim a$ yrt .lnotht( 
mfrnor r:I(�. o� which mu$t � tol�f';It�d. Th�ir gn�t�S[ r�y 
lJ the Nonhm�n (Rohirrim. \Voodrll�n. Brornmgs. rtc.). �­
COlUS(' they �� hdd to bl�m� for th� Kin·STnf�. 

RtJtrictions on Proft5Sions: Non�. 

OUTFITTING OPTIONS 
W upon.: D3gger. scimitar. broadsword. short sword. mact. mom­

ingnar. whip. bob. composiTe bow. long bow. short bow. flail. 
qlUrtn'5taff, two-handed sword, bnc�. spear. RM 0Plio"J:anllored 
fl.St, bastard sword, boar spear, Glt of ninr tails. cutlass, falchion. 
Iurpoon. m�in gauch�. �t, pole arm. sabu. 

Armor.Any. Cors..:.iu who are we31thy adorn th�ir armor with gold 
chumg or tnguving. Somt favor wurmg a modified vtnion of 
the old karma hdm. 

Clothing: M,,1n: silk or Catron blouse in the rich colors favortd by 
lhe: Corsairs (scarlet, purple, gold), usually w,th embroideud 
borders at Ih", wrists and n�ek: silk or cotton tunic (also in a rich 
hut), often worn without a shirt. reaching to anywhere �tween 
the ;mkles and just above the knce. possessing .m daboratt h�m 
(fnnged. crendattd, scalloped); btlt o( huvy gold plat�s en­
gr,lved with �a motifs; collar of engnv�d gold plates; S<lndals or 
bther boots, 

Ftm<lln .. s,lk or cotton blousc wllh rcvuling necklil'l(' oft�n 
worn off the shouldtT. usually in Ih� rich colors favored by tltt­
Cors.1lrs (cnmson, violrt, gold); ankle-length s,lk or cotton 
undcrsk,n, of un pleated orgatherc"d mto a yoke al the hip. again 
In nch huu: short over-skin of silk or danusk. fallmg 10 mid­
thigh or 10 the knee. with an dabornt� hemlme (cundated, 
fnnged, scalloped); bodic� with showy [aces; ornamental gold 
bth; s;mda[s or silk slippers. 

Money: 2 gold pieces. 

BACKGROUND OI'TIONS 
Nonnal. five background op!ion5. 

5p«iaJ Abiliti�J: All aV�llabk 
Sproa[ Items: All ava,lable. Corsairs favor w��pons and tools 

onurntnted w,th gold. 
Eun Money: 1-200 gold plecn ofUmb�rtan mim. 
Hobbits: l'mll4ry Skdls, 1IIovmg and Illaneuvering In armor, any 

wupon sk,Ib, cI,mb. ride, sw,m, tr.lck. allY magical skl[b, 
ambush. stalk/hldc, perception . body devdopllll'nl. spdl lisu. 
5«o.J,,'J Shlls: �crobatics. aCting. appraisal. boat-handling. first 
aid, rop<"-mastery. signaling, sky-watching. A r,mu Skills: pain!ing, 
iCU[pung. dance. A,hlt,ir Shlls: sprinung, r;tppdling, jumping. 
Cr.!! Ski/Is. wood-O';I(u. m�tal-Cf3fts. embroldl'ry. InflueNt Skills: 
public speaking, Inding. le;tdership. Lorr Skrlls .. cultural history, 
gtography. naVIgation. 

Sut Incrcu�s: Any stat UCl'pl [ntuillOn .nay be mcru.Kd. 
t.ln languag�s: In ;tddmon to the IOngUU I,sted aboV(', a Cors.ur 

II1lgh! In unusual circumstances learn: Black Speech (Rank 4), 
Orkull (Rank J), Sindarin (Rank J), or Si[van Elvish (Rank J). 

---..... DORWINRIM • ..---­
(sing. Donvilladan) 

Th� Dorwinrim occupy the lower CalT'll:n and Uldona valleys 
and t.h� hilly r�gion running south from th� Redwat�r 10 th� 
nonhwesl shor� of tht Sea ofRhUl'I--th� J.II1d called Dorwinion. 
TheY;H'" a rni:ll'Iun: ofNorthman and Easlerling stock. 

PHYSICAL CHARACTER 
Build: Oorwinrim are slightly larger than mOst groups labded �s 

"Common Men." Malts average 155 pounds; femal�s, 110 
pounds. Ov""lI, rh�y ar� somewhat stocky and have wide 
features; nart'Ow noses and eye shu ;tU the only uception. 

Coloring: Th�ir f;tir, slightly yellowish compklfion IS unique. They 
have subdu�d eyn which an: usually brown (1Ik� thnr straight 
ha,r), although som� are blu� or gl'ffn. 

Enduranc�: AV('l'lIge. 
H"'ight: Men average 5'9"; women. 5'2'. 
Lifupan: 6O-SO years. 
Resisuncc: N0l111aL 
Special Abilitiu: +30 bonus to RR versus poisons. +[5 for 

situations involving acting or public speaking. +10 for boat­
hand[mg TTllIIlCUVtn. 

CULTURE 

Clothing &. Decoration: A wide vuiety of wools and linens. They 
Wf'n $hll'U and pants and adorn Ihmudves modtstly. 

Fears &. lnabilil.iH: None. 
Lifen),le: They ;tU traders and nver-m�n who abandoned their 

nomadiC past in favor of an urban, alb�i! n.mic life. Dorwinion 
is known for its fine wines �nd $IlOng oils. Hardy vines cover the 
land and provid .. the principal sourcu of income: graJXs and 
wine. Trres produce olives �nd olive oil. Additional revenue 
cornu from tht Sea ofRhlln: shd[fish [lroducu. food, and dyes 
bring good money to the Dorwmrim. 

Marri�g'" P�ttern: Monogamous. Th� line is Ir.ac�d through Ih� 
male or female. 

R£ligion: Oorwinadan religion is;t prominent and st:able demen!. 
It IS a Unifying fore .. among a people who haV(' no (onnal law and. 
tqU3te authorily with pow�r. Donu. a loc.al manir�station of 
Y,avanna. is the Qu�en of their pamhron. She is their one 
"Mother Goddess," 

\Vorship c .. nten around tribal and clannish totems (L. 
"Igana"). holy symbols which r�pu.Knt deified h�ron blessed by 
Oonu. The hel'O('s are �Iieved to have pow�roverthe places lhey 
influenced during [if� and hold sway OVtT their desccnd.anu. 
Theufore, a fam,Iy or dan gu3rds its remlory uligiously. Th� 
tOIC'ms au also crucial. sincC' thty au believed to have rea[ pow�r 
and an: Ih� sole mUllS of communlcauon wllh th .. h�ro they 
rcpr�.Knl. 
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OTHER FACTORS 
Demunor: The Dorwinrim arc known for their hardy. hospitable 

character. Most favor strong drink �nd story-tdling and never 
shy away from a celebration. Their distinct rolling laughter and 
physical closeness «(".g .. hugging) adds to their reputation of 
frien�liness, although it is somewhat deceiving; a Dorwinadan 
may appear doser than he rcaUy is. The Dorwinrim are amazingly 
loyal to friends. and distinctly short or crud with enemies. 

Language: StArtjng unguAl's. The Dorwinnm ace wdl-�erscd in the 
commercial tongues o( northwest and nOrTh-central Middle­
earth. They speak fluent \Vestron (Rank 5)and Logatllig(Rank 
5), the latter their own home tongue. Sin(c they fr«[uently deal 
with the Silvan Elves. mmy have aC<juaimtd themselves with 
Silvan speech or Sindarin (Rank J). Skill Dt:wIqmtml." Dorwinrim 
also have Ihe opportunity to learn: Atliduk (Rank 4). Haradaic 
(Rank 3). Labba(Rank 3). Nahaiduk (Rank 4). Varadja(Rank 
3). 

Prejudices; Renowned as explorers. traders. and travelers, they h3ve 
learned much of the spirit of others and enjoy dealing WIth a wide 
variety of Elves and Men alike. 

RClltriccions on ProfCllsions: None. 

OUTFITTING OPTIONS 
\Ve�pons: Battlr-axe, broadsword. dub. dagger. h�lbard, 
javelin. long bow. <juarterstafT. scimitar. short boll'. 
sling. two-handed sword. RU options: irgaak. jo. kat�JU, 
long sword. no-dachi. throwing stars. 

Armor: Any. Dorwinrim prefer the lighter types of 
amlor. �lthough a w�rrior garbed in a f"I! suit of chain 
or plate mail is not unknown. 
CIOlhing: Main: linen shirt or blouse. usually c�am OJ 
white; short wool("n v("st. sometimes with dccorativt 
points at the hem. sometimes cut straight. usually wid. 
panels of fabric in contrasting e�rthy hues (mst md 
black. 50ft brown and dull yellow. brick and d�rk 
brown. ("tc.); loose woolcn trousers in subducd colors 
(black. dark grey. tan. si("nna. bon ... taupe. um\x,r. e1C.� 
linen sash or leather belt: woo<kn clogs or sturdy 
leather boots: long. full coat. often with <juilting �nd 
trapunto to provide protection in the sC\"erc wrather 
that visits th(" area in winter. 

Ftm .. h: linen shin or blouse. usually cream or whlf� 
woolen vesr. usually mor(" foml-fitting on WOmen of 
marriageable age. looser on children and matrorn. wHb 
panels of fabric in contrasting ("arthy shades (orange 

and charcoal. black and bOlle. taupe and dark brown. 

elc.); full woolen skirt in subdued colors (rust. dirk 
guy. tan. si("nna. brick. dull ydlow. umb("r. elC.); liflMl 
sash or leather belt; wooden clogs or sturdy leatlm 
boots; long, full coat. WIth elaborate quilting lnd 
trapunto. 

Money: 20 silver pie(u or 10 kys,iri. the 'lf1lqUt IVory 
coinage of the Dorwinrim. 

BACKGROUND OPTIONS 
Nom,a!. (i�c background options. 

Special Abilities: All available. 

Special hems: AU available. TIle Dorwinadan arstlmir 
SenSe prefers cx<juisitc sllnpliciry over daborat� om.· 
mentation. Their weapons and tools ar(" be3utiful� 

made and posscss graceful lines. but little carving or engravmg. 
They do employ gems for ins("[5. how("ver. 

Extra Monty 10-2.000 silver pieces or 5-1 .000 kysuri. 
Hobbies: PrjmM] Sk;/Is:any weapon skills. climb, swim. anymJgiciil 

skills. ambush. stalk/hide. pick lock. [X""TC("ption. body dt>'r[op­
ment. spell lists. languages. SuonJary Skills. acrobatics. a(tlflg 
appraisal. boat-handling. cookery. first aid. gambllf1g. rop<­
mastery. trickery. Artistif Shlu: storytdling. sculpting. Athlttit �s.. 
surfing. skIing. skating. juggling. Craft Shlls: wood-crafts. stont­
crafts. metal-crafts. leather·crafL'i. sewing. flNching. lnfl_ 
5Mu: public speaking, diplomacy. s("duction. trading. Lon 5.liIk 
geography. navigation. 

Sur Incrtases: Any stat may be increased. 
Extra LmguagCll: in addition to the tongues listed abol'<" • 

Dorwinadan might in unusual circumstances learn: App>K 
(Rank 3). Black Spc-cch (Rank 3). Orkish (Rank 2). Rohirric 
(Rank 3). or Umitic (Rank 2). 



---_<l" DUNEDAIN .... ----
The DUnl'dain �rt descendants of the Edain who $tttled on the 

I$land kmgdom of Nll1ntnOr during the &cond Age. It was their 
NUl11tn6rean forefathers who colonized and conquered much of 
Mlddle�anh. \Vh .. n lhe Isle of rhe \Vesl $;Ink into the SC� during 
tM Downf .. U of S.A. 3319. two groups surv,v«l: the Black 
Numen6rearu and the FallhfUl D luxdam. Th<: latter serried Arnor 
:and Gondor. the ReJlms m Exile. LIke all theIr brethren. they have 
tr.l�s of E1ven and (ev .. n a lude) Maia blood. 

Note: U" Ih,. ,,,Iagory of MmJo. llw mmli-, of Ibt rII)'Ill a"d pri"u/y 
/m.!t$of Arnor�"d Com/or (rl., Sltwa.ds Ii*-Dmrlhor II and Prin(tJ 
Mr [",."hit oj Dol Amrlllh), al _II �s Ihm dlfl'fI .usa""",,ts (11" 
R�"t"s J.l,. A'''go,n). 

PHYSICAL CHARACTER 

Build.: T "II and strong. Mfn avcr.tge ns pounds; women, I SO 

pounds. 
Coloring: FaIT skm :lnd black or d�rk brown haIr. They have grey. 

h'lZd. blue. Or green cres. 
Endunnce; ConSIderable. 
Hright Men ner.Jge 6'5": women. 5'10". 

ufup>-n; 100-300 ye�rs. 
Rnisunct: NOnlui. 
5p«ial Abilitiu: None. 

CULTUR£ 
Clothing &. Decoration; Rich and wrll made, with 

tbboratc collars. The OUnedain oflowland Gondor 
....,�r hght tunits �nd ofttn go without leggmgs. 
n..osc, of colder are�s wear more. They favor feathers 
;uxI whIle symbols on dark fields. 

Furs&. In:l.bilirit:s: The Dlmedain fear Death. for thty 
Ir. acutely aware of theIr own grtat skills and 
por.nriJI. 

lifrstyl.:: Comfortable and CCnt<"Ted around cosmo­
polll�n Cltits and IOwns. 

MnriJge Pattern: Monogamous. Th� often m;lrry 
folk of other r;lces. Th .. hnt is tr�ced through the 
mIle. 

Rtligion: Restrmned and personJI. Th .. Duncdaln 
rtv.re En.J and �lI lhe Valar. especialIy Manwf, Araw 
(Orom�) and VHda. They hJve dabor,lte bunals 
tRl"Oh,ng prcserv,lllon of the body. 

OTHER FACTORS 

Dnncanor. Noble. confident. ImpatIent. prO\ld, and 
olten haughty. 

ungu:l.ge: 5rarri,'t J.,,''t''a�,: Their original tongtle is 
Adunaic (Rank 4), bllt 1l10St speak \Vestron (Rank 
5). Many also speak $mdarin (Rank 4) and a linle 
\}N:n)'J (Rank I). S�,iI Drwlopmml: DUned .. in also 
h.\T the opportunIty to learn: Dt.mad (Rank 3). 
Handalc (R�nk 4). Kuduk (R...nk 4), Rohlmc 
(Rank 4). 

Prejudices: The o..inC"dam hall' the Corsairs, for they 
bllme them for the Kill-strife. Gondor's C1\",] war. 
fhey also despIse the Black Numen6rtans. The 
Dunlendings. HaradTllll. \Vargs, and Orcs have 31-
"IYS bun theIr entmies. 

RcstTictions on Profcssions: Non�. They arc well-suited to magic. 
although the DUneda;n of the North (those from Arnor and hcr 
regions. parriClJlarly Arthedain) use slXlIs and enchantfljcn[$ 
mOTC often than any other group. However, in both Nonh and 
SoUlh, th .. royal Jine,. court artisans, and court s .... u pr.tcticc 
various forms of tradition,,] and bl�"d magic ( ... g .. sword-
makmg and obsrrva{ions through 5«ing-sloms). 

OUTFITTlNG OPTIONS 

\Vuporu: Battle-axe, broadsword, composite bow, daggn, flail. 
hal bard, lance. long bow, mace, morning Slar. quan .. rsraff. short 
sword, spear, two-handed sword. war hammer. RM optjom: ar­
mOfed fist, bastard sword, boar spear. dag, falchion, foil, kynac. 
long kynac. main gauche. rapier, war mnrock. 

Armor. Any. Dtlnadan wnriors have acceu 10 some of the k$t 
annor m"de, ;u wdl as tile powerful physique �Ctsury to feel 
comfortable in the he�vier type's. 

Clothing; AmDri�" ",�Iu .. linen, silk, or woolen undershirt, in a rich 
color (maroon. celestul blue, purple. navy bluc), with close­
fimng sleeves; woolm under-hose; silk or woolen outer hose; 
flowing silk or woolen lUnic (rich huts) with wide, flowing 
s[!'<'�'es ornamem«l WIth fine embroidery and appligu.i; decou­
tllle leather btlt of un SCI with precious sro�s; silk or woolen 
colbr co\'enng the shoulders and often the neck, decorative 
bands of embroidery at the top and bottom edg�; wft slippct"$; 
stout OUler boots; quilt«l cape with generous hood and wide 
d!'<'ves; filr over-cloak. 
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Ar"r;rianjntul/r.; linen, silk, or wool�n undershirt, in a rich color 
(royal blue. d�ep ted, sky blue. violet, midnight bluc). with close­
fitting sleeves; woolen hose: flowing 'ilk or woolen gown (rich 
hues) wiTh wide, flowing sleeves ornamented with fine embroi­
dery ;tnd applique; decorative [eMher belt orgirdk often set with 
precious stones; silk or woolen collar covering the shoulders and 
often the neck, dccotative bands of embroidery a[ the top and 
bottom edges; headpiece onace or embroidered fabric, crescent­
shaped. with one point hanging onto the forehead; soft slippers; 
leather ankle boors; quilted cape with generous hood and wide 
sleeves; fur over-doak. 

eo"dor',." ",,,In: silk or cotton undcrshin, usually white or a 
pastel; rich-hu�d silk or cotton waistcoat with elaborate sleeves 
(gathered, slashed, multiple puff_), close-fining bodice, and 
wid� skirt pieces; belt of finely dyed leather and gold or silver 
links; decorative collar, rlaboratdy embroidered, covering the 
,�houlders but revealing the neck; sandals or soft shoes; quilted 
cap" with gennous hood and wide sleeves. 

Gondorian j<",�ltJ, silk or cotton undershift, usually white or a 
pastel. often sleeveless; rich-hued silk or cotton gown with 
elaborate sleeves (gathered, slashed, multiple puffs) and c1ose­
fitting bodice; silk sash or girdle; decorative collar, elaborately 
embroidered, covering the shoulders but often revealing the neck 
and chest; ornamental headpiece; sandaL. or soft shoes; quilted 
cap" with generous hood and wid� sl�ves. 

Money: 20 silver pieces. 

BACKGROUND OPTIONS 
The Ot'medain arc traditional and well-educated. They have a 

well organi..:ed society, This, combined with the fact that rheirearly 
days are so filled with learning, gives only three background 
options. 
Special Abilities: All available. 
Special Ttetru: All available to Arnorian Dunedain, Gondorian 

Dlmedain should not have spell adders or daily spell items (range 
61-89). 

Extra Money: 1-200 gold pieces. Lower sums (1-1 0 gp) are more 
likely to b� in the form of silver pieces (IO-IOO sp). 

Hobbies: Pri"'�ry Skills: moving and maneuvering in annor, any 
weapon skills, ride. swim, track, read nm�, stalk/hide, percep­
tion, body development, languages. Snondary Shl15: animal han­
dling, boat-handling, first aid, meditation, rope-mastery. sky­
watching. Artistif Ski/Is; pONry, singing, playing a musical instru­
ment, Arbltti( Shlls: skiing, sbting, sprinting, jumping, pole 
vaulting. Cr1t Skills: stone-crafts, m ... t"I-cr�fts, sewing, embroi­
dery, fletching. bifl"tnU Skill .. : public speaking, diplomacy, lead­
ership. Lm Shlls; history. Elven lore, military tactics. 

Stat Increases; Any stat may be increas�d. 
Extra Languages: In addition to the tongues listed above, a 

Dunadan might in unusual circumstances I�arn: Adiduk (Rank 
3), Labba (Rank 3), LogJthig(Rank 4). or Nahaiduk (RJnk 3). 

--_____o" DUNLENDINGS """ ---

Also called "Hillm�n," this group of Common Men r.radition. 
ally lives in the hills and highlands west of the Anduin vall�y, Most 
have �come settled fann�rs and herders and make up majonty 
populations in Eriador. Others urnain pur� and liv� in th� f()Othills 
and mountain vales, 

PHYSICAL CHARACTER 
Build: They �re of medium to stocky build and n.gged. with littlt 

body hair. Men average 175 pounds; women, 135 poun<h 

Coloring: They have a tann�d or ruddy complexion and brown 
hair. 

Endurance: They ar� superb mountaineers �nd handle tough 
terrain with little additional effort. 

Height: Men averag ... 5'10"; women, 5'6". 

Lifupan: Short; about 50-80 years, 
Resistance: Nonna!. 

Special Abilities: +20 for elimbing and acrobatic maneuvers. +20 
for public speaking and �cting activity. 

CULTURE 

Clothing & Decoration: Crude wool and hide runics with Icggin&3-
They also weotr rough over-coal:5, short dOJks, "nd fur h�ts, The 
woolens are woven in bright plaids, thl'" colors indicating lhe 
w�areT's family lines and dan, Ritual tattooing .s wide�prud 

Fears & Inabilitiu: Numerous superstitions, notably a fear 01 
Darkness cenuring around the spirits in the eanh and pLmu 
(which com ... forth at nighr). 

Lifestyle: Dunlendings are herders, hunters, and gatherers who Ii" 
in extended families and reside in villages and fortified dan. 
holds. They USe chariots. Extremdy theatric, they are gifttd 
poets. musicians, singers, and storytellers. Pugnacious, theyoftm 

settle disputes by raiding, fighting, or even warting on Oil! 
another (and of course others). 

Marriage Pattern: Monogamous, but one must marry ou1!;idr m. 
family. Political martiages common. Line traced through thr 
femak 

Religion: Superstitious rituals devoted to a compkx grouping of 
vengeful petry deities, Many arc vaguely based on the Dunlendi�' 

peculiar interpretations of the Valar, Oral traditions �rc cru� 
to the ke�pingofhistorie� and law. Sacrificc� ar ... wide�pread arJ 
the clergy ate both revered and fear ... d. 

OTHER FACTORS 

Demeanor. Suspicious and self-centered, yet vocal and anir1t:lted. 
They love to talk, laugh, sing, and scream, 

Langu�ge: Starring unt""t'J: They speak their native tongue Ounxl 
(Rank 5) and \Vestron (Rank 4), \Vrimn Dunad is rare, fOTI 
premium is placed on oration and the pcrfomling arts. SIiI 
J)rw/cpmfflt: Dunl ... nding .• also have the opportunity to lwn; 
Rohimc (Rank 4). 

Prejudices: Dunlendings generally hate the Rohirrim and WO� 
above all, although many also despise the Dlmedain, Dw�rva. 
and Orcs. 

Restrictions on Professions; None. 



OUTFITTING OPTIONS 

Wtapons: Broadsword. dub. dagg"r. handax�. javelin. short bow. 
sflC'ar. RM op/ia"s: cudgel. haw, cabis. 

Armor: None or lOft leather. Some .,Iite w�niOI"$ fight naked. 
Clothing: Main: woolen (vIbrant plaid in a v�riety of colol"$: forest 

��n.5C�rlct, ro)'�1 blue, while, ),ellow,dark blue. orange. etc.)or 
"delumc; brccehesor a shorl skirt of wool orhlde;short woolen 
/Kkrl or C'p<' worn over one shouldtr; stout leather bell; 
decorative torque around the neck; hide leggings; soft le�lher 
footgear penllirring sUI)("rb maneuvering in rough terrain; fur 
owr·coat and hat: hair worn m a braid or many small braids or 
bbched with a lime-wash causmg it ro dump in spikes standing 
away from the sClilp lIke a finful of daggers. 

FmullIs: linen or wool shirt (usually white or cream); 
full woolen skirt (vibrant stripes or plaid); woolen 
bodice (sometimes a solid color); woolen jackct or cape 
worn ovt'T one shoulder; lOft leather footgear or stout 
boots; fur ovt'T-coat and hat; hair worn long. usually in 
multiple braids which are then wowon logetherto fonn 
elaootate buns Ot twists. 
Money: Goods to be bartered or exchanged for coin­
age: 10 deerskIns. findy worked, worth 2 sp each; 5 
skunk pelts worth 4 sp each; 4 red fox pclu worth 5 sp 
cach; a bale of carded wool worth 20 sp. 

BACKGROUND OPTIONS 
Dunlendings get four background options. 

Special Abilitiu: All available. 
Special henu: All available. Dunnish workmanship is 
nthcr crude. although it has aesthetic appcal lO tho� 
with rustic tastes; it is usually of materials that do not 
long endure (bronze. COpp<'f. tin, leather, yam, wood). 
Extn Money: A selection of ptlu (black fox. 5 gp; 
marten, 8 gpo black sable, 10 gpo ennine. 1 3  gpo golden 
sable. 15 gp; mink, II  gpo n:d sable. 12 gpo white fox, 
7 gp) or a selection of herbs worth 1-200 gp (arkasu, 
bursthtlas. �IO<'. kdv�ntan. rewk. (hurl. atunar. 
amuminas, arpsusar, tmas. berlerin, yaran. sUfllnie). 
Hobbies: i>';IIlQry S�il&; moving and manC1.lveri ng in soft 
leather amlor. any weapon skills. climb. ride, swim, 
tfllck, usc ilem, directed sp<'lls, �mbu,h. stalk/hide. 
p«ception, body development. sptll lislS. SaoMbry 
�;Ils: acrobuics, acting. animal handling, caving. fOlO1g­
ing. sky-watching. Artis!it S�ills: body paintong. tattoo­
ing, poetry. smging. storytelling. playing an instru­
ment. Albillie SAills:sprinting. jumpmg. Cr.if! SMIs: meul­
crafts. leather crafts.lnJIun1ft Slrt'll" publicspcaking. Lou 
Skills: Dunnish history, local geography. 
SUt Increases: Any stat may be increased. 
Extra Languagu: In addition 10 the tonguCll listed 
aoo\'C. a Dunlrnding might in unusual cirrumstancC5 
[cam: Pi'lkacl (Rank 4). 
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-------., EASTERLINGS ..-g ---
This term refers [0 a collection of peoples who livC' in north­

central Middle-earth, the arca to The cast of the western shore of the 
s"a of RhCm. These nom�dic con fed nations an: ('VCT in search of 
territory and wealth and periodically invade the lands of their 
neighbors. The Bakhoth and \Vainridcrs arc two such �oplcs. 
Each group has its own subculture and language. although most arc 
rdared. The following is a g ... nCTal view; whITe specifics arc 
mentioned, the discussion "mrers on the westernmost Easterling 
peopJe---f:ile Sagath. 

PHYSICAL CHARACTER 
Build: Compact and agilr. Men average 135 pounds: women, 9S 

pounds. 
Coloring: Swarthy. with a tan or yellowish/tan quality. 

Marriage PaUtrn: Mm may rake more than one wife. but this U 
rare and costly since they must pay a bride-price. The lint" 
tra ...... ':! through the male. 

R"'ligion: Superstitious riruals wncerni ng nature spirits and hmll( 
ancestral deities. Many worship Darkness and Morgoth. 

OTHER FACTORS 
O"'munor. Cold. detennin�. brav( to the point of foolh�rdilltS$ 

They rdish. or arc at the least unconcerned with. death in b.ttk 

Lmguage: SI�rriMg L>Mgu�grS: Most s�ak a Logathig dialw (Ram 
5), as well as a smattering o[\Vestron (Rank 2). Skill Dn't&pmnr� 
Eutnlings also have the opportunity to learn: Apysaic(RankJ} 
Black Speech (Rank 4). Haradaic (Rank J). Varadja (Rank 4} 

Prejudices: Easterlings have little regard for anyone except thrir 
own p<'opl". They hate the DUnedain. 

Endur;lnce: Nonllal. although rhey can rid" hOrll(s. wagons. or R"nrictions on Pmf"ssions: None. 
chario� for long periods without exhaustion. 

OUTFITTING OPTIONS 
Height: Short to Illediulll. M"n average 5'6"; women, 5' 1 ". 
Lif"sp,m: Short, about 40-65 Y"ars. 
Resin;lnce: NomlaJ. 

Sp"ci;ll Abiliti"s: They arc stl�rb with riding animals and produce 
fabulous horsemen. + 1 0 bonus to Offensive Bonuses when 
fighting from a horse or chariot. +20 to animal handling with 
regud to horses. 

CULTURE 
Clothing & Decoration: ColorfUl linen cloaks. woolen runics, 

leather pants. and lower leg protectors. They also wear fur hats 
with car flaps, or fur-cov"r"d pot hdms. Some groups paint rh(;r 
upper bodies and faces. 

FeaTS &. Inabiliti"s: Darkn .. .ss and thunderstonns. 
Lif�sryle: They arc nomads who liv" ;n mobil� camps and move 

th"ir camps using great wagons (wains). \Varriors all. they also 
herd horses and cattle. The leaders travel in, and fight from, 
rugged war chariots. 

Weapons: bola, dagger. javelin, scimitar, short bow, shon sword, 
sling. RM opliom· long sword. usriev (8-foot long CTO.ss betwtt'n 
:I lance and a long, thin two-hand('d sword-razor-sharp 4'(001 
blad"--u5,, two·handed sword table. changing Knish CTlts to 
Pun(ture crits). 

Armor: Non .. but shield and hc!m. 
Clothing: M��s: woolen or linen tunic ( wh ire, cream, lemon, or buff 

with bright crrwc!work on the colbr .1!ld along th .. from 
0p"ning) with long, close-fitting s!('n·('s. stand-up collar, � b.:ict 
vent for ease on horseback, o�ning in fronr frolll n('ck to hm, 
with buttons or individual tics at intervals to secure it doK<!; 
leather w"apons belt; I('ather pants; soft. unfitted. knrf-Iligh 
leather boots with being on rhe outsid(' calf to snug thrill to tlv 
leg; colorful linen cloak piec"d together from scraps dyed , 
variety of colors (r('d, blue, green. yellow); fur har with ('ar nal"-

F,ma/a: woolrn or linrn ankle-length smock (white, crnlll. 
lemon, or buff with bright crewelwork on the collar andalongtlv 
front op<'ning) with long, close·fitting sleeves. stand-up co[]�t. 
opening in a front plack .. t extending from neck to th .. lowCTrib" 
with buttons or individual ties at intervals to SeC1JIT ;t dosed; soft 
unconHruct(d, knee·high le3ther boots with lacing on [h .. 00(. 
sid .. calf to snug them to the leg; colorful linen cloak pieclll 
together from scraps dy"d a variery of colors (red. blur. gr«n. 
yellow); fur hat with car naps. 

Mon"y: Draft-kine worth 20 sp. 

BACKGROUND OPTIONS 
They get four background options. 

Spccia.l Abilities: All available except range 5 I -55. Exp,lnd r.1llgl' 
56-60 (empathy with an animal) to become 51 -60. 

Sp"cial llenu: All available. East('rling crafts involve shapt" 
creations from bone. leather, iron and bronze. 

Extra Money: Liv(stock and possibly a wain (wagon) or a war 
chariot, the total worth 1-200 gp (draft-kine, 20 sp neh; I,ght 
horse, 45 sp each: wain. 6 gp; war chariot. 25 gp). 

Hobbiu: Pri"'�rySW!': moving and man('u,"cring without amlor. I· 
handed "dged weapon skills, 2-handed weapon skills. thrown 
and missile weapon skills, ride. track, lise item, dirtcted spells, 
ambush, stalk/hide. p('rception, body development, sprll ltStl.. 
SUC"J�ry Skills: acrobatics, anima! handling, contortions. fOr.lgtnj. 
signaling, sky-watching. Arl;,,;, Skills: body painting, storyt�lh�. 
Cr".l' S�;IIs: leJthtr-cr.uts, bon('-c,lrving.. crewelwork, netchul' 
!.crt Skills: animal lou, war tactics. 

St;lt lncre;,u: Any stat �xc�pt Intuition may be incr�;tSfd. 
Extra Languag"s: In addition to the tongues listed abo.." .. 

Easterling might in unusual circumstances [earn: Labba (ltd: 
2), Orkish (Rank 3), Rohirric (Rank 2), Silvan Elvish(Rmkl} 



--------. ERIADORANS ""---
This IS a gt'n .. railud Iabd for th .. rural folk of Eriador, the 

Common M .. n inhabiting the lands that once comprised th .. 
klllgdom of Arnor. Enadorans contam varying d"gru5 of 
L>uniendmg. Northman, and Dlmadan blood. Thcy bear clost 
rc�mbla"( .. to the rural inhabitants of Gondar. sav" that many 
rural Gondonaru possess some diluted Harnadan im­
ug ... However. th .. ma{ .. rial presented Ix-low applies 
rqu�Uy w .. l1 to the nll-aJ folk of both Eriador and 
Gondor. 

NOIf: US!' IbJS r�'�fcr rlwrllCitTl bum ,,"J .... rMJ "m",,! 
rAr jllnm, l'''Z'''l /"nJs, "nJ small I...millS <if ArrlJ..d..in, 
RItwJ.'<fJ GrJoJ,.", ""J ConJor. 

PHYSICAL CHARACTER 
Build: All I)'JX!' bll[ nomlal!y mcdllllil. Men av .. ragr 

160 pounds; worn"n. I 25 pounds. 
Coloring: V.m.,t!ons of fair to Ian or ollv", sktrl. All 

wlors of hair and eyes. 
Endurance: Avnagc. 
Hfight: M�I('s nef3g" 5'10" . women 5'4". 

L.ifC$p�n: Moderate. averaging 60·80 �al"$. 
Rts;5(Jl.nce: Nonna!. 
Sp«i�1 Abilit;es: None. 

CULTURE 
Clothing &. Decontion: PraC!1cal wool and linen garb. 

mcluding cloaks. boots. etc. Tunia �re worn in 
w�mler areas; slmts bdted over panll or skirts alld 
Irggmgs predominate in cooler locales. 

Feu, &. Inabiliti",,: None. aside from local ,uperstl­
tlons. 

I...ifenyle: Tllese nlral folk are mostly fanners and 
htn:ICI'$ wllh lillIe contact are;1$ outside theIr \'tlhge 
or region. 

M . .Jrriage Pattern: Monogamous.. TIll' Ime IS [nced 
through cnh"r the mal" or fema]c. 

Religion: Vanat;ons of subdued rituals. Most havc 
rtV(nnce for local spirits. although the pnncLpal 
worship focuses on Eru and the Vabr. Araw (the 
Vala Oromi') is the patron Splnt ofColllmon Men. 
A, fanners. thry of!en pray to Yavanna. the Queen 
of the Earth. They call her "Dalam" or "Ardalam." 

OTHER FACTORS 
Dtmunor: PractICal, hard-workmg.. qUIet. loyal, and oftw shy. 
Langwge: Sla",,,A' Longt<'WS: The Common Speech. \Vcstron. is 

tllm cluef tongue. although local dIalects abound. S'ill DrwIcp­
...,,: Eriadorans abo hav(' the opportunity to learn: Kuduk 
(Rank 4). 

Prrludiccs: Eriadorans arc suspIcious of most outsiders and might 
bt In awe of $ome. They hale no race . aside from the Orcs and 
Wargs. 

Rmrie!ions on Pmfessions: Erladorans produce no tru� Mages. 
R.:trds, Am,mst.s. and Rangers �rc exceedingly rare. 

OUTFITTING OI'TIONS 
Wupons: Dagger, handaX('. club, throwmg daggn. sling. 

<jlQncrsufT. RM <>pl'o",: fishing spe�r (trut as -5 javelin). 
Armor. Soft luther or no annor. 
Clothing: Wan" /:..calt .. knee-length linen tumc and wide leather bdt 

or short tunic belted ov�r a full. lin�n skirt; boors: short wool 
i:.Ipc'. Cooll��1e: l,nen shin under a wool�n tunic; w1de Ieatherbelt: 

woolen br«ches or full woolen skin ovcr wool leggings; boots: 
long, hooded. wool cloak. Linens arc undyed. unbk.ched soft 
white. \Voolens arc subduro green. grey. or brown. 

Money: Llvenock whICh may be sold for coinage: a milk cow (20 
sp). a pair of sheep (TO 51' each). four goars (5 5p each). or ten 
geue (2 5p each). 

\ 

BACKGROUND OPTIONS 
Eriadonns rectlVC 5 background Options. the nonnal amount. 

Special Abilitiu: All available ('Xcept range 71·75 (fe-roll). 
Special l(t�ms: Spell adders and daily spell IInns not available. 

\Veapons and tools made by these rural folk are Ultually crude. 
but serviceable. \Vood. bronze, iron. leather. wool. and linen are 
the mon abundant materials. 

Extra Money: 2·200 bronze pieces. roll 10100. 
Hobbies: Prl"",? Skills: moving &. maneuvering in no annor or 50ft 

leather, climb. swim. track. stalk/hide. perceplion; Stron""-? Shlls: 
acrobatics. animal handling. ewing. cookery. foraging, rope­
m.utery. sky-watching. Arti," .. SI,Us: d .. nce: Cr.!1 S',IIs, leather­
working. woodc .. rving. 

Stat Incrc;ucs: Any stat elCcpt Pnscnce elIgIble for increase. 
Extra Languages: In addition [0 [he longues listed .. bove . ..  nll::Il 

Enadonn might in unusual circumstances learn: Adunaic(R .. nk 
2) and Dunacl (Rank 3). more commonly encountered in 
southeastern Eriador. 

Part VU 
App<n<!;< .. 

h. � 

Appt-ndix 
A-3 
Culturu 
/Races 



Panvn 
Appendices 

"". ."" 

Appendu 
A-2 

Cultures 
/Races 

-----.. GONDORIANS .... ---
Th� [Own folk of Gondor n� repres�ntarive of all Common 

Mcn dw�lIing in the dti .. s of northwestern Middle-earth. The 
infonnacion summarized below applies eo the ordinary residents of 
Calembd, Dol Amroth. Linhir. Pebrgir. Osgiliath. and Minas 
Tirith. Amorians. people from Annllminas. Fomose, Bree. and 
Tharbad abo fit this description. These folk contain varying 
d"8rees of Hamadan. Dunlending. Northman. and Dlmadan 
blood. 

Note: Uue Ibi. rma� for dx.rMI", who an 1101 oj pm DUlaJ,," 
blooJ, /"'1 Me born AMJ rail.d i" 4M) if lbe "lIlpr rilie, if AribeJa"II, 
Cardo!',,", Qr ConJor, 

PHYSICAL CHARACTER 
Build: All t�s. but normally medium. Males averag .. 155 pounds; 

women, 125 pounds. 
Coloring: Variations of f.lir [0 tan or olive skin. All colors of hair 

and eyes. 
Endurance: Average. 
H .. ight: MalI'S average 5'10"; women, 5'4". 
Lifespan: Moderau, averaging 65-85 years. 
Resistance: Nonna!. 
Special Abilities: None. 

CULTURE 
Clothing &: Decoration: V�rious types of elaborate or practical 

wool and lin .. n garb. including cloaks. boots., etc. Tunics aTe 
worn in wanner areas: shirts and pants or leggings are worn in 
cooler locales. Some imported silks and fine cottons art In 
evidence. 

Furs &: 1n:abilities: None. aside from local superstitions. 
Lifenyk Urban folk are a varied. rather cosmopolitan lot. Many 

arc from mercantile or guild backgrounds and som� have dealt 
with enchantments. 

Marriage Pattern: Monogamous. The line is traced through either 
the male or female. 

Rdigion: Variations of subdued rituals with SOmC organized cults 
and shrines. Most have reverence for local or community 5pinl5, 
although the principal worship focuses on Eru and the Vahr 
Araw COrome) i. the patron spirit of Common Men. Many of 
the dite revere Varda. People from ports honor both Varda and 
Manwe. 

OTHER FACTORS 
Den.eanor. PracticaL aggrusive. hard-working. and inquisitive. 
Language: SI�rrinll."ngu",gtJ; The Common Speech \Vestron(Rank 

5) is their chief tongue. although local dialects abound. SJill 
Dtwlopmtnl: Gondorians also have the opportunity to bm: 

Ad':'naic (Rank 4), Haradaic (Rank 4), or Sindarin (Rank 4). 
Prejudices: Urban folk are worldly enough to deal with mGJr 

outsiders. They hate no race, aside from the On: .. and \Vargs. 

Restrictions on Profe5Sion�: None. alrhough Mages, Bard5. Am· 
mist5, and Range., are rather rare-particularly outside of the 
largest cities. 

OUTfiTTING OI>TIONS 
Weapons: Battle-axe. broadsword, composite bow. dagger, halbtrd, 

javelin. long bow. mace. morning star. quartCTstaff. short sword. 
spear, two-handed sword. RM oplions: bastard sword, fod. ITUln 
gauche. rapier. 

Annor: Any. Inhabitants of the larger cities (M inas T ,rith. Tharb�ct 
Fornost)have more n:liable access to to chain and platemai! tn.n 
do those in towns or small cities. 

Clothing: Wann /oraU: knee-length tunic (linen. fine cotton. or silk. 
ofren findy .. mbroidered) and wide leather belt of short tuniC 
bdted over a full skirt (linen, fine cation, or sdk); boots: shott 
wool cape. Cool /orait: shirt (linen or silk) under a tunic (wool or 
silk); l .. ath",. belt: woolen breeches or full skirt (wool or silk Ovtf 
a wool fXtticoat)ovcr wool or silk l"88ings; boots; long. hood.d, 
wool cloak. Colors depend on the wealth of the wearer. Poorer 
folk We.1T linens an undyed. unbleach.d 50ft white and wool'llI 
a subdued g .... en, grey. or brown. \Vealthier individuals displ.� 
snow-white linens and woolens and silks tinted wilh e%J'<'nsi\'I" 
dyes-maroon, purple. forest gre .. n. deep brown. indigo. 

Money: 20 silver pieces of Gondorian or Arnorian mmt. 

BACKGROUND OPTIONS 
Nanna!. five background options. 

Special Abilities: All avaIlable except range 7 I -75 (re-roll). 
Speciallt"m.s: All available. Irem� mad .. by urban Gondoriart$ �M 

urban Eriadorans display high qualitr craftsmanship and indudt 
dUTllbl( materials often unavailable in more nlral societi(s (Strd 
being a prim( uample). Enchanted metals (mithri!. cog, etc.)m 
not .1Vailable, how(ver. 

Enra Money: 1-200 silver pieces. 
Hobbies: PTi"'�ry Shll.: moving and man<"uvuing in any armor. anT 

weapon skills, dimb. ride. read nme, ambush. stalk/hide. pIa 
lock. disaml trap. perception, body d(velopment. !angulg<'!-
5«OllJ4ry Shl/" acrobatics. acting. animal handling. apprmal, 
boat-handling(a choice availabl( only to Gondorians in cui.s Oll 
the river or shore). contortions. cookny. first aid, gambling. 
trickery. Arlistif Still..: painting, sculpting, playing an instru"",1lt, 
dance, singing. Albitlif Shlls: juggling, stilt walking. tightropt 
w�lking. Craft Shi&: wood-crafts, stone-crafts. smithing, bthn 
crafts. sewing, embroidery. trap building. fletching. i'!fl>«�ItSlo" 
public speaking. diplomacy. s .. duction. trading. interrog�liOll 
bribery. 1..0" Ski/t.. city history, local geography. 

Stat Increases: Any stal may be in(Teased. 
Extra Languagu: In addition to the tongues lisud ,bow . •  

Gondorian might in unusual circumstances learn: Dunad(Rmk 
2). Kuduk (Rank 3). Logathig (Rank 4). or Quenya (Rank Z). 



------�" HARADR� "�-----­
(sing. Haradan) 

This is � collective name for the ?Wples who occupy the great 
md and semi-arid lands south ofHarondor and Mordor. the hnd 
an.d Harad. Since this is rough and unblcsS<'d territory, their 
gR'atest populations lie ksidethc sucoa.n, rivers, bays. and m}'Ti�d 
�S. However, Harad contains little cme desert, and spars .. groups 
sttd .. or roam thl" whole region. Haradrim (5. "Southmcn") are 
ilia called "Southrons" or "Haradwaith" (a tcnn abo referring to 
the land). 

PHYSICAL CHARACTER 
Build: North �"J <mlral Jmrl: most groups arc small and wiry. 

particularly tllOSC of the open country: males �v .. rage J 30 
pounds; women, 95 pounds. a,.,slal "rrllS and Fa. fla.aJ .. mOSI arC 
rdated to the Men of Miirnakan. and are tall and wiry; males 
a'�ragc 190 pounds: women, I SO pounds. 

Coloring: Nonhnn groups have light/medium grry or brown 
skin; straiglu black hair; and dark brown eyes. Southern groups 
h�ve dark grey. brown. or black skin; straight or curly black hair; 
.and dark brown or bbck eyes. 

Emh.unce; Haradrim can travel great distances in hot climes and 
nrtd litde w;'lter. They are slowed only slightly by sand. They 
operate poorly in the cold. 

Height.: NnrlbtrM grnufU' males average 5'5"; women, 5'0". Scutbm. 
1'011"... males average 6'5"; women 6'1". 

I...ifHpan: Norlbn-M groHpS: average. about 80-100 years. ScHrbtrM 
1'011[,,' short. about 40-60 years. 

RHistance; + I 0 DB and RR bonuses versus heat/fire attacks; -10 
DB and RR bonu�s versus cold/ice attacks. 

Special Abilities: Their eyes arc atnm,d to extremely bright light. 
.and they arc urmffecud by brilliant displays which might blind 
others. 

CULTUR.E 
Clothing &. Decoration; Red. purple. and gold aU favored colors. 

�hhough white and black arc used in practical casu. Both men 
md wOmen wear their wealth. mostly in the fonn of gold. 

Fan &. Inabilities: None. 
I...ifHtylc; Lmghtn. panying. and violent games arc: common. 

Although some groups arc nomads. most are used to urban life. 
Grnef:llly well traveled, they are used to interaction with foreign 
Men. Many areorwerc: involved with the caravan trade. and most 
ride weI!: horses and camels in northern Hand. horses and 
elephants in southern Harad. There is a distincr separation 
between mall'S and females and very strong bonds betw��n 
members of f.1milics and clans. 

�brriagt P,l.ltern: Men may take more than one wife. but this is 
expensive since it involves a bride-price. The line is traced 
through th� male. 

R�ligion: Elaborate rituals in service· to idols which represent 
• .mous "high gods.·' Altars for hou�hold gods arc carried 
(,·erywhC"rl'. 

OTHER FACTORS 
Drn.unor: PassIOnate. fiery. and in5tilled with a fierce but pe:culiar 

Ilonor. Some consider them cmel and vrngefu!' particularly sincl' 
11ft II nOi particularly valued. 

lmgulge: Slarring r...'�""t"': Northern groups spe-ak Haradaic 
(Rank 5). their home tongue. as well as \Vestron (Rank 5) and 
ApYl3.LC(Rank 4).Southern groups nonnally usc Apysaic(Rank 
S� Wmron (Rank J). and Haradaic (Rank 3). Shll Dtwlop"'rM': 
Hmdrim also have- the opportunity to learn: Logathig (Rank 4) 
.wi Va�dja (Rank J). 

Prejudices: Most hate the Dtlnedain. Elves. Dwarves. and anyone 
who looks particularly different-although they are suspicious 
of most pn:oples. 

Restrictions on Profusions; None. 

OUTFITTING OPTIONS 
Weapons: Dagger. scimitar. shan bow. short sword. spear. RM 

oprioMs: blow gun, boomenng. darts (throwing). 
Armor: None_ 
Clothing: Long-sleeved cotton. silk. or gauze: blou� (white or 

crc:am) with embroidered (red. purple. gold) neck yoke and wrist 
cuffs; cotton pants with leather panels on thl' inner leg for riding 
protection; stOut leather boots; loose colton tunic (white or 
black) falling to the knees or ankles ornamented with t:as�1s and 
embroidery at the neck ope:ning. across the- shoulders. at the 
wrists of the wide-sleeves: leather weapons belt; cottOn head wrap 
with trailing portions that protect the neck from the- sun; gold 
bracelets Jnd torquC"S. 

Monty: Gold bracclel5 wonh 2 gp (unset with any gemstones). 

BACKGROUND OPTIONS 
Nonnal. five- background optiollS. 

Special Abilitiu; AI! available. 

Special hems: All available. Haradrim favor gold ornamented with 
elaborate engraving but bare of gems. 

Extra Money: Gold bracelets and/or gold torque-worrh 1-200 gpo 
Hobbies; P,i",ary5h1Ir: moving and maneuvering with no annor. 1 -

handed edged wl'apon skills. thrown and mi�ile weapon skills. 
ride. track. any magical skills. ambush. stalk/hide. disann trap. 
perception. body devdopment. spcll iists. 5r<onkry Shlls: anima! 
handling. appraisal. foraging, sky-watching, trickery_ A " istit 5hl&: 
storytelling. singing. Alhlnir 5hl&: sprinting. jumping. pole vault­
ing. C,".!r 5�il&: metal-crafts. gold smithing. fletching. Injll'tMrt 
51:il&: leadership. bribery. um 5111&: animal lore. local gcogrnphy. 
war tactics. 

St;I( Increasu: Any stat may be increa�d. 
Extra Langu�ge5; In addition to the tongues listed above. a 

Haradan might in unusual circun1Stances learn: Black Speech 
(Rank 3) or Silvan Elvish (Rank 3). 
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------fiH LOSSOTH __ " ---­

(s;lIg. Lossadan) 
The Louoth live In the Elf North of �S[� Mlddlt-cmh �nd 

au oftm called "Snowmen" or "Forodwaith" (the latler IS ,,1so a 
fUme for thclr land). Th� au a sparstly ultltd, tl()m..,)dic folk who 
moW' With thl" scuonaJ mlgrauons of big game and r.l.R"ly tnl<'l';>.Cl 
WIth other Men. 

PHYSICAL CHARACTER 
Build: Stocky and hard, Wl1h pronounced muscles. n .. y h;lV(' WIde 

rumrn and large. pudgy hands :md (ttl. Mrn a-= .. gt 175 
pounds; women, 135 pounds. 

Coloring: FaIr, with rMd,sh h.ghlighrs, Th� h;IVc Fie blue errs 
and hUT haIr. 

Enduuncc: They arC' utR'mdy rugged and can Ir.lIvd grc�t diS' 
lanCts with Imle or no rest. 

Height: Shorl: IIltn avn-age 5'5"; women. 5'3", 
Lifupan: Men about 50-60 y('ars; womcn about 75·90 years. 
Ruistance: +20 bonus VfrSUS cold/icc attacks. -20 bonus versus 

heat/tire :I.lucks. 
Special Abilities; They have an aCUfeunu of smell and �rcfption. 

They un pick up a Man's Kent a mile downwind and 100 ffet 
upwind (1000 feft otherwlu), + 10 bonus to Pt:rccption. 

CULTURE 

Clothing &: Decoution; FUf, leather, and Ka-m;ammal hides. Some 
possess one' colorful, p;iufmt:d coat m;ade of spun fabnc and 
line'd with fur. All wear colorful, Imed, com cal hoods. 

Fun &. Inabilitiu: Many fur Darkncs.s. 
Lifestylt:: The Lossoth arc poor, nomadIC hunters and gatht:rcn. 

They UK stonework, bone, and I,mltro amounts of wood and 
meul (mostly cop�r). Mosl arc pnmanlyfisherfolk, employmg 
IIghl (but steady)' ocean· ready boat:5 called Hmenk,." Some herd 
reind«r and all m;akc usc of hunting dogs. Furry horses or 
reindeer dl1lw their sleighs, although the dogs[ro IS used In areas 
of elltremt: cold. Extended famlllcs and bands are nonnally the 
I:.rgCSI grO\Jps. 

Marriagt: Pattern: Monogamous. The Ime IS traced through the 
femalt. 

Rdigion: They worshIp Nature-spirits who they bdieve to be akm 
fO enchanted or godhke beasts. Dance and slory-telling rilUals 
make up the btdk of ccremonial lifc. 

OTI-IER F ACfORS 
Dt:mcanor. Gel'K'fOUS, <JUlft, slow-paced, feurved. and shy-but 

fearless and pcrscvenng. 

Language-: S'�r,j"l L.�: Tht: Lassoth sp<'ak Labba (Rank 5) 
and do not wnle. Some s�ak a hnle \VQlron (Rank 2) or 
Sindann (Rank 2). ,S!.1/ Orw/cpmml: Lossoth also have the 
opponun.ty 10 lcarn: AtI,duk (Rank 2) or Logatlllg (Rank J). 

Prt:judicu: They hale Wargs, Dragons. Giants, and Trolls above 
.. II things. ThoS<' Ih .. t koow of Oro also hate thnn. 

Rutrictions on Profusions: NollC'. 

OUTFITTING OmONS 
\Vcapons: Dagger, javdm, nct, shon bow. spt:ar. RM "P',OIIJ: har­

pOlm, ICC kmfe (11"<': .. t hke +5 gagger)' fishing nel, ICC He (Ircat 
as .. baw). trident. 

Armor. Their nonnal clothmg acts <lS soft It:ather annor. Othcr· 
WI$<':, none. 

Clothing: Soft, suede tumc decorated with headwork; soft. suedt: 
pants also bo.asting bt:adwork; ft:mal�5 wtaf a bt:,,-d�d suede skIrt 
over pr�incr pants; soft, lealher moccasins; heavy. fur-Imt:d 
luther or wool coat trimmed wilh designs embroidered usmg 

animal ha.r. fnngt:d lurhcr. and be�d ... ork ; heavy, fudlool 
leather outer p,,-nts; ammal (snow hare. snow fox, rodent) pdt 
pouch (sometimes sk,nllC'd so Ih .. 1 1M beast's mouth serves u thr 
opt:mng) on a le,,-th..,. thong or stl1lp worn O\'er Ihe shoukltr 
thICk. fur·llned Ollter 000t:5; heavy fur-lined nllltcns attached ;ll 
the Wrist 10 a cord whIch pa»cS through the sleeves and body 01 
Iht: coat, preventing the loss of a maren; comeal. fllr-Illxd hood 
with c1aboratdy bt:aded, fnnged. ,,-nd embroidered Ulmor 
surface. 

Money. Goods whICh m .. y bt: b .. rtered or sold for cOI""-gl:': II skit! 
of 'penllaCt:1I (mlpon"-nt Ingred.ent on omtments and nndlo) 
wonh 20 s.lver pleet:s; 7 leavt'S of D�rsunon (a lfaf huls 1-6 
ConCII$$IOI\ hltS}WOfth J 51' each; 111005t: ort:lk p<'[t worth 2Osp: 
or a whole dried fish worth 20 sp in market'; of lower bmudt. 

BACKGROUND OVT10NS 
They get four background opllons. 

Spuial Abilitiu: All avallablt. 
Special lu�ms; All n31lable. Lassoth favor IteTnS of coppn or 

luther offi;lmcnrcd WIth fur. (rmgt. and beads. 

E.,,:l� Money: A sdecuon of herbs (Arfandas, Eduon, jolOfOPO. 
DarsuTlon, Gefnul, M,rtnna. \Vmdanllt, Arbn, Delre"", 
Mdandar. Olvar, Aldaka, Febfendu, Augaz, KathklLU, and/Ol 
Zur) or a qu.:anury of sru�n rOt: worth I-ZOO gold P'e(n. 

Hobbiu: Pmrwry S!'/k movmg and maneuvenng m soft k�Ihn-. ...,. 
","upon ullls uccpt I-handed concussIon. tr.Ick. � Itnl\, 
dlTCCted spt:lls . ..  mbush, stalk/hIde. pcrcepuon, body dewlap­
ment. spt:U hsts. 5«o".ry ShliJ: .. mmal handlmg. bo;a-hmdlll)j. 
first aId, foragmg. 5Ig"",lmg. sky_watchIng. Arm, ... S!,/ls; <!.un. 
norytellmg. Alhltlit S!'/k SkIIng, skalmg. CT;if1 S!,Ih: coppn. 
sllmhmg. luther cufts, bt:ad work. flt:lchmg. Lm: S!dk snow 1m, 
anlmal lort, Lassoth h.story. 

SUI 'ncrcasu: Any nat may be mcrUM'd. 

Extra Languages: In addition to the 10ngll"5 hsud abow" 
LaSSlldan IIIlght In IInusual Clrcumstancts Itam: UnllllC(Rw 
J> 



----<I. ROHIRRIM "0----­
(Riders of Rohan; sing. Rohir) 

The Rohirrim (5. "Masters of Horses") arr the Northmen of 
Roh�n �nd have a complcx �nceSfry. They �tlled in Rohan (then 
ulrnardhon) ;I.bout T.A. 2510 ;1.( th .. f«Juest of Cirion, the 
Sle ... .lrd ofGondor. Tht'gunt was � reward forthe Nonhmen'said 
In 1M dcfut of Iht" Eastcrllng Bakhoth. 

&IWttn T.A. 1977 and 2510, rne:rnCl'slorso(the Rohimm­
tht:n ulled the EOlhiod-li\oW in the nonhcTn Anduin Valley. 
Dunng the pt'riod T.A. [857· 1977, thue Northmcn [iv� fl,rth"r 
KlUth in the Andu," Vancy. bctw,",cn the Old Ford and the Gladdt'n 
Fidds (5. "Lotg Nmglorcn"). Prior to T.A. [857 they were (;lllcd 
tk Eothraim ofRhovamon and lived south and US[ ofMirkwood. 

The Roh'mm C"all Rohan the " Riddermark," 

PHYSICAL CHARACTER 
Build: AVrnlgr to stocky and strong. Men avernge 190 pounds; 

wom .. n. 130 pounds. Tht rn�n hav .. COl'\Sldtf':lblt famll hair. 
Coloring: Blond. wuh fair skin and blue eye,. 
Endurance: AV('r;lgc. although rheyun rlde;as long �s their mounu 

(�n mdur ... and U long u th .. y an stay awak ... 
Height: M .. n av .. rag .. 6'1 "; wom .. n. 5'5". 

Lirn .... n: 6Q.-8S ),ean.. 
Ruinanu; A�ug .. , 

$p«lal Ahilicin: +20 bonus to md .. e OffenSIve Bonus when 
fighting from hon.eback. 

CULTURE 
CIoc.hlng &. D..coratlon: Linen and/or woo[rm shim. m«lium 

Imgth pants, and [tggmgs. \Vamon. (:ommonly wear (:hain marl 
md cany sh,e1ds beanng the symbol of the,r folk. a white hOrR 
on a gtUn field. 

Furs &. Inabilities: None. 
Lifenylt: Hrrd .. rs and horse-masters, they spend much o( th .. ,r 

) .... r li,,'ng in vnrious s .. mi-perman .. m camps sct out on a circuit 
or putUfts. Th .. y r .. turn toth .. ,rptrmanent homu forthe wimu. 
Som .. garden or (ann. Most Rohlmm art also a(:complishtd 
hunt�rs and fish .. nn .. n. 

M.lrriage P3ttern: Monogamous. Line rS tr.lcro through th .. mal ... 
Rtiigion:Som .. what formal. Rituals cdcbrar .. life. fernltty. and the 

cydes of th .. scasons. Most an: held atop hills in mountain vales 
or at Ih .. ba� of th .. peaks. They Il'''ere Eru and the Valar and. 
in puricular, AnI" (Omm�). The anci .. nt Cult of the Stag and 
Cult of the Earth arc maintained. 

OTHER FACTORS 
Demunor: Pram",[. rugged. n ... ightforward, and somewhat loud. 

They enjoy song. eC'leb ... rion, physical Vm"$, and haIti ... 
languagr: Ssllni"l La"l""l".: They speak Rohlmc (Rank 5). the 

descendant of the older Eothrik rongu .. of Rho van ion. Most also 
speak WC5tron (Rank 5) and a little Dunael (Rank I). Shll 
�lcpmml; Rohlmm have a chance to learn: Adunaic (Rank 3). 
Atliduk (Rank 4), Logathig (Rank 3), or Nahaiduk (Rank 4). 

Prejudices: The Rohlmm hate th .. Dunlendmgs and coruider the 
\VOStS to be les�r berngs. They a!.so have an age-old hatred of 
Orcs. Warg!, Easterlmg" and Dragons. 

Restrictions on Proftuions: NOrK, although the Rohimm rar .. ly 
produce Mag .. s . 

OUTl'ITTING OPTIONS 
\Veapons: Broadsword, dagger, lanc .. , composi! .. bow. RM op,;oru: 

long knife. light lance. heavy lanc .. , long sword. 
Armor: Chain mail wrth helm .. t and shield. 
Clothing: Main: long-sleev .. d COllon shin (dark grey or blue); wool 

jrrkrn (maroon, brown, grt')'. blue) falling to mid-thigh, embroI­
dered bands at its hem and TlC'ck: wool (rou�rs wrapped WIth 
lin .. n stnps around the (:alv .. s to k .... p the fabric,nug: high boot, 
or,hocs; woolen cloak orsurcoat( charcoal grry, dark blue. forest 
green, bbck). 

Ft", .. ILJ: wear the shin. jerkin. trousrn.. and boots typical of 
male garb wh .. n thty nde. prcferring lighter hu� (pale gr .. y. sky 
blu ... sugr .... n) and mon: omat .. nnbroidery: at hom .. th .. y don 
low shotS and cotton or woolen gowns (white or pale grey 
folvOIl'd) with simple, fonn-fitting lines and extensive nnhroi­
dery on th .. sleev .. s. shoulders. skin h .. m. bodice. and about the 
neck: their outer capes arc also richly embroidered and usually 
bright blue or light green. 

Other <xar: Since most Rohimm spend the summer aw;oy (rom 
theIr homes. travelmg With thcirhorRs and herds. every adult has 
;101 lust one small ttnt, a """droll. and mess kit. 

Monty: 20 silv .. r pi .. ces ofGondorian mint or the raIl'r c .. lebntory 
Rohirric pminA (equiv�lcnt in value to Gondor's silver piece). 

BACKGROUND OPTIONS 
Nonnal. fiv .. N(:kground OptlOru. 

Special Abilitiu: All available except rang .. 71-75 (rc-roU). 

Sprcial Items: Spell adders and daily spell Items not available. 
\Vraporu and tools ar .. usually ornamented elaborattly--gold 
and silver eng ... ving and settings of ruby or amher all' popular. 

Extra Money. 1-200 gold prcc .. , ofGondorian mint or a number 
of riding horses worth an .. quivalent amoul'll (light hors .. , 45 sp: 
medIum horse, 60 sp; heavy hOrR, 80 sp; lesser warhorse. 20 gp: 
gr .. at .. r warhorse, 75 gp). 

Hobbits: PrinurryS!rlu: moving and maneuvering in chain mail. any 
weapon skills except I-hand .. d (:onCUSSlon, climb, ride. swim, 
track, ambmh, Stalk/hide, perception. body development, lan­
guag .. !. Serorr""') S!rlu: annnal hand[lng. caving, first aid, fo ... ging. 
go1mbli ng, sky-watching. ArtiJ/;, S�jlls: storytelling. singing. Albltlk 
Shiu: sprinting, hors .. racing. C"'jl Shlu: metal-C:r.Ifu, Irather­
crafts. embroidery. netching. Inj1I<P1<t 51i1Is: public speaking, 
diplomacy. I .. adershlp. Lrm Sir/Is: <=av�lry taellCS, Rohir history, 
horse Ion:. 

Stat Incr .. :ues: Any $fat may be incr .. a.scd. 
Extra languagu: In addition to Ih .. tongue, listed abov .. , a Rohir 

might in ! .. �m: Pukael (R�nk 2) or Sindarin (Rank 3). 
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-----<" V ARIAGS ""----
The Variags liv� in the region of Khand. a s",mi-arid plauau 

which li�s southust of Mordor. They au a distinct race. but au 
occasionally confU5("d with the Haradrim of Far Harad. In rulity. 
th�y have as many li�s 10 the Easterlings. Brutal and semi-nomadic. 
they haY!: long I",en influenced by Mordor and the constant wars 
with tllt·iT neighbors. 

PHYSICAL CHARACTER 

Build: Medium; men avenge 155 pounds; wom"n. I 25 pounds. 
Coloring: Extremely dark grey or black skin, sU:l.ight bbck hair. 

:l.nd red or reddish brown eyes. 
Endunnce: Variags can travd for �xUem .. p<'riocls on hou .. back 

with little or no rest. 
Height: Medium; men :l.verage 5'9"; women. 5'3". 
Lifespan: Shan. about 50-70 y .. ars. 
Resin:l.nce: Average. 
Speci:J Abilities: Variags are 5up<'rb riders and handle both harKS 

and camels well. + [0 bonus to Offensive Bonus",s when fighting 
from horseback (+5 bonus when fighting from camdback). 

CULTURE 

Clothing & Dccontion: Variags f:l.vor black and red clothing and 
\Vl:ar richly adom�d garb. Their annOT is designed around 
hid�olls. frightening beast designs. They carry gold or gilded 
wupons. Many wear gold trinkets in their ears. noses, cheeks. or 
lips. Ornarc. ritual scarring (as opposed to tattooing) i� fre­
quently present. 

Furs & In:l.bilities: Variags feuDarkn� (but not Ihe night) and 
illness or infinnity_nything that might infringe upon their 
physical prowess. 

Lifcstyle: Always at war, Variags b'e a bnllal and tlciting life. 
Most are herd�T$ and raid the stocks of their enemies. Elite 
warriors and the female priesthood control life. 

Marriage Pattern: Women take more thm one mate. and there is 
no marriage. A women's broth"rhclps raise the children. The line 
is traced through the f�male. 

Religion: Variags worship a pantheon of cruel gods :l.nd have 
elaborate nighttime ceremonies; sacrifices abound. The Lord of 
Darkness is (he strongest deity. and is :l.ctually a modified 
incarnation ofMorgmh or Sauron. Female priests inrerprn laws. 

OTHER FACTORS 

Demranor. Confident. feariess, jealous, abmpt. impulsive. and 
cold hearted. 

u.ngu:l.ge: SI"Tlirrl UIIW"'WJ: Variags speak Vuadja (Rank 5). 
Haradaic (Rank 3), and Westron (Rank 2). Skill Drwloptnn'l: 
Variags also have the opponunity {O learn: Log:l.thig (Rmk 4). 

Prejudices: The Variags despise all Men exc�pt lhos .. who have 
rec("ntiy d("fcared thcln in battle. They haY!: grudging respect for 
the races of Morcior. but generally hate all non·mannlsh folk. 

Rutrictiom on Professions: None. 

OUTFITrING OI)TJONS 

\Vcapons: bol:l., dagger, javelin. scimitar. short bow, sling. RM 
opliolll: knife. horse bow. usricv (8-fom long weapon with a 4-
foot haft. like a lance. securing a long. thin. Ta1!or-sharp. 4-foot 
blade; use two-handed sword table. changing Krush crits to 
Puncture tr,es). 

Armor: Soft Or rigid lealh .. r and a small. reinforced. oval shield and 
a lay("[ed leather helm. 

Clothing: M4i.J: short or long-sleeved tunic (red or black) spun 
from camel hair; leather tunic, it5 front and back surfaces cntirely 
cov("red with the styliud image of a beast's snarling fac�; leather 

1",1[; breeches (red or black) spun from camd hair; I("ather ridmg 
greav�s covuing the inner surfaces of the thigh and calf; .und;lu: 
helmet o([ayered leather with brightly hu .. d tassels and plumn; 
black camel-hair cloak. its surface entirely ("ncrusted with gold 
embroid�ry and meulJic red and purple appliquc. 

FttM,,/a: short or long-skev .. d runic (red or black) spun from 
camel hair; camel hair over-tunic. loos(" flowing sl�ev .. s. hem �( 
the tnkles; black or red tabard. iu surfact entire1yencrusted with 
gold elnbroid�ry and met:l.]]ic red/black and purple appl'qui: 
c:l.md hair bueches ( ud or black); leather riding gTfal'cs cO"ering 
the inner surfaces of the thigh and calf; sandals: head dress. okmg 
the stylized fonn of a bat. serpent . lizard. hawk. wild cat, or ho�. 

Money: Camd wonh 20 sp. 

BACKGROUND OPTIONS 
They get four background options. 

Special Abilities: All available. 
Special hems: All available. Variag craftsman favor bnghtlr 

colored implementS of bone. leath("r. iron. gold, and bronu 
adorned with I",;ut marifs. 

Extra Money: Livestock (camel. 20 sp nch; light horse. 45 spu(h) 
or gold jewdry (nrrings. no$C' rings. cherk rings. finger rings. 
wrist bracers) worth a total of 1-200 gpo 

Hobbies: Prinutry 510"1&: maneuvering in soft or rigid I�ather. ;any 
w�3pon skills. rid(". track. directed sp<'lls. ambush. stalk/hid.. 
p<'rc�pfion. body deve1opm�nt. sp<'lI lists. SmllJ..rySkil&:acrob�t­
i(S, animal handling, apprai�1. contortions, foraging, gambling. 
sky-watching. Arrilri( Shl&: body painting. tattooing. storytelling. 
singing. Arhlrlir ShU,: sprinting. jumping. horse racing. CrII]1 Sl;a., 
!(ather-crafts. meul-crafts. f1ctching, embroiday. 1'!f1 .. "'lt Sli.L: 
intimidation. Lorr Sh/&: anima! lor�. local geography. Om 
religion, Variag history. 

Stat Increases: Any $tat except Imuition may I", incre;ued. 
Extra Ltnguages: In addition to the tongues listed above, a VmII 

might in unusu;ll circumstances learn: Apy»;c (Rank 4). BIm 
SiXech (Rmk 3), or Orkish (Rank 4). 



----" WOODMEN �.----
Th� \Voodm�n have long dwelt in Mirkwood. the great foust 

!n Rhovanion. They arc a loo� tribe ofhun{er/gathrrerJ who live 
mor below Ihe Irees as ntcnded families, banru. or dans. They arc: 
NOrlhmcn and thus fcbled {O the Scomings in the' llC';trby Andu;" 
Vala and Ihe foothills of the wy Mount'.aiJU. The Rohirrim aT .. 
!heIr dIstant kin. 

PHYSICAL CHARACTER 

R...ild: A vcnge to stocky. wilh strong but angulu (caturd. n .. mcn 
fJOnus largc amounts of facial hair. Men al'crage 195 pounds: 
women, 135 pound$, 

Coloring: Fair skin wuh reddish highlighu. They have blond hair 
;and him or green ryes. 

Endunncr: AI'engt', 
Hcight: Men al'cnge 6'1": women, 5'5". 
l.iff$�n: 6S�85 yt'us. 
Rnisunce: Average. 
Special Abilititl: They can climb and move along cue limbs 

tlctWmgly wdl: +20 to climbing and a(roh.ui" manruvtl"$. 
+ IO 10 foraging mannlVC."rs .. 

CULTURE 

Clothing &. Dtcoution: They wen Cl\lde woolffl tunics and short 
p.1nu wuh Itggmgs. Mon favor coats, doalu, and fur hats. 

Fuu &. Inabilities: None. 
LifHtyk They are an independent lot who have no fonnal political 

$tructure. uVlng ofT the' gifts of the forest, the'Y fHide m small. 
d05(: groups SC'clude'd from othn races. Tlle'y mteract with few 
OIh«dUon the Bmmmgs and Silvan EI\tU. UUfTly at home in the 
woodlands. their tracking, climbing. hiding. hunung. and fOl':lg­
Lng techlllquu are supn-b. 

Muriage Paturn: Monogamous. 1"ho: line is tl':lced through the 
malo:. 

Religion: Mostly penonal and within the family or band. Female 
Wuitan ("Knowing Oms,) Kooe u shamaru--Animists who 
act U Kn'S, hulers, and spiritual lud«s. They manage the 
ancient Cult of Growing CAlanakyn") which m«ts for rare 
tribal ceremonies. The Voila AI':lW (Orom�) is revered above all 
othn'S. 

OTHER FACTORS 

Dcmunor. Quiet. independent, reclusive. 
language: 5la�linl I,AMl"al" " They spt:ak the Rhovanion tongue 

called Nahaiduk(Rank 5), a little' Westron (Rank 2), and a litde 
Smdarin (Rank 2). S!iII Drwlopmm" Woodmen '100 have the 
opportunity to lurn: Atliduk (Rank 4). Logathig (Rank 4). 

Prejudices: WoodltlC'n hate Orcs, Wargs, Trolls. and Giant Spi­
d= 

ReSlTictions on Professions: No restrictions. 

OUTl'lTIING OPTIONS 

Weapons: Club, dagger, handa;re, long bow, quarterstaff, short 
sword., sling. RM OpriolU: woodman's ue .. throwing darts, knife. 

Armor: None or soft leathn. 
Clothing: Smock ofbcige or soft white wool; short tunic of buff, 

moS5 grecn, or grl')' wool. om.amented with contrasting crewel· 
work across the shoulders, deest, and at the lower hem; woolm 
leggings and full troUstrs ending at the knee, gather into a cuff 
o� full trousers gathered ,11 the knee into � ni'I'l'OW sheath 
utending to tM ankle; shon woolc::n coat in subdued colors; long 
woolm cloak with hood; fur hat: fur boots, soft and unconsnucted 
for uc::dlmt maion on trtt limbs. 

Monty: Herbs wonh 20 sp (Rewk, 9 sp: Thur!, I sp). 

BACKGROUND OPTIONS 
Nonna!, five background options. 

Spf'cial Abilities: Repl�ce range 71-75 with: chancter may merge 
his Of her body into the bole of any tl'tt with a trunk at [eour I 
foot in diameter for up to I hour, hi$ or hrr pre.scnce cannot be 
drtCcted while merged; after I hour, thr character is automati­
cally upelled from thr tree. 

Special ltf'mS: All available. \Voodmm efface itenu of wood, bark, 
fur, lcathrr, and feathers. 

Elrtra Money. Herbs wonh 1-200 gp (TCTlns, 2 gp; iknerin, 19  
gp: Slota, 36 gp). 

Hobbies: Primary5!.Ju.· mOVing and maneuvering in soft annor, any 
�apons skills ucrpt 2-handed and pole-amu, climb .. swim, 
track., n:ad rune:, ambush, stalk/hide, perception, body devrlop­
ment. Snrm.L.ry 5Mb: acrobatics, first aid, foraging. rope-mutery, 
signaling . .ArliJlk 5!llIs: woodcarving, storyulling, dance. A,bk,k 
5ii!u: rappdling. tightrope walking. Crai' Siiiu: wood-crafu, 
luther-crafts, fletching, cn:wdwork. Um Sk,'iu: forest lon:, geog­
raphy of Mirkwood, plant lore, animal lore. 

Sut Increases..: Any stat ucept Pr6Cnce may be increased. 
Enra unilUga: In addition to the tongues listed above, a 

Woodman might in unusual circunutances lurn: Orkish (Rank 
2). Silvan E[.,';sh (R�nk 3) .. or Waildyth (Rank 3). 
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----__o. WOSES ... ----­

(Druedaifl, sing. Druadafl) 
Of all Men. none surpass the \Voses in theartsof wood-lore and 

wood-craft. This w-ry ancient and diminutive race has long ba-n 
tied to the forests and has remained the greatest lot of woodland 
warriors el'("rproduced by Ihe $tcondbom. Theirskills havr in fact 
gwrded their JUrTOW survival. for they are considered ugly by Men 
and Elves ahke and haw- been hunted and prrscculed since the days 
of the First Age. 

The \Voses have m:;lny na"""s. They call the=[vcs Drughu. 
Droedain (sing. OnIadan) is the label given thcm by the Elves. wh.le 
Men use various term$.: PUkri-men, \Vild Men, Drugs, or \Voses, 
the latter a \Vestron consrrucrion. Orcs fear the \Voses and h:;lve 
named them Oghor-hai. 

PHYSICAL CHARACI"ER. 
Build: \Voses generally have a broad. stumpy profile marked by 

wide faces, flat features, and deep-.et eyes. Short. thick legs. 
heavy lower bodiu, and pronounced brows help give them an 
eerie character--1.11l[ike :;Iny othu Men. 

This uniqucoess is accentuated by their peculiar hair growth. 
for few of the \Vose Men have any hair bclow their eye [e""1. 
Tho5-C thaI do are �vered. although even they have no more than 
a slender patch ofbb.ck chin hair which lies wdl bclow their wide 
mouths. Nearly aU \Vose Men are bald from the forehead to the 
back Center of their squat skulls, but take pride in the hair they 
hal'(" along the flanlu of the head. 

Men aw-rage 145 p.".II1ds; women. 135 pounds. 
Coloring: Ruddy skin. black hair. :;Ind black eyes. fkUU5C the 

\Voses have guarded eyes which a� dark and set with black 
pupils. they appear to gue from shadowy pools which might be 
m.staken at a d.Slance for a pair of uvities. One must gel qulle 
closc to a \Vose [0 notice any rye mow-ment at all. much less any 
of Ihe subtle distinctions in the eyes thelTudVC$. This haunting 
feature .s made even more unsnding when a \Vose is angry; then 
the pupils glow w.th a fiery red hue. 

Endurance: Aw-r�ge. 
He.ight: Men al'CTage 4'9"; women, 4'4". 
LiFe.span: JO..50 years. 
ReJiJlance: Average. 

Sp«iaJ Abilities: The wide noses of the \Voses a� the most 
sensitive found III Man. E\·en in an oprn field, they nn smdl.,.. 
Ore before another Man canS("C him. T ogelhc-r wilh thc.ronong 
eyesighl. they un track benc-r than almost any hunting hound. 
Only runfllng water will stay the.r pursuit. Th.s is even true a 
n.ghl. since Woses are blcucd wilh superb n;ght-vtSLon. Even In 
Ihe dark foreu of the flIghl they can see 1000 fc-.:I as if II wm: 
dayl.ght. +25 bonus to tucking manL"Uvers; + 1 5  bonus for 
foragmg. 

They have the ability toS'1 ford:;lYs onend without mm"ment. 
\Vilh legs crossed, hands on their laps or knees. and e)'ts cIOKd 
or facing groundward, they nn remain silent as a statue. ThIS 
affords them peace and allows for recall or meditation. Unfor. 
tunatc1y, it apparently docs nothing to lengthen thdr years. for 
the \Vost$ generally die at a young age. 

CULTURE 
Cloth; ng &. DKorat.ion: They often braid their hair. pulling If b�{k 

to jom behind m mu[nple tails. \Voses wear liule or no dorhLllg 
or adornments. Instead. they prefer to go about relying on the-It 
rugged bodin, using pigments to c�ate imagery. Those 11u, arc 
most acquainted with olher Men occouionally don h.de Icgg">&s 
and a breechcloth, and in rugged lelTain the), employ a dLSlLllct 
high, thick-soled laced shoe. Bc-yond these trappmgs, they h.l� 
ILIIle use for the costUmr$ of other Men. 

Fcau &. Inabilities: \Voses do not like towns and Clt.es. 
Lifestyle.: \Vose culture revolves around tM forests and plants they 

hold so dear. They are frugal and eal little, evco m rhe ml of 
tLlnU, and they partake of no dnnk but water. !kmg rxclus.�I)· 
vcgetanan, they 1Lw- on the g.fts of rhe woodlands and are qu.ck 
to acqu.re an undcfStandmg of the nature and locallon of nculy 
every plan! in an area-regardless of its size. Onl)' the Elves and 
Enu. ClL"cted dlelr sk.lls m carving and plant-lore. 

h is for theIr $IOn.e sculpture that the \Voses are best known. 
They carve a vanetyofmollfs and bcasts. :;Ind employ a panlcuLu­
fonn in the making of life-like "walch-stones" (Pukd-men} 
These are guardian sutues which they place ro protect paths. 
enlries, crossroads, and the like. Legends surround the walch· 
stonu, most of which He true. It is clear thar rhey aT(" enchamed. 
Orcs fear them most of all, and with good cause, since tht \Vasts 
can communicate wilh walch-stones of their LlIaking and QI1 
derive knowledge from the carvings' "cxprriencu." Some \"C'}' 
powerful watch-slones actually come to life in ordu to gu.u-d 
their posu.--acting in!le�d of the;r creators-although m sudl 
a case. the \Vase sculptor will fed :;lll the pain of his cre�tlon. 
They place these w�lch-Slones �nd hidWl.LS st�tueS around rht 
borden of their lands and at various .sensitive sites. Some �� usn! 
to do no more than dIshearten theIr foes. 

Marriage Pattern: Monog�mous. producing few young. 11lc hilt 
.s tr�ced IhfO\Jgh the female. 

Religion: Many of the w�lch-stones !land OVCT Ihe \Vose holy Jna. 
Unhke many of Ihe Olher Men. [»nirul�rly the Ounlendull 
w.th whom the \Voses are often associated. the \Voses Iu� I 
strong Ir�dition of organized worship. This is a pronounMI 
animism which revolw-s around a reverence for Natu�. Thty 
hold Eru and the Valar in proper awe, although Ihey havc thnr 
own view of tilt n�lurf of the masters of rhe world. Of aU tilt 
Va[ar, they worship none more lhan Yavanna, theGivcrofFlULu 
and Queen of the Earth. whom they call ··Mam-ugu-Mam." It IS 
she who presides over the kdvar (pbms), and it is the pl.l.OO 
which breath life into the world of the \Voses. 



OTH1:R FACTORS 
D�meanor; \VoS('s gennally S('dude themsdvts from othtr folk 

�nd do not ukt on fn"nels uSlly. but wlltn th,,), do. th")' art 
W1w�vnlngly loyal. ThOK thar do g"t to know th.-m will hi' 
ImpU$S("d by their frequent bouts of laughter. sinc" the \VOstS 
WIll laugh when otherssing. 1'hclr rich and unreslr.lin"d joviality 
fOnN qUilt a controut to their usual demunor, nonnally th"y 
�ppur unemotional and slow to spuk. 

unguagt: Slnllll: U'\f"'I.ftS: \Vh"n th"y do talk. til" \V05e5 USt th" 
guttural Ptikul tongut (Rank 5) which is Id"ally suittd to th"ir 
deep VOICtS �nd is alien to thaI of oth"r Mtn. Some also spt"�k � 
[utle Wt$lron (Rank 2)or Dun�eI (Rank2). Havmg no use for 
lradaional mnes or script. tht \VOKS ha"" d"vdopt"d thtir own 
systrm of pictographic signs-most quite simple-which they 
uellin- for tht ilion practlol purpoS('s. notably to mark paths or 
Jlgn:.l theIr brethren while out in tht wood. Shll Dtw/optnrM/: 
Woses abo have the opportunity 10 [earn more of tht \Vestron 
(Rank 4) and Dunad (Rank 4) tongues. 

Prtiudicu: \Voses hate Orcs. Wargs. and Rohirrim. The lattcr 
group hM occasionally made sport of hunting the \Vild Men. 

Restrictions on Profusions: There are no \VOSt Magu or Bards. 

OUTI'ITTING OPTIONS 
WUpolU: dub. dagger. handue. mace. quarrersuff. spear, war 

nuttock. Jl.M options: blowgun, io, throwing dam. pipc:bow (a 3' 
long blowgun; trnt as a light crossbow ddlVering a dart coated 
With Ptira. 2nd Ivl convenion poison). MOM wtapons possess 
stOfll' blades or IIi» or �Hack surf"ce! and wooden hafts. 

Armor. None or soft or ngld Ituher. \VoS('s rardy wnr annor, but 
tOTtOIS(' shd!. td hide. and bark strips are the favorttf types when 
II IS requm:·d. 

Clothing; Hid" leggmgs; sued" bn'�chcloth; suede collar covering 
lilt shoulders and failing to the lower nbs; swirling d�igns in 
body paint on the f�ce. arms, thighs. ,lnd nOrrulch; knet-high 
shOt with thong fouleners along th� outer side of the Ic-g. 

Money: Herbs worth 20 sp (Rewk. 9 sp; Thud, I 5p). 
BACKGROUND O'>TIONS 

Noml�l. fiye background opt,ons. 
Special Ahilities: All �v�ibble. The spell list learned in range 71-

75 must he a Channeling, Ranger. or Animist list. Replace range 
61-65 wilh: character gifted at birth with an enchanted Tattoo 
.lfWildnen that camouflages his of her skin (+50 to stalk/hide) 
In a forest environment; the r�ttoo covers tht whole body. but is 
Invisible until its power is desired. 

Special Illms: All avalbb[c. but spell adders and daily spell items 
are buc:d on Channeling. not Essenct. Stone. wood, bark, and 
bnght pigm"nts ne the materials used by \V05t craftsmen. 

Eura Monl")': Herbs worth 1-200 gp (T trb;u. 2 gp; Berterin. 19 
gp; Pura, 28 gp). 

Hobbits: PrrlllQry Sio"/Is moving and maneuvering in soft or rigid 
leather, any weapon skills. climb. SWIm, track. use item. ambush, 
stalk/hide, pt"fcepuon, body development. spell issu (Ch'l.nlll'l­
Ing realm only). StrOM.L.ry Shih: caving. first ald. foraging, medl­
ullon. signalmg. sky-w,1tdung. Ar"", .. S'olls: sculpting. body 
�mcing. tanoo,ng. storytelling. em]1 S!,//s: wood·crafts. stOfll'­
mfts. InJI .. nm 5Mb: lfaders!.ip. 1.0 .. 5."11., plant Ion'. local geog­
raphy. Wost' hlslory. Won plctognphs. 

Sut locuasts: Any $tat ",ay be Increased. 
Extra languages: In �dd,rion to the tongu�s listcd abov", � WQ5t 

might in unusual cirnmlStances learn: Rohirric (Rank 3). 

A-2.S • ORCS 0 
(Yrch. sing. Orch) 

Th� hideous en'atures are members of a race descended from 
Elves woo were tWISted and pn-vtrttd by Morgoth during the First 
Age. Ahhough they are not inhen'ntly evil, rhey an': culturally and 
mentallyprtcfisposc:d toward Darkness. The following is a descrip­
tion of Common Ora; sulXOor br"eds arc discussed f,lrU.er hl'low. 
Goblin is a tenn used by some \Vatron speakers when thl")' discuss 
0=. 

----->" COMMON ORCS ""---
Common Oru fear the sun and make their dwellings in overns 

beneath the mountains. The Hithaeglir (Misty Mountains) and the 
En·d Mithrin (Grey Mountains) harbor myriad tribes who prty 
upon the men of Rhovanion, sometimes at the direction of 
$.3uron's WLn, often prompted merdy by II gre"d for plunder. The 
On's inhabiting the puks surrounding Morclor (Ephd DUath, 
En·d Lithui) are mort strongly dominated by the D�rk Lord. 

PHYSICAL CHARACTER 
Build: Heavy. with thick hida, short legs. and long. thin arms. 

They have grotesque, fanged faces and random hair growth. 
Males and females a�"tragt 65 pounds. 

Coloring: Black or grey hair, black or reddish-brown eyes. and deep 
gr")' or black hides. 

Enduranet: Tr.-mendoU5. Orcs can travel for 2 days without rest. 
Altematl""ly, Ihl")' on rnn forup to 12 houn with<rut stoppmg. 

Fears & Inabilities: Natural sunlight and dtep. running WaCeT. In 
full daylight, their actiVity is at -60: m artifida[ or magical 
daylight. their actIvity is at -25. 

Height: Males and ftlnal"s avtra&c' 4'. 
Lifespan: Indefinite; certainly hundreds of years. but the nature of 

their warlike Me pennits few to live pOUt the age of SO. 
Rcsistanct: +30 bonus versus heat/fir" attacks. 
Special Abilit.iu: Orcs sleep duting daylight hours. although thcy 

ne"d rest only once every 3 days. Ornsh VISion in most darkfll'S-'i 
is as good as a Man's dUring the height of day. \Vh"n IhtTe is 
barely any Ilglu (cloudy, moonless nights; upper caverns. dun­
geons), Orcs can see at [cast 50' ptrf"ctly and fairly we.1I up to 
[00'. In absolute darkness (deep caverns), they can see 10'. 

CULTURE 
Clothing &. DeCQration: Skins, leathers, and metal annor-<rude, 

but well made lind effective. 
Lifestyle: Bred as laborers and warriors. Oru respect power and 

terror above all things. They join and cooperate in substantial 
groups only when ltd by � "foCUKd will." SQ"'t o""rwhelmingl)' 
strong indiVIdual. To them. pohtLcs equata WIth forct, and 
separatt Ore tnbcs often war. Inter-tribal canmh�hsm is the 
�=. 

They are. howel'tr, qune skilled. TheIr snmru flval those of 
the Dwarves and Elves and. although th" items theyprocluce lack 
beauty In form. they are ucept,on.:ally effectIve. Orcs an': ,1lso fine 
healCTS. despite theIr bck of concern for starring. Ut,lilY is their 
princ'pal goal. 

Marriage Pattern: Orcs do nOt marry; Ihey bued. The ftmales live 
together in S('c1uded areas whICh arc nonnally accts5ible Qnly to 
tht strongest mliles. ln addit,on, tht ftmales an' reaptive only to 
tht fiercest and most attractive ma[u. This results in the 
strongest offspring. The mllny young an': kept togethtr and 
raised jointly by all the f"male Orcs. 

Religion: Oru worship Darkntss and power. Most revere Sauron 
as a god, respecting his ability to induc" utter ttrror. 
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OTHER FACTORS 
D,,",�'mor. Orcs are emd. jealous. prtly. amb,tious, selfish. and 

suspicious. They art almost 3Iw�)'s uncomfortable and, :\Sid., 
from m<,alume or battle. an:' never happy or at pc�cc. 

Langu�ge: Sl�rli"l Lmgwogts: Orcs speak variolL'l Orkish dialect! 
(Rank 5) wllleh au generally relatcd to \Vutron and arc 
sornl'what understandablc(Rank 3) (0 one knowing \VenTon or 
another such OrkLsh dialect. Skill fXvt�P"''''': Orcs also hall" the 
chance to bm: \Vucron (Rank 2) and Black Speech (Rank J). 

Pr"judietl: Orcs hatt all TarN, mdudi ng Orcs of other {rib"$. Th"y 
particularly dcspis ... Elves. who they beJinc to be a spiteful. 
wid.cd. and wayward raCt, 

Renrictions on Prof"ssions: Orcs produce no Mages. Annmsts, 
Bareis, Or Rangers. 

OUTfITTING OI'TlONS 
Wupons: Club, dagger, handa:te, scinutar, short bow, Spear, whip. 

RM optiOM: harpoon. barbed. arrOWS. 
Armor: None. soft or rigid le�ther. Leather helmet. Shicldsare rare, 
Clothing: Mairs: short hide kilt: leather wrist guards: Icather boot$. 

The leather and hidu aIT undyed, 
Fm'41rs: hide fUniC, falhng to mid-th,gh; nO fool gear: leather 

thong worn as a headband to restrain (he hair. 
Money: 20 sp of ,·arying mims, obtamed as plunder in battle or 

stolen from the tribe's hoard. 

BACKGROUND OPTIONS 
COmmon Ores get only two background options. 

Special Abilitin: All eKcept ranges 56-60. 71-75, and 91-95. 
Extend nnge 96-00 to Ixcome range 91-00: rc-rol! other results. 

Special Items: Daily spe'll items and spell adders not available, 
\Veapons and tools made byOrcs �rr ungainly to look upon. but 
servlceabk Iron, steel. hide. and sinew aTe typical maceriak 

Ex(r� Money: 1-200 gp of varying minIS, obtained as plund..-r in 
battle or stolen from (he trilx's hoard. 

Hobbiu: Pri"'�ry 51,l/s: moving and maneuvering in sofc or rigid 
leacher, any weapon skills un·pc 2-handed, dllnh. ride (\Vargs), 
(Tack, ambush, stalk/hide, pick lock. diurm {r.tp, bodydevdop­
men e. &(0"'/"" Skills: acrobatics, animal handling (bats and 

\Vargs), appraisal. caving. comonions, first aid, gambling, trick· 
ery. ArtiJlir Shlls: totem making. Alhirlic Shlls,sprinring. rappelhng. 
juggling. jumping. pole vaulting. C"'.fi S1.ills: metal-crafcs, luc)wT 
crafu. Lcrr 5kiib: cavern geogr.tphy, cacncs. 

St<1t Incruses: Intelligence. Intuition. and Presence may not l>f 
incre35td, 

EXlr<1 Languages: In addition co the tongues lisced abo,'e. I 
Common Orc mighl in unusual circum�tance! learn: Ad,duk 
(Rank 2) or more of Black Sp«ch (Rank 4) or chI' Westroo 
(Rank 4) congue. 

-----.,;, URUK-HAI "'---­
(sing, Uruk) 

Following s.�uron's resurrection in T.i\, 1000, he began burd· 
ing a new race orOres, one capable of independenc and intdllgrru 
action. Afcercenturies of work, he prodund the firsl Greater Orcs, 
and he called the,,\ Ihe Urok-hai (BS "Orc-race") because chrywrn 
more suited co the fonnacion of societies. Initially, ch� Ul1.Ik·h:q 
remained dose coSauron and served as lieutenants and di!�guards, 
but gradually their numbers grew and their �train srfengthenfd. 
Their existence remained guardrd uncil Sauron was willing to show 
his hand. Nonethden. in T.A. 2475 they WeIT unleashed in full 
scale batde fonnations. They arc the OJrk Lord's finest goblin 
troops. 

The Urok-hai differ from Common or Le�r Ores in m311]' 
ways; 
Build: Utuk-hai have a 11l0rt "human" appe�ranct, delplte clt-Ilkt 

ern, fang-Ierch. and black/grey hides: [hey have longer. Mr<:m­
ger, and straighter I�gs. 

Height: Urok-hai 3veragr 5'6" and 145 pounds. 
Spe<:ial Abilities: Despi{e their preference for darknen. Unok-h>i 

operate freely in daylight. 
Demunor: Urok-hai are pouess more imdligencr and cunning 

than Common Orcs, 
Languag�: 51�rlillt LolIg'''WI: Black Speech (Rank 5). Orkish (Rmk 

4), and good Westron (Rank 4). 51i1/ Dtwicl'''''"1: Uruk·h.i.ilia 
ha,,,, che opportunity to b.rn: Adiduk (Rank J), Qunad (R.w 
3) or Nahaiduk (Rank 3). 



OUTFITTING OPTIONS 

Wu.ponf: Bro�dsword, dub, dagger, hancun, long bow, mace, 
somllar, soon bow, shon sword, spur, whip. RM "I" ,ons; daw .. d 
dub or chwcd m.ace (usc mornmg stu t�ble). long sword. 
h�rpoon, barbtd arrows. 

Armor: Any, nc"p[ing plat .. annor. Sud hdmNs and round or 
urgtt shidds common. 

Clothing: M"kJ: sk .. vdess hide lunic, cropped al the waisT, or 
fallmg to mid-Ihlgh; hide pams with wide IUlher �l[ and oftcn 
llh'gh nrap:Uldshc:lTh for a d<lgg .. ror knif .. ; I.-�th�or sud wriSI 
gmrds; Sturdy hidr boou. 

FtfrUlln: hid .. lunic. f<lHing 10 mid-thigh; bdt ofleuhn- Orrul­
mrmrd with sud pbles, gromm .. ts. and spikes: hide �[ Om;!­
m .. mrd 10 march the bdt: Ihong s.>.ndab; ordrt of st .... 1 plat .. , 
worn as � hndb:lnd to r .. strain Ih .. hair. 

Mon�: 20 sp of .. arylllg minIS, oblamrd as plund .. r in b:mlr or 
�JloC!«I from the [ribr's hoord for srMC .. to Ih .. tn�'s chl .. f. 

BACKGROUND OI)TIONS 
Uruk-Iui grt three background options. 

Spuial Abilities: All a .. ailablencepl rang .. s56-60, 71-75.and 9 1-
95. For a rtsul, in range 56-60, re-roll. Trtat ranges 7 I -75 and 
91-95 .as the rrsul! for 96-00: rts,stant to pain. 

Sptcial hems: Spell adders nol a .. allablt. \Veapons and 1001$ made 
by Uruk-hal :In" usU:llly ungamly '0 look upon, but perfonn 
xlmlf'lbly. Iron, Sled. hide, <lnd S"lew;ore typical mnnials. 

Money: I·ZOO gp of varying mlllts. oblamcd .as plunder in battle 
oraJlolled from the mix's hoord for urVice to the Iribr'S chief. 

Hobbiu: l'rn"'TJ Shlls: mo .. ing and manl'U .. enng III any annor 
neeI'I pl�le, any we�pon skills, dlmb, nde (\Vargs). track, list 
Utm, ambush. slaik/hide, pick lock. d,,�nn '1":11" body devdop­

mcni. Stro"bry S!;IIs: acrobal1cs. animal handling (bats and 
Wargs). Jpprais:..l, caving, conlon Ions. first aid, gambling, lig. 
culmg, .nckcry. ArliJlir SI,IIs: totem m�kmg. A,bk", S!ills: spnnl­
lng, rappellmg. jumping. pole vaullmg. Cr"./I S�oIls: meC1l-crafts, 
k�lher crafts, fletching. Jrif1wm'� S!,u,. Impressong, mtimidat'ng. 
InlfrrogatlOn, leadersh,p. lmr SliIls: cavern grogr.aphy, t:l({lts, 
S(ralcgy. 

Scat Incruses: IntUItion and l:>r .. sencr may not Ix increased. 
btra unguagH: In addiuon 10 Ihf 10ngt'f5 lisled abo�, an Urok 

nugh. m unusual circunl$unccs I .. am: Logalhlg (Rank 4). 

---_o" HALF-ORCS ">---­
(sillg. Perorch; pl. Piryrch) 

Half-orcs arc a hldCO\Uc�atlon, born of Man ;lIld Orc. Theyare 
ohm confuud wilh Urok-ha,. bUI are a d'SlmCl (";1(", small '" 
IIlDTlbcr bUI capable and dfadly. Their ong'" IS also W\Clrar, 
1I1hough II appens that thfy were firsl used by the tamted \V,urd 
Suuman. He still employs thnn as agfnl.s, spiu, i'C\lt .. nants, and 
JptCral guards. They arc panicuhrly effect",e in Eriador, for 
�nl1nan's Half-orcs ha .. e Dunlendmg blood on thfm and som .. ar .. 
Clp.1ble ofbl .. nding into Dunnish SOCIeties. 

&lild: H�lf-orc.s arc akin [0 Un,k·hai, but look more like dark 
Men. Malts "verage 150 pounds: ffmaln, 135 pounds. 

Htight: M31n average 5'8"; femalN, 5'5'". 
Lmguag.,: 51-'''"1 r...,"l""gn: They know \VfStron quole wdl (Rank 
5). and mOSI know both Orkl5h (Rank 3) and a litd .. Bhck 
Spct-ch (Rank 2). S!,1/ Drw/opmml' Half-orcs also ha\'" the 
oppon:unity 10 lram: DUn;ld (Rank 3) or more Black Speech 
(Rank 4) or more Orklsh (Rank 4) d,alfcu. 

Ratri«ions on Professions: Half·orcs han' nonr. 

OUTFITTING OPTIONS 

\Veaporu: Broadsword, club, dagger, handall<', long bow, mac ... 
mornIng Slar. sclmiur, shon bow, shon .sword, spear, w;ar 
hammer. whip. RM "PI'""" cbwtd club or daw«l mace (usc 
mornmg star tablt)' long sword, harpoon, barbtd aITO...,. 

Armor: Any. Chain and piau annor are made of uliliurian stte!' 
Clothing: Makr,· Hide runic; breeches or a shOl'l skin of hide; stout 

leather bell; .shon wooltn (dull plaid: moss green, dull yellow, 
beigt, grey blm:, charcoal) jacket or cape worn o�r one 
shoulder,.sterl torqu� about the neck: soft lea.h� foolgear; fur 
on'r-(Q;lI and hal; hair worn m many small braids. 

F"",In: thosc who escape the bre«ling pits drrss (0 p.us .as 
young males; Ihost who rem�in m capllVily wrar a hide tunic, 
f.l.lltng to mld.thlgh, and thong 5:lnd�ls. 

Mon�: ZO sp. 

BACKGROUND OPTIONS 
Half-orrs grt four background 0ptlOru. 

Sprci<ll Abilities: All avaibble. 

Sprcial l lrnu: All available. Most Half·orcs arr tquipped from the 
anllorirs ofSaruman and thus have some of the finest gear. 

Es:tn Money: Coinage. gems, and we�pons worth I·ZOO gpo 
Hobbies: PmMTJ SMls:moving and manl'U�nng in any annor, any 

,,·tapon skills, c1ullb, ride, SWIm, track, US<" Item, d,reCl«l 5peib, 
ambush. stalk/hide, pick lock, dwnn Inp, pa-Crpt:10n, body 
drvdopment. languages. Smmkry 51,11.: actmg, ;lIllrnal handling, 
apprals.>.!. cavmg, g�rnbl,"g. signJlrng, tnckrry. ArtlStir Skdls: 
slorytdlmg. ArbkllL Shlls: 5prinflng, rappelhng, jumpmg. C .... ft 
Shlls: wood-craftS. mrtal-erafts, lUther crafu. flrtching. trap­
building, wuving. l'!f1urnu Shlls: seduction . bribery, manipula­
lion, leadership. Lort Shlls: grography, 1,1C1ics, strategy. 

SUI Increuu: Any SIal may be Increased. 

Eun Languages: In addition to Ihe tongues lIsted above. a Half· 
ore Ilugh. 10 unusU:l1 circumsunce.s lurn: Adlduk (Rank J), 
Rohimc (Rank 3). or Nahaiduk (R:lnk 4). 

A-2.6 • TROLLS 
(Tereg, sing. Torog) 

Br«l by Morgoth m mockfT}' of Ents. Trolls arc as lough and 
s!llpld as the stonr from which Ihey wefe made. Thfir nact origin 
is doudrd, although some fcc! Ihey arc rdatrd to Giants. In any 
e:lllt. tht essener of the E:tnh pennutrs their being. 

Trolls halC:llI other crrarures, a legacyofMorgoth's dark touch. 
By nuure they pnfer 10 rnnam solitary or III small groups. E .... n 
thetr brethren arc consIdered 10 bc potrnt,al erlCmles. 

Wild Trolls are diVIded into stveral types (bas«l on (h .. ir 
loallon): HIli, Fo�Sl, (:IV<', Snow, and .5I:one Trolls. The laller is 
th .. mO$t common group. Thesc types all re .. ert to Ihe .slone of meir 
sub$t<lnce when nposcd to the Ilghl of day, for Ihey wac creatrd 
,n DarkneJS and the Sun can unmake the spell. 

Anoth .. r group. Sauron's Olog-hat. desplsc but can withstand 
sunlighl. These "Black Trolls" and Ihe more hcmou$ Half-trolls 
are discussed fan:hCT below. 

---<I. WILD TROLLS .1>_--
As ("funons of Morgoth. all Trolls are IlUlrlCnble to Sauron's 

mfl�nce. However, numhcrs of \V,ld Trolls hve mdrpendendy, 
ap;orl from Ihr DJrk Lord's annlCS, til the wlldfnless areas of 
Endor. The T rolbhaws possess a nol�ble concenrr;ltlon ofT mils. 
ahhough lhey dwdl til ltutr numbers dsewhtre. 
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Of th� \Vild T rolls, Cav� T rolls 3r� the largest and most 
powerful brcC"d. They arc exrremrly solitary and cannibalistic. They 
arc almost blind, but have superb f,�aring and sen� of smell. Th�ir 
scaly hides arc pale. like those of most cave-dwelling creatures. 

Forest Trolls are the least bnJtal of the T ereg. They are morc 
graceful and live in loosely organi..:ed bands who hunt together. 
They arc rarely cannibalistic. preferring woodland game (or Man 
or Dwarf). They are expert with slings. snares. and skinning knives. 

Hill Trolls Jive in small groups. but ar� quite qua!Telsome and 
greedy. They prefer dubs and thrown stones in a fight and arc very 
te!Titorial. Theyguard their stolen trcasuns jealously. even those of 
little usc to them ( c.g .. books). 

Snow Trolls are rare creature" with &Tey-whitt hides and icy blue 
eyes. \Vhen exposed [0 sunlight tbey turn into pillars of icy slag. 
They go for long periods without food, but arc \'irtually uru;;top­
pable when they at I;l!;t sight prey. 

Stone Trolls spend a great deal of time hoarding piles of food 
and treasure. stealing it from each other. and boasting of their 
rich�s. Their fratricidal twdencies are extreme. 

PHYSICAL CHARACTER 

Build: \Vild Trolls arc huge and immensely stlOng. with thick 
bodies and limbs. Thcirtough hides have an inconsistent quality; 
many have overlapping scales and some have body hair. Males 
average S50 pounds; females. 650 pounds. 

Coloring: Various shades of brown. &Teen. or grey hIde. with black 
or brown eyes. They have black blood. 

Enduunce: Average. 
Height: Caw Trolls .. Males average 12'; females 10'2". FQrrsl Trolls: 

Males average 9'; females S·2". Hill Trolls: Males average 10'6"; 
females 9·S". SnQw Trolls: Mab average I J'; f"""'ales 10'Z". SIMr 
Trolls: Males average 9': females S·Z". 

Lifupan: Variable; hundreds of years. 
Resisl;l.nce: Trolls do not understand fear. 
Special Abilities: T orog vision in most darkness is as good as a 

Man's during the height of day. In other situations when there i5 
bar("ly any light (doudy. moonless mghts; upper caverns. dun­
geons). Trolls Can See at least 50' perfectly and fairly well up to 
100'. In absolute darknen (de�p cav<1Tls), they can see 10'. 

CULTURE 

Clothing &. Decor:ltion: Littl� or none, aside rrom random annor 
and hides. 

Furs &. Inabilities: Sunlight. \Vhen exposed to the natural light of 
day they tum w stone. 

Lifestyle: Trolls live in order to play and �at. To them play meanS 
killing and pillaging. and eating meanS fresh meat-raw or 
cooked---(>r jelly made from innards. They eat folk of other races 
and take whatever bright trinkets they might acquire. No society 
or inner purpose stirs them. since they unite only when com­
pelled to. Trolls live in scattered caves and ruins. usually on the 
edge of civilized lands. and come forth only at night. 

Marriage Paturn: None. Females are exceedingly rare, although 
the distinction is confused. Trolls arc rcluct.:l.nt to breed; only 
when compelled by an outside force does their popualtion grow. 

Rdigion: None. 

OTHER FACTORS 

Demeanor. Mean. slow. stupid, aod somewhat lazy. 
Language: Slarl'"l u"l"�gts: Most bve little or no language capa­

bility and communicate through noises. signals. or actioru;;. The 
more intelligent Trolls speak a debased \Vestron (equivalent to 
Rank 4). 510'11 fNwl"l'",rnl: Wild Trolls also have the opportunity 
to Ic-arn: Dunad(Rank 3). Thissingularpotential seems peculiar 
to Trolls of Eriador. 

Pujudicu: Trolls have little r"Sard for aoyone. although they 
particularly hate Dwarves. 

Restrictions on Professions: \Vild Trolls only produce \Varnon 

OUTFlTITNG OPTIONS 

Weapons: Club, macro war hammer. RM options: cudgcl. fist. thrown 
rock. Th� weapons used by \Vild Trolls arc crude creations or 
wood and ston ... joined by sinew wrappings. 

Armor. None or soft leather. 
Clothing: Rough, sleevelen coat of hide; b..,]t or strap of le31her 

from which to hang a weapon. 
Money: ZO silver pieces stolen from travders or rival Troll clans 

BACKGROUND OPTIONS 

\Vild Trolls .lIT limited to one background option. 
Special Abilities: Ranges 56-60 and 71-75 nOt av.lilable (re-roll). 
Special Itenu: Any special item possessed by a \Vild Troll was 

obtained because some individual of another race 1051 it through 
carel�ssness. theft, or violence. \Vi!d Trolls make nothing tn· 
chanted. Although they may possess spell adders or daily spell 
items. they canoot USe them. 

E�tra Money: Coio�gc. gems. we�pons. and ench�nted items worth 
1-200gp. 

Hobbiu: Pri"'�ry Skill.: moving and maneuvering in soft leat.hrr. I· 
handed concussion weapon skills. thrown weapon skills. ,hmb. 
track. stalk/hid .... body devdopment. Sera",! .. y SJills: ca\·;ng. 
foraging, gambling. C��Jt Sk,11s: stone-crafts. leather CT:Ifts. tup 
building (snares). Lo .. Shlls .. animal lorr (small game). 

Stllt Increases: Only Strength and Consrt!Ution may be incrused. 
Fore�t Trolls may increase Agility. 

Extn Languages: In addition to the tongues listed above. a Wild 
Troll might in unusual circumstances learn: Orkish (Rank J). 

----." OLOG-HAI • .-" --­

(sing. Olog) 
The Olog-hal have been bred by Sauron from lesser Troll stock 

and have until late been a rare breed. Cunning and organi..:ed-yet 
as big and strong as their lesser brethren--the 010g-h3i are supe.b 
warriors, They know no fear and thirst for blood and victory. 

Olog-hai are also caned Black Trolls. ror they have black scaly 
hides and black blood. Most cany blank shields and WM hammm, 
although they arc adept at using almost any weapon. They diffrt 
from older Troll varieties in other ways as wdl. 
Resistance; Black Trolls ignore bl�eding orstun results when gi\'ro 

a critical strike from a nonnal weapon. since th ... y arc rno", 
nsistant to unenchantcd weapons. 

Sp&iai Abilities: They can operau freely in daylight. 
Demeanor. They are relatively quick. 
Language: StMtinl ungwrges: They are capable of using nomul 

language properly. and speak Black Speech (Rank 5) and W mn:m 
(Rank 3). Shll Dtvtlcp",ml: Black Trolls also have theoppottunity 
to learn: Orkish (Rank 4) and mOrC Westron (Rank 5). 

OU'Il'ITTING OPTIONS 

\Veapons: Battle-axe, dub, flail. mace. morning star. two·handtd 
sword. war hammer. RM cptiQns: bastard sword. fist, spiked dub. 
war mattock. thrown rock. 

Armor: Chain with plate insetts. Pot hclmrt and shield. 
Clothing: Rough. sleeveless coat of hide; hide wrist guards: hid�or 

chain leg guards; leather belt or strap from which to hang I 
weapon. 

Money: Z gp. 



BACKGROUND OPTIONS 
BI�ck Trolls ;lre limlll'd 10 onl' background opnon. 

Sp«ial Abililies: Ranges 56-.60 and 71·75 nOI �vail�ble (re-roU). 
SPf'Ci�l lt"-nu: S�cbl «juipmen! IS IIJually Issued 10 a Bhck Troll 

by d,� orders of his commander. SomCtlmes itemll are acquired 
lJ booty on the fidd ofb�tdl'. Enchanud w"�pon$ au Ihl' moS( 
common spl'CL�I IIl'mlI posstSSl'd by a Black Troll. 

Eslr� Monl'y: Coinagl'. gC1115. or wupons wOr'(h 1-200 gp. 
HobbiH: P",,,,,.,S.blu,mov;ng and m�nnJvenng In Il'uhl'Torch�In 

.umor. any wl'apon skills. tnck. �mbush. stalk/hldl', Pl'Tccptlon. 
body dl'\·dopment. S<e<mJ..., S�,US, Glvmg, gambltng, signaling. 
AlMnll �,IIs. wruding. C'«jIS�rlk meul-cnfLS. luthn' cnfts. mp 
budding. 1nj1>llnu S!rlb: Impressing. 1n11l11ldatlng, lud""hlp. 
InlcTTOgduon. um Sillb: S[r,Ill'gy. l�cttCS. 

SUt Incrusl's: ST. CO. and IG may be mcrus<:d. 
Estn ungu.agu: In addilion to the longul's lisll'd above. m Olog 

might In unuswl CLIT1.Unstances learn: Athduk (R;tnk J), Harad:l1C 
(R.ank 4). or N.:I.h;uduk (R;mk J). 

------..s HALF.TROLLS ... --­

(sing. Pertorog; pl. Pirtereg) 
Hllf-trolls au the product of a umon ofOlog-h�1 and Vamg 

Men. For diU uason. they are SOml't1ll1es conf\lSed with Black 
Trolls. but thl'yllre smaller ;tnd quicker and v:!.guely usemble Men. 
Thm 7' height. jet-black skin. longsharp red tongu,,-s. ;lnd glowing 
mi e�, should �lso serY<' notic"- of thelT uniquencss. 

H�lf-lroIl5 diffl'T from Olog.h.ai in odl"-T ways: tli"-y .aTe more 
agile. they arc as intelligent ;u M�n. �nd Ihry avoid other Trolls. 
Thc:ir ullique �tlnbulCS oftl'n result in Half-trolls .acting as dire 
bod)'gU.ards. SI�y(rs. or War-lords. 
!l..i1d: H"lf-lrolls are powerful WIthout the utrCfTlI' bulk of their 

kssn countrrp:orts. M;tles ;lvenge 290 pounds; females. 270 
P""""" 

Hnghl: M"les .avenge 71"; fem:!.IH. 6'10". 
Oothing tot Decontion; Thl'y wl'al' crude black clothmg .and 

(OlUldeuble "mounLS of amlor; 

u.nguagl': 5I"""1f Ullr-.er. H:!.lf-tTolJ., speak Black Spttch (Rmk 
5) �nd Westron (R.ank 4� �dl Dtw/Qpt�,tI: Thl'y have the 
0pporlunlty (skill development) 10 leam V.ar�dja (Rank J). 
Haracl.:l.lC (Rank 4). and Orkish (Rank 4). 

OUTFITTING OPTIONS 
\Vl'apons: B;mle-an. bola. broadsword. composIte bow. cross­

bow. dagg"-I'. nail. h�lbard. javelm. mace. mommg star. sOmlt.:I.T, 
shon bow, short sword. two-h.anded sword, war h:!.mml'T. whip. 
RM op'ioru; faldllon • .armored fist. war matlock, b;utard sword. 
blow gun, boomCTang, Ihrowlng dans. kynac. 

Armor. Any. Plate ;trmor forged of a bbck nl"-Ial 15 common. 
Clothing: Bbck tUniC of [c.ather. Silk. or wool; black bell or 

bandolier; black wrm guards; black boofS; bl:!.ck cape of wool. 
Silk. or the pdt of a dark-furrcd be;ut. 

Monry: 2 gpo 

BACKGROUND OPTIONS 
H:!.lf-trolls get 2 background optIOns. 

S�cial Abilities: Range 71-75 is ul1.:I.v.lll.abll' (fe-roll). Modify 
r�nge 56-60: the t)'IX of :!.nlmal mWI be one of those 'peOI'S 
more susccpllblc to Sauron', mflu,,-ncl'_'P"nt, bat. creb:!.in. 
nt, wolf. hurd, etc .. 

Speci:!.l lt,,-ms: SpeCIal eqmpml'nt is usually Issued 10 a Half-troll 
by the ordM'J of hiS commander. Somctlmes IICmll �r"- acquired 
as booly on the field of bat de. Enchanted wUpoll$.and tools au 
Ihe mOSI common spcClal 'lems possused by .a H;tlf-troll. 

E:o:tn Mon,,-y: Coinage. gems. or We3IXlnS worth 1-200 gp. 
Hobbies: p",""., S'''U: moving �nd man,,-m',,-nng In .any :!.rmor. any 

weapon skills. clnnb. rid,,-. tnck, ambush. sulk/hide, pick lock. 
d'S.:l.rm tr.ap. percl'ptlOn. body dcvdoplllcnt. 5«QMJ..., 5J:'/Is: acro­
b�lIcs. animal handltng. appl';usal. C.aV1ng. fil'$t aid, gambling. 
sigl1.:l.lmg, tnckl'ry. Alhlrtil S�,US: wtTsdmg. sprinlmg. C,«jl 5J:ills: 
llIeul tot leather cnfLS. flelchmg. Inj1�,u 5!dls: I<'�d"-nlhip, intn'­
regallan, seduction. u,... SI.!b: bctl('.S. stratl'gy, BI.ack Religion. 

Stal Incn:;ues: Any SI<1I but Intuillon m.ay be mcrusM. 

Extn Langu:!,S"-5: In addition to the IOnguesllSted abo\·c. a Half­
troll l111ght In unusual CircumStances tum: Log:!.lh'g (Rank 4). 
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�IHU� APPENDIX . A-3 
THE CREATURES 

This scction comains descriptions of a number of unusual 
Middle�carth beasts and monsters. Table ST-2 (p. 250-25 I )  
provides a summary o f  the combatskill bonuses and capabili­
ties of each of these creatures. 

Note: Mort Jtlai�J r/1$(1'iPlio"I oj Ibm (rt/JI"rtS rim be jo,mJ in 
ICE's "Cualllrr.s oj MiJdu-tarlh" product. 

BAl$OGS 
Huge and fiery. these man-like demons of might aTC 

among the most feared of the denizens of Middle-earth. 
They are intelligent, very cunning. and capable of causing 
massive destruction when the mood strikes lh<:m. Their most 
feared physical weapon is the flaming whip. but their other 
hand often contains a secondary weapon such as a sword or 
mace. The whip and all other weapons attack using the 2-
Handed Weapons Attack Table AT-3 (p. 233). Grappling 
them will cause massive burns and bring great pain. Anyone 
foolish enough to be caught in their grasp will most likely be 
torn apart by their great body suength if he doesn't die of 
turor first. Balrogs "fly" over obstacles and don't have to 
touch the ground except in a restricred space. They also hlve 
the ability to alter their size considerably. 

Since they are Maiar, Balrogs are imbuo:d with an imposing 
presence. Their presence is one of theif best long-range 
weapons: anyone coming in sight of a B:1lrog revelled in aJI 
of its terrible anger will have to make a Resistance Roll eRR) 
versus a 15th level fear spell or nm in terror. If the RR is failed 
by more than 50, the character will faint or be frozen in place 
for I -I 0 rounds (Treat as unconscious or srunned, respec­
tively). Ifhe fails by more than 100. the character will die of 
a heart attack. 

Each time a fhming weapon of the Balrog delivers damage. 
it causes a Heat critical in addition to the normal criticals and 
will do an additional 5-50 hits of flame damage. The whip 
can reach our to 20 feet and ignores shields. Anyone coming 
in contact with the body of the B:1lrog our of water will take 
a fireball attack (+30 OS) with no subtrlcrions except fO! 
natural resistance and spells. 

Anytime a Balrog wishes to use his great strength to rend 
a person in two, all he must do is catch a person with a 
successful "Hard" moving maneuver (wilh all bonuses appli­
cable). Once the victim 15 in his grasp the Balrog needs \0 
succeed on the Very Hard column of Table MT-J (p. 242) 
with a modification of +50 minus the target's strength bonlU 
if the poor soul is conscious. A 100 result means the victim 
is split in the middle and quite dead. Any result less than 100 
is the number of concussion hits taken less the viClim's 
Strength bonus, if conscious. 

The Balrog ofIk Lord cjtbl Ringi is referred to simply as 
"The Balrog" in western lore and is l being so awesome that 
the presence of any bn:thren would hardly go unnoticed. It 
is likely. however, that other B.llrogs were trapped beneath 
the land following the fall of their master. just as the Balrog 
of Moria was; such a circumstance could have prevented thrir 
detection. There had been, in the First Age. many Balrogs. for 
they were servants ofMorgoth, the Dark enemy. master of all 
darkness and mentor of$auron. The catlcJysm that aCC01n­
panied Morgoth's departure enveloped almost all of the host. 

Of all the single dark entities in Middle-earth save Sauron, 
none possessed greater physical power than Balrogs. Ongi­
nally they came from the Undying Lands, jl1sras the Istari and 
Sauron had, and their relative strength when compared ro th� 
inhabitants of Middle-earth is enormous. Even Dragons fear 
Balrogs. They are described in many ways by rhe few who 
lived to tcll of their passing: Balrogs arc both flamc and 
shadow. huge and changing, "shadow-winged" and slimy, 
stronger than the greatest serpenl, bearing a flaming whipand 
sword of tremendous size and power. As a foe, they are caHed 
by Legolas the greatest bane of the Elves. save the Lord of the 
Dark Tower. Gandalf struggled for ten days with the Balrog 
of Moria before wmning. 



CRE8AlN 
A type of IOirge bbck crow that hu fOillen under (he sWOly 

of tvil. Crebain live primOirily in Dunbnd OInd FOingom 
Forest. Normally they are present in large flocks in order to 
hep :m eye on one OInother OInd to improve the chOince of 
spotting wh�tever they ;are sent (0 find. Primarily scouts, they 
lIliu;ally will nOI attack. They have a +50 Perception bonus 
whIle in the air. 

DR.AGONS 
There are three kinds of Dragons. all of which were created 

by Morgolh during lhe First Age of the Sun. Some slithered 
like snakes. others walked, while the most miraculous flew. 
All varieties uSC' Iheir physical bodies in combOlt, while many 
of the mOSt powerful of the Dragons also breach fire of 
utreme temperaLUres. Dragons arc 90-I 20' long and hOlve a 
.,jngspOin :tbout 20% l:trger than their length. This entire 
huge length is covered with incredibly tough and shiny scab 
bigger than :t mlln's hand. Dr:tgons h:tve an awesome presence 
Ihal terrorizes onlookers as &h'ogs do. Furrher. all of them 
m cunning. vain. extremely intelligent. and possess excellent 
JmSC'S of all sorts. They are r:tpacious, grttdy. and love 
destruction and fire. 

Physical attacks by Dragons arc of terrifying power. The 
GM should allow Dragons to attack multiple targets, one 
with Qch limb thai is available, plus the mouth and tail. All 
(Jtremities should be able to arrack more than one person 
wilh a - 1 5  modification for each additional urget. A Dragon 
an atOlck one target with any two adjacenl extremities. 

The most fearsome wupon of some Dr:tgons is the breath 
wupon. however. When used againstoneta.rget, itshould act 
on the Bolt Spells AtOlck Table AT-7 (p. 236) with a 100-
150 OB out to 300 feet. When used against a group. the Ball 
Spell AIOlck Table AT-8 (p. 236) is used with a 30-50 OB 
out to 150 feet. When used on the ball uble. [he breath 
covers :t cone with a 50' wide base. A Dragon can breath once 
every six rounds. up to 4-6 times per hour. 

With a breath like a full force hurricane. a Dragon can set 
a river steaming like hot tea and reduce to cinders and 
blackened sUlmps a thriving Mannish 5Cttiement. The mighty 
winged Dragons first appeared on the scene in the later First 
Age when Morgoth. intent upon destroying the Valar. 
unleashed a hoS[ of winged. fire-breathing monsters led by 
Ancalagon the Slack. (he mightiest of all Dragons (Ancalagon 
makes Smaug look like a homesick Hobbit). Fortunately . 
AncaIagon was slain by b.rendil in a battie in the sky. The 
slain monster feli upon the "Mountains of Tyranny" r.r.iscd 
by Morgoth and flallened them (and Morgoth's hopei) in 
one urth shattering crash th�t instantly invalidated all 
cOnlemporary topographical maps of Middle-eOirrh. 

Dragons. while unwise. are cunning and cruel creatures 
who cOIn reason, drum, and even prophesy. They are always 
ready to suspect the worst of others. since they thenuelves are 
always up to the worst. Nothing ple:l.5C'S a Dragon more (han 
sacking a town of irs treasure. gathering the booty into a 
golden heap and nening upon it for ;l century or two. 
Dragons do have genuine weaknesses: they tend to grow vain 
and complacent if unchallenged. giving themselves away in 
riddling talk, and eOich seems to have :1O Achilles hed, or soft 
spor, where its annor can be pierced and mortal damage done. 
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DUMBLEOORS 
A race of ferocious winged insects mentioned in Hobbit 

poems. They are essentially 6-8 pound black and yellow 
wasps with a poison that gives 2-20 hits if the target is hit and 
given a critical and fails an additional 3rd level RR. 

EAGLES, GREAT 
The Great Eagles are the absolute rulers of the air in the 

northern mountains, barring certain Dragons. Eagles are the 
greatest of all birds and arc thought to be of divine creation; 
the Eldar, [he first Elves, believed Eagles to be direct mani­
festations of the Thought of Man we, Lord of the Valar. In 
truth, the Eagles seem worthy of such worship. Indomitable 
in spirit and never evil, Eagles lived in the treetops of the 
world until Manwe ordered them to build their eyries in the 
peaks and crags ofMiddle-earth's greatest mountains and to 
keep an eye upon the Mortal Lands below, reporting to him 
what they saw and heard. These winged reporters were 
greater in size than their Third Age descendants: Thorondor, 
the First King of the Eagles, had a wingspan of 180 feet! 

In the tunnoil of the First Age, the Eagles served the Eldar 
valiantly. After Ikleriand was swallowed up by the sea, the 
Eagles flew easL Some settled in rhe high peaks of the Misty 
Mountains (then a home to the inhospitable Orcs). and some 
settled in the Grey Mountains. There the Dragons slept, 
mated, and then slept some more. In these high snowy peaks. 
the natural rivalries between the giant beasts sharpened their 
talons. Later in the Third Age, Dwarves, Elves, Hobbits, 
Istari and men would come [0 depend upon the Eagles for 
rescue, information, and defense. \Vhen the Eagles chose to 
cooperate. rhe help-seekers were not disappointed. 

The Great Eagles of Middle-earth are princely birds. 
lmperious, swift and proud, these hunters show no mercy to 
foes or prcy. Clasped in the Eagle's talons, a foe may as well 
shut his eyes and prepare for eternity. Armed with a hooktd 
beak and vice-like. fout-wed talons w clutch and cmsh or 
impale its prey, an eagle cannot be easily overcome by force. 
The eyes of the Eagle are relatively bigger than man's and, 

unlike other birds, theif retinas comain dense concentrations 
of extraordinarily precise color nerve receptors to give d 
marvelously accurate sense of color discrimination. A soaring 
Eagle can perceive details in a landscapc eight times bettrr 
than a man. for example. the Lord of rhe Eagles can spot a 
rabbit dashing for cover a mile below in the moonlight! On 
top of the superb accuracy, an Eagle's eyes point both 
forwards and sideways, allowing the great bird an unusual 
degree of peripheral vision. linle loss of accuracy and clarity 
occurs in the dark. 

The great nannal gifts of the Eagles make them valuablr 
allies in war. However domineering and lacking in scmiment, 
the Eagles are concise, rational. and difficult to beguile. 
Unlike Dragons, who (one-on-one) have gn"arcr dcsrmcti"r 
power, the Great Eagles operate as a squadron, and thel[ 
wisdom and knowledge make them a mltch for almost lny 
evil force in Middle-earth. These extremely wise and intc!li­
gent beasts should not imerfrre ofren in the concourse of the 
world, but when they do act. their interference should be 

most puissant and effective in nature. 

ENTSr ONODRIM 
The Ents are the strongest and largest of the natural raas. 

Their limbs arc extremely hard and can rend stone and ster! 

when they are roused, which, while rare, is a sight few wish 
to behold. When enraged. an viewing the Ent must resist a 
IOrh level spell of FelT. Those failing by I -50 l1ee; those 
failing by more than 50 freeze in terror for 1 - 1 00 rounds. 

An Ent may use any object at hand as a thrown missile 
much like a giant, but with a I 10 OB due to their greater 
ability. The skin on an Ent is extremely lOugh, being resistant 
to all but strong axe blows. Therefore, blunt weapons and 
arrows do only half damage and must do an 'E' critical before 
being able to roll on the Physical Criticals for Large Creatures 
Table cr -10 (p. 239) at minus ! O. Flam1ng weapons or firc 
affects them as a normal crearure. 

Though the oldest of speaking peoples, Ems were dar· 
mant until the coming of the Elves. Elves taught them to 
speak and inspired them to become mobile, Ents are thr 
shepherds of the forest and usually resemble one specific 
variety of [fee. This leads to a wide disparity of sizes and 
description. Gentle by narure, Ems are not quick thinkeD 
and do not act rashly except when incredibly angry. 

Ents arc a dwindling race, partillly because they have been 
reverting to their dormant tree-like form out of wearinrs.s. 
forgetfulness, or bitterness. Another key cause is the disJp­

pearance of the EntwivC5, who, over a span of many years. 
became sundered from their mates and have vanished from 
the pages of history. 



FESTiTYCEL YN 
A vast turtle-like animal mentioned only in Hobbit leg­

ends, the Fastitocalon is big enough to camp on. They would 
br about 150 feet long, almost :tS wide. with huge heads and 
flippers that are extremely powerful. If angered. they would 
find it quite cas)' [0 destroy most boats or ships. 

FE.I..l.. BEASTS 
Crud mochries of the Eagles. the Fell Beasts make their 

homes in high caves or on shelves beneath overhangs of rock. 
A number of them are spread throughoUl the hills of 
Southern Mirkwood. These creatures grow [0 lengths of 
thirty feet with 30-35 foot wingspans and are distantly 
related to thecold drakes of ancient days. Theycannot breath 
fire. bUl their physical armory is formidable. Nine inch claws 
and six inch fangs along with equivalently sized legs and jaws 
have persuaded many to become the Fell Beasts' next lunch. 

Fell Beasts have excellent nightsighr and can glide sound­
lessly and effortlessly, allowing them to attack with complete 
surprise at night. (Add +50 OB [0 any flm arrack at night 
if the target does not mah a -30 Perception roll to spot the 
beast.) During daylight hours. they use a more direct ap­
proach: a fast dive out of the sun impales their target on their 
outstretched claws, Somewhat social creatures. they often 
hUn! ;n pairs, one beast making a distraction while the other 
srrikes from behind. Large Fell Beasts can support the weight 
of two men in flight and are frequently used as mounts by 
S.,uron's Nugiil and Olog-hai warlorck. 

FUES OF MORDOR 
The only beasts in Mordor. these grayish insects arc each 

marked with the Eye ofSauron on their back. Individually. 
they arc much like horseflies. 
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GIANTS 
Again a beast rumored only in Hobbitish legends, these 

large ten foot monsters are reputed to guard the passes in 
Rhovanion. Large and simple-minded, they are still to be 
avoided. The attack in the chart is their club arrack. Giants 
are also capable of crushing people under their huge feet and 
throwing any large object that is at hand. Both anacks require 
a maneuver roll against the victim's movement and maneuver 
bonus, and, if successful, an anack with a 90 OB. Objects are 
thrown on the missile a.rrack table, doing double hits, while 
the stomp a.ttack is done on the T wo�Handed Weapons 
Attack Table AT �3 (p. 233), causing triple the listed concus� 
sion hits. 

HUMMERHORNS 
These large insects are said to attack armored knighls. 

Shaped much like mosquitos, they have a wmgspread of 
about four feet and weigh about [Cn pounds. Loving swamps 
and marshy areas, they will swarm any unlucky passersby in 
large numbers, attacking until they are all dead or the victims 
are dried husks. 

HUORNS 
Huorns are tree�ish beings who inhabit forests under Ihr 

care of Ents. Their form more closely resembles a tree than 
that of the Ents-indeed, the Huorns are actually trees who 
have awakened from their long, vegetative sleep or Enes who 
have slipped into dormancy. 

Huorns who have come under the influence ofShadowm 
hostile to the kelvar ("living things that can flee" ), and crule 
a hot, oppressive atmosphere when such walk beneath their 
boughs. Huorns free of the Dark Lord stand in woodlands 
made merry by singing birds, shafts of sunlight, and airy 
glades. Huorns of both persuasions (good and bad) can br 
persuaded to fight their foes under the direction of an En!. 
Most speak Entish and understand Westron. 



Merry's words in Tolkien's Tbr Two Towmshed additional 
light on thl' namre of Huorns. "Treebeard won't say much 
about them, but I think they are Ents that have become 
almost lih frcrs, at least to look at. They sCmd here and there 
in the wood or under irs eaves, silent, watching endlessly over 
the trees; but deep in the darkest dales thl're arc hundreds and 
hundreds of rhem ... 

"There is great power in thl'm, and they seem able to wrap 
themselvu in shadow: it is difficult to see rhem moving. But 
they do. You are standing looking at the wenher, maybe, or 
listl'ning to rhe rustling of the wind, and then suddenly you 
find that you are in the middle of a wood with great groping 
tlTes all around you. They still have \'oices, and can speak 
with the Ems ... but they have become queer and wild. 
D.tngerous." 

KRA'EN 
Huge, evil kin to the giant squid, Kraken lurk wherever the 

forces of Darkness need a guard in fresh or salt water. Each 
Krnken has many, many arms and can artack up to three 
tlrgcts at once (with its full DB). Ifit chooses to concentratt 
the three simultaneous aIDcks intO one, the creature is even 
more formidable (+50 DB for each attack foregone). A 
Krahn can also attack more than three foes, albeit with 
somewhat diminished dfeCl'iveness( ·25 from each attack for 
every target over three attacked in the S.1me round). 

Once entangled (any 'C' critical or better), ;I victim cannOl 
use his shield (no shield bonus), and the Krahn's anacks on 
him au more deadly (+20 bonus plus any of the applicable 
siMrional bonuses). As listed in Table ST.2 (p. 251), (here 
�rl' three diffeTl'n( sizes of Krak.·n. The major differences 
between them are thl' power of the attack (OB) and the 
toughness of tht hide (annor type)' 
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Mtwlips 

MEARAS 
Super horses of the Rohirrim, [he Mearas are virtually 

worshiped by the blond horsemen. Mearas arc much more 
intelligent, faster, and hardier than :my other horse. As such, 
they make ideal warhorses if they can be :lCquired. No Rohir 
will sell such a steed and all will inquire about one he sees thai 
is not in the hands of a Rohir noble. 

MEWUI>S 
Mewlips are an evil race of cannibalistic spirits said to be 

akin to clu, Wights. They favor noisome swamps and marshes, 
endangering anyone nearby. Once killed, however, they can 
prove profitable, since they are hoarding beasts. If a group of 
Mewlips is put to flight or killed completely, a Track 
maneuver with a -50 modification will lead the party to rh( 

Mewlips' lair and treasure, along with another larger group 
of Mewlips arranged in defensive terrain they know we1J. 

MUMAKJL 
Very much like the extinn wooly mammoth, the Mtlma 

has been rrained as a beast of war by the Haradrim and otht!" 
Southrons. All Mtunakil love battle and are nO[ easily 
controlled once battle is joined. Any horse that comes within 
100' of a Mumak must make a RR against a 10th level spell 
or flee in terror. (The horse's rider gets his riding bonus as. 
modifier.)Due to the amlor on Mfllnakil m wargear and their 
naturally tough hides, al! arrows only give half damage and 
give criticals on the Physical Criticals for Large Creaturn 
Table CT-IO (p. 239) with a -10 modification on a '0' or 
beuer. 



NAZGUL 
Th� gr�at�st of th� s�rvants of Evil during th� Third Age, 

the Nazgtil ar� feared by all. Also called the "Ringwraiths" 
orsimply "Th� Nine:' lh�se ar� nin� gr�al lords of m�n who 
w�re�nslav�d by Sauron in the Second Ag�. Each had covet�d 
great power and accepted one o( the Nine Rings of men 
wrought by Sauron. Since the rings ar� n.JI�d by the One Ring 
and controlled by the Dark Lord, the Nazgtil became his 
�laves. As time passed they became immortal in spirit, but 
(heir bodies gradually r.,ded into mist. Essentially, they 
kcame "shadows" of great power and are now £luron's most 
lrust'�d Li�ut�nants. 

Th� Witch-king of Angmar. also called the Lord o( 
Morgul, is th�ir chief. Of [h� Nine, he possesses rh� greatest 
power and ability for independent action. The NazgGI are 
�raid of d��p or nmning water, fir�. and holy Elvish nam�s 
such ali "Elbcrerh." They are virtually blind by usual stan­
!brds. bur possess an :unazingsenseof smell and can enlist the 
hdp o( other cr�atures (such as specially trained horses). 
Thl'ir power is lessened during the day; Khamul. th� s�cond 
in comm:md. has a considnable fear of lhe light. All Nazgul 
ihated this weakness to some d�gree. bur all. including 
Khamtzl. can master their fear. 

Nazglll w�ar b.rg� dark cloaks. haub�rks and hc:lmets. 
Underneath their clothing, they are but misty forms with 
:umost no substance. The special powers of the Nazgtil arc 
\'try numerous. but they also use mor� mundane weapons 
ruch as swords and poisoned daggers. One special power is 
frar. Anyone coming in sight o( a Nazgul is aff�cted with 
unease and terror (without a RR). Anyone foolish enough to 
f�e them in combat and view rheir red glowing eyes must 
make a 1 5th level RR or (recz� in combat and be cut down 
like a cornst:tlk. 

Anyone surviving close contact with a Nazgul or a critical 
ft(ci\'ed from a Nazglil must make a IOrh level RR (Chan­
nding) or suffer the Black Breath (If a critical is the cause of 
[be RR, the RR is .30). This is somewhat similar to fre�zing 
to death-no matter what the temperarurC'--but also freezes 
and destroys the target's spirit and soul. Death occurs 10  days 
;dtrT exposure. modified by a number of days equal to the 
victim's Constitution bonus. 

Most weapons that come in contact with a Nazgul will 
wither and vanish. No weapon except those ofWesteTnesse 
or Elvish make will harm the Nazgul even if they do hie. A 
RR versus a J Oth level anack should be made for any weapon 
hitting a Nazglil. All weapons are 1st level hut the following 
modifiers apply: double the bonus of the weapon (+ I 0 adds 
20 to the RR); Elvish make +20; Nlzmenorean make + I 0; 
or a Holy weapon is +30. These bonuses are cumulative. 
(For example. a + 15 magic short sword made in Numenor 
would have a +4{) bonus (or a RR needed of 45 or better.) 

All NazgCtl are capable of using some sort o( spells o( 
differing power. Beckoning spells and blasting fir� are the 
mOST common. Of the NazgtiJ. the Witch-king of Angmar is 
the most sorcerously inclined. Mostly. Nazgi'11 ride large 
black horses or Fell Beasts thai arc inurl'd to th�ir presence. 
These horses provide the Nazgtil with physical senses. Since 
the Nazgul are spirits. they see best in the spirit world and rely 
heavily upon symbiml's such as horses for their direct 
interanion with the commonplace world. 

OLOCi-HAI 
See the culrure/ race description in Appendix A-2 (p. 178-

179). 

ORCS 
See rheculture! race description in Appendix A-2(p. 175-

176). 
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SPIDERS. GREAT 
Encountered in the old forests ofMiddle.eanh, the 

Grt�at Spiders are the remnant of an evil r;lce bred by 
Morgoth and augmented by Ungoliant. Intelligent 
and capable of speech, these Spiders can easily trap 
and eat all bur the dotlghtieS[ of foes. The mightiest 
of the Spiders in Middle·eanh during the Third Age 
is Shdob the Great. She lives in Cirith Ungol and is 
left alone even by S;luron. Man smaller Spiders took 
up residence in the forest of Greenwood. later re­
named Mirkwood. 

These smaller Spiders are the ones represented by 
the statistics given in Table 5T-2 (p. 250). Shelob 
would be much more fearsome. Even smaller Spiders 
are a force to be reckoned with since they work 
together in large numbers. posses a stunning poison, 
and can spin webs very quickly. Any bite that hilS 
home and gives an 'A' critical or better forces the rarget 
to make Resistance Roll (5th level attack level) versus 
poison or r.,JJ unconscious. If the RR is made, RRs 
versus successive bites are resolved with a +2 modifi­
catiOn to the target level. If any RR is failed by more 
than 50. the target dies in si/C rounds. 

--- . 

-. :- --

TROLLS 
See the culture/ race description in Appendix A-2(p. 177-

[79). 

VAMPIRES 
Vampires are another of the ancient beasts from the PIts 

of Morgoth. Many of his and Samon's chief servants ;md 
messengers took the form ofVampircs. All Vampires can !ly 
and are anned both with weapons and powerful talons on 
their leading wing edges. l1ley are spirits and affect weapons 
much like Nazgul. but with only a third level effect. The ml»l 

r.,mous Vampire was llmTingwethii in the First Age. Mfa 
she lost her magic cloak and vanished, rhe cloak was used br 
Lurhien, who along with Beren, infiltrated Angband and 
swle the Silmarils. 

WARGS 
As the Great Eagles arc greater rhan earth eagles. so an 

\Vargs greater than nonnal wolves. Malicious but imdligmr. 
these beasts are large enough to serve as mounts for tribn of 
Orcs they are allied with. 



WEREWOLVES 
EVIl spirits held in thrall by � gre�f.er Evil, the werewolves 

'nrt the speci�1 servams of S�uron during the \Vns of 
Bderi:md in the First Age. Werewolves speak both Black 
Spttch and most Elvish tongues, and this is but a small part 
of theIr cleverness. like Balrog ... , they force opponents to 
ttSist their terrible presence, although the R.R is based only 
on a 5th level attack. Lesser Maiar or another type of spirit, 
the Werewolves are not slain easily. If they are siain, the spirit 
isonly temporarily removed from the physical pain and will 
murn to seek our irs slayer. 

WIGHTS 
Wights appear as dark, shadowy human forms with eyes 

akin lO faint lights. They inhabit the .same world as the 
dreaded Nazgill and are hard to perceive as anything other 
than dark, misty shapes. If seen with the aid of special magic, 
Wights will take the tattered forms of great lords of men with 
cold cruel eyes. \Viglus inhabit the old graves of Dunedain, 
sent as messengers of despair by Sauron and the Witch�king 
of Angmar. 

Wights are extremely hard lO kill. They take half concus­
sion hit damage from non-magic weapons, criticals they rake 
are resolved on rhe urge Critical Tables, and they have the 
same weapon dissolution effect of NUgill with an attack 
level of three. Anyone touched by a Wight, or hit by its 
weapon, is affected like the Nazgiil's Black Breath with an 
atrack level of seven. Unlike the I�lack Breath, this effect is 
immediate. \Vights also affect onlookers as a BalTog, but at 
only the 5th level. 

The only way to pennanendy kill a Wight is lO kill it 
physically. open the grave it inhabits, and spread the graves' 
conUnlS out for all passersby to rake and thus scatter. If [his 
is nOt done. the grave will <juickly be re1llh:abired by another 
similar \Vight. Three diffc'TCm ('ypes of\Vights are given in 
the charr. The power of a given Wight should relate directly 
to Ihe pow�r of the lord buried in the grave rhe Wight 
inhabit$. 
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APPENDIX · A-4 � 
THE SPELL LISTS 

Each spell list is organized with the spdl lis[ title at the rop. 
followed by a summary of the spells on that list and 
concluding with the detailed descriptions and explanations 
of each spell. The descriptions of the individual spells aTC 
ordered according [0 the lrvds of the spells (levels J through 
10). Each spell's area of I'ffec[, duration, and range are listed 
in the summaries. A key to some of the abbreviations and 
notations used in the spell summaries and descriptions is 
provided below. 

SPELL PARAMETERS 
Each spell list begins with a summary of its spells with 

three parameters for each spell: Area ofEffecr, Duration. and 
Range. 

AREA OF El'FECT 
This is the scope of the spell's effects. Depending upon the 

spell, this can be the size and shape of [he area affected, the 
type of target. the number of targets, the mass affected, etc. 
For some spells. the area of effect varies with the caster's level 
(e.g .. I O'R/lvl means a radius equal to ten feet per level of the 
caster)' The area or number given is an upper limit and can 
be reduced if the caster wishes. 

DURAT10N 
The duration of a spell determines how long the effects of 

the spell last. The duration can be: 
• Only for an instant (i.e., '.-") 

• For a fixed amount of time (e.g., " !  min") 
• For an amount of time dependent upon the caster's level 

(e.g., " 1  min/lvl") 
• For as long as the caster concentrates (i.e., "C") 
• For an indefinite time (i.e., '·P" or "varies"). 

The duration given is an upper limit, and the caster may 
cancel one of his spells (before its duration has passed) by 
concenrrating for one round. Canceling a spell will not 
always negate its effects (e.g., canceling a w�1l oj FiTt does not 
do away with any burns which it may have caused). 

RANGE 
The range of a spell is the distance that may separate the 

caster from the target of his spell or the direct effects of his 
spell. Typical ranges are: 
• Only on the caster himself(i.e., "self') 
• Touching the target (i.e., "touch") 
• A fixed distance (e.g., "100' ") 
• A distance dependent upon the ca5ter's level 

(e.g .. "IO'/Ivl") 

The range given is an upper limit, and spells may be cast 
at a target (or take effect) at lesser ranges. If a spell has an area 
effect. the center (or the approximate center) of the area of 
effect must be within range, but pan: of the area affected may 
be outside the range. 

SPELL CLASSES 
Each spell description has the spell's Class listed in paren· 

theses after the spell's name. A spell's Class is an indication 
of how the spell functions in terms of effect, arrack table used, 
skill bonus used, and Resistance Roll requirements. The us� 
of attack tables. skill bonuses. and Resistance Rolls i.! 
discussed In Section 8.3 (p. 50.54). 

SUMMARY OF SPEU ClASSES 
Abbr Spell Clm RR� Bonus I Attack T �b[e 

E Elemental 00 none / none 

BE Ball Elemental 00 B;l$C Sptll OB / AT·8 

DE Directed Elemental 00 Directed Spdb / AT7 

F Force Y" B�", Sptll OB / AT·9 
P Passive yest Ba", Spell OB / AT·9 

U Utility Y" Base Spell 08 / AT·9 

Informational 00 none 
t - RR is only u",d to determine if the targer is aware of the 

spell 

(E) -E/ml.'nla! jptll: These spells use the force of the spdl [0 
manipulate physical dements (heat, cold. wind. light, water, 
earth, sound. smell, taste, touch). These demems (and nOl: 
the spell)areused either tO Cfeau a phenomena that can affect 
the physical environment of the target (e.g" a "Wall" spc'll) 
or the senses of a target (e.g., an "Illusion" spell). Since the 
dements are real. no Resistance Rolls are normally allowed. 

(BE) - &11 Elnntn/a! Sptil. Th�e are elemental spells th�[ 
attack an area with one of the physical dements; i.e., "Ball­
spells. The anacker's B.ue Spell OB bonus is used [Q modify 
the attack roll for such a spell, and such attacks are resolved 
on the Ball Spells Attack Table AT-8 (p. 236). 

(DE) -Dimltd Eitm(nlal Sptll: These are elemental spells that 
directly attack a target with one of the physical dements; i.e., 
"Bolt" spells. The attacker's Directed Spells bonus is used to 
modify the attack roll for such a spell. and such attacks arc 
resolved on the Bolt Spells Attack Table AT-7 (p. 236). 

(F) - Forte spill: These spells involve the direct manipulation 
of matter, energy, the dements, or living being through the 
use of a spell's force. If the spell has a target capable of 
resisting, the caster must make an a[tack on the Base Spells 
Attack Table AT-9 (p. 235) (modified by his Base Spell 
OB). Then, the target must make a Resistance Roll to s� if 
it is affected by the spell. Most base attack spells £.'111 into thi.! 
class. 

(P) - P.miw jp,u, These spells usually only indirectly Ot 
passively affect a target. Thus if a Resistance Roll (GM's 
decision) is allowed, its purpose is only 10 determine if thr 
target is aware of the spell. Many detection spells and 
protection spells fall into this class. 



(U)- Utility tptll: These spells only affecnhe caster, a willing 
IMgel, or a target incapable of resistance. Thus, Re5istance 
Rolls are usually not necessary. A willing rarg« who is 
apable of r('Sisring may still be required to make a Resistance 
Roll, but it is modified by ·50. Most healing spells fall into 
this d3.S5. 
(I)- lnjomJllticmlll spell: These spdls involve gathering infor· 
marion through means that do not require any Resistance 
Rolls. 

Note: A IIIT'I i1 (lIpa�lLof mislingll spell if il is a /ivingmalwYt 
or if il is magiral or tnrhaulJ:ti "r if il has sptcial proptf'fhs wbi[� 
m(gbl ruisl tbe sptll (eM's dtrisicm). 

ABBREVIATIONS 
RF .... Risk Factor (Section 1 5.3, p. 71) 

md ... Round (i.e .. 10 seconds) 

min _Minute (i.e .. 60 seconds or 6 rounds) 

hr_ .... Hour (i.e .. 60 minutes or 360 rounds) 

uy ... 24 Hours ( 1 440 minutes or 8640 rounds) 

• _ .... .Inches 

' _  ... Feet 

mi _ .. Milcs 

ru' __ Cubic feet 

R __ .Radius 

flvl _ Per level of caster 

-_.Effect lasts only an instant. 
• __ . The spell is an instantaneous spell and any rolls 

required to cast it (i.e., arrack rolls) are not modified 
because of the number of preparation rounds taken. 
A character may still take full action during the 
round in which he casts an instantaneous spell. 

t _ .... Either the spell requires concentration (see below) 
10 cast or to control, or the spell will last as long as 
the caster concentrates. 

P _._. The duration of rhe spell's effects is pmnarllrll in the 
sense that the physical or mental condition created 
by the spdl is real. The "permanent" condition 
created may be disturbed by another spell or naUlral 
physical forces. For example, Frau Will" will create 
a "permanent" condition of the water effected being 
frozen, but the ice so created will melt normally. 
Similarly, anything "permanently" created or altered 
by ;I. spell will deterionte and disperse ;lccording to 
normal physical laws and pro�rti�s. 

I: x # x # The physical dim�nsions of an ::.rea or 
object. 

It % chanc� This is the percentage chance of an event 
occurring. Roll 1 - 1 00  and if the roll is less than or 
equal to the #. the event occurs; otherwise, it does 
not. 

"time" (C) The spdl lam :15 long ;1.5 [he "time" 
given, but io effects occur only on rounds in which 
the caster fC!1frnlrlllU (see "Definitions of Spell 
Terms" below). 

"time" / # pt of failure of RR If a target f;lils a 
Resist:lOce Roll (RR). the duration of the effect of 
the spell is increased by the "time" once for each 
complete increment of # points (pts) that the targ« 
failed to resist by. Suppose for example, a spell 
(BiinJing) indicates " I 0 min / 1 0  pt of failur� of 
RR." If the target needed to roll a 50 to resist and 
rolled a 24, he would have f.1i1ed to resist by 26 
points or two complete increments of TO points. 
Thus the target is blinded for 20 minutes. 

DEFINITIONS OF SPELL TERMS 
Animu- A living crurure offeding and voluntary motion, 
but not particularly intelligent. 

�ing - Any intelligent crearure, including all humanoid 
types, enchanted crearures, erc. 

Concentration - If :I caster "concentrates," he may not 
perform any action orherthan moving up to 10' each round. 
If he is attacked and given hits, he must mak� an orientation 
roll (Section 10.0, p. 57) to maintain concentration. Con­
centration is automatically broken if the character is sUlnned 
or rendered unconscious. Cerrain spells (with a duration 
other than "C") allow the cuter to break concentration and 
thal reUlm to concentration later (e.g., moS[ detect spells). 

Inorganic -Not of or deriving from living organisms (e.g .. 
iron, copper, silver, water, glu5, etc.). 

Org.an - A differentiated part of an organism, adapted for 
a specific function (e.g., a liver is an organ, a heart is an organ, 
the muscles in a leg are not an organ)' 

Organic - Of or deriving from living organisms (e.g., 
I�ather, bone, corron, wool. etc.). 
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PHYSICAL ENHANCEMENT 
(Open Emnct Spell USI) 

Area of 
Effect Duration Range 

Resist Heat I targeT I min/Iv] 10' 

2 Ruin Cold I target I min/lvl [0' 
J Sly Ears I target 10 min/lvl 10' 

4 Balance · I urger vatin 10' 

S Nightvision I t�rgct 1 0  min/lvl 10' 

6 Sidevision I target TO min/Iv] [0' 

7 Sounding I target [0 min/lvl 10' 

S Watcrvision I target TO min/lvl 10' 
9 Waterlungs 1 target [0 min/lvl 10' 

[0 Gaslung5 ! targ",r 10 min/Iv] 10' 

I -Rtsist Hcat (U,RFS) Target is totally protected from all 
natural heat to 200"F and adds + TO to RRs 'IS. heat spells 
and -10 to elemental heat and fire spell acracks. 

2-Resist Cold (U.RFS) As RlSisl Htal, ucep[ prOtects 
against natural cold to -30'F and modifies spells involving 
cold by -10. 

3-Sly Ears (U,RFS) Target's hearing is augmented to 
double normal effectiveness; +50 to Perception maneuvers 
involving only hearing, +25 to Perception maneuvers involv­
ing hearing and other senses. 

4-Balance (U",RF5) Adds +50 to one slow moving maneu­
ver (e.g., walking a 3" beam); this may involve several rolls 
over a number of consecutive rounds. 
5-Nightvision (U,RFS) Target can see 100' in normal 
darkness (e.g., night or dark rooms) as if it were daylight. 
Magical darkness will reduce this spell's effects. 

6-Sidevjsion (U,RFS) Target has a 300' field of vision. all 
around except for directly behind him. 

7-Sounding (U.RFS) Target's voice has its loudness tripled. 
This has no effect on spell casting capabilities. 

8-Watervision (U.RFS) As Nigh/visioll. except urget can see 
100' in water, even murky water. 

9-Wateclungs (u'RFS) Target can breathe water as if it 
were normal air, but he will be unable to function in air (he 
will pass out but will not die). 

IO--Gaslungs (U,RFS) As WIl/tTl"II�, except target can 
breathe any gas (including air) as if it were normal air. 

ESSENCE'S WAYS 
(C¥n EsStlll( 5Pfll List) 

Area of 
Effect Durnion Range 

Detect Esstncc SR I min/lvl (C) [00' 

2 Text Analysis I text I min/Iv! (C) sdf 
J (hoteCl Channding SR I min/lvl (C) [00' 

4 Detect Invisible SR I min/Iv! (C) [00' 

S Octe(! Traps SR I min/Iv] (C) [00' 

6 Text Analysis II text I min/lvl (C) self 
7 Detect Evil SR I min/lvl (C) [00' 

S Location I target J min/lvl (C) [00' 

9 Perceive Power 5R I min/lvl (C) [00' 

10 Delving I item (ouch 

I-Detect Essence (P.RFS) Detects any item or active spell 
from the Essence realm: each round caster can concentrate on 
any S'R area within the range. 

1-Text Analysis I (I,RFl) Caster can read text written in an 
unknown language, but only understands basic concepts 
from it. 

3-Detect Channeling (P.RFS) As �/rr/ Essmu, except realm 
is Channeling. 

4-DetlCct Invisiblt (P.RFS) As rK/u/ Emllfr. except detms 
invisible things: alI attacks against an invisible thing so 
detected are modified by -50. No attack can norma[Jy be 
made without some fonn of detection. 
S-Detect Traps (P,RFS) As Dc/tt/ Esstllrt. except it gives , 
75% chance of detecting a trap (certain traps may receive 
modifications to this chance)' 
6-Text Analysis II (J.RF I )  As Tocl Allalysis I, except gi\'es� 
complete technical analysis (vocabulary and syntax) but no( 
an understanding of idioms (jargon). subtle implications. or 
cultural references. 

7-Detect Evil (P.RFS) As EN/r(/ Esswu. except detects if � 
being or item is evil 0[" if an item was created by evil or if 
an item was used by a very evil person for an extended period. 

8-Location (P.RFJO) Gives the direction and distancr of 
any speCific object or place (hat the caster is familiar with or 
has had described in detail. 

9-Perceive POWt[" (P.RFS) As EH/u/ Essma. except it will 
give an estimate of the power (level or potency )of the ptT50n 
or itcm or spell examined. 

IO-Delving (I.RFS) Gives significant details ahoul � 
item's construction and purpose (not specific powers)' 



2 

J 
4 

5 

6 
7 
8 

9 
10 

UNBARRING WAYS 
(Opm Em"" 5�1l List) 

l.o<k 

Magic Lock 

lockian" 
O�ning I 

Traplor .. 

Disann I 

Jamming 

Wtakening 

Opemng II 

Undoor 

Ar ..... of 
Effect 

! lad 
I door 

I lock 
I lock 

I tr.lp 
I trap 
I door 

I door 

I lock 

I door 

Duration 

I nun/lvl 

p 
p 

p 

Range 
100' 

(ouch 

[ouch 

touch 

touch 
[Ouch 

50' 

50' 

touch 

10' 

I-Lock (F.RFIO) Castn can caUSe any lock he can See 
within 100' to be locked. The: lock is just normally locked 
and can be': unlocked normally. 

l-Magic Lock (F,RFJO) A door (or container) can bt 
m�gically "Iochd." The door can bt brohn normally or tht 
spdl can be disptlled. Otherwis", the door cannot be o�ned. 

l-Locklorr (l,RF I) Giv",s the caster a +20 modification on 
picking the lock analyzed and + I 0 to anyone to whom he 
d=ibes the lock. 

�ning I (F.RFIO) When caston a lock there is;!. 20% 
dunce;!. normal lock will o�n. and a 4S% chance that aMagit 
1M. will o�n (failure means there is a 10% chance of sening 
ofT attach",d traps). Rolls ar", o�n-tnded, and the quality of 
[hr lock may modify the roll. 

S-Traplore (l.RF1) As Lorkhm. except that it applies to 
diJanning traps. 

6-Di.sarm I (F,RFIO) As {)poring 1, except irs chances apply 
[0 diurming traps. 

7-Jamming (F,RF I 0) Causes a door to up;md and jam into 
lIS framt (roll 1 -I 00 for severity, ranging from slightly stuck 
[0 uno�nable). 

S-Weakening(F,RFIO) Reduces the inherent strength of a 
door by 50%. 

i-Opening II (F,RF20) As {)poring 1, except chances are 
40% for normal locks and 90% for a Magir kk. 
100Undoor (F,RF40) Will vaporize a non-magic door up 
[06" thick. 10' high and 10' wide (if the door is thicker than 
6" it will vaporize 6"). Doors mad", of s�cial material will 
grt a RR. 

ESSENCE HAND 
(Opt" Essma Spdl USI) 

Arn of 
Efft:ct Duration Range': 

I Vibrations I uplo 5 1b I min/lvl 100' 
2 Shi .. 1d • Kif I min/lvl Kif 
J Staying I uplo S lb I rom/lvl 100' 
4 T .. It:kin�is I uplo S lb I min/lvl (C) 100' 

5 Deflections · I miuile 100' 

6 Vibr;l[;on� II up 10 20 Ib I min/lvl 100' 

7 Bladetum · I mdee atuck 100' 

8 Snymg II up 10 20 Ib I min/Iv] 100' 

9 T dekinesis II up 1020 Ib I min/lvl (C) 100' 

10 Aiming " I missile I rnd (C) touch 

I-Vibrations I (F.RF IS) Causes an object( up to S Ib. mass) 
to vibrate rapidly; if fragile it may break (make a RR). If it 
is an obj",ct that is b",ing htld, the holdtr must make a RR or 
fumble it (each round). 

2-Shidd(P.RFI 0) Creaus an invisible force shield in front 
of the caster; it subtracts 25 from melee and missile attacks 
and functions as a nom,al shield (e.g., it is operated as ifheld 
by rhe caster) if the caster is not already using one. 

3-Staying I (F,RFS) Extrts 5 lb. of pressure on a person or 
object. Objrct cannot b", movtd by staying alone, and 
pressure can only be in one dir"'ction. 

4-Telekinesis I (F,RFI5) One object can be moved (up to 
S ib. in mass) I'/second with no acceleration. Living beings 
or iums in contact with a living being get a normal RR based 
on the living being. If the casur stops conCentration btfore 
the duration is up. the object remains nationary as if it had 
Staying I thrown on it. 

5-DtfIections (P ,RFI S) Caster can deflect any one missile 
that passes within 100' of him: this causes 100 (0 be 
subtracted from the missile's attack (missile must pass 
through caner's field of viSion). 

6-Vibrations II (F,RFI5) As Vibrations I, except mass limit 
is 20 Ibs. 

7-Bladetum (P.RFI5) As Drj1«tions � except the -100 
modification is applied against one mel� anack. 

8-Staying II (F,RFS) As Stilying L ucept mass limit is 20 Ibs. 

9-Telekinesis II (F,RFI5) As Ttltkintsis l, except mass limit 
is 20 Ibs. 

I O--Aiming (P,RF20) By concentrating on the mind of a 
missile firer and [he flight of the missile, the caster causes a 
additional +50 to be added (0 [he anack roll of the missile. 
The caster must eoncentr;!.(e, (ouch the firer and see the 
missile for the entire round that the missile is fired. 
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SPELL WAYS 
(Optn butut Sptll List) 

Area of 
Effect Duration Range 

Spell Stort J spell vanes self 

2 Caned Essence · �If C self 

J Rune 1 I sheet vanes {ouch 

4 Cancd Channeling · �If C self 

5 Rune II I shed: varies [ouch 

6 Dispel Esunce • IO'R C self 
7 Rune III I sh .... t vanes touch 

8 Dispel Ch.annding • IO'R C self 

9 Rune V J sh .. ('t vane's touch 

1 0  Sign of Stunning I cu' vanes touch 

I -Spell Store (U,RFI ) Caster may cast this spell in addition 
ro, and just before, the spdl he wants [0 store. Then the stored 
spell may be cast at any rime, with no penalty. The storing 
spell costs the same number of power points as the spell 
stored. No other spell may be cast while a spell is stored. 

2-Cancel Essence (P,RFIO) This spell helps protects the 
caster from Essence spell attacks. When the Can((1 Emn(( 
caster is attacked by a spell of the Essence realm, the attacker 
must make a RR against the Canal buna spell. If the 
attacker's RR is successful. the attack spell proceeds nor­
mally. Otherwise. the arrack spell has no effect. 

3-Rune I (F,RFI) This spell inscribes a spell on a specially 
prepared piece of paper (Section 15.5. p. 72). The rune can 
then be used to cast the inscribed spell once (using the normal 
procedure for casting spells). The caster must cast the Runt 
spell and then the spell to be inscribed. Ru", I can only 
inscribe 1st level spells. The rune paper can be reused. 

4-Cancel Channc:ling (P,RFIO) As Callul Emnu. except 
only Channeling spells are affecttd. 

5-Rune II (F,RF I )  As R"nt I, except 1st-2nd Ivl spells may 
be inscribed. 

6-Dispc:l Essence(P ,RFT 0) As Callulbsmrr, except dispel­
ling effect is in a IO'R about the caster and any already 
existing spells in the radius make a successful RR (with a +30 
modification) or be canceled. 

7-Rune ill (F.RFI) As RHIlt I, except Ist-3rd Ivl spells may 
be inscribed. 

8-Dispc:l Channc:ling (P,RFIO) As DisJnI bsmu, except 
only Channeling spells arc affected. 

9-Rune V (F,RFI) As RHnt I, except 1st-5th Ivl spells may 
be inscribed. 

Io-Sign of Stunning (F,RFI) A Sign on a "non-mobile" 
surf.1ce. A Sign can be triggered by one of the following 
(decided by caster): after a chosen period of time, certain 
movements, certain sounds, touch, reading. etc. A Sign oj 
51"nning stuns the triggering victim for 1 0  min/TO pt ofRR 
failure. 

2 

J 

4 

5 

6 

7 

8 

9 

ESSENCE PERCEPTIONS 
(Opm Enmct Sptll List) 

Familiar 
Pusence I • 

Listen 
Presence III • 

Long Ear 

Watch 

Long Eye 
Observe 

Presence V 

Ana of 
Effect 

T target 
lOR 

varies 
30R 

vanes 

vanes 

VatEes 

vanes 

50'R 

Duration Range 

P (5) touch 

I rnd/lvl (C) sdf 

I min/lvl (C) 10' 

I md/lvl (C) self 

I min/lvl (C) 100' 

I min/lvl (C) 10' 
I min/lvl (C) 100' 

I min/lvl (C) 100' 

I rnd/lvl CC) self 

10 Tdepathy I target I md/lvl (C) 10' 

I -Familiar (U,RFS) The caster can attune himself to a small 
animal (to be called his familiar). The caster must obtain th� 
animal (can be no more than 10% of caster's own ma$s) and 
can the spell on the animal once/day for I week (concentrat­
ing for 2 hrs/day). The caster can then control the familiar 
and view the world through its senses by concentrating on it 
(must be within 50'/lv1). If the animal is killed the caster will 
be It -25 for all actions for 2 weeks. 

2-Presence I (P·,RFIO) When he concentrates, caster is 
aware of the presence of <Ill senrient/chinking beings within 
10'; i.e., the caster knows where they are. He also gets 3 
feelings of which are intelligenr and which lre animak 

3-Listen (I,RFS) Caster can pick a point up to 10' away, and 
as long as he concentrates, he will hear as if he were at th�[ 
point(there can be intervening objects such as walls). He mily 
stop concentrating and later continue as long as the duration 
of the spell has not expired. 
4-Presence III (P-,RF 1 0) As Prtstnrt I, except that the radius 
of awareness is 30'. 

5-Long Ear (I.RF5) As Lisun, except that caster's point of 
hearing may be moved independently up to 100' away 
(moves at lO'/rnd), ifhe is physically able to go there (i,cH 
he could not send his poinrofhearing through walls or closed 
doors). 

6--Watch (I,RF5) As Lisun, except the caster sees from tht 
fixed point (it can rotare)' 

7-Long Eye (I.RF5) As Long Ear. except the caster sees from 
the moving point (it can rotate). 

8-Observe (I,RF5) As Lisun and Walrh, except caster QIl 
listm and watch at the same time and the range is 100'. 

9-Presence V (P� ,RFI 0) As Pm(ll(( I, except chlt the radiw 
of awareness is 50'. 

10--T depathy (P,RFT O)Casterc<ln reld cr.esurfacc thoughts 
of one target. If the target makes a RR by more than 25, hi: 
realizes what is happening. 



ILLUSIONS 
(� Esstnu Sptll Lst) 

Arn of 
Effect Dunuion ,,,,"" 

Sound MIrage IO'R 10 mm/lvl 100' 

2 Uos«"n I t�rgcl max 24 he 10' 

J Light Mirage lOR 10 min/lvl 100' 

• Invisib.hry I I !argft Il>al\" 24 hr 10' 

S Tastt/Smdl Mirage lOR [0 min/Iv] 100' 

, illUSion II v.>ritS vane. vann 
7 Phantasm I IO'R I mln/lvl (C) 100 

8 InYls.b,l,ry II IO'R mu 24 hr 10' 
, illusIOn UI vanes vanes vann 

10 Phantasm II vanes .... ncs (C) vanes 

I-Sound Mirage (E,RF10) This illusion crc:ltC5 any set of 
Jlmp!c immobi[r sounds coming from an aru of up [0 lO'R. 
It can dampen normal sounds in the area to the loudness or 
' oonnal conversation. 

2-Unseen (E,RF I 0) A single object (or being) is made 
mvisible( I garment, I naked body, elC.) until 24 hrs. pass or 
thc-object is struck by a violent blow (being hit by a weapon, 
failing. etc.) or [he object (or being) makes :m attack. 
l-Light Minge (E,RFTO) Cre:rotes any simple immobile 
Im�georscene in an areaorup to 10'R. !tcan dampen normal 
light in the area to the brighmess or candlelight. 

4-lnvisibility I (E,RF I 0) As Unsnn [, except everything 
'WIthin I '  of the target is invisible ;u long <IS it starts and 
rttnains within the I'R. 

S-T me/Smell Minge (E.RF I 0) Creates any set of simple 
arunoblle tastes or smells in an are:ro or up (,0 TO'R. It can 
Iilmpen normal ustn and smells in the ;Ut2. 

ft-Illusion 11 (E.RFI 5) Creates a simple immobile image or 
Kme up to an area or 10'R. One or the rollowing optioru 
my also be chosen: a) an extra sense may be added to the 
iUusion or b) the duration may be doubled or c) the range 
an be doubled or d) the radius or effect may be doubled. 
7-Phantasm I (E.RFIS) This illusion creates the image of 
_ object or being that will move however the caster w,mts 
whilt he concentratts. Whtn the caster s(,ops concentrating. 
dw: image remains, bur stops moving (the casttr can resume 
concentration later and resume moving the phantasm)' The 
muge c:m be any size that would fil in a 10'R sphere. 

&-Invisibility n (E,RFI 5) As InviJibilllY I. exCtpt [he radius 
II up to 10'. 

'-Illusion m (E,RF I 5) N; lIIuJion II, except twO options are 
Illowed. 

IO-Phanr.:um II (E,RF IS) As pl¥,nl,mn J, except one of the 
optlons rrom Il/>uions II may also be chosen or two images 
em be created and moved (both images must be within the 
wen's field of vision). 

Notr. IlK snw �pnlS oj ,I/ocsion ,!'flU .... "''''''0y rrtQirJ (100 RR). 
nn .. "O" oj Ibt 0« oJ 1J,n, ,ptlb ,." ""7 ht "'nmplul>tJ I� 11M 0« 
tJ w.,.. '1"lU or tAr 0« of. snw Ol!.rr IJ.� IIw JmU('<} ..u .. u:J by 11M 
J/r.cs"",. II eM .... y ,,/law Pmtp""" II.''''''' ....... ' mooIifwJ by 0 10 -I 00 
10 klttf Ibt pmen" oj upn;"l!J ,,"htiJrololblt ,1I""DnJ. 

SPIRIT MASTERY 
(Opm Essmu Sptfl LsI) 

Ana of 
Elf", Duration R.n •• 

SI('rp Y varies varin 100 

2 Charm Kind J urge! I hr/lvl 100 

3 Slcrp VII vann Vants 100' 

4 Confusion I urget varies 100' 
5 Suggution I urget .. arits 10' 

6 51ttp X ,,:.rics varies 100 
7 Hold Kille! I larger C 100 
8 Master of KlIld I I:ugct 10  mlll/lvi 50' 

9 True Charm I urget I hr/lv! 100 
10 QUUI I rarg� vann 10' 

I-Sleep V (F,RFI5) Causes targ�t(s) to fall into a n;!tural 
$Ieep; the total numberoflevels that can be affected is 5 (e.g., 
five level [ targ�ts; one level 4 target and one level I target; 
two level 2 targets :md on� level I target; etc.) All targets 
must be in caster's field of vision. 

2-Chann Kind (F.RF20) T argct: (which mwt be human­
oid) believes caster is a good rriend. 

J-Slecp VII(F,RFIS)AsSlap V,exccpratotalof7Ievelsc:m 
be affected. 

4-Conll.uion (F,RF I 5) T argec is incapable of making deci­
sions or initiating action for 1 rnd/S pt ofRR failure. Th� 
target may continu� [0 fight current roes or act in self­
der�nse. 

S-Suggestion (F.RF20) T arga will follow a single sug­
gested act that is not completdy alien to him (e.g., he will not 
commit suicide, blind himselr, etc.). 

6-Sleep X (F,RFIS) As Slap V. except a total or 10  levels 
may be affected. 

7-Hold Kind (F,RF I 5) Humanoid target is held to 25% of 
normal action for as long as rhe caster concen(r.ltes. 

8-M.:uter of Kind (F,RF20) Target must obey caster as in 
S"ggtslio" for the duration of the spell. Caster may employ any 
number or non-alien suggestions. 

9-True Charnt (F.RF20) As Clt.:llm Kind, except :my sen­
tient creature may be affrcted. 

I o-Quest(F,RFJO) Target is given one task; failure results 
in a penalty detennined by the Gamemastl"t (task mwe be 
within cap:tbilities or target). The penalty should be a minor 
handic:ap; such as a drop in stars or a phobi:a (e.g., fear or 
spiders, fear of water, etc.) or some other mental illness or 
a physical disability (e.g., a limp. rheumatism, scars, etc.). 
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FIRE LAW 
(Mage Sptll U$� 

Are� of 
Effect Duration Rang'" 

I Boil Liquid I cu'/Iv] p eC) 10' 
2 Wann Solid I cu'/Ivl 24 hr(C) 10' 
3 Woodfius I'R I '  
4 Wall ofFirc 10'x I0'",6" I md/lvi ](]()' 
S Heat Solid I cu'/lvi I hr (C) 10' 
• Fire Bolt I target 100' 
7 Call Flame IO'xIO'xlO' , rndjlvi 10' 
S Fire B.a1J JO'R 100' 
• Aura of Flame I objt([ I rnd/ivi {ouch 

10 Cirde Aflame IO'RxIO'x6" I md/lvi stlf 
I -Boil Liquid (F,RFS) Any inanimm liquid (I cu' 11,,1) can 
be heated to boiling at a rate of 1 cu' / rnd of concentration. 

2-Wann Solid (F,RFS) Any solid inanimate, non-metal 
mat�rial ( I  cu'/IIII) can be wanned [0 100'F at 3 rau:: of I 
cu' / rnd of concenrrarion. 

3-Woodfires (F,RFS) Causes any wood (or any inanimate 
organic material) that the caster chooses within I '  of caster's 
palm to ignite and S[3rt burning. 

4-Wall ofFire (E,RF30) Crems 3n op3que wall offire (up 
to I O'x I O'x6"). One end must reston a solid surface. Anyone 
passing through it takes 3n 'A' heat critical (No RR). 

5-Htat Solid (F,RFS) As Warnl Solid, ucept material can be 
heated to SOO'F 3t a rate of 100' /rnd of concentration. 

6--Fire Bolt (DE,RF40) A bolt offire is shot from the palm 
of the caster; results are determined by using the Bolt Spells 
Anack Table AT-7 (p. 236). 

7-Call Flame (E,RF30) Cre3(es an opaque cube of flame 
(up to 10'11. 1 O'x 10'): it takes I complete rnd of concentration 
for the cube to form and become effectille. One side must rest 
on a solid surface. Anyone in it or passing through takes 3n 
'A' heat critic3l (No RR). 

S-Fi.re Ball (BE,RF50) A I'  diameler ball offire is shot from 
the palm of the caster, it uplodes at a point chosen by the 
caster to affect a 10'R arr3; results are detennined by using 
the Ball Spells Arrack Table AT-8 (p. 236). 

9-Aura of Flame (E,RF20) The caster may touch one object 
(that takes up an area of up to a S'R) and create an aura of 
flame around it. The flame will not affect the caster or the 
holder of the object (if any), but 3nyone else touching the 
object will take a 'S' heat critical (No RR). If cast on a 
weapon and the weapon is used to deliller a normal critic31, 
the weapon will also deliller a 'S' heat erit (No RR). 

IO-Circle Afhme (E,RFJO) As Wall oj Fire, except the 
"wall" is up to 10' high and forms a circle (up to IO'R and 
6" thick) with the caster at the center (it is non-mobile)' 

ICE LAW 
(Mage Sptll List) 

Area of 
Effect DUr:l.tion Range 

I Frer.ee Liquid [ cu'/Iv] p eC) ](' 
2 Cool Solid I cu'/Ivl 24 hr (C) 10' 
3 Wal[ or Cold 10')(IO'xl' J rnd/h-] 100' 
4 Cool Air IOOO cu'/lv[ I hr (C) 100' 

S Chill Solid I cu'/Ivl I hr (C) 10' 
• Ice Boh [ target 100' 
7 Cold Ball (20') 20'R 100' 

S Wal! oflce lO'x lO',,[' P 100' 

9 Call Cold 20',,20',,20' I rnd/lvl 10' 
10 em:l.., of Cold 20R", 20' x I ' J md/ivi sd[ 
I-Freeze liquid (F,RF5) Any inanimate liquid (I cu'/lvl) 
can be cooled to freezing at a rate of I cu' / md of concentr�­
tion (temp. cannot be lower than -JO'F). 

2-Cool Solid (F,RFS) Any solid, inanimate. non-mmi 
material (1 cu'/Ivl) can be cooled to -20'F at a rate of I cu'/ 
md of concentration. 

3-WaU of Cold (E,RF30) Creales a transparent wall of 
intense cold (up to 1 O'x 1 O'x I '). One end must rest on asolid 
surf.,ce. Anyone passing through takes an' A' cold critical (no 
RR). 

4--CooI Air (F,RF5) The temperature of the air in ;m 
enclosed area may be lowered at a rate of I O'F per round o( 

concentration (to a maximum of -20'F). When the concro­
nation ceases, the air will wann normally. 

5-Chill Solid (F.RFS) fu Cool Solid, except material can br 
cooled to -200'F at :I rate of -100' /md of concen[mion. 

6-lee Bolt (OE,RF40) A bolt of ice is shot from the p.1lm 
of the caster: results are determined by using the Bolt Spdb 
Attack Table AT-7 (p. 236). 

7-Cold BaU (SE,RF50) A I'  ball of cold is shot from clv: 
palm o( the caster. It explodes at a point chosen by the casrn 
to affect a 20'R area; results are determined on the Ball Spdb 
Attack Table AT-8 (p. 236). 

8-Wall of lee (E,RFJO) Summons a wall of ice up to 
I O'x I 0' (2' at' base, I' at top); it must be affixed to a solid 
surface. It can be mdtI'd (wall takes 100 hits)' chipprd 
through (50 man-rounds) or toppll'd (if one end is 001 
against a wall). 

9-Call Cold (E,RF30) As Call Flamt on the Fire Law spdl 
list, except that it creates a cube of cold (up to 20'x20'x2O'J 
that delillers cold criticals. 

lO--Circie of Cold (E,RF30) fu Wall oj Gld, except dot 
"wall" is up to 20' high and forms a circle (up to 20'Rand 
I '  thick) with the caster at the center (it is non-mobile). 



EARTH LAW 
(Mal" Spill List) 

Aruof 
Elf", Duration lUng< 

1 Ench�ntcd Rope one rope C 10'/1,,1 
2 LooKn Earth 100 cu' P 100' 

J Crush SlorlC' 2" .. 2"Jl2" 100 
• �rthw;tll 10'x I O',c 1.5' I min/Ivl 100 

5 C�cks Call IOOO � 100 
, StOncWllJl 1O' .. IO';d' I min/lvl 100 
7 Stont/Earth 100� P 100 
8 Earthw�1I True 10'.10' .. 1 '  P 100' 
9 E.llth/Mud 100� P 100 

10 E;trth/Slone 100 CU' P 100' 

I-Ench.tlltcd Rope (F,RFS) If camr holds one end of a 
TOpe. he can caUSe the rope to move up to its length (within 
the range) in any direction and to lic itself in knots (it cannot 
attack or tic up a 1l1oving or active being). 

2-l..oosen Earth (F.RF5) Loosrns 100 cu' of eanh to the 
consistency of plowed ground. 

l-Cnuh Stone (F .RF I 0) Crushes a stone or section of stone 
(up to 2"1(2"1(2") to the consistency of a powder. This 
includes non·enchanted stone and gems. If a mane:uver roll is 
made. this spell can affect sling stones. 

+-Eurnwall (E.RF30) Summons a wall of packed eanh up 
to 10'xi O'x(3' at base, I'  at top); must rest on solid surface. 
It em be: dug through at the tOp in 10 man-rounds. 

Kracks Call (F,RFIO) Any already existing cracks or 
Oaws in a section of inanimate m3tuial (up to 10'xlO'1(10') 
will extend to their limit. 

6-Stonewall (E.RF30) As Earllr.wl� except wall is up to 
10'x I 0'1( I '  of stone and it has the durability of normal stone. 

7-Stone/Eanh (F,RF20) Changes 100 cu' of normal stone 
fO packed eanh; change! is gradual and takes 3 rounds. 

S-EmhwaU True! (E.RF30) As fArlbWllll, exce!pr duration is 
pmnanenr. 

9-Earth/Mud (F,RF20) As SIMl/Earlb, exce!pt changes 
mth to soft mud. 

J()-EarthjStone! (F.RF20) As Sfo.ll/bl'lb, el(cept change!s 
�ked earth (0 solid stone and loose earth to gravd. 

UGHT LAW 
(1t1agr Spill LiJt) 

Area of 
Elf", Duntion lUng, 

Proj('C{«/ LIght 5O'�llm IO m;n/),,] "" 
2 Shock Boh I I urg�t 100 
3 ught I IO'R IO min/lvl touch 
4 Slud, IOO'R 10 min/Iv] 100 
5 Suddtn Ught [O'R 100 
6 D.:I.rk I IO'R IO min/lvl touch 
7 Light V SO'R IO min/lvl touch 
8 Shock Boll III t target 300 
9 Dark V SO'R IO min/I,,1 touch 

10 LighUling Boll I large! 100 

I-Proje!cte!d Light (E,RF5) A 50' beam of light (like a 
flashlight) springs from the caster's palm. He can turn it on 
or off by opening or dosing his hand. 

2-Shock Bolt I (OE.RF30) A bolt of intense, charge!d light 
is shot from the palm of the cuter; results are determined on 
the Bolt Spells Attack Table AT-7 (p.236). 

J-Light 1 (E,RFIO) Lights a 10'R area about the point 
touched. The light produced is equivalent to torchlight. If 
the point is on a moving being or object, the area will move 
with it. 

4-Shade(E,RF5) All shadows and darkne:ss in a 100' radius 
around the chosen center point deepen, aiding Hide! mane:u­
vers by +25. 

5-Sudden Light (F.RF35) Causes a 10'R burst of inten� 
light, all those inside the radius are stunned I rnd/5 ptofRR 
failure (i.e! .. they mempt to shidd their eyes). 

6--Dark I (E,RF I 0) Pu Ugbl I, except that a I o
,
R of darkness 

results. It is the equivalent of a dark. moonless night. 

7-light V (E,RFIO) As Lighl i. except radius can be varied 
up to 50' (the siz.e of the radius can be changed by concen· 
trating I round). 

S-5hock Bolt m (DE,RF30) As Shock &11 I, except range is 
300'. 

9-Dark V (E,RFIO) As Dar� I, except radius can be varied 
up to 50' (the size of the r3dius can be! changed by concen· 
trating I round). 

la-lightning Bolt (DE,RF4D) As Shotk &11 1, except a 
lightning bolt is shot from rhe Caliter's palm. 
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WIND LAW 
(Mage Spell list) 

Aru of 
Effect Duration Range 

BTI:�zc Call 20' con .. I md/lvl(C) sdf 

2 Airw�ll IO'x!O'd' Cor I md/l ... ] 100' 

J Condensation vari .. s varies (C) touch 

4 Stun Cloud I 5'R 6 md 10' 

5 Aimop I IO'R C 100' 

6 Stun Cloud II IO'R 6 rnd 20' 

7 Vacuum 5'R 100' 
8 Aitstop II 20'R C 100' 
9 Stun Cloud 1lI 20'R 6 md 40' 

10 Death Cloud 5'R 10 rnd 10' 

I-Breeze: Call (E,RFS) Causes a swirling breeze to arise 
from around his person, which will blow in a setdireaion. lt 
drives away any suspended or gaseous matter (dust, clouds, 
etc.)andsubtT3cts 30 from all missile attacks passing through 
it. The breeze affects a 20' cone (caner at tip, 20' at base) and 
has a wind speed of 10 mph. 

2-Airwall (E,RF30) Creates a transparent 10'x lO'x3' wall 
of dense churning air. All movement through it requires a 
maneuver roll with a -25 modification. Attacks through it au 
modified by -50. Duration is I rnd/lvl or as long as the caster 
concentrates (whichever is longn). 

3--COndenution (F,RF I 0) Condenses I cu' of water from 
the surrounding air into [he cupped hands of the caster (he 
may allow the water to overflow into a container held under 
his hands). The caster must concentrate while the water 
condenses; it takes I rnd in the most humid climates and 10 
rounds in the most dry climates (in between elsewhere). 

4-Stun Cloud I (E,RF30) Creates a 5'R cloud of charged 
gas panicles: delivers a 'C' electricity critical on I st and 2nd 
rounds, a 'B' on rounds 3 and 4, and a 'A' on rounds 5 and 
6. 1t drifts with the wind and affects all within its radius. RRs 
are allowed (i.e., to avoid the cloud). 

5-Aintop I (F,RF5) Cuts all generalized air movement (i.e., 
wind) by up to 30 MPH in a lOR 

6-Stun Cloud II (E,RF30) As 51un CllIlla 1, cxcept radius is 
10'. 

7-Vacuum (E,RF4O) Creates a 5'R near-vacuum. All in 
radius take a 'B' impact critical, as air leavcs and rushes back 
in. RRs are allowed (i.e., to avoid [he area). 

8-Aintop n (F,RF5) As Aimop I, except radius is 20'. 

9-Stun Cloud III (E,RF30) As 5/uI\ Clo"a I, except radius is 
20'. 

I o-Death Cloud (E,RF30) As 51"11 Cuma 1, except it delivers 
an 'E' on rounds 1 and 2, a 'D' on rounds 3 and 4, a 'C' on 
rounds 5 and 6, a 'B' on rounds 7 an 8, and an . A' on rounds 
9 and 10. 

WATER LAW 
(Mage Spdl list) 

Area of 
Effect Duration R�ngt 

Condensation P touch 

l Fog Call IO'R/lv] P 10'/1 ... 1 

J Warrnv;lll IO'xIO'xI' C or J mu/lv] 100' 

4 Water Bolt I I urgcr 100 
5 Unfog IO'R P 100' 

6 Calm \Vatcr IOO'R C 100 
7 \VatuwalJ Tnt" 10'xI0'xl' I min/I.,,! 100 
8 Clean Wattr 1000 cu'!I,,! P 100 
9 Wau'r Bolt III J largel 300 

10 Call Rain !OO'R/lv! i O  min/lvl IDO'/lv! 

I-Condt.nution (F,RFIO) Condenses I cu' of water from 
the surrounding air into the Clipped hands of the caster (he 
may allow thc water to overflow into a container held under 
his hands)' The caster must concentrate while the water 
condenses: it takes I rnd in the most humid climates and 10 
rounds in rhe most dry climates (in between elsewhere). 

2-Fog C.all (E,RF I 0) Creates a dense natural fog within thr 
radius of effect, The fog obscures vision and subtracts SO 
from all missile attacks which must pass through iL 

3-Waterwall (E,RF30) Creates a IO'x 10'xl' wall of water. 
All movement through it requires a maneuver roll modified 
by -40. Attacks through it arc modified by ·80. It must bt 
affixed to � solid or liquid surface. Duration is I rnd/lvlor 
as long as the caster concentrates (whichever is longer). 

4-Water Bolt I (DE,RF40) A bolt of water is shot from tilt 
palm of the caster; results deferminc-d on the Bolt Spells 
Attack Table AT-7 (p. 236). 

5-Unfog (F,RF I 0) Disperses fog in an arc-a up to the radius 
of effect. 

6-Calm Water (F,RFS) Water within radius is calmed: 
waves are cut by 20' in center and less towards the perimeter. 

7-Waterwall True (E,RF30) As Wa'rnwl� except C�ttf 
need not concentratc and the duration is 1 min/lvl. 

8--Clean Water (F,RFS) Removes all sediment and dis­
solved substances from a volume of water up to 1 ()(X) cu'Jlvl 
9-Water Bolt III (DE,RF40) As Walt,. &11 1. excepl r�ngt' 
is 300'. 

I (}.-Call R.:tin (F,RF I 0) If there arc clouds in the sky, il r;lim 
outdoors for the duration of the spell. 



LOFTY BRIDGE 
(J\fage 5pdl List) 

Aruof 
Eff"C{ Duration R:mge 

L�aping $ I target I md 100' 

, Landing · J target until lands 100' 

3 L�aving I I target 10' 

, levitation I target I min/Iv! 10' 

S Fly I J target I min/lvl 10' 

6 Portal 3'x6')(3' I md/lvl touch 

7 Fly n I target I min/lvl 10' 
8 Long Door I ["TEet 10' 

9 Leaving III J target 10' 

10 Tdcport I targel 10' 

I-Leaping (U�,RF I 0) AIIows the target [0 leap 50' laterally 
or 20' vertically (or some combination oflatcral and venical 
movement) in the round that the spdJ was cast. 

2-Lmding (U",RFIO) Allows rhe mget to land safdy in a 
faU up to a distance egual to 20' per level of caster. and to [ah 
that distance off the severity of any longer f.l11 (e.g .• a 2nd 
Iml caster could reduce rhe effects of a 50' f.111 to a 10' f.1.II). 
l-u;!ving I (U.RF2S) Caster tdeports target to a point up 
to 100' away, but there can be no intervening barriers in a 
direct line between the target and the point (for these 
purposes a barrier is anything he could not physically go 
through; closed doors and bars are barriers; a pit is not). 

4-Levitation (U,RFI S) Allows target to move up and down 
vutically at ;1 rate of up to 10'/ rnd; horizontal movement is 
possible only through normal means. 

S-Ay I (u'RF20) As LevilaliOll, except target can fly (move 
horizontally and venically) at a rate of up to 7 S'/rnd (=5 
mph). 
&-Portal (F.RF35) Opens a ponal 3'x6'x3' in any solid 
surface, through which anyone or anything can pass. The 
surface app(',\rS unaffected hut shimmers slightly (a percep­
tion roll would be necessary to notice it)' 

7-Fly II (U,RF20) As fly /, except target flies at a rate of up 
to ISO'/rnd (""10 mph). 

8-Long Door (U,RF3S) As I..(av;ng /, except caster can pass 
through barriers by specifying exact distances. 

9-Leaving III (U,RF2S) As Leaving 1, except target can be 
moved up to 300'. 

100Teleport (U,RF4S) As Lot.g D:oor, except movement 
rIDge is 1 0  miles/Iv!' This spell is very risky. In case of error: 
first determine direction of error ( randomly). then determine 
diuance of error (make an open-ended roll for number of 
fttl). The caster has the following chances for error (target 
miv('s off-center): 

never seen place but have description and 10cationSO% 
visited briefly for I hr . . ............................................ 2S% 
studied for 24 hr . ...................................................... 10% 
studied carefully for I Neek ...................................... 1 %  
Ijved in I yr . ........................................................... 0.01% 

I 

2 

3 

4 
S 

6 

7 
8 
9 

10 

LIVING CHANGE 
(Mage S�1i List) 

Atu of 
Effect 

Run · I target 

Speed I· I targ .. ! 
&Jf Siu Changing self 
Sprint · I largCt 

Cb.ngc of Kind I target 

Hast" 1 • , target 

Spccd III • vanes 
Fast Sprint • I larget 

Size Changing I target 

Haste 11I • varies 

Duration 
10 min/Iv] 

I rnd 
I min/Iv! 

10 min/lv[ 

10 min/lvl 
I rnd 

varies 
JO min/Iv] 

IO min/lvl 

vanes 

Range 
10' 

10' 

self 
10' 

10' 
10' 
10' 

10' 

10' 

10' 

I-Run (U·,RF5) T argetmay run (2x walking pace) without 
tiring. but once he stops or performs some other action the 
spell is canceled. 

2-Speed I (U·,RFlS) Target may act at twice his normal 
rate (200% of normal activity), but immediately afterwards 
must spend a number of rounds egual to the rounds speeded 
at half rate. 

3-SclfSize Changing (U,RF20) Caster may shrink to half 
his normal mass (height in normal situations): there is no 
decrease in his strength. Caster may also enlarge to half his 
normal mass, and there is no increas .. in his strength (except 
for movement purposes). 

4-Sprint (U·,RFS) As RlAn, except target may move at 3x 
walking pace. 

S-Change of Kind (U.RF20) Caster can alter target's form 
to the form of any desired humanoid race, the target's mass 
cannot change by more than 10%. 

6-Hl5te I (U·,RFIS) As Spud I, except no half rate penalty 
round follows the haste round. 

7-Speed III (U·,RF1S) As Spud 1. except duration is 3 
rounds for 1 target, or 2 rounds for I target and I round for 
I ot.her target. or any other combination of targw; and 
rounds that total 3 rounds of speed. 

S-Fa.st Sprint (U·,RF5) As RIm, except target may move at 
4x walking pace. 

9-Size Changing (U.RF20) As StifSi2l Cbnnging, except mass 
change is limited to [0% of his mass/lvl and it can be cast 
on any material that is living or was once living. 

Io-Haste ill (U·,RFIS) As Spud Ill. except no half rate 
penalty rounds follow the haste rounds. 
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LORE 
(&rJ SptU List) 

Aru of 
Effect Duruion Rangt 

Study I self C sdf 

2 Learn Language II Kif C Kif 
3 Language Lo� I lut louch 
4 Mind's Lou 1 I rarg� I md 50' 

5 Study II ,..If C Klr 
6 lnterprc-ting Ear I 'puk" C Klr 
7 Learn Language III Klr C Klr 
8 Mind's Lore 1lI I target I md 50' 

9 Study III sdf C 5df 

10 Passage Origin sdf C sdf 

I-Study I (U,RFI) When concc:nmting with this spell, the 
caster can retain anything he reads or learns as if he had a 
photographic memory with toul recall. It does not affeci his 
compn:hcnsion. 

2-Lcam Langwgc n (U,RF I )  When concentrating with 
this spd!, the rate <It which the Cil.Sur can learn a language is 
doubled. This means rhat any development ofbnguagc skill 
is doubled in effectiveness if the character can cast this spell 
(i.c., one development point increases a language skill 2 ranks 
and 3 points increases it 4 ranks). 

3-Lmgwge Lore (I,RFI) Caster learns what language a 
piece of text is written in. He may also lrarn the identity of 
the author if the caster has seen his work before or if the 
author is noteworthy or disrin((ive. 

4-Mind's Lore I (F,RFI O)Castercan scan the target's mind. 
and receive part of chr urger's knowledgr (conscious and 
unconscious) concerning one very s�cific topic. There is a 
10% chancr for each piece of infonnation that (he target has 
on the topic. The target gets a RR. 

5-Study II (U.RFI) As SllIdy I, rxcept caster can also read at 
2x nonnal rate. 

6-lnterpreting or (P) Allows caner to undrrstand one 
s�aker rrgardless of whal languag� h� is s�akjng. Th� caster 
may choose a difTer�nt s�aker �ach round. 

7-Lcam Language III (U,RFI) As l...(Ilrn lAn�lf 11, �xcept 
I�arning rat� is 3x. 

8-Mind's Lore ill (F.RFI 0) As Mind's Lor .. 1. �xcep[ 30% of 
knowledge is obtained. 

9-Study III (U,RF I) As SI"dy I. except caster can also r�ad 
at 3x th� normal rate. 

Io-Passage Origin (I.RFI) As Llngu.a� Uift. except that th� 
caster can also tdl if [h� ttxt has been translated and what the 
original language was. From th� dialect and idioms. he can 
also tdl the approximate d:lte that the text was originally 
written :md the region in which it was written. 

CONTROLLING SONGS 
{&lrd Sptlt Lill} 

Aru of 
Effect Duration Rangt 

Cairn Song I target C 50' 

2 Holding Song I target C 5� 
3 Stun Song I targtt C 50' 
4 Silent Song I target C 50' 
5 Sleep Song I target C 50' 
6 Chann Song I targer C 50' 
7 Fear's Song I larget C 50' 

8 Calm Song True I larger C + varirs 50' 

9 Swn Song True I target C + variu 50' 

10 Forgetting Song I targtt P 50' 

t-Calm Song (F,RFIS) Target is calmed and cannot takt 
any aggressive (offensive) action while the caster plays/sings 
(requires concentration) and keeps the target within sighl or 

within the spell's range. 

2-Holding Song (F.RFIS) As Glm Song, except target on 
only take 25% of nonnal action. 

.J-Stun Song (F.RFIS) As Glm Song. except targel il 
stunned. 

4-Silence Song (F.RFIS) As CII/m So/It, except targel may 
nOI speak. 

S-Sleep Song(F,RF 15) As Gtm So/te' except target falls inlO 
a light sleep. 

6-Charm Song (F,RFIS) As G/III Song, except urget be· 
lieves caster is a good friend. and if the caster plays/sings for 
at least 3 rounds the effect of the s�lI last for 10 minUICl 
;lftcr the caster stops. 

7-Fear's Song (F,RFIS) As G/m Song. except target ftan 
caster and attemplS to get away from him. 

8-Calm Song True (F.RF I 5) As Ca/III So/It, cxcept thaI 3flCT 
the caster stops playing/singing the effect will continue for 

the number of rounds the caster has already pl:ayed/ sung 
(e.g., if [he caster sings for 3 rounds [hen afrer he stops 1m 
target will remain calm for 3 more rounds)' 

9-Stun Song True (F,RFIS) As CRlm Song Trw, excrpt 
target is stunned. 

Io-Forgetting Song (F,RFIS) Target will forget what 
transpired in a certain period of time specified by the CUIn" 
(within I day/lvl). The length of the time period is c<Jual lo 
the amount of time the caster plays/sings. 



SOUND CONTROL 
(&,J Sp<ll w!! 

Aruof 
EfTt:ct Duution Range 

Loog WhisptT • I poinl C 50'/1,,] 
2 Sdenc� I lOR I min/Iv] �If 

J Song Sounding II • I $Ong :u song 2x song's 

• Song il- l brgcu ;u song ;u song 

5 Sonic Law I IO'R C $df 

6 Great Song · IO'R ;u lOng :;lS song 

7 SIlence V SO'R I min/Iv) �If 
8 Song Sounding IJI • I �"" as song 3% song's 
, Song HI • 3 largeu as song ;u $ang 

10 Sonic Law X IOO'R C �If 

I-long Whupcr(P,RF5) Caner's whisper can be directed 
to �ny point that he picks within 50'/lvl. 

2-5i1encC' I (E,RFS) Any sounds originating within up to 
10' of the c3.Uer's body cannot be- hurd outside the radius. 

l-Song Sounding II (E-.RFIO) If cast the round before: a 
5pl'1l on the Controlling Songs lin. it doubles the nonge: of the 
Song. 

+-Song II (E·,RF I 0) If cast the round before a spell on the: 
Controlling Songs liS(, it allows 2 targets to be: affc:cud. 

S-Sonic Law I (E.RF I 0) Caster may manipulatt sound 
within 10' of his body. He can create any sound he wants, and 
uhe desires, [hat sound c:1o be heard outside the radius. 

6-Grcat Song (P ,RFI 0) As So"g II. except everyone within 
, IO'R of the caster is a target of the spdl from the 
Controlling Songs list. 

7-Silcnct' V (E,RFS) As Si/nJ(( I, Cltcept radius is SO'. 

8-Song Sounding ill (E-,RF I 0) As Song SounJ;ng lI, except 
range incrl'ase is 3x. 

9-Song III (P .RF I 0) As Song ll, except that it increases the 
,.,nnber of mrgcts to 3. 

IO-Sonic Law X (E,RFIO) As So,I;( /..Jlw I, except radius is 
100, 

ITEM LORE 
(&,.J Spell wI) 

Aruof 
Elf'" Duration Range 

Jewd/Metal Assessment I object touch 
2 Item Assessment l objen touch 
3 Detect Power I object touch 
• Item Analysis I I object louch 
5 Assessment True I object touch 
6 Slgmfic10ce I object touch 
7 Dettct Curv I object ,�'" 
8 Ongin I objtct ,�'" 
9 Item Analysis 11 I objtct [ouch 

10 History I object [ouch 

I-Jewd/Metal Assessment (I,RF1) Caster can assess the 
value of jewels and metals to within 10% for any market he 
dl'$irl'$ (i.e., OlHows him to calculate different values for the 
different cultures hI' is familiar with). 

2-Irem AUl'$sment (I,RFI) As Jtwtl & Mttal Auasmml, 
except any crafted item may be aSSl'$sed (the motgic capotbili­
ties are not included). 

J-Ot'tect Powt'r (I,RFI) Detects power (I'nchanunent) in 
an item; also gives the realm of power and an estimate of how 
powerful it is. 

4-Jtt'm Ana.lysiJ I (I,RFI)Caster has a IO% chance for each 
ability of determining what enchanted abilities the item has. 
This includes all bonuses and spells; roJ[ once for each. 
Initially. a character may only cast this spell once on a given 
item: however, each time the character advances a level, he 
may cast this spell again on the item. 

5-Aut'5smmt True (I,RF I) As linn ASJasmt',II, except any­
thing can be assessed. such as livestock. houses. boau, etc. 
(magical abilities arc still not assessable). 

6-Significanct' (I.RF I) Determines if the item examined has 
any cultural or historical significance, and gives a rough idea 
of what significance that is. 

7-0etect CUTSe (I.RFI) OeteciS if an item has a curse on it, 
and it gives :.0 image of the person who cursed [he- item. 

8-Origins (I,RFI) Gives the race and nature of the being 
who made the- item and when and where if was made (within 
1 00  miles and 1 00  yt'lTS). 

9-ltt'm Analysis n (I,RF I) As l/(ln Analysis I, except there is 
a 20% chance for each ability. 

Io-Hinory (I.RFI) Givl'$ [he caster a random vision of 
some past event that the item was prescnt at. The chance of 
obtaining a specific event is 1 %  if the age of the item is over 
99 years; otherwise, the chance is ( 1 00  minus the item's age 
in yurs )%. 
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1 0  

NATURE'S LORE 
(Opm Chamrlling Sptll List) 

Aru of 
Eff� Duntion Rang!.': 

Trap Iftt�ction 5" I min/lvl (C) 10' 

Nature's Awareness I IOO'R C sdf 
Storm Prediction I mill ... 1 R �If 

Weather Prediction I mill ... 1 R 5(Jf 

Nature's Awart.':ness 111 JOO'R C self 

Breeze Call 20' cone I rnd/ivi stir 
\Vaiting Awauness IO'R I hr/lvl self 

Fog Call TO'/Iv] R P [O'/Ivl 

Nature's Awareness V 500'R C self 

\V .. atht"T Prt:diction Tru� I mi/lyl R sdf 

I-Tn.p Dt:tection (P.RFS) Caster has a 7S% chance of 
detecting any outdoor trap within the S'R concentrated 
upon. A different S'R may be examined each round that the 
caster concentrates. 

2-Nature's Awarent:u I (I,RF5) Allows caster to monitor 
animate activity in the area (i.e., movement. combat and 
maneuyers). This spell may only be used if the radius of effect 
contains plants and/or animals. 

3-Stonn Prediction (I.RFI) Gives caster a 9S% chance of 
predicting time and type of any rain or storms within I S min 
oYer next 24 hour period. 

4-Wt:ather Prediction (I.RFI) As Siorm PrtJir/iol1, except it 
predicts the time frame. nature and severity of the general 
state of the weather. 

S-Nature's Awarent:u III (I.RFS) As N�/urt'J A"",rmm 1, 
except that the radius is 300'. 

6-Brt:cze C.ul (E.RFS) CauSt:s a swirling breeze to arise 
from around his person. which will blow in a sec direction. It 
drives aWly lny suspended or gaseous matter (dust, douds. 
etc.)and subtracts 30 from all missile attacks passing through 
it. The brene affects a 20' cone (caster at tip. 20' at base) and 
has a wind speed of 10 mph. 

7-Waiting Awareness (I.RFS) As NOlUrt's A"-'IIftl1m, except 
that it allows the caster to set the spell on "alarm"-any 
animate activity in the radius will cause caster to be alerted. 

8-Fog Call (F.RF I 0) Creates a dense natural fog within the 
radius of effecr. The fog obscures vision and subtracts 50 
from all missilt: attacks. 

9-Narurt:'s Awareness V (I.RFS) As Nil/lAre's A"-'IIrrntIJ I, 
exct:pt that radius is SOO'. 

I O-Weather Prediction True (I.RF I)  As Wrol&-r Pm/if/iotl. 
except that the prediction period is 1 day/ly]. 

NATURE'S MOVEMENT 
(Optl! Chamu/ing Spd/ List) 

Area of 
EfTt.':ct Duration 'm .. 

Limbwalking sc[( I min/Iv] self 

2 Waterwalking self I min/lvl self 

3 Swimming · self 5 min/lvl self 
4 Sandnllming �If [ min/Iv] self 
5 Merging Organic �If [ min/Iv] �If 

6 limbronning Kif [ min/lvl Kif 

7 Stonrnmning Kif I min/Iv] Kif 

8 \Vatcrrunning sdf I min/Iv] Kif 

9 Windwalking Kif [ min/Iv] Kif 
10 Swimming True · Kif 5 min/lyl Kif 

I -Limbwalking (U.RF S) Allows caster to walk along nearly 
horizontal tret limbs (that can support the weight) as ifht 
were on level ground. 

2-W aterwalking (U.R.FS) Allows caster to walk (up to 50' 
per round) on water as if he were on level dry ground. 
Maneuyer rolls may be required on rough water. 

3-Swimming (U·.RFS) Enables target [0 swim without 
tiring or expending energy. 

4-Sandnmning (U.RFS) As Limbwoli:il1l' except caster can 
run on sandy surfaces. 

S-Mcrging Organic(u'R.F I 0) Allows casterto m�rg� upto 
T '  deep into organic material (at least part of body mUSt bt 
within I' of the surface of the material). He is inactive. but 
aware of surrounding activity. The caster cannot moy� whilr 
merged. but may exit at any time. 

6-Lirnbnmning (U.RFS) As limbwtilkillg. except camr can 
run along limbs. 

7-Stonerunning (u'RFS) As Limbwalkil1g. except caster com 
run on stone surfaces angled up to 75'. 

8-Waterrunning (U.RFS) As WOltrwlliki'\e. except castn 
can run on water. 

9-Windwalking (U.RFI 5) Allows caster to walk on mov· 
ing air (wind): movement must be at a constant height 
Maneuyer rolls may be required in turbulence. 

IO-Swimming True (U·.RFS) As Swimmil1g. except t:lrgrt 
can swim as fast as he could run. 



SPELL DEFENSE 
(Opm CMIIfII/inl SptIl LiJI) 

Aru. of 
Efft'ct Duration "'"g< 

Prot«uon I I t.ugtt I min/Iv] 10' 

2 Aru Protection I IO'R I min/lvl (C) 10' 
J Nrntrahzc Cum: I l ru� I min/Iv] touch 
• ProtectIon II I target I min/Iv) 10' 

5 Arra Prottction II lOR I min/lvl (C) 10' 

6 Remove': Curse l ru� P touch 
7 Neutralize Cum: II l ru� I hr/lv[ 10' 

, Cantt! Spdl I �pd[ P 10' 
, ProtectIon III I target J min/lvl 10' 

10 Arta Protcction III lOR [ min/Iv! (C) 10' 

I-Protection I (U.RFS) Subtracts 10 from all demental 
attack rolls :against che target and adds 10 to all of the cargec's 
RRs ... ersus spells. 

2-Ar� Protection I (U,Rr-S) As Pro/tr/ion I, except all beings 
within i O'R of t:'lrger get the benefits when the caster 
concentrates. 

l-Neutralize Cune I (F,RFIO) Nullifies the effects of a 
wrse for the durnion of this spell. The curse is not dispelled 
and t2kcs effect ag ... in ... fterwards. The curse gets :a. RR 
modified by -20 to a ... oid being neutuliud. 

4-Protection IJ (U,RFS) As Profu/ion 1, except rh:a.t the 
rnodific:a.fions are 20. 

5-Ar� Protection IT (U,RFS) As Ana Pro/u/ion 1, except 
mar the modifications are 20. 

6--Remove Cune (F,RF i 0) <:anceb a curse if the curse fails 
I RR. The target level is the level of the original curse: caster, 
Ind the aU:lck le ... el is the [e ... e1 of the caster of this spell. Once 
(his spell is cast on a gi ... en curse, it cannot be cast again by the 
urne spell-user until he h;u; :ld ... anced another level of expe­
ncnu. 

7-Nc:utraiiu Cuue II (F,RF i 0) As NtH/Til/ix, Gmt 1, except 
curse is nullified for I hr/I ... t of the caster. 

&--Cancd Spdl (F,RFIO) As Rnnovt Cwrsr, except that any 
one existing spell may be canceled. 

9-Protection III (U.RFS) As Pro/u/ion I, except that the 
DIOdifications are 30. 

IO-Area Protection III (U,RFS) As Arta Proltt/ion 1, except 
mn the modifications are 30. 

SURFACE WAYS 
(Optn Cb.al1ntlirw Sptll Li/O 

Aruof 
EIf� Chaacion "'"g' 

1 Htal lO I target P ,� ... 
2 Frost/Bum Rthtfl I bum area P ,� ... 
J s.:un Relief I • I target P touch 

4 Regtntration I • I target C touch 
5 Frost/Bum Rditf II variu P touch 
6 Awakrning I r.uget P touch 
7 Heal SO I target P touch 
8 Frost/Bum Rdicflll uriC's P touch 
9 Stun Relicf III • J targct P touch 

10 Rrgtnuation III • I target C touch 

I-H�1 10 (u'RFS) Heals 1-10 concussion hits. 

2-Frost/Burn Reliefl (U,RFS) Will heal one area of mild 
frostbite or an area of first degree bums. 

3-Stun Relief I (U·,RFS) Relieves target of one round's 
worth of stun effect, i.e., target is stunned for one round less 
th:a.t before spell was cast (in addition to nonn:a.l decrease), 

4-Rcgeneration J (U·,RFS) Reduces the concussion hit 
d:unage that the urget hu raken by I hit fOf e:a.ch round that 
the cuter concentr:a.res. 

5-Frost/Bum Relief IT (U,RFS) As Fros//BNm &fitj I, 
except: 2 :a.reu of mild damage or 1 a�a of moder:a.te d ... mage 
(e.g., 2nd degree burn) un he:a.led. 

6-Awakening (U,RF5) Awakens target inst:rndy. 

7-Heal 50 (u'RFS) As Htal lO, except that it heals S-SO 
concussion hits. 

8-Frost/Burn Relief rn (U,RFS) As FroJt/BNm R.tIitj 1, 
except J areas of mild dam:a.ge or I are:a. of severe d:un:a.ge 
(e.g., Jrd degree burn) or a combinnion of I mild and 1 
moderate area can be healed. 

9-Stun Reliefru (U·,RFS)fu Sf Nil Rl/itjl, except that target 
i� relieved of up to 3 founds of stun effects. 

I O-Regeneration III (U· ,RFS) As R�nml/ion I, except that 
3 hits per round are healed. 
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PROTECTIONS 
(Optn Cbanlllling Sptll LJst) 

Aru of 
Effect Duration Range 

I Prayer I larget I min/lvl 100' 
2 Bkss [ (ougC{ I min/lvl 100' 
3 Resistance [ targtt I min/lvl 100' 
• Rtsist Elemenu I target I min/Iv] 100' 
5 Pbnt Facade �If I min/Iv] �If 
6 Underwater BK<lthing �If I min/lvl �If 
7 Animal Facade Kif I min/lvl Kif 
8 Shadow Kif I hr/M Kif 
9 Ddlcctions Organic · Kif �If 

10 Turnings Org;>n; .. .  self stIr 

I -Prayer (U,RFS) T arger gelS a + 10 bonus [0 any Resis· 
tance Rolls (RRs) and any maneuver rolls. 

2-8Ie55 (U.RFS) Target gets a +10 bonus to his Defensive 
Bonus (DB) and any maneuver rolls. 
3-Rcsisunce (U.RFS) T :lrge( geu a + S bonus to ;In)' 
Resistance Rolls (RRs) and to his Defensive Bonus (DB). 

4-Re!ist Elements (u'RFS) Protects caster from naruraJ 
heat up to 200'F and natumJ cold down to ·20·F; gives +20 
to RRs '15. hear or cold spells. 

S-Plant Facade (E.RF! 0) Allows caster to appear as anyone 
type of plant within 10% of his own size. He will not smel! 
or feel like the plant: it is a purely visual illusion. 

6-Underwater Breathing (U.RFS) Caster is able to breathe 
nonnally under water as well as in air. 

7-AnirnaJ Facade(E.RF I O) As Pian/ FillilrU, except casrefun 
appear as any I type of animal. 

B-Shadow (F.RFIO) Caster appears as a shadow: provides 
ncar invisibility in dark areas. 

9-De.f1ections Organic (P.RFIS) Deflects one missile 
fired at the caster. Subtract 100 from the missile's attack roli. 
The missile must be at least partially of organic composition. 

10-T umings Organic (P ,RFIS) As Dtj/uliom Organir. 
except that a melee attack roll has 100 subtuct"ed. 

DETECTION MASTERY 
(CJpcn Chilllnifing Sptll Lnl) 

Area of 
Effect Duncion Ran� 

Dctect Ch,mnding 5'R I min/Iv! (C) 50' 
2 Detect Es�nc( S'R I min/lvl (C) 50' 
3 Detect Evil 5'R I min/lvl (C) 50' 
• Drtrct Curu 5'R I min/lvl (C) 50' 
5 Loation I I targeT J min/lvl (C) 100 
6 Dct .. ct Traps 5'R I min/lvl (C) 50' 

7 Loc .. cion 1II I urget I min/lvl (C) 300 
8 [ffl:c(t Invisible 5'R 1 min/Iv! (C) 50' 

9 Lontion V I target I min/lvl (C) SOO 
10 Curse Tales [ Curse: la 

I-Deten Channeling (P.RFS) Detects any item or actlvr 
spell from the Channeling realm: each round caner can 
concentrate on any S'R :lrea within the range. 

l-Detect &sence. (P,RFS) As Dc/ttl Clxmnr.ling. except rulm 
is Essence. 

3-Detect. Evil (P.RF5) As Dt/m Chilmuling. except dettas ir 
a being or item is evil or if an item Wali created by evil or 
if an iltm was long used by a very evil person. 

4-Detect Curse (P,RFS) As Dclm Cha,mt!i,'l. except dettcu 
curses on people or things. 

S-1.Ax:acion (P.RFIO) Gives the direction and dimnct or 
any specific object or place thal the caster is f.1miliar with or 
has had described in detail. 
6-Detect Trap' (P.RFS) As Dc/ttl Cbanltlling. except it givtS 
a 7S% chance of detecting a trap (certain enchanted traps 
may receive modifications [0 this chance). 

7-Location ill (P.RFIO) As kil/ion I, except rangt is 300. 
B-Detect Invisible (P.RF5) As Dclm CbanrlLli"k nctpt 
detects invisible rhings; all att;tcks against an invisible thing 
so detected arc modified by ·SO. No arrack can nonn;tIly bt 
made without some form of detection. 

9-Locacion V (P.RFIO) As Luillion I. except range is 500 

IO-Curse Tales (I.RFS) Caster can detennine naturr and 
origin of any one curse, including the identity of the origina­
tor of the ClJrse. 



I 

SOUND /UGHT WAYS 
(�n Oxmlllli"6 Sptll LisO 

Aruof 
EIT� Durarion 

Projected light SO' bco",m IO min/lvl 
2 Sp«ch I I targcl C 
3 Light I IO'R IOmin/I,,1 
• Qu;('I I'R I min/lvl 
5 Sudden Light lOR 
, SlX'cch II I target C 
7 Shock Boll I 

8 SIlence lOR I min/lvl 

, Uttcrlight lOR I min/lvl 
10 Waiting Light lOR vanes 

1Un,. 
Rif 
'" 

'00'" 
100 
100 

'" 
100 
100 

[ouch 
touch 

I-Project,cd Light (E,RFS) A SO' bc:am of light (like a 
flashlight) springs from the casttr's palm. He can [urn it on 
or ofTby opening or closing his hand. 
2-Spec:ch I (U,RFS) Target is able: to communicate basic 
ideas in a specific language of someone within 10' (hungry, 
thirsty. bathroom, peacc:. etc.) 
l-ught I (E,RFIO) Lights a IO'R area about th", point 
touched. The light produced is equivalent [0 torchlight. If 
the point is on a moving being or object, the arr�a will mOVl 
with it. 
4-Quicr (E,RFS) Creates a I'R area around the target, into 
mel ou[ of which sound cannot travel The arc:a is cenlertd 
on the target and will move if he does. 
S-5uddt:n Light (F,RF35) Causes a 10'R burst of intensC' 
light. all thoseinside theradiusaresrunned 1 rnd/5 profRR 
failure (i.e .. they attempt to shield their eyes). 
6-Speecil n (U.RF5) As Spmh t, except caster can commu­
nicate in more complex concepts. although there is a good 
chance of misinterpretations. 
7-Shock Bolt I (DE.RF30) A bolt of intense. charged light 
isshot from the palm of the caster. Results art determined on 
the Solt Spells AttacK Table AT-7 (p. 236). 
8-Silence (E.RF5) As Q!.itr. except radius is 10'. 
9-Uuerlight I (E.RFI 0) No Ughr t. except it is the equivalent 
ofn.U daylight: it also cancels al! magica!!y created darkness. 
IO-Wairing Liglll (E.RFIO) As L"ghI I, except it can delay 
the action of the spell uncil up to 24 hour/lvl passes or a 
hnng passes or a certain word is said, etc. 

CALM SPIRITS 
(Opt" C&m",li"l Sptll Lisl) 

Area of 
EIT", Durlltion lUng< 

I Calm I I target I min/Iv! 100 
2 Ca!m II 2 urgtU I min/lvl 100' 
3 Hold Kind I target C 100 
• Long Calm I tllrget I min/Iv! 300 
5 Stunning· I target varits SO' 
, Calm III J targeu I min/Iv! 100' 
7 Calm IV 4 targtU I min/!vl 100' 
8 Golden Slum�rs • I target vants SO' 
• Calm V 5 targcu I min/Iv! 100' 

10 Blinding · I target varin SO' 

I-Calm I (F ,RF I 0) Target will taKe no aggressive! offensi vc­
action, and will fight only if attaCKed. 
2-Calm n (F,RFIO) As ulm l, except two targets may be 
affectC'd. Both must be in the caster's field of vision when the 
spell is cast. 
3-Hold Kind (F.RFI 5) Any one being may be held to 25% 
of normal activity for as long as the caster concentrates. 
4-Long Calm (F,RF I 0) As Grim L except: that the range is 
300'. 
5-&unning (P,RF25)Caster points his ann (elbow locked 
and fist clenched) at the target and channels raw power from 
his deity. Target is stunned for I md/IO pt failure ofRR. 
6-Calm ill (F.RF I 0) No ulm Il, except 3 targets may be 
affected. 
7-Ca1m JV (F,RFIO) No ulrll ll. except 4 targets may be 
affected. 
8-Golden Slumben (P.RF25) As 511111I1i"l, except target 
falls into a deep sleep for I md/IO pc failure ofRR. 
9-Calm V (F.RFIO) As Calm ll, except 5 targets may be 
affected. 
I O-Blinding (P ,RF2S) As SINlIrrillg, except target is blinded 
for 10 min/IO pt f.,ilure orRR. 
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'Da' •••• A-4.S • SPELL LISTS FOR ANIMISTS ONLY 'Da.D. 

I 

2 
3 

4 
5 

6 

7 
8 
9 

DIRECT CHANNELING 
(Animis/ spell List) 

Aruof 
EfTtct Duration 

Puservation I I body I hr/lvl 
Intuitions I self 
Duatll I self 
Lifekt'cping I I body I hr/lvl 
Intuitions III self 
Dcath's TallO I body 

Prnnvation 11 I body I day/lvl 

Intuitions Y stlf 
Dreams JU self 

R;mgt 
10' 

self 
sdf 

10' 

se[( 

10' 

10' 

self 

Kif 
10' 10 Liftkccping I I  I body I day/lvl 

I�Prestrv�tion I (U.RF5) Castn can prcstrve a body. 
preventing any further deterioration or damage (e,g .• bleed­
ing, cell breakdown. decomposition, ttc.). A coma results if 
the target is still alive: the spell will not prevent death (i.e., the 
targu's soul icJving his body). Sec Stcrion 1 7.0 (p. 74-75) 
for a more complete explanation of the use of this spell. 

2�Intllitions I (I,RFIO) Caster gains a vision of what will 
prob�b1y happen in the next minute if he takes a specified 
action. 

3-Dream I (I,RFS) Caster has a dream relating to a topic he 
chooses. Ht must sleep or mtditau for at least 8 hours. 

4-Liftkteping I (u'RF20) Casttr can prtvtnt the soul of a 
"dead" body from leaving, thus preventing actual death and 
enabling rht falltn bting [Q rtgain htalth via simple bodily 
repairs( Prt51"'�lj(m is required to preserve tht body). Lijlkuping 
must be cast upon the t:trget within 2 minutes (J  2 rounds) 
of "death," or the soul will leave tht body. Returning a soul 
to a body would be a 1 2th Itvd (or hightr) spd!. Sec Stcrion 
1 7.0 (p. 74-75) for a more complete explanation of the use 
of this spell. 

S-Intuitions III (I,RFI O)As III/wi/ions I, exctpt the timespan 
is 3 minutes. 

6-Death's Tale (I,RF5) Caster gets a vision of the events 
surrounding the dtath of any I dead being through the eyes 
of the deceased. He also gets a vitw of the killer. Corpse must 
have died within a numbtr of years equal [0 casttr's leve!. 

7-Pruervation II (u'RFS) As PrtsffVd/iotl I, exctpt the 
duration is I day/Iv!. 

8-Intuitions V (I.RFI 0) As ill/wi/jolls I, exctpr the duration 
is 1 day/Iv!. 

9-Dreams III (I,RF5) As Drtam 1, ClCcept tht limit is 3 
dreams/8 hours. They may concern different topics. 

I O-Lifekttping II (U,RF20) As Liftkupillg I, tlCcept that the 
dumion is 1 day/Iv!' 

BLOOD WAYS 
(Auinris/ sptll List) 

Art� of 
Eff"tct Dur�tion '''''8' 

Clotting I , target P touch 

2 Cm R�pait I 1 target P touch 

3 Minor Y�ssd R�pair I target P touch 
4 Cloning V I target P touch 

5 Cut Repair III I target P touch 
6 Major Vusd Repair I wound P touch 

7 Joining · , limb P touch 

8 Blood T rnnsfusion I target P touch 

9 Mass Clotting I target P touch 

10 Mass Cut Rep�ir I target P touch 

I-Clotting I (U,RFS) Target's blood loss (hits/rnd) is 
reductd byone,. For one hour ht may nor fighror move faster 
than a walking pace without reopening wound, and thus 
taking tht blood loss again. 

2-Cut Repair I (U,RF5) Targer's blood loss (hits/rnd) is 
reduced by onto 

3-Minor Yessd Repair(U,RF5)Targdsblood loss(hits/ 
round) is reduced by thret. This reflects the repair of minor 
blood vessds, but it will not :tffeer damage (Q major arterirs 
or vtins (bleeding from one wound totaling 5 hits/md or 
more). 

4-C1otting V (U,RF5) As ClolTi'tg i, except [hat target's 
blood loss (hits/rnd) is reduced by five. 

S-Cut Repair III (U,RF5) As CWI Rtpair J, exccpt [hill 
target's blood lo� is reductd by rhrtt. 

6-Major V cud Repair (u'RF5) Repairs all damage to any 
one artery or vtin (bleeding from a single wound tOlaling 5 
hits/rnd is major vtsscl damagt). 

7�Joining (U·,RF5) When cast with tilt Jojlliug spells on thl: 
other two healing lists (Bone/Muscle Ways and Organ 
Ways), caster can reattach one severed limb. Recovtry tirnt 
1-10 days. 

8-Blood Transfusion (U,RFS) The caster can tramfer , 
half pint of blood from a wining (or unconscious) blood 
donor to another character (who has taken bleeding damage. 
i.e hits/ rnd). Tht casttr must place ont hand on the donor 
and his other hand on the wounded charaCter. Each half pin! 
nansftrred will remove 50 hits from the character. The 
donor will bt at -20 to his activity for 12  hours. A char.rcter 
may not both be a donor and receive a transftlsion within 12 
hours. 

9-Mass Clotting (U,RF5) As ClOlliltg [, except the target's 
blood loss (hits/ rnd) is reduced by an amount equal to Ihr 
caster's level. 

IO-Mass Cut Repair (U.RF5) fu CUI Rrpair i, except tluc 
the target's blood loss (hits/rnd) is reduced by an amoum 
e<Jual to tht caster's levd. 



BONE/MUSCLE WAYS 
(AlllrrliJ/ sptll LisO 

Ana of 
Effect Ouution 1Un,. 

Spram Repair I spr.un P ,�'" 

l Mmor FractuR' Rtp�.r I bru.k P ,�'" 
J Musdc RC�lr I muscle P touch 
• CutLbgt Rtpa,r I jomt P ,�'" 

5 Tendon Rcp�lr I tendon P touch 
, Major Fr�(turc Repair I br<'J.k P touch 
7 Joming · J [,mb P touch 

8 Jaw Rep-liT I JdW P touch 
9 Skull Rcp�lr I skull P touch 

10 JOint RCI);lIT I Joml P touch 

I-Sprain Repair (U,RFS) Repair one sprain. 

I-Minor Fracture Repair (U,RFS) Mend om: simple 
fracture (not compound fractures, shatters. joint damage, or 
skull damage)' Recovery rime 1 - 1 0  hr. 

J-Muscie Rcpair (U,RFS) Repairs one damaged muscle 
(not organs such a5 Ihc heart). Recovery time I-TO hr. 

4-G.nibgc Repair (u'RFS) Repairs all dam;l.gcd cartilage 
;around one joint. R«ovcry lime 1-10 hr. 

S-T cndon Rcpair(u'RFS) ReFiTS one damaged {cndon or 
lIgament. R«ovrry rimr 1 - 1 0  hr. 

6-Major Fr.tcture Rep.tir (U,RFS) Mtnds om: simplt or 
compound fr.acrllu (not sh;mrrs, joint damage, or skull 
tUmOlgt)' R«ovrry limr 1 - 1 0  hr. Altrrnativdy. this spdl can 
brustd to rrpaira minor fracture with a recovery time of zero. 

7-Joining(U·.RFS) When cast with theJainilrgspclls on the 
otherrwo healing list.s (Blood Ways and Organ Ways). GlSIU 
can reattach one severed limb. Recovery time 1-10 days. If 
used alone, thisspdl can resrt a disloc:ltrd joint and repair the 
d�mage that the dislocation causl!d. 

8-J�w Repair (U,RFS) This spell can repair any jaw or 
tooth damagr except for a sh:lltered jaw. This includes tooth 
damage such as: cavities, absce55es, and cracked or chipped 
Imh. If:l ['oot h is knocked out or shattered, this spdl will 
makr it whole if most of tile tooth can be recovered. 

9-Skull Repair (U,RFS) Mends any one skull fracture (not 
Iham'red arras). Recovery time 1-10 hr. 

IO--Joint Repair CU,RFS) Repairs onr damaged joint (not 
mattered joints). Rrcovery (mle 1-10 days. 

ORGAN WAYS 
(AnirllISI Spill wI) 

Area of 
Effect Duration Rangl! 

I N:u.al Rq>02rr 1 _  P ,�'" 
2 Mrnor Nnvc Rq>02lr I �R:;a P 1000eh 
J MlIlor En Rrp�or I nr P ,�'" 
• Minor Err Rtpalr 1 .,.. P ,�'" 
5 Major Nerve RtJ>llIf I aR: .. P (oueh 
, Major Ear RepaIr I nr P touch 
7 Jomlng · 1 11mb P touch 

8 Major Eye Rrp;air 1 .,.. P ,�'" 
9 NcrV(' Rtpalr T "'e I aR:� P touch 

10 Org .. n Rtpalr [ organ P roueh 

I-Nasal Rl!pair (U,RFS) Rrpairs any nosr d:llllage sllort of 
compll!te nOSI! [055. Can repair a nose lost to frostbitl!. 

2-Minor NervI! Rl!pair (U,RFS) Repairs any minor nl!rvl! 
damage in I :lrea. Recovery time 1-10 hrs. 

J-Minor Ear Repair (U.RI=S) Repairs any external car 
damag�, including tOIr loss (rcgl!nl!r3l'ion nktS 1-1 0 hours). 

4--Minor Eyr Rc:pair (U,rtFS) R�pairs any minor rye 
damage (e.g .. come;!l scratch, detached retina, or removal of 
foreign object), 

5-Major Nervr Repair (u'RFS) As Millor NNW �ir, 
rXCept that it repairs any onr arra of major nerve damage. 
Recove:ry [im� 1-10 hours. 

6-Major Ear Rrpair (U,RFS) As Minar Ear R�ir. exce:pt 
that it repairs any internal l!;:!r damagl! (t.g .. restore hearing). 

7-Joining CU· .RF5) When cast with the Joiningspdls on the 
other two healing lists (Blood Ways and Bonl!/Muscle 
\Vays), caster can re:luach one severed limb. Recovery time 
1-10 days. 

8-M;ajor Eyr Rtpair (U,RFS) As Minar Ey Rtpilir. except 
that it rep:lirs any eye damage (r.g .• 87-89 slash critical)short 
of complete eye 1055. 

9-Nl!rvr Rl!pair T nit (U,RFS) As Majer NNW �ir, except 
that recovery is inSfallt:lneous. 

IO-Organ R.epair CU,RFS) Rl!pairs damagr [0 one organ 
that has not been complc:tdy destroyed. R«ovl!ry time 1-10 
hours. Does nor affect [he brain. 
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ANIMAL MASTERY 
(A>1imisl sptll Lisl) 

Arn of 
Eff�ct Duration Range 

I Animal Sleep I animal I min/lvl 100' 
2 Cloaking self I min/lvl self 
3 Summons I I min CC) 100' 
4 Animal T oogues self I min/Iv] self 

5 Anima! Mastery I animal C 100' 
6 Summons III varit$ (C) 100' 
7 Anima! Location 1 m;, R J mile 

8 Befriending 5Q'R C self 

9 Animal Empathy I animal C 100' 

10 Summons V varies (C) 100' 

I-AnimaISleep(F.RFI5) Puts 3n animal to sleep. Will nOt 
affect enchanted creatures or "intelligent" creatures. For 
rhese purposes. an animal is creature oflimited intelligence, 
operating primarily through training or instinct. 

2-Cloaking(E.RF I O)A!lows caster to blend into surround­
ing terrain and become undiscoverable by animals. Gives a 
+ JO bonus ro Hide maneuvers against non-animals. 

J-Summons I (F.RF2S) Caster can summon a first lcvd 
non-intelligent crc;lture who will remain for one minute and 
then disappear (no RR is involved). The caster can control 
the creaUlre when he concemrates (no RR is involved). The 
general type of creature can be specified by the caster but 
exactly what the creature is should be determined randomly 
(e.g .. the caster could specify "four legged. hooved" and 
could get a zebra. horse. camel, etc.). 

4--Animal Tongues (I.RFI) Caster gains knowledge of any 
one animal language (a member of the species must be within 
100') for the duration of the spell. For this purpose. animal 
languages include any fonns of communication. 

S-Animal Mastery (F.RF20) Allows caster to control the 
actions of any one animal when he concentrates. 

6-SummOlls III (F.RF2S) As SlImmo,rs I, excepl caster can 
summon a Jrd levd creature for I minute or a I st level for 
J minutes or three 1st levd's for I minute or etc. In other 
words, the sum total of the (level) x (minutes )of all creatures 
cannot exceed three. 

7-Animal Location (P.RFS) Caster can locate members of 
any one species of animal. or he can find out what species are 
in the area. 

8-lkfriending (P,RFIO) All animals within SO' will act 
friendly toward castn; however, the caster does not control 
them. 

9-Animal Empathy (P.RF I 0) Caster can understand and 
visualize the thoughts and emotions of any one animal. 

Jo-Silmmon.s V (F,RF2S) As SlImmolu 111, except the sum 
total cannot exceed S. 

PLANT MASTERY 
(Animisr IfMII Usl) 

Ana of 
Effect Duration Range 

I Plant Lore J pbnr touch 
2 Phnl T onguts �If ! min/Iv! �If 
3 Instant Herbal Curts I herb touch 
4 Herb M;wttry I herb P touch 

5 Plan! Location [ 'n; R I milt 
6 Herb Cleansing I herb P 10' 
7 Sp«d Growth lOR I day 10' 

8 Herb ProdUCtion I herb P touch 

9 Plant Growth I plant P (ouch 

10 Plam Control ! plant J min/Iv! l lJO'  

I -Plant Lore (I.RF I )Castercan [earn the mtureand history 
of any one plant that he [Ouches. For a comp[eu: plant or 
more than half of a plant, this information is automatically 
obtained. However, (or less than half of a plant (e.g., a bf. 
a berry, a nut. etc.), the chance of getting this infonnation is 
only equal to (S% x the caster's level). A spell user may only 
caS[ this spell once for a given pbnt(i.e., only one roll for I� 
than half a plant). 

2-Plant Tongues (I,RFl ) Caster gains knowledge of any 
one plant bnguage (a member of the species muS[ be within 
100') for the duration of the spell. 

J-Instant Herbal Cures (U,RFS) Allows caster [0 cause any 
one herb to become capable of being applied taking effect 
insrantly. \Vhen the herb is subse<:Juently used, iu benefiu/ 
dangers will be immediately felt. 

4-Herb Mastery (U,RFS) Allows caster to double th� 
potency of any one herb (growing or dead). Spell may br 
employed but once per dose of herb. It must be (1St 
immediately before the herb is used. It can be cast on a half 
of a dose at a time in order get the effect of a full dost. 

S-Plant Location (P.RFIO) Caster can locate members of 
anyone species of plam, or he can find out what sPf!cies �I"\' 
in the area. 

6-Herb Cleansing (U,RFS) Allows caster [0 remove any 
harmful poisons. by-products, or side effects from one doSt 
of herbs. 

7-Speed Growth (U,RFIO) Allows caster to increa5esp«d 
of growth of any one species of plant within rhe radius of 
effect by x I 00 (e.g., all of the grass in a IO'R). 

8-Herb Production (U,RFIO) Allows caster to grow 01./1 
herb by planting the proper seed. The resulting hub is smile 
and tlkes I -I 0 rounds [0 grow. 

9-Plant Growth (u'RF I 0) Allows caster to double [he size 
of any one plant: re<:Juires I day growth. If the plant is no: 
already fully mature, it will achieve twice its nonnal size when 
it does reach full maturity. 

lO-Plant Control (F.RF20) Caster can control the auto­
matic and/or menDI processes of any one plant. Caster can 
also control the plant's movements if the plant is capable of 
movemenL 



PURIFICATIONS 
(Animis/ SfKlI UJt) 

Aru of 
Effect Duration RAlnge 

Purify Food!\V;lur J'R 10' 

2 Dtlcct Di$ta� 5'R I min/Iv] (C) 100' 

J DiscaM Purification [ urgl"! P 10' 
4 1ft, .. ,1 Poison 5'R I ,mn/lv] (C) 100' 
5 Poison Purification 1 urgel P 10' 
, DI�a.sc R .. .sist:mc .. I urgc, I mln/lv[ 10' 
1 POIson RrsiSI:mc .. I target I min/lvl 10' 

S Nnlfraliu D i�;as(' IO'R P 10' 
, Nclltralizc Poison IO'R P 10' 

10 Mental CurtS [ 13,,&<:-1 P 10' 

I-Purify Food/Water (u'RFS) Eliminates any disease or 
poison in allY food and water within the radius. Sp<'ciaJ or 
m3gical clis�as�s or poisons may be given RRs if they are 
powerf\ll enough. 

2-Detect DiMase (P.RF5) Detects :m)' disease or source of 
dise;l.Se; each round caster can concentrate on any one S'R 
)rea within the range. 

J-Dise,ue Purification (U,RF5) Stops spread of disease 
(including infection ) already in the body of one (arget:. ThU.$, 
1'10 further damage due to the disease will occur in the target's 
body. 

4-Detect Poison (P,RFS) As D(I((I Dimul, except that only 
poison is detected. 

5-Poison PurifiC2(ion (U,RF5) Nemralizes anyone poison 
!n the system of one target. Damage already sustained is not 
cured. 

6-Disease Resistance (U.RF5) Target gets an additional 
RR against dise;u;cs (i.e., 2 RRs may be rolled; the one which 
is more f.worable for the target is used). 

7-Poison ResisUnc(' (U,RFS) As Dimw Rtsisla"u. except 
thai target gets an additional RR against poisons rather than 
diseases. 

8-Neutr.:llill:c Disease (U.RF5) All diseases in a IO'R are 
�rralill:ed (i.e .. sterilized and destroyed). 
9-Neutnli7.C' Poison (U.RF5) All poisons in a 10'R arc 
rendered ineffective. 
100Men�1 Cures (U,RF5) Target is cured of any one 
mental disease (i.e .. neuroses. paranoia. phobias. psychoses. 
ClC')' Complete recovery takes I-50 days. 

CREATIONS 
(Animill spt'll List) 

Aru of 
Effect Duration Range 

Sustain Sd( self [ day self 
2 Airwal1 IO',dO'xJ' C or I min/1vl 50' 
J \Valrr Production P 10' 
4 Food Production P 10' 

5 \Valrrwall 1O'.dO',II"I' Cor I mm/lvl 50' 
, WoodwalJ IO'x20'x2" C or I min/lvl 50' 
7 Euth�[[ JO'II"IO'x2' C or I min/lvl 50' 
S Iccwall IO'xIO'xl.S' P 50' 
, Nutrient ConjurN P 10' 

10 Banitr Pit 5Q().1000 ell P 50' 

1-5ustain Sc.lf (U,RF5) Caster receiv(,s all necessary nutri­
tion and water for I day. 

2-AirwaU (E,RF30) Creates a transparent lO'xlO'x3' wall 
of dense churning air. All movement through it re<Juires a 
maneuver roll with a -25 modification. Art;lcks through it are 
modified by -SO. Duration is I min/lvl oras long as the caster 
concentrates (whichever is longer). 

J-\Vater Production (E,RFIO) Caster can produce suffi· 
cieO[ water in any available receptacle to supply any person 
for om: day. 

4-Food Production (E,RF 1 0) CaSter can produce suffi­
cient food from the surrounding area to feed one hearty 
appetite for one day. If the food is not consumed within 24 
hours of when it is produced, it will go bad. 

5-Wuerwall (E,RF30) Creates a 10')(IO'x I '  wall of water, 
all move.ment through requires .:l maneuver roll modified by 
-40. Attacks through it are modified by -SO. It mU.$[ be 
affixed to a solid or li<Juid surface. Duration is I min/lvl or 
as long as the caster concentrates (whichever is longer). 

6-Woodwall (E,RF30) Creates a wall of wood up to 
10'x20'x2", its weight must rest On ;t solid surf

.
lce. It can be 

burned through (50 hits for a 2' R hole) or chopped through 
(20 man-rounds) or it may be toppled if one end is not 
against a wall (other than the supporting surface). Duration 
is 1 min/lvl or as long as the caster concentrates (whichever 
is longer). 

7-Earthwall (E,RF30) /u lVoeJWIlIL except the wall is up to 
1 O'x I O'xC3' at base, I '  at top) of packed earth. It can be dug 
through at the top in 1 0  man-rounds. 

8-lcewall (E,RF30) As WoeJWIlII, except wall is up to 
10' xl 0'x(2' at base, I' at top ). It can be mdted through (100 
hits of fire damage) or chipped through (50 man-rounds) 
or toppled if not against a wall. The duration is permanent 
(i.e" it lasts until it melts normally)' 

9-Nutrient Conjures (F,RFIO) Caster can produce I loaf 
of waybread that weighs 2 oz. and will support I being for 
I day:. The loaf will lose potency in I month. 

Io-Sarrier Pit (E,RF40) Opens a pit (500 ro' in stone or 
1000 cu' in e;uth or ice). The entire pit must be within SO' 

of caster. 
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PATH MASTERY 
(L1Igt'r Spdl List) 

Area of 
Eff'" Duration 

1 P�lhlore IO'R 

2 Trap �Ieellon 5R I min/lvl (C) 
J Trackmg �If C 

4 Path Tale �If 

5 Palhfinding I I m, R C 

6 Tl':ldu Lore 

7 Deleel Ambush 50'R 10 min/Iv! 

8 PUling Lore 
9 P.uhfinding V 5 mi R  C 

10 Aninm! Tongues sc:lf , min/Iv! 

Range 

�If 

'" 
�If 

�If 

I mile 

louch 

�If 

touch 
5 miles 

�If 

I-Pathlore (I.RFS) Caster acquires a visual image of [he 
nearesl destination in both directions along any om: path 
upon which he stands. For this purpose, a destination is any 
man-made structure (bridge, house, castle, town, gate, door. 
etc.) or physic;!l b;lll·ier (the end of the path, a ford, a 
crossroads, a chasm, etc.). 

2-Trap Detection (P,RF5) Caster has a 75% chance of 
detecting any outdoor trap within the S'R concentrated 
upon. A difTerem S'R may be chosen each round. 

3-Tracking (U.RFS) Caster gets a +50 bonus for Track 
maneuvers. 

4-P:ath Tale (l,RF5) Caster acquires visual image of any 
user(s) of a given path within a period of up [0 I hr/lv!. 

5-Pathfinding I (I,RFS) Caster gm a mental diagram of the 
loc;uions and routes of any and all paths within a I mile 
radius. This spell can only be used outdoors. 

6-Tracks lore (I,RFS) Casler acquires a visual image of the 
being that left a particular set of tracks. Provides +25 bonus 
for trackil1g the being that left the tracks. 
7-Detect Ambush (P,RFS) Allows caster to detecr any 
hostile beings within a SO'R. Provides direction, but not the 
distance to the danger. 

S-Pauing lore (I,RFS) Caster acquires a visual and aural 
(sound) image of all beings who have passed within a SO'R 
of the object he touches within a period of up to I hr/lv!. 

9-Pathfinding V (I,RFS) As PlllbfinJing 1, except the area of 
effe(( is 3 5 mile R. 

IO-Animal Tonguu (l.RF I) Caster gains knowledge of 
3ny one animal language (a member of the species must be 
within 100') for the duration of the spell. 

Note: Fa, IIx pNrpoUS rf ,best SfK/b, II "path" (4111 � 41 Yf14IJ, 
bigb-y, Il'IIi� or4lny worn /rlUk (lI"uJ Iry fbt ptUUlgt' rf 4Inrmab 
or "ltn. lJ I7I4Iy 4I1se, be 41 rorridar, "nJ"l"'"nJ paJSagc, or INIII1l� 
"n/as Jprnjic4l/1y /lIniltJ by "  parliC"Hi4Ir �IL 

MOVING WAYS 
(LlIgrT SfKlI List) 

Ana of 
E"", Duntion Ito,,, 

Slontrunning �If I min/lvl �If 
2 L,mbw,1lkm& �If I min/lvl �If 
J SWImming · �If 5 min/lvl �If 
4 5.lndrunning Kif I ,nin/M �If 
5 \Vatcrwalking �If I min/Iv! �If 
6 Limbrunning �If I min/Iv! �If 

7 T raet!us Passing sdf C �If 

8 Track Hiding C '" 
9 \Vaummning sdf I min/Iv! ulf 

10 SWIfT)!ning True · sdf 5 min/I,,! ulf 

I-Stonerunning (U,RFS) Allows caster to run on Stone: 
surfaces angled up to 75' as if he were on Ic:vd ground. 

2-limbwalking (U.RFS) Al lows caster to walk along neatly 
horirontal nee limbs (that can support [he weight) as ifhc 
were on levd ground. 

3-Swimming (U·,RFS) Enables target to swim without 
tiring or expending energy. 

4-Sandrunning (U.RFS) As Slonmmning. except caster cm 
run on sandy surfaces as if they were finn ground. 

S-W uerwaLking (U.RFS) Allows caster to \\!;Ilk on wata as 
if he were on levd dry ground. Maneuver rolls may be 
required on rough W3rer. 

6-Limbrunning (U,RFS) As LimbwtJU:ing, except casta can 
run along limbs. 

7-Traceless Paning (U.RFS) As long as the caSler concen­
trates, he can walk without leaving tracks or other visible 
signs of his passing. 
8-Track Hiding(U,RFS)As Trllu/m P4Issil1g, except [hal [ht 
caster can also hide tracks of any one other being whose track 
he follows. 

9-Waterrunning (U.RFS) As W4Ilm<IJlking, except cast« 
can run on water. 
IO-Swimming True (U·,RFS) As Swimming, except tngrl 
can swim as fast as he could run. 



2 

J 
4 
5 
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NATURE'S GUISES 
(Rangtr Sptl/ list) 

Arc;a of 
EIT= Duration 

Hues �" ! min/lvl 
Sh�dc [OO'R 10 min/lvl 

Frttu I cu'/rnd C 

Silent Movu self J min/I'll 

SdfCloaking self C 

Light IO'R [O min/lvl 

Darkness IO'R 10 min/Iv! 
Sh"dow �lf I hr/lvl 
Pllnt Facade self I min/Iv! 

Blank Thoughts self C 

Range 
�lf 

touch 

10' 

�lf 

�lf 
touch 

touch 

�If 

�lf 

�If 

I-Hues (E,RFS) Casm and c'luipment within J'  orhis body 
takes on the physical coloration of an organic object he 
chooses and is in contact with. Gives a +50 bonus [0 Hide 
maneuver aucmpu. 

2-Shade (E,Rr:S) All shadows and darkncss in a lOO'R 
around the point touched deepen, aiding Hide maneuvers by 
+25. 

J-Fn:� (E.RF5) Any inanimate liquid (I cu'/Ivl) can be 
cooled to freezing at a rate of I cu'/rnd of concentration 
(temp. cannot be lower [han -30 degrees F). 

4--Silent Mov� (E.RFS) Caster can move silently, so long 
as he does nor creare a sound originating more than I '  from 
his body ( e.g., slamming a door, hitting a 4' long branch, etc.). 

S-SdfC!oakiog (E,RFS) As long as he does not move (he 
may make small movements such as bre�thing and flexing 
muscles), the caster blends into surrounding rerrain, and adds 
+75 to Hide maneuvers. 

6-Light (E,RFlD) Lights a IQ'R area about the point 
touched. 

7-Darkness (E,RFIQ) As Light, except that a IQ'R of 
darkness results. It is the equivalent of a dark, moonless night. 

S-Shadow (E,RFIO) Caster and equipml':m within I '  of his 
body apIXar to be a shadow and thus become almost invisible 
in dark and shadowy areas. 

9-Plant Facade (E,RF I 0) Caster can appearto be as any one 
type of planr, but rffrct is purely visual. Caster will not 
change size and will not smell or fed like the plant. 

IO-Bl:mk Thoughts (U,RFI) As long as caster concen­
trates, his mental pattl':rns will apIXar ro be those of a local 
�nimJl that he chooses. This will deceivt' detection sIXlIs 
such as Pr(s(.nrt. 

2 
3 

4 

5 
6 

7 
8 
9 

10 

NATURE'S WAYS 
(R�nger Spell List) 

Arnof 
Effect 

Water Finding I mile R 

Fire St;l.ning I'R 

Heat Resistance · self 
Cold Resistance · self 
Food Finding I mile R 

Sreriliurion I cu'/Ivl 
Shelter Finding 1 mile R 
Lesser Traps vanes 
Wuthcr Prediction 1 mileR 
Nature's Aw�ro:n($S 100' R 

Duration Range 

�If 

P touch 
I min/lvl self 
I min/lvl ulf 

self 

(ouch 

self 

P touch 
self 

C self 

I-Water Finding (I,RF1) Locates all sources of running 
surface water, exposed groundwater, dC. excel':ding I gallon. 
Caster learns approximate size and quality of sources. 

2-Fire Starting (F ,RFS) Causes any wood (or any i nan i mate 
organic mataial) that the caster chooses within I '  of caster's 
palm to ignite and start burning (if it will ignite at a 
temperature less than or equal to that of wood). 

3-Heat Resistance (U·,RFS) Protects caster from natural 
heat up to 200'F and adds +20 to RR vs. heat or -20 vs. 
elemental fire attacks. 

4-Cold Resistance (U·,RFS) Protects caster from natural 
cold to -20'F and adds +20 to RR vs. cold or -20 vs. 
elemental cold attacks. 

5-Food Finding (I,RFI) Ca.sm learns location, type and 
approximatl' quantity of all edible food sources (either dead 
animal matter, or any plant)' 

6-Sterilization (E,RFS) Sterilizes up to J cu' /[vl of any 
inanimate solid or liquid. That is, it  eliminates living crea­
tures smaller than 0.25" in length, but ir will not affect larger 
creatures or inanimate poisons or other material. 

7-Shelter Finding (I,RFI) Caster learns location, type, and 
approximate size of closest waterproof, covered space ex­
ceeding 125 cu'. Shelter must have an entry t'xeeeding 2'R 
bordering on open air. 

8-uuer Traps (U,RF I 0) Caster can construct a minor 
outdoor trap in J minute. This trap can ddiver a 'B' critical 
hit to any one person (e.g., a shallow spiked pit, a snare that 
mangles the victim. etc.). 

9-Weather Prediction (I,RFI) Allows 95% chance of 
predicting time, nature and severity of weather over the next 
24 hr. IXriod. 

Io-Nature's Awareness (I,RFS) Allows caster [0 monitor 
animate activity in the area (i.t'., movement, combat, and 
maneuvers). This sIXlJ may only be used if the radius of effect 
contains plants and/or animals. 

P' � 2I I  
.. 
Part vn 
Appcndica 1M: � 

Appe.ndix 
A-4.6 
Ranger 
Only 
Spell Lists 



Pan VII Appendi«t 
b.. "" 

A " "flUl, 
.,iz .. FroJo 

Appendix 
A-S 

Secondary 
Skill< 

APPENDIX • A-S 
THE SECONDARY SKILLS 

Secondary skills arc not used as often as primary skills 
during adventuring. They are often tied to. or indicative of. 
a character's background or r.1mily trade. See Section 5.4.3 
(p. 35) for a complete discussion of the use of Secondary 
Skills. 

This Appendix provides short descriptions of the sug­
gemd secondary skills listed in Section 5.4.3 (p. 35). 

STANDARD SKILLS 
Acrobatics - This bonus is used for in-air maneuvers and 

swinging on objects-controlled falling maneuvers (i.e., 
divmg), horizontal dives, tumbling. rolling. vaulting,swing­
ing, etc. It also helps reduce the effeCti of falls. 

Acting - This bonus is used for impersonating others, 
devising new identities, begging, etc. 

Anima.! Handling - This bonus is used for gathering. 
befriending. or manipulating animals. Typical aniviries 
include: animal training, animal healing, driving vehicles 
pulled by animals, loading vehicles pulled by animals, 
herding domestic animals (e.g., sheep. catde, etc.). 

Appraisal-This bonus is used [0 determine orestimate the 
value of an obien or good. A GM may also wish to use this 
bonus for evaluating rhe Jl1lril1sir b .l!1HS of an item (e.g., the 
+ I 0 OB bonus of a weapon. the + 15 bonus of a lockpick, 
the +5 DB bonus a stlit of armor, etc.). This skill applies 
only to item bonuses, it does 1101 apply [0 special and 
enchanted abilities (e.g .. it will 1101 identify that a sword is 
"arc-slaying," that a wand can cast firtbclls. that a lockpick 
can cast Dcu(/ Trups. etc.). 

Boat Handling -This bonus is used for se.1f-powered boa! 
and sailing boat maneuvers (e.g .. rowing, poling, sming 
sails, etc.). 

Caving - This bonus is used for determining the natural 
course and lay of a cave or cavern (pass or chambu) and for 
attempting resuicted movemem in caves and caverns. 

Contortions -This bonus is used for manipubting one's 
body in order to move through small openings, esca� 
from bonds, etc. 

Cookery - This bonus is used when preparing food. In 
addition, i[ is used for detecting bad food. and for prepar· 
ing and/or neutralizing dangerous herbs, poisons. and 
food ingredients. 

First Aid - This bonus is used for applications of emer­
gency aid or rreatment. such as attempts ro halt or slow 
bleeding or damaging dcrniorarion. Sec Seccion 17.0 (p. 
74-75). 

Foraging - 111is bonus is used for finding �ny local source 
of potable w�rer, herbs, or edible pbnrs and animals. It can 
also be used for locating things in an urban environmrn( 
(i.e., scrounging). 

Gambling - This bonus is used for playing any g�mc with 
a significant element of luck. 

Meditation- This bonus is used for enrering, leaving, and 
exploiting meditarional trances. 

Ro�-Mastery - This bonus is used for knot recognition, 
knot-tying. braiding. and splicing. lr can also be used whrn 
throwing a line and when making a maneuver whilr 
suspended from a rope or analogous flexible line. 



Signaling - This bonus is used for any form of signal 
communication (e.g., semaphore. sign language. smoke 
signals. etc.). 

Sky-Watching - This bonus is used for star-gazing. navi­
gation. and weather-watching. It can be used to attempt to 
detenninedates, directions, specific locations, and the local 
weather p;lt[ern 24 hours in the future. 

Trickery-This bonus is used for any maneuvers involving 
slight of hand: picking pockw, confusing sight nicks. and 
slight-of-hand diversions. 

SECONDARY SKILL GROUPS 
Each Secondary Skill Group is a set of rdated skills that 

have the s:une stat bonus, ski!! type (i.e., MM OT SM). and 
rdated skill category. However, each skill in a group must be 
developed separ.ttcly. 

ARTISTIC SKILLS 
These bonuses arc used for creative endeavors such as 

painting. sculpting. poetic improvisation, tale-telling. dance. 
playing an inSfTumenr. singing, etc. 

ATliLETIC SKILLS 
These bonuses ;lTe used for specialized arhletic activities. 

Suggested skill include skiing. skating. surfing, sprinting. 
rappclling, juggling, jumping, pole vaulting. stilt walking, 
tightrope walking. etc. 

CRAFT SKILLS 
These bonuses are used for crafting endeavors such as 

wood-crafts. stone-crafts, metal-crafts (i.e .. smith i ng). leather­
cnfts, erc, These bonuses arc used for the construction and 
repair of equipment made of the appropriate material. Craft 
skill may also be developed for a specific produCf that 
illvolves several types of materials. For example: 
Fletching: This bonus is used to make arrows outof available 

wood, metal, and paper and/or feathers. 
T r.ap-Buildillg; This bonus 15 used for building traps out of 

available resources. This bonus subtracts from any Percep­
tion maneuvers made [0 notice a trap constmcted using this 
skill. 

INFLUENCE SKILLS 
These bonuses are used for impressing. entertaining. or 

manipulating individuals or groups. Suggested skills include: 
public-speaking, diplomacy. seduction, trading. interroga­
tioll. leadership. bribery. and dealing with bureaucrats. 

LoRE SKILLS 
These bonuses reflect a character's knowledge (i.e .• lore). 

The number of different lore skills is unlimited. A few 
suggested lore skills include: plant lore. animal lore, special 
creature lore. general history, geography. tactics. culture/ 
race history (one skill per culture/race), religion, physics, 
math. etc, 

SECONDARY SKILL CHART 

Sue 
Bonus Skill Rebted 

Skill U$ed Type Skill Categories · 

Acrob�tics AG MM General, M&M 
Acting PR SM c"neral, Subterruge 

Allimal Handling PR SM Gelleral 
App ... ;»1 IG SM c"ru:ral 
Boat Handling IT SM,MM General. M&M 
Gving IG SM,MM c"neral 
Contortions AG MM c"neral, M&M 
Cookery IT SM General 

First Aid IG SM c"ner;l.1 
Foraging IT SM Any Caf�gory 
Gamblillg IT SM General, Subterfuge 
M«Iiudon PR SM Genrral. Magical 
Rope-Mastery IG SM Gcncral 
Signaling IG SM Gc:nenl 
Sky-Watching IT SM Any Category 
Trickery PR SM Subterruge 

Secondary Skill Groups: t 
Artistic Skilb IT SM General. Magic�1 
Athletic Skills AG MM General, M&M 
Craft Skills AG SM General. \Veapon 
Influence Skills PR SM Gener.al, Subterfuge, 

Languages 
Lore Skills IG SM Any Gregory 

• - M&M = Moving and Maneuver Skills Gtegory 

t � Each So:condary Skill Group ;s a set or rdart,d skills that 
have the same stat bonus, skill type (i.e .. MM or SM), and 
related skill category. However. each ,kill in a group must 
be devdoped separatdy. 
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APPENDIX • A-6 � 
OPTIONAL MATERIAL 

The material in this appendix is provided for Gunemasters 
who have mastered MERP and want to add more dl"uii and 
flavor [0 their games. We strongly suggest (hat a Gamemastcr 
and his pbyus play for awhile using tht" norma! MERP 
system before using this optional material. 

@ A-6.1 • PROFESSIONS 
This section prescnrs a number of new Professions: 

Barbarian Explorer Shape Changer 
Burglar Monk Warrior Monk 
Conjurer Rogue Wizard 
Civilian Schohr 

Prime Stat - Strength 
, 

BARBARJAN 

Profession Bonuses - +2 per [eve! on weapon skills 
+ J per level on general skills 
+2 per level on Body Development 

Spell Restrictions - May nOl lcarn any spells. 

A Barbarian is a character from the umamcd wilderness 
with little exposure to civilization. His primary areas of 
development are general skills, weapon skills. and body 
development. Barbarians may not learn any spells. Barbarians 
prerer weapons and armor that arc easy to produce with their 
resources. such as clubs. spears. sling. shorr.bow. whip. bob, 
and leather armor. 

Note; MERP is duigllldjorc/xmulmfrom the civilized parIS 
of Middle-Earlh, whert r�gamt dtsigutrS probably rxpur most of 
rht adwIllllrts to om.,. Blll lhe riviliziug infllltll((if tht EMarand 
tht D.<nrdain is /ill/Iud /0 Iff/aiu anas. MallY { .. /turn hallt" 
shunmd l/,nn. 

Barbariall Iribts liw 011 agri( .. /tur�, h .. nling ,t.ld herding. Easl 
if Ertd Luin, tMr, wt'rt millly s .. (h tribes ill the First alld Suond 
Ages, Imr rhey w(rt gradually livi/iad by Elws and J)H,wlaill. 
Durill;; the TIird Agt',J<'u {alrjind b.rrbarian tribts ill Dun"md, 
Mirkwood. RhovatU'OIl, a'id (all\V(lrJs, Ewry IriN has irs own 
nostoms and (U/r .. rt whirh difftrtlltialt itJrom otlv lribes. Tribe 
IlItmbtrs s/i{k loge/lxr to su",iw and rwd 10 ITtal o/iIc, peoplt:s wilh 
(Onlmlpt or sU5pirion. 

TIe jo/&!wing MERP rn/turt/ Taus ran be rOllsidmd /0 bt 
barbarialls: DUlZbldin�, LosSD/h, Woodmw, VariaA', Wosts, 
somt F.asltrling gro .. ps, Om, Trolls, and Umlj, (Ik Wous 
posuu soml magirol capabilities) 

Barbariol1 J<' .. lhs arrgelltrally hi I , the ordinary adults hi 
2-4, txptritll(td ",,:lrrion 1n.,1 5-8 and (hit/laim &wl 8 al1d 
upWllrds. OJ ro .. rSf, Ibis is a ru& of tbumb, alld thrrr nm:ly art 
s�rial lastS thaI mnk m"'n bightr. 

BURGLo\R 

Prime St;r.t - Agility 
Profession Bonuses - + I per level on general skills 

+3 per level on subterfuge skills 
+3 per level on Perception 

Spell Restrictions - May learn open spell lists from one 
realm (his choice). May only cast 1st. 2nd and 3rd levd 
spells. 

A Burglar is 3 character heavily trained in the arts o( 

subterfi.lge. His primary area of skill development is subter­
fuge skills. 

CONJURER 

Prime Stats - Intelligence and Intuition 
Profession Bonuses - + 1 per level on magical skills 

+ I per level on subterfuge skills 
+ I per level on Base Spell OS 
+ I per level on Perception 

Spell Rutrictions - May learn open spell lists from both 
realms. However. he can only cast 1st, 2nd. 3rd. 4th. 
and 5th level spells. Average IG and IT stats to calculau 
Power Points (Section 5.6, p. 36). 

A Conjurer is a character trained in subter(uge and the 
casting of minor spells from both realms; however, he has no 
Base spell lisIs or his own. His primary areas or skill 
development are magical skills, learning spell lists. and 
subterfuge skills. It is difficult for a Conjurer to learn to ust 
weapons and armor. A Conjurer 1ll�y not wear armor. � 
helmet, or greaves when casting Essence spells. He rn�y nol 
wear metal �rmor. a metal helmet, or metal greaves when 
casting Channeling spells. 

EXPLORER 

Prime Stat - Constitution 
Profession Bonuses - + I per levd on weapon skills 

+3 per level on genera! skills 
+2 per level on subterfuge skills 
+2 per kvel on Perception 

Spe!! Restrictions - May learn open spell lists (rom one 
realm (his choice). May only cast 1st, 2nd and 3rd levd 
spells. 
An Explorer is a character trained in skills that aid hi! 

principal interest: r:xploration. His primary areas of skill 
development are general skills. subterfuge skills. and Pemp­
tion. 



MONK 
Prime Su.r - Agility 
Profession Bonusu - + I peT level on gener;ll skills 

+ I per level on subterfuge skills 
+ I per level on magical skills 
+2 per level on martial am skills 
+ I per level on Pn-ception 

Spell R.auiclions - May learn open spell lists from both 
realms. However, he can only casl lSI, 2nd, and 3rd 
level spells. Average IG and IT stats to calcubre Power 
PointS. 

A Monk is a character with some tr.aining in unarmed 
combat (Section A-6.2, p. 218) and mon of the othrr skill 
nl�ories. His only prim:try arra of skill drvelopmrnt is 
mmi:tl :tfts skills, but he can learn minor spells from both 
rtllms. 

ScHOIJ\R 

Primr Sfll! - Intelligence 
Profession Bonuses - +2 per level on Perception skill 

+4 per Irvel on Lore $rcondary Skills 
+ I per level on all other Secondary Skills 

Spell Restrictions - May not learn any spells. 

A Scholar(Sage) is a character [rained in (hr gathering and 
orglniz,uion of knowledge. His primary areas of develop­
ment arc 5«ondary Skills (e.g., Lore skills. Sky-Watching. 
Appr.aisal, etc.). Scholars may not Inrn any spells. A scholar's 
ruri05iry is his motivation for his adnntures. 

Note: For GWrtllllUltn wbo "'I3nlll) lillllt m.ilgic in Ibtzr Mill/'­
mlb galllLl, IIx Srbo!Jlr (S.w) is If slIbsrjlMlf proffSSjf11l Jor M�§ 
IInJ An;m;s/. n;s �/lows � p/4.p 10 rboc.ll II ri:.IIfJU/(f Ibtll is 

mllflll/wlllly orirnlrJ wllboll/ hiinl II spefl (lIslfT. 

WARRIOR MONK 
Prime Sut - Strength 
Profession Bonuses - + I pt'r level on general skills 

+3 per Irvel on martial am skills 
+2 per level on Body Development 

Spell Restrictions - May learn open spell lisu from one 
realm (his choice). May only cast 1st, 2nd and 3rd level 
spells. 

A Warrior Monk is a character heavily trained in the am 
of unarmed combat. His primary areas of skill development 
ue body developmenl, martial arts skills, and Adrenal De­
fmsc(sn: Section A-6.2, p. 218). It is difficult for a Warrior 
Monk to learn to use subterfuge, spells. magic iums, and 
bnguages. He has little interest in or apritude for such 
pursuits. 

ROGUE 

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

+2 per lel'el on gc:neral skills 
+2 per level on subterfuge skills 

Spell Restrictions - May learn open spell lists from one 
realm (his choice). May only cast IS[, 2nd and 3rd level 
spells. 

A Rogue is � character tr.ained in many skills. His primary 
areas of skill developmenr are we�pon skills, general skills, 
and sublerfuge skills. 

WrLARD 

Prime Suu - Inldligence lind Intuition 
Profasion Bonuse.f - +2 per level on magical skills 

+2 per level on Base Spell OB 
Spdl Restrictions - May learn open spell lists from both 

realms. Average IG and IT stats to calculate Power 
Points (Section 5.6, p. 36). 

A \Vizard i. a charactrrtr;lined in the c:asting of spells from 
both realms; however, he has no � spell lists of his own. 
His primary ;l.feas of skill development are magical skills and 
learning spell lists. It is difficult for a Wizard [0 leam ro use 
weapons and armor. A Wi7..ard may not wear annor, a helmct, 
or greaves when casting Essence spells. He may not wear 
mC[;l1 armor, a mcul helmet. or meral greaves when casting 
Channeling spells. 
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Occupation 

Acrobat 
Actor 
Artist 
Blacksmith 

Bureaucrat 
Carpenter 
Farmer 
Fi.herman 

Herder 

Mercl13nt 
"'g' 

CIVlUAN 
Prime Stat - Any stat related to his "Occupation" 
Profession Bonuses -

+4 per level on "Occupation" skills 
+2 per level on "Occupation-Related" skills 

Spell Renrictions - May not learn spell lists unless the 
GM decides they are related to his "Occupation." 

Occupation Skills Ckcupation-Rclated Skills • 

Acrobatics athletic skills, Rope-Mastery 
Acting influence skills, art skills 
one specific art skill other art skills, rdated craft sklJls 
naft skill: Smithing craft skills 

influence skills languages 
naft skill: wood-working craft skills 
naft skill: Fanning Animal Handling, Sky-Watching 

Foraging.. Boat H'lndling rdated craft skills 

Animal Handling craft skill: leather-working 
influence skills Appraisal 

[ore skills languages 

• - All occupations have " rel,ned lore skills" :\S Occupation-Rebted Skills . 

BriJgt �I 
Rivrndtll 
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Civilians are the ordinary citizens of Middle-earth, mainly 
farmers, fishermen, herdus, craftsmen, etc. They are charac­
ters that do not fit well into the standard MERP professions. 
Every civilian has an "Occupation" which detennines which 
skills he can easily develop. 

A Civilian may use his Development Points to deve!ophis 
Ouupalion skills and his Ouupatio,,-Rtlatt4 skills in a special way. 
In a given development period (Section 24.0, p. 90-91). he 
may develop his Occupation skills as follows: 
• One skill rank for one DP 
• Two skill ranks for only two DPs 
• Three skill ranks for only four DPs 

In a given development period (Seerion 24.0, p. 90-9 I), ht 
may develop his Occupation-Related skills as foHows: 
• Om skill rank for one DP 
• Two skill ranks for only two DPs 

A Gamemaster must determine Occupation skills and 
Occupation-Related skills for each Occupation. To hdpthi5 
process, here are a few examples: 



DEVELOPMENT POlNT FOR OPTIONAL PROFESSIONS CHART 

Slap< Warrior 
ulrgory ISkill 8a..mTian Burglar Conjurtr Ci..ilian E..pJo�r Moo' R""" Scholar �Bu Monk Winrd 

M&M Sk,lb I 2 0 0 2 0 2 I I 0 0 
Wupon Skill. S I I I 2 I , I I I 0 

Gmt",! Skill, S 2 I 2 S 2 3 3 I I 2 
s..l)lcr(ug� Skill. I 8 , 0 , 2 3 0 I 2 0 
Magu;:al Skill. 0 0 3 0 0 I I 0 0 0 5 
Body � .... Iopm<'nt J I I I I I 2 I J 3 I 
l..lIlgu�gc. 0 I I 0 I 1 0 , I 0 2 
�IIL'.u 0 0 , 0 0 2 0 0 0 0 5 

MJn.a.l An. Sk,lI. 0 0 0 0 0 3 0 0 3 5 0 
Ad,..,,,,! �(�...., 0 0 0 0 0 2 0 0 3 3 0 

5«onduy Skill. ' 0 0 0 " 0 0 0 5 0 0 0 

• - s.�ond.ry .kill. can \1M poinu (rom ..,bl�d calcgor,eJ (ScClion 24.0. p. 90-91). 

SHAPE CI-tANGER 

Prime SUt - PrC'SC'nce 
Profession Bonuses - + I per lelld on M&M skills 

+2 per lelld on martial am skills 
+2 per lelld on body delldopment 
+5 per lelld on Shape Change 

Spt.1l Restrictions - May learn open spell lists from one 
realm (his choice). May only cast 1st, 2nd ;l.nd Jrd lelld 
spells. 

A Shape Changer is a characu'rthat un change to and from 
an animal form while slill maintaining his normal human 
f'"Wna (e.g., like Ikorn in I"lr Hobbil). His prima,)' areas of 
dull delldopment are unarm� combat and body delldop­
menl. ln MERP, Shape Changers must be Ikornings that can 
cnange infO bears and Ihey halle a special Secondary Skill, 
Shape Change, that only they can delldop. This skill uses the 
PR stat bonlls, has a SM skill type, and can be delleloped 
using DPs from any category on a one-to-one basis. 

A Shape Changer can anemp' (0 lIolunIlrily change form 
(human to animal or animal to human). The character must 
make a st;tlic manculler: 
• Open-ended [- loo ro[1 

+ his Shape': Change bonus 
+5 for ellery consecutille round that he 
concenlrms (AppendiX" A-4, p. 191) 
+20 for a successful Meditation static maneUlle:r 

• If ,he result is 100+. the change rakes place. 
• If the result is 76-99, there is no change, bur he: can try again 

11-(')(1 round (any rounds of concentration remain consl!cu­
tive). 

• [f the result is less ,han 76, there is no change and the 
charach'r loses his concentration (he must start oller al zero 
consecutive rounds of conce:ntration). 

A Shape Changer also has a chance of inlloluntarily 
changing form from human to animal wheneller he is angry. 
he is struck. or he falls. If this happe':os, he will react as a wild 
beast (e.g .. he will arrack the target of his anger. whoever 
struck him. or the: closest target-GM choice} He will 
continue to act as a wild animal until he makes a successful 
Shape Change static maneUller as outlined abolle (he may try 
once a round). 

A Shape Changer's capabilities change: whe:n in animal 
form: 
• The following bonuses are: JoubltJ: Hits, Perception, 

Climb, Track. No Armor M&M, and Foraging. 
• The: following bonuses and skills are nomJlll: lore skills, 

understanding languages, martial arts skills, Shape 
Change, Swim, Stalk/Hide, Adrenal Defenst', Medita­
tion, all stat bonuses. ;l.nd all RR bonuses. 

• The following bonuses are: �lwJ: Ambush, Acrobatics, 
Animal Handling, Calling. Contortions, and Signaling. 

• All other bonuses and skills are norm:llIy not usable at 
all (GM discretion). 

• His Annor typr is Soft Leather. 
• All frilifllu against him are resoilled on (he large Crea­

tures Critical Tables CT-[0 and CT-I I (p. 239). 
• His DB is his AG bonus plus 10 plus his Adrenal 

Dcft:nse bonus (Section A-6.2, p. 218). 
• His "1I1l(� is either a Tooth &. Claw attack (AT-5) or a 

Grappling & Unbalancing attack (AT-6). His OB is 25 
plus his appropriate: martial arts skill bonus (Section A-
6.2, p. 2 I 8). The attack riZt is one larger than Ihe 
martial arts skill used in the attack's OB (i.e., small 
becomes me:dium, medium become:s large. and large 
becomes huge). 

• He may not speak his hum .. n languages, but hI! un 
understand them. He may conllerse fluently with other 
be .. rs, and he m .. y communiOte at Rank I with Badgers 
.. nd olher "Bear-like" creatures. 
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• A-6.2 · MARTIAL ARTS & • 
ADRENAL DEFENSE SKILLS 

The optional Professions prcsrnted in �ction A-6.1 
require a new skill category (Martial Arts) and a new skill 
(Adrenal Defense). A player planning to become a Monk, 
Warrior Monk, or Shape-changer (Section A-6.1 , p. 215-
21 7) may tr:msfer (on a one-to-one basis) any number of his 
character's Adolescence skill ranks from his weapon skills 
category to his Adrenal Defense skill and/or his Novice 
Martial Arts skills. 

ADRENAL DEFENSE 
If a character is not using armor or a shield and he moves 

at least 5 fcl':[ during a round. his skill bonus for Adrenal 
Defense is added to his normal Defensive Bonus. This 
applies to each melee, missile, and directed spell attack which 
he is aware o((i.e., it dots not apply to an attack that surpris�s 
him). Nont of tht original MERP Professions havt any 
Developmtnt Points for this skill. There is no stat bonus for 
this skill. 

MARTIAL ARTS 
The Martial Arts skill catc-gory consist.'! of six OB skills 

(Offensive Bonusts)' The "Striking" attacks represents "hard" 
Martial Art attacks similar to Karate, while tht "Sweep" 
attacks reprtsent "soft" Martial Art attacks similar [0 Judo. 

None of the original MERP Professions have any Devel­
opment Points in this skill category. For each atrack typt, the 
Martial Arts Statistics Chart summarizes the stat bonus, 
attack t.1ble, attack size. and critical type. Note that each 
Novic� skill bonus must be larger than the corresponding 
Standard skill bonus, and that I'ach Standard skill bonus 
must bt larger than the corresponding Exptrt skill bonus. 

MARTIAL ARTS STATISTICS CHART 

Su, Atbck Atbck Critic.al 
Auack Type Bonus Table Size Ty"., 
Novice Striking ST AT-5 Small Impact 
Standard Striking · ST AT-5 Mt'dium Impact 
E�pert Striking •• ST AT-5 L..,&' Impact 
Novice SwC("ps AG AT-6 Small Gnpple 
Standud Sweeps t AG AT-6 Medium Grapple 
Expt"rt Sweeps tt AG AT-6 L..,&' Grapple 

• - DB can't be greater than the Novice Siriking DB. 
•• - DB can't be greater than the Standard Striking DB. 
t - DB can't be greater than the Novice Sweeps OB. 
tt - DB can't be greater than the Standard Sweeps DB. 

• A-6_3 · FEMALES STATS • 
In our world and in Middlt-tarth, womtn avtrage lower 

body weights than men. This is a result of a lower �verage 
height-women actually art stockier on averagt. As a ftSult, 
female characters in MERP have a lowl'f average carrying 
capacity as refleCled in thtir Encumbranct Penalties (�Ction 
5.7. p. 37). 

In order to balance out this disadvantage for female MERP 
characters. we can use the fact that women have better average 
agilities and more resistant average constitutions than men. 
A Gamemaster may wish to assign a +3 stat bonus (0 either 
the AG stat bonus or the CO stat bonus for each female 
charaeler (except Hobbit females). This +3 nat bonus 
should be assigntd to the stat (i.e., AG or CO) with the lower 
stat bonus. 

• A-6.4 · USING A THELAS • 
This seelion provides a more dttailed interpretation of the 

use of the herb, athelas (Table Sf -5, p. 256). 
Anyone may use athelas to sllcc�ssfuny treat a headache or 

to temporarily relieve cold symptoms for one day. Onlytruc 
Numen6reans (i.e., Dunedain and Black Numen6reans)han 
any chance of using the "Wesrman's Weed" for orher types 
healing. This chance is based upon a character's line�ge � 
outlined below: 

Ch:mce of 
Linuge Huling 
Full blooded Nlimenor .. an (no nobility) .... 1% 

Lesser Nlimen6rean nobility .......................... 2% 

Great .... Nlimen6rean nobility ........................ 5% 

Dinant relation of royal family .................... 10% 

Close reladon of royal family ........................ 20% 

In direct line of sllccession ............................. 50% 

Ruling monarch, but not so ordained ......... 70% 

Ordained Black Ntimen6rean King ............. 80% 

Ordained Dlinadan King .............................. 90% 

Linug .. 
Roll 

01-67 

68-87 

88·97 

98-99 

[00 ' 

[00' 

• -Roll again: if 01-83, the lineage is "close rdarion of roy;al 
family;" if,�4-IOO, the lineage ;$ "in th .. dirw line of 
success10n. 

In the absence of other information, a GM can roll as 
indicattd above in order to determine a Dunadan Of Black 
Numen6rean charaeler's lineage. 

Athelas can heal any injury. bU[ it can not perfonn "'Iife_ 
giving" (Section 17.0, p. 74-75). If an attempt to USt athdas 
fails, a dose of the herb is used lip, but there are no side .. ITecu 
and additional attempts may be made if more doses att 
available. 



OPTIONAL WEAPONS STATISTICS CHART 

Fumbl� Primary 5«ondary 
W�apon Rang� Critical Critical 

I-Hand�d Edg�d (can M used with a shield): 
Bastard Sword (I -H) 1-4 Slash -
Double-axe (I-H) 1-5 Slash -
Z.Hand�d \Vupons (can not M used with a shield): 
B�stard Sword (2-H) 1-5 Sbsh Crush (B) 
Double-axe (2-H) 1-6 Slash Crush (B) 

A-6.S • MODIFICATIONS • 
TO ELEMENTAL ATTACKS 

These optional modifications make bolt and ball demw­
tal attacks more effective. 
• Instead offhe +35 range modification for 0'-10', use +50 

if the c;mer is acmally touching the target. In the case of a 
S"II spell, a caster touching his target will also suffer the 
effects of the spdl. 

• [f a character or creature has a Heat (or Cold) Resistance 
modifier, apply it to both elemental attack ro!ls and to any 
critical that results from such attacks. 

• Apply the "Special Modifications" given in Table CST-3 
(p. 232) to both attack rolls and to any critical that results 
from such attacks. 

A-6.6 • LEARNING 0 
SPELL LISTS 

In the nonnal MERP rules, each Development Point 
dllocated to learning a spell list gives a character a 20% 
chance of learning the entire list. The use of the optional 
material in this section allows a Gamemaster to remove the 
chance element from learning spells. Please note that this 
method will result in low levd characters being able to caS[ 
many more spells than they do under the normal rules. 

For each DP a character allocates to learning a speli lisr, he 
ltarns the two lowest level spells thal he does not already 
know on that list. 11ll1s, allocating five DPs to a Est still lets 
you learn all ten spells on that liS[ automatically, but now you 
�utomatically learn two spells for every DP you allocate. Of 
course, a character can still only cast spells up to and 
including his own level. 

Example: Cilludbil al/ot(IIts e'lt DP 10 !roming dx sptil lisl 
NMurt's Gu ises (sa Ik I!Xllmplt 011 p. 9 1). &(auU' Ix dOt's "o1 
a/Tl'ady hlow any sJIllls on IIw lisl, Maulomlllieally /alms 1M fiTSI 
Itwl sptll, Hua, (Iud Ibt 2nd lewl sptll, Shade. if M bad alkaled 
lwo DPs, Ix wouM ba� !Larned IIx 1 sl, 2nd, Jrd, aud 'lIb lewl 
spells. 

Bu. 
Rang� Sp�cial Modifications 

- -50B - +5 OB (chain/plate), -5 OB (other) 

- -50B - +5 OB (chain/plate), -5 OB (other) 

o A-6.7 · WEAPONS 0 
This section presents two optional weapons that can be 

used one-handed or two-handed. The descriptions and 
statistics for these two weapons follow. 

BASTARD SWORD 
A bastard sword is a heavy, double-edged sword that 

weighs about 6 pounds-it is also known as hand-and-half 
sword. It is can be used either with the one-handed edged 
weapon skill or the two-handed weapon skill. Its abbrevia­
tion is "bd," and it costs 18 sp. 

DOUBLE-AXE 
A Double-Axe is a heavy, double-bladed axe that weighs 

:lbout 9 lbs. Iris can be used either with the one-handed edged 
weapon skill or the two-handed weapon skill. Irs abbrevia­
tion is" dx." Double-axes aTe TaTe and usually nor available on 
the open market. A character desiring such a weapon may be 
re'luired to obtain the design and then order it from a 
weapon-smith (at an approximate cost of 39 sp). 

Note: On, oj 1M mas/famous human btrots during /Ix First At' 
oj Middlt-tarth WL1S Hurin. His wtapM was aimosl iqwally 
rtuownrd: a beavy doublt-axt wbirb (Quid Iv uSfJ ill rilbtr O"l or 
lWO bands. AI Nimatlb ArnOldiad Ix difrated stora oj ene",ies 
wilb Ibt aJl', fmd Ibt lrgtl1ds say lhal iII slul WL1S sleall1ing with 
black Troll_blood. 
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� APPENDIX · A-7 
CONVERSION NOTES 

A-7.1 • CONVERTING 
CHARACTERS FROM 

LOR TO MERP 
It is fairly easy to convert a LOR character into a J,fERp 

character-the two systems were designed to be ea5ily con­
vertible. 

USING CHARACTER TEMPLATES 
The easiest way to convert is to use the charaaertemplates 

described in Section 3.0 (p. 21). First. determine which 
J,fERPCharaner Template most closely corresponds to your 
LOR character type. Section 3.0 (p. 21) provides a complete 
lIst of these templates and the following chart provides Our 
conversion 5uggesrions: 

Corr"sponding MERP 
LOR Chancttr Characru T anplate 
Hobbit ScOUT ............... Hobhit ScOtit (p. 124-125) 
Elf Scout .............. ......... 5;["an ElfScoU[ (p. 128-129) 
Human Warnor .......... Rohir Warnor (p. 1 16-117) 
DwarfWarrior ............. DwarfWarnor (p. 1 18-1 [9) 
ElfWarriOT .............. . ... 5inda E[fWarnor(p. 120-121) 
Human Ranger ............ Dl'madan Rangcr (p. [30-[3 I)  
Ha[f-dfRang"r ............ Ha[f-df Animist (p. 1 42- [43) 
Human Bard ................. Dorwin;tdan Bml (p. [34-[35) 
E[fSml .......................... Noldo Elf Bard (p. 136-137) 

Next. you need to determine your character's Mf.RP Level 
and MERP Experience Points. To do this, juS[ take your 
character's LOR Experience Points and refer [Q the following 
infom1ation: 

LOR E"'puient" Points }'{ERP uvd 
[e5S than 300 ...................................... 151 
300 fO 599 .................................................... 2nd 
600 to 899 ..................................................... 3rd 
900 fa 1 199 ......... ........................................ 4th 
1200 10 1499 ............. .......................... ....... 5Ih 
[SOO to 2099 . .............................................. 6Th 
2100 fO 2699 ............ ................................... 7th 
2700 to 3299 ................................................ 8th 
3300 10 3899 ................................................ 9th 
mon° than 3899 .......................................... [Oth 

MERP E�PCTience Points = 10.000 + [(LOR Expt'riencc Points ... 150) x 5.000] 

Now, you have your character's MERP Character Tem­
plate and his J,fERP Level and Experience Points. You may 
now follow the instructions in Sections 3. I [0 fill out your 
Charter T emplale. You and your Gamemaster should feel 
free to modify this information to more closely match your 
LOR character. 

USING THE MERP CHARACTER 
DESIGN SYSTEM 

To covert your LOR character using the J,fERP characttr 
design syst"m. jun photocopy a Character R"cord Sheet RS­
I (p. 227) and fill it in as you follow the instructions in the 
rest of this section. 

PROFESSION & CULTURE/RACE 
Your LOR character type tdls you your character's uad 

MERP Profession and Cl1lnlre/Race. The only difference IS 
that a LOR Elf is a MERP Silvan E[f and a LOR Human is a 
MERP Dunadan. For example, a LOR Hobbit Scout becomts 
a MERP character with a Profession ofScom and ;l Culture/ 
Race of Hobbit. 

GENERAL INFORMATION 
This information includes your character's name, age. 

gender, height, weight, hair color. eye color, etc. If you have 
not already determined this information during your LOR 
adventures, you can refer 10 your hfERP Culrure/Raa 
description in Appendix A-2 (p. 1 46-179) for some ide:l$. 

STATS 
You should roJ[ a set of six MERP stats as described in 

Section 19.0 (p. 79). Then. you must assign those rolls as 
follows: 
• If your character is a Silvan Elf, you must assign one of your 

three highest rolls to Presence. 
• Your highest roll must be assigned to a stat that com­

sponds to your character's LOR stat with the highest LOR 
stat bonus (see chart below). 

• Your second lowest roll must be ;lssigned to a stat that 
corresponds to your character's LOR stat with the lowtst 
LOR stat bonus. 

• Since your MERP Profession has already been determined, 
you may replace your prime stat with a "90." 

LOR Stat Corresponding MERP Stat! 
Strength ................... Strength. Constitution 
Agility ...................... Agility 
Intelligence ............. Intelligence. Intuition, Presence 
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Corrcsponding 
LOR Spell },fERP SpcD Lists 
Strength ................... Physical Enhancement 
Shield ....................... Esscnce Hand 
Spced ........................ Lilling Change 
Balance ..................... Physical Enhancement 
Camouflage ............. Nature's Guises, Illusions 
Concentration ........ Physical Enhancement 
Item Analysis .......... ltem Lore 
Clairvoyance ........... Direct Channeling 
Healing .................... Surface Ways, 
Luck ......................... no corresponding spell list 
Prot. from Magic .. Spell Ways, Spell Defense 
Sustenance .............. Creations 
Calm ......................... Calm Spirits 
Chann Animals ...... Animal Mastery 
Fire Bolt .................. Fire Law 

CONVERTING FOR YOUR LEVELS ABOVE FIRST 
I f  your LOR character has more than 300 Experience 

should detennine his MERP Lellel as outlined on 
, page. Then you should dellclop your skills 
24.0, p. 9O-91) once for each IClld aOOlle I sr. Once 

you should allocate your Dellclopmwt Points during kpfmm�"'h;p delldopment [0 correspond as closcly to your 
skill bonus assignments as possible. 

• 

""" .. � .I oJ " .• fi 
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CoNVERTING H)R FIRST Ll;'VEL 
You should now follow the procedure our lined in Sections 

19.0-22.0 (p. 79-87) to determine and record your star 
bonuses, your Culture/Race stat bonuses, your languages. 
YOllr realm. your background options, erc. 

Next, you should devdop your adolescence skills and 
apprenticeship skills as outlined in Sections 23.0-24.0 (p. 
88-91). You should alloca[e your Devdopment Points 
during apprenticeship development to correspond as closely 
fO your LOR skill bonus assignments as possible. The 
following charts gives the correspondence between LOR 
skills & spells and MERP skills & spells: 

Corresponding MERP 
LOR Sut/Skill Skills & Skill urcgorics 
Mdee OS ................ I-H Edged. I-H Concussion, 

2-Handed, Pole-arms 
Missile OS .............. 11uown, Missile 
Gener:al .................... gel1eral skills category 
Subterfuge ............... sllbterfuge ski]ls category 
Magical .................... lIlagical skills caugory 
Perception ............... Perceprion 
Endur:ance ............... Body Development 
Spdls ........................ Spell lisu 

• 
• 

-
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i) A-7.2 · EXPANDING @ 
MERP WITH ROLEMASTER 

MiddlNl1.rtb RQI, Pll1.y;"g(MERP) provides six professions 
and spell lists ro 10th level. MERP is compatible with 
RoltmllSltr (RA!) which provides nineteen professions, and 
spell lisu up [0 50th level for those professions. This section 
is concerned with two major questions: 
I) How ro lISe Roltmllsttr professions within the MERP 

framework, :md 
2) How to convere existing AiERP characters to Ro/tmllsftr 

ch,lfacters. 

USING ROLEMASTER 
PROFESSIONS WITH MERP 

Most RO/ffllllSter professions require spell lists from 5f'l1l 
UlW (the magic system found in RA!). Tht'Tt'fore, evt'n when 
using MERl', Spa! UlW should be used to detennine which 
spell lists a character of a specific Ro/ffllllsltr profession can 
[t'arn. Givcn these spell iisu, Rolnnllsttr professions translate 
easily into MERP professions. 
• RM Fighters, Thieves, and Rangers should be rreaud as 

AtERP \V�rriors, Scours. and Rangers (respecTively). 
• RM Magicians, Illusionists, Alchemists, Sorcerors, and 

Mystics are h:mdled the same way as MERP Mages for the 
purposes ofPri me Stat (Intel [igence ), Development Points 
(CGT-4, p. 246). and Professional bonuses (BT-6, 245). 
RM Clerics, Animists. Healers, and Astrologers ;lTc treated 
as MERP Animists. 

• RM Bards arc the same as MERP B.1rds, but use Presence as 
the Prime St.1[, 

• RM Menta[ists, Lay Healers and Seers usc Presence as their 
Prime Stat, use Animist Profession Bonuses, and lise the 
Development Points as follows-weapon skills: l OP; 
genl""ralskills: l OP; slIbtcrfugeskills: l OP; magical skills: 
3 DP; Body Development: 2 DP; Languages: 2 DP; Spell 
Lists: S OP. 

• RM Rogues should be treated as AfERP Fighters, but use the 
Development Points given for "Rogue" in Appendix A-
6.1 (p. 217). 

• Treat RM Warrior Monks as AfERP Fighters. but use the 
Development Points given for "Warrior Monk" in Ap­
pendix A-6.1 (p. 217). The Martial Arts optional rules 
should also be used (Appendix A-6.2, p. 218). 

• RAf Monks arc [reated as MERP Rangers, but use the 
Development Points given for "Monk" in Appendix A-6. I 
(p. 217). The Martia[ Arts optional rules should also be 
used (Appendix A-6.2, p. 218). 

CONVERTING CHARACTERS FROM 
MERP TO ROLEMASTER 

When using material from Rolemasu� (RA!) with MERP.l 
Gamemaster must keep i n  mind that while MERPand RM ar� 
compatible, RM is more complex and derailed than MERP. 
This added Oexibility in character Glpabilities wil[ require the 
GM to make cntain decisions when convening MERP 
characters to RJ,f charaClers. The following arc suggmed 
guidelines: 
• A Warrior may be converted to a RM Fighter. 
• A Scout may be converted (0 a RM Thief. 
• A Ranger may be converted to a RM Ranger. 
• A Mage may be converted to a RM Magician. 
• A Bard may be converted to a RM Bard: however. Essence 

will be the RM Bard's realm of power for spells (i.e., the 
spells must be treated as Essence spells, with the Bard 
having access to the Essence Open Lists, not the Ment"a[ism 
Open lim). 

• An Animist may be converted to either a RMCleric or a RM 
AnimisL The GM may decide to make this choice based 
upon the character's nature and use of the .MERPspdl lists, 
or he may allow the player [Q choose. 

A GM may allow other profession conversions for ap­
propriate characters. For example, a Warrior who concen· 
trated in light armor and stealth might be allowed ro become 
a RAt Rogue; a Mage who used the lJIlisions list frequently 
might be allowed to become a RM Illusionist; an Animist who 
concentrates in healing might be allowed to become a RM 
Healer; etc. 

After conversion, character development should procetd 
using the RM character development rliles. We suggest th�t 
a GM allow AfERP characters to keep their profcssionli 
bonuses (MERPT able BT -6. p. 245). but limit these bonuses 
to a 10th level maximum. 

Alternatively, a Gamemaster may decide to allow charac· 
ters to continue using MERP character development rull'S, 
bur convert to using the speil lisu provided in 5ptll uw. 

OPTIONAL MERP PROFf:SSJONS 
To convert the optional professions presented in Appen. 

dix A-6, I (p. 21 4-217). use the following guidelines: 
• A Barbarian may be converted to a RAt Fighter. 
• A Burglar may be converted to a RMThief. 
• A Conjurer may be convtncd to a RM Bard. A 

Conjurer's base lisu arc not the Bard base lists. Instead 
he must choose six base lists from the open Essence lists 
and the open Channeling lists. 

• A Civilian may be converted to a RAt No Profession. 



o An Explor�r may b� conv�rt�d to a RM Rogue with the 
Ranger's DP costs for secondary skills. 

o A Monk may be: converted to a RM Monk. 

o A Rogue may be converted to a RM Rogue. 

• A Schobr may be convened to a combination of a RM 
Rogue and a KM Seer for Devdopment purposes. Use 
t he lower DP cost from the rwo professions for all 
secondary skills and linguistics, and usc rhe higher DP 
costs for the other skills. He may only !tarn speJl lists as 
a Rogue. 

o A Shape Changer may bt conv�rtnf to a RM Rogut with 
(he special rules outlined in Appendix A-6.I still in 
tiTter. 

o A Warrior Monk may be converted (0 a RM \V:mior 
Monk. 

o A Wiz:trd may be convened to a R.M Sorceror. Mystic. 
or Astrologer (GM's choice). A Wizard's base lists are 
nor the RM profession·s. Instead he must choose six base 
lists from the open and closed Essence lisrs and Chan­
neling lists. 

CONVERTING STATS 
MERP St:lts may be: directly converted to corresponding 

RM stars as follows: 

MERP SUt Corresponding RM 5r.au 
Strength ................... Strength 
Agility ...................... Agility, Quickness 
Consrirurion ........... ConSliturion 
Imelligencc ............. Empathy. Reasoning 
Intuition .................. Inruition. Memory 
PreS<'nce ................... Presence, Self Discipline 

CONVERTING SKILL RANKS 
Most MERP skills may be directly converted to the RM 

skills with the same names. The txceptions are: 
o The MERP M&M skill, No Armor, has no correspond­

ing RM skill. You may assign any such skill ranks to any 
RM Maneuvering in Armor skills. 

• Certain MERP skills correspond to RM skill catego­
rics-all MERP weapon skills and Directed Spells skill. 
For each of these skills. you should double your MERP 
skill r:mks and ;lllocate them (0 the corresponding RM 
skills (no more than half (o anyone Rltf skill). 

CONVERTING SPELL LISTS 
When converting to RM. the speli lisrs "known" to MERP 

characters should be carefully examined. For each MElU' 
spdl list "known," eithcr tht GM or the playcr involved 
should make one of the fonowing choices: I )  Keep tht MERP 
spcll list or 2) Take one of the corresponding RM spell lists 
(provided later in rhis section). Both choices are limited ro 
I Sf- I en h level spells. 

Characters may learn additional spell lists and .sections of 
spell [ius norm;liJyavaiiable {O their RM professions. "Know­
ing" a MERP spell liS( coums a5 "knowing" one of tht 
corr�ponding RM spell lists (GM or player choice) for {he 
purposes oflearning I I  th-2Oth (and higher) Inel spells. The 
following chart gives rhe correspondence between MERPand 
RM spell lis(S for these purposes. 

lofERP SfKU Lists Corruponding Rlof Spdl l.1sts 

Opnr Entrlu LisIJ (.a "" Opm or �J Eumu Lim) 

E!.KnC't Hand EsKncc Hand. Shidd Manny 
Sptll WaY' Ru� Mastcry. Disptllmg Ways 
Spirit Mastcry Spirit Mastery 
E5$cnce's \Vays D�{Ccting \Vays. Delving \Vays 
E.:uenct Perceptiol1$ Essence', Pereeptions 
Physic�l Enhancement PhysiCiI EnhancemCl1t, 

lllwions 
Unbaning Ways 

Element�1 Shidds 
l.t5$er lllusions. lnvisible \VaY' 
Unb.lITring Ways 

M'W Li.,. (lla "" et-J LInIU or M<l,tu;"11 lJ.aSI Listlj 
Fir� Law Fire Law 
let UW Ict Law 
Light Law Light Law 
\Vat<'"T UW \Vatcr Law 
Wind Law 
Emh uw 
Living Changt 
Lofty Bridge 

Wind Law 
Emh Law 
Living Change. Rapid WaY' 
Lofty Bridge 

&orJ Lid. (_fl." &rJ &.r Lim) 

Sound Control 
Controllmg Songs 
Itt'1ll Lort 

Lo" 
Sound Control. Sound Projection 
Conrrollmg Songs 
Item Lore 

Opm a .. m"rl'''I Lis/J (<<II ." Oprn on' OllStJ Oll,""tl,,,£. 
&st Ckrit, or &m A ",mill /.im) 

DetecllOll Mastery Detrelion Mastery, Locating Ways. 

Surfacr WaY' 
Sound/Llglll Ways 
Calm Spir.u 
Nature's Movemtnt 

Prot�C(IOns 
Spell Defenst 
Nature's Lore 

Lo" 
Surfact WaY" Concu5$ion's Ways 
Sound's Way. Light's Way 
Calm Spints. Channds 
Nature's Movemt'm. 
Lofty Movemenu 
ProlCClforu. Naturt's Lort' 
Sptll Defense. Repulsions 
NalUrc's Lore, \Vcathtr \Vays. 
Naturc's [_1W 

A"i",ill LuiS (<<II .rr Optn or OostJ C&IIIMlI,,,£ am Cfmr, 
lJ.aSI H,"kr, or lJ.aSI Allimill Lim) 

Blood Wa),s 
Organ Ways 

Punficauoru 
Bo�/Muscle Ways 

Plant M:Ulery 
Direct Ch;lnnding 
Anim�1 Masttry 
Creatiolu 

Blood Ways. Blood Law 
Organ \Vays. Organ Law. 
Nerve Law 
PunfiCitioru 
Bone \Vays. Mtlsclc \Vays. 
Bone Law. Muscle Law 
Plant Mastery. Herb Mastery 
Life Mastcry. Communal \Vays 
Animal Mastery. Summons 
Crcatlons. BalTier Law 

Path Mastery 
Moving WaY' 
Nature's WaY' 
Nature'$ Gui�s 

RII"t" Lisl. (,,/I "" R,,1It" &u L"m) 

Path Ma.stny 
Moving WaY' 
Nature's \Vays. Inner \Val]' 
Nature's cnnses 
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• A-7.3 · GENERAL FRP • 
CONVERSION NOTES 

Various FRP rules systems have theif own "statiseics" 
which are keyed to specific game mechanics. This section 
provides nO[j�s for converting other system statistics to MERP statistics. Since then� aTC so many FRP systems in 
existence. we have chosen to restrict our specific notes to two 
of the other major FRP systems: Fantasy Hm/" (a skill based 
system) and AD&De (a level based system). Since MERP is 
a level & skill bOlSCd system. a Gamemaster should be able [0 
use techniques similar to those presented in this section to 
convert MERP statistics to other systems. 

Note: AD&De is TSR 's (Llk� Qllrnl, WO trademark Jar 
tbdr jMI/llIy roft playil1g prodult, Ilnd OIlT rtjtrtnctS 10 tbtm an ill 
110 way mlll.nl 10 indicillt lhill ICE hilf a limul from TSR wilh 
rtg<lrJs 10 Ihis or any oj our proJum. 

CONVERTING MERP AND FANTASY 
HERO STATISTICS 

Fanlaf) Htro no (FH) from Hero Games is part of the Htro 
Symtll family of role playing products. It uses a significantly 
different combat and spdl system from those found in 
MERP /RM. The conversion of characters and creatures from 
one system to the other requires some mathematics but, if yotl 
play MERP / RM or Fanlasy Hero no ,  the task should not presmt 
a great obstacle. 

TIME 
During combat or other situations where game time is 

precisdy reckoned. Fanlasy Hlro no uses twdve second "turns" 
which are divided into one second "segments." MERP /RM 
employs one minute "turns" which are divided into ten 
second "rounds." For time conversion. we recommend the 
following: 

I MER.PjRM Round = J FH segments 
I MERPjRMTurn = 18 FH �gments or 1.5 FH eurns 

Due [0 the way [he various game mechanics work. our 
suggested rime conversion guiddine is not exact. 

SKILLS AND SKILL BONUSES 
Fanlasy Hire

'" skills can be translated to MERP skills by 
simply comparing the name of the skill. Bonuses may be 
converted by using the following conversion guiddine: 

+ 1 0 MERP bonus = + [ FH bonus 

ARMOR AND WEAPONS 
Since MERP weapon skills are broadly defined in tenns of 

weapon categories. conversion is easy. Fanlasy Htrr! "" s weapon 
skill categories are f.1irly close to those found in MERP, so 
simply use the following guiddines [0 find the equivalent 
labd: 

MERP 
I -hand Edged 
I-hand Concussion 
2-hand 
Pole Anns 
Missile 
Thrown 

F�nl�ry H,ro
"" 

Swords 
Axes, Maces, Hammers. etc. 
2-hand 
Pole Anns 
Missile 
Thrown, Javelin 

STATS (CHARACTERISTICS) 
The MERP /RM system USe5 percentile values (1- [DO) to 

describe a character's stats ( characrcristics). FH uses an open­
ended system with most values falling in the 5-20 range. We 
suggest the following conversion guideline: 

MERPjRM stat = FH seat x 5 
fH stat = MERPjRM st3t + 5 ("" n''''''''' ''I1/''' 18) 

Thus, a Fanlasy Htro
'" character with an 8 value for his 

characteristic would have a stat value from 01 [Q 42 for his 
MERP /RM stat. The following conversion table shows how MERP /RM stats and Falltasy Hero'" stats rdate. 

When two MERP jRM stats correspond to one FH star 
(i.e .• DEX, INT, and EGO), use the highest stat. Average fH 
CON and BODY to obtain (he equivalent MLRP jRM 
Constitution. 

MERP/RMSm Falllasy Hrro '" Stat 
Sf (Strength) STR (Strength) 
AG (Agility) DEX (O('xt('rity) 

CO (Corutitution) CON (Constitution). BODY 

1G (Intelligence) 1NT (Intelligence) 
1T (Intuition) EGO (Ego) 

PR (Presence) PRE (Presence) 

AP (Appearance) COM (Comdin�5S) 

QU (Quickness) DEX (D�xtcrily) 

RE (Reasoning) 1NT (Intelligence) 
ME (Memory) INT (Intelligence) 
EM (Empathy) EGO (Ego) 

SPELL CONVERSION 
There is no room here to list each of the spell lists and the 

myriad spell descriptions found in MERPjRM, nor is thm 
space to demonstrate how Fanlllsy Hrro spells are con­
structed. The easiest approach is [0 use the following guide­
line to relate FH spell-caster Character Points spent on spdl 
construction to MERP /RM spell lists "learned" to 

, MERPjRMspelJ Jist "brned" = 
10 to I S  FH Character Poinu 

Note the common themes of the character's spell spells 
should be retained when convening (e.g., "fire" spells to the 
Fire Law list) 

CREATURE CONVERSION 
Use following e<Juivalences as guidelines for creacurr 

conversion: 
MERPjRM 
Offensive Bonus (OB)/1 5 
Offensive Bonus (OB)/ 10 
Defensive Bonus (OB)/7 
Annor Type (AT)/2 
Annor Type (AT) xl 
Base Movement Rate/ I 0 
Hiu/JO 

Failla,] Hrro '" 

OCV 
Damage Class 
DCV 
resistant ED and PO 
10lal ED and PO 
Move in inches per phase 
BODY (min. 10) 

When two FH stats are given for one relation (e.g., ED and 
PO for AnnaT T)'pe). average them before convening to 
MERP /RM When there are twO relations given for one 
MERP /RM characteristic (e.g .• OB and AT). calculate both 
resulting values and then average them for the final vaJuc. 



ROM CONVERSION F 
AO&Oo STATIST ICS 

nt combat and spell AD&D* uses a significantly differc 
system from those found in MERP /RM 
characters and creatures from one 5 
requires some effort, hut if you play MER 
[he task should nor present a great obs 

Once you have determined the 
character's level, profession, and cul­
ture/ race, you can usc the MERPChar­
aeter T empl:ttes to convert the charac­
ter. This process is outlined in Section 
J.O(p. 2I)and in Appendix A-7.1 (p. 
220-221). 

LEVEL 

. The conversion of 
ystem to the other 

P /RM or AD&DfJ, 
tacle. 

AD&Do 
P.lhdin 
B",b�ri�n 
A .. " ... in 
lIlusioniS( 
Druid 
R.nger 

B"d 
Monk 
FightCT 

Cbic 
Thief 
Magic_U •• r 

PROFESSION AND CULTURE/RACE 
Use th� character's AD&De 'Character Class' as a rough 

guide for detennine a MERPjRMs character's profession. 
The character's MERP/RM culture/race should be easily 
determined-just choose the MERP jRM cu[ture/ race that 
seems to be the closest to the AD&DfJ race. 

M£RP Sr.nu,J MERP Option.1 RM SruJ.,J/Co...I"'''ionl 

R�ng�r - Ranger/Pa!.din (1) 
\v.mor &'rbarian Fighter/Barlmian {I} 
ScOUl R"",. Rogue/ A.u.uin (ll!) 

M.g. - Illu.ioni.t 
Animist - Animi., 
Rang�r Rang.r 

Bm' - B"d 
,,�, Wanior Monk \Vanior Monk 
\Vanior - Fighter 

Animin Cleric. Hralu 
ScOUl BurgI .. Thid 
M.ge Magici.n. Alchemist 

To oheain a character's MERP /RM 
level multiply the AD&Ds 'Level' by 
1.5. This is only a nile of rhumb, and 
the Gamcmasrcr should cXlmine the 
character as a whole [0 determine ifi[ 
needs adjustment. [,ighter w/ Psionic Ability R�ngrr Monk Monk 

BoNUSES 

AD&Ds statistics arc based on a [-
20 system., while MERP / RM bonuses 
are based on a I -I 00 system. So to 
obtain a MERP / RM bonus, just mul­
tiply the AD&DfJ bonus by 5. For 
example, a +3 AD&De mace would 
be a + [ 5  mace in MERP/RM terms. 

HITS 

Clrric w/ p.ionic Ahility 
Thief w/ p.ioni, Ability 

M._Uscr w/ Psionic Ability 
Muhi-CI.u Fighter 
Multi-Cia .. Thiof 

Multi-Cbs< Druid 
Multi-Cia .. derie 
Muhi-Cbu Magic-U.", 

R.'ng<r Conj"",r Lay He.!er. Astrologer 
"'''' &rd, Monk 

Mage W':r.:Ird Menul, .. , Mystic 
\Vur;or Explorer Rogue 
,,�, Rog"" Rogue 

Ranger Wio:.:ord R�nger 
Monk Wio:.:ord ktTologer 
""d Wiurd So",er .. 

STATS 
There is a one-to-one correspondence between AD&D� 

To obl":lln MERP / RMHits multiply rheAD&/)fJ 'Hits'by stats and MERP stats, so conversion is simple. 
3. (e.g., for a creature's hits). 

lasses CAC) [0 deter-
ARMOR TYPE 

Usc the following AD&fiS armor c 
mine a character/creature's MERP /RM 
a shield is used, decrease [he AC by on 

AD&DfJ MERP 
AC 10 No Armor 
AC 8 Soft Leather 
AC 6 
AC 4 
AC 2 

Rigid Leather 
Chain 
Plate 

annor type (AT). If 
I' before converting. 

RM 
ATs 1-4 

ATs 5-9 
ATs 10-12 
ATs 13-16 
ATs 17-20 

MERP StOlt 
Strength 
Agility 
Constitution 
Intelligence 
Intuition 
Prestnce 

MERP/RM MERP/RM 
s,,' SUt Bonus 

102+ +35 
lOi +30 
100 +25 

98-99 +20 
95-97 + I S  
90-94 +10 
75-89 +5 
25-74 0 
10-24 -5 

5-9 -10 
3-4 - IS 

2 -20 
I -25 

AO&O"Stat 
Strength 
Duterity 
Corutitution 
Intelligence 
Wisdom 
Charisma 

AD&O" AO&O" 
s,,' SUt Bonus 

20+ +5 
19 +' 
I8 +3 
17 +2 
1 6  +2 

IS +1 
13-14 +1 
9-12 0 
7-8 -I 

6 -I 

5 -2 
, -2 
3 -3 
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This work is based on � HDbbit and Th lArd ojtbe Rings} 
particularly the appendices from TIt Rtturn of/he King. the 
third volume of the trilogy. Great pains have been taken to 
assure no conflict with any other primary source material. 
Since the matcrial in ICE's series is derived (rom the histories 
of the Third Age. ne Lc,-J '?f the Rings stands as the most 
instrumental resource. 

Th Silmllrillicm :md UtifinisheJ. Tilus IDly provide crucial 
dara for campaigns set in the Firstor Second AgesofMiddle. 
eanh. The former is certainly key to any in-depth cosmologi­
cal overview. ICE's Middle-earth line is aimed at senings of 
a later period. but will, nonetheless. prove helpful to those 
concerned with earlier times. 
Almgren. Berti!' Tht Viki"g. New York: Crescent Books, 

1975. Copyright© 1975 by A.B. Nordbok. 
Beiser, Arthur. Tbt £wh. New York: Time Inc .. 1 963. 

Copyright© 1 962, 1963 by Time Inc. 
Carpenter, Humphrey. Tclhm:A Biography. Boston: Houghton 

Mimin Co .. 1 977. Coyright© by Humphrey Carpenter. 
Connolly, Peter. Gruu aud Romtal War. Hong Kong: Prentice 

Hall,lnc., 1981 .  Copyright© 1981 by Macdonald Phoebus. 
Ltd. 

Day, David. A Tolkim &sliary. New York: Ba!laminr Books, 
1 979. Coopyright© 1979 by Milchell Beazlry Publishers 
Ltd. 

Fonstad, Karen \Vynn. � Allas oj Middit-far/h. Boston: 
Houghton Mimin Col, 1981 .  Copyright© 1981  by Karen 
\Vynn Fonsr.ld. 

Foster, Robert. Tbt Compit/t Guidt 10 Middft-tarth. New York: 
Ballantine Books, 1 978. Copyright© 1971 by Rohen 
Foster. 

_�� ___ . A Guidt to Middlt-tarth. New York: Ballantine 
Books, 1971 .  Copyright© 197 I by Robert Foster. 

Hitchcock. Susan Tyler. Catha- Yt Wild TIiugs. New York: 
Harper and Row, Publishers, 1980. Text Copyright© 
1980 by Susan Tyler Hitchcock. Drawings Copyright© 
1980 by G.B. Mcintosh. 

Hogarth, Peter. Dragolls. New York: Viking Press, 1 979. 
Copyrighr© 1979 by Peter Hogarlh. 

Julius, John, ed. Grtat Anhituturt oj tilt Worla. Norwich, New 
York: Bonanza Books, 1971 .  Copyright© 1971 by Nor­
wich Press. 

Knaurh, Percy. Th Mltalmu'lhs, New York: Time-Life Books, 
1974. Copyright© 1 974 by Time-Life Books. 

Langackcr, Ronald W. FUIiJammtll1s of LiliguiJtir Arralysis. New 
York: Harcourt Brace Jovanovich. Inc., 1 972. Copyrighr© 
1 972 by Harcourt Brace Jovanovich, Inc. 

Larkin, David. ed. Giants. New York: Harry N. Abrams. Inc .. 
1 979. Copyrighr© by Rufus Publications, Inc. 

Leopold, A. Starker. Tbr furt. New York: Time Inc., 1 962. 
Copyright© 1961 ,  1 962 by Time Inc. 

Milne, LOnIS J. and Margery. TbtMo.wtaills. New York: Time 
Inc .. 1 962. Copyright© i'962 by Time Inc. 

Morgan, Gwyneth. Lift ill a Mtait:.'al Villagt. Cambridge: Cam­
bridge University Press, 1 975. Copyrighr© 1975 by 
Cambridge University Press. 

Norron-Taylor, Duncan. The Cdts. New York: Time-Lifr 
Books. 1 974. Copyright© 1974 by Time-Life Books. 

Oman, Charles, KBE. Cas/us. London: Gre:lt \Ves(ern Rail­
way. 1 926. 

POSt, J.B., cd. A,l AdaJ if Falltasy. New York: Ballanrinl." Books. 
1 979. Copyright© 1973, 1979 by J.B. POS[. 

Shepard, WIlliam R. 5btpara's Histcriedl Adas. New York: 
Barnes and Noble Books, [976. Copyright© [964 by 
Barnes and Noble Books. 

Strachey, Barbara. Journrys if F,oJo, New York: Ballantine 
Books. 1981. Copyright© 1981  by Barbara Strachey. 

Tolkien. ].R.R. TIt AawllturtS if Tom &mbaail. Boston: 
Houghton Mimin Co., 1978. Copyright© 1962 byGcorge 
Allen & Unwin Ltd. 

_,.,-=,---�_. Tbt Ftliowship oj t� Ring. Boston: Houghwn 
Mifflin Co., 1975. Coryright© 1965 by J.R.R. Tolkicn. 

-=-c---� . Tbt Hobb;t. Revised Edition. New York: 
Ballantine Books, 1966. Copyrighr© 1937, 1938, 1966 
by J.R.R. Tolkim 

-:-:-=:-=-,--c' Pi(lum by IR.K To/k;m. BosTOn: Houghton 
Mifflin Col. 1 979. Copyright© 1979 by George 1\lIl."n & 
Unwin Ltd. 

-;-;c-;;;-:-;:----::. Th Rr/.mr if tlK Kilrg. BoSTOn: Houghton 
Mifflin Co" 1 977. Copyrighr© 1965 by J.R.R. T olki�n. 

_=-:--,-_� . T1x 5;lman·lilo ... Boston: Houghmn Mimin 
Co., 1977. Copyrighr© 1977 by George Allen & Unwin 
Ltd. 

--c;:--,----,=c-:.Th Tolkim Rtaarr. New York: Ballantine 
Books. 1 976. Copyright© 1966 by J.R.R. Tolkien. 

-:
:-:-

:
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:--
;:-

.Tm and u'!!. Boston: Houghton Mimin 
Co .. 1965. Copyright© 1964 by George Allen & Unwin 
Ltd. 

-::--::cc-:--;:-' T1x T we TOVJl'fs. Boston: Houghton Mimin 
Co" [ 965. Copyright© 1965 by ].R.R. T olkien. 

_=-_"',---� . U,!!iuislKa Tafts. Boston: HoughTOn Mimin 
Co .. 1 980. Copyright© 1980 by George Allen & Unwin 
Ltd. 

_:-:---::---,--,- ' and Donald Swann. Tht Roaa COl'S E\'ir Orr. 
A Sollg Cyrit, 211a tJ. Boston: Houghton Mifflin Co .. 1978. 
Text Copyright© 1962, 1 978 by George Alien & Unwin 
Ltd.: Music Copyright© 1967, 1978 by Donald Swann: 
Copyright© 1967 by J.R.R. Tolkien. 

Thompson, A. Hamilton. Mil;tary Ar(hitrrt"rr hr MfJJrwi &­
glanJ. East Ardsley, Wakefield. West Yorkshirl.", Englan& 
EP Publishing Limiud. 1975. 

Toy, Signey. A History oj FOfl1irat;ollJ from 3000 B.C. to A.D. 
1 700. London: Heineman, 1955. 

Tyler, J.E.A. The Nr.w TolJ:ieu Compallia". New York: Avon 
Books, 1 978. Copyright© 1 976 by J.E.A. Tyler. 





RS-2 - DAMAGE RECORD SHEET 
, " , ->J �  0 0 , 1! 0 
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Combatant / Character 
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RS-3 - EXPERIENCE POINT RECORD SHEET 

CHARACTER 

Hi[ Points 
I lol�1 bits I��m) 

Cri[icai Points 
oppontnl'S kwl 

& JNt,iry oj rrill'{dO 

Kill Points 
, tn.! 

& tf"" lUlt" S ItwO 

Points 
(&uJ 0" J!ffir�lry 

oj ,,,�" .... ,,,,,) 

Spell Points 
(B."rJ 0" 'I"II kw' 
& {�r.uI"'S kwO 

Misc. Points 

Travel Points 
(&UtJ 0" "�",k, 
oj ""Irs l'd""IrJ) 

SUBTOTAL 

Idea Points 
(&srJ M ""If oJ 

JM<P's IOldl JIO,'nlS) 

TOTAL 
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iIIU APPENDIX · A-I O  - THE TABLES iIIU 
CST· I - WEAPONS ST ATISllCS TABLE 

Fumble Primary Secondary "". 
Wupon Range Critical CriticaJ Range t 

We��)ht 
(lb. SptciaJ Mod.ific�tions 

I i.::...Handed �g!:d (I?ll be useq with a .Jhidd): 
Broadsword 1-3 Slash -

Dagger • Puncture(q -

H�ndu� .-. Slash -

Scimitar .-. Slash -

Short Sword '-2 Slash -

I-Handed Concussion (qtn be used wi!p � $hjdd): 
Club .-. CrusheD) -

Mace 1-2 C=h -

Morning Sr�r '-8 Crush Puncture(A) 
No< '-6 Gnpple -

War Hammer .-. Crush -

Whip .-6 Gnpple(C) Slash(A) 

- • -

IS • -15 0B 
IS 5 +5 OB against chain & platr 
- • -5 OB (chain/plate), +5 OB (othrr) 
3 3 -10 OB (chain/plate), + 1 0  OS (other) 

2 5 -IO OB 
5 5 -

- 5 +10 OS taKe 'B' critical iffumbkd 
!O 3 +15 OB (ch�in/plau), -10 OS (other) 
!O 5 +50B 
- 3 -10 OB. can use from 2nd line 

J·Handed Polt: . . �� (0.11 be uud with a shieI4, ... or · ,2;.HandM wJID +.10 to 08): -
Javdin .-. Puncture - 30 • ... I 0 OB, can usc from 2nd line 
Spear '-5 Puncture Slash(A) 20 5 ... 5 OB. can use: from 2nd lme 

2--Handc!( Polt, Antu (requin' bo:th �S to ,�): 
- :: 

Mountrd unce '-7 Puncture Unbalance - .0 +15 OB, uKe 'B' crit iffumblrd 
Halbud .-7 Slash PunCture - 7 ... 5 OB, can use: from 2nd line 

2--Handtd Wuporu (� not be U$C'(t\illit� a 5hiel!I);' 
Batde ... �xe '-5 Slash Crush - 7 +5 OB (chain/plate), -5 (other) 
Flail 1-8 C=h Puncture - 6 +10 OB, take 'CO (ritiol i((umbled 
Quarterstaff '-3 Crush - - • ·100B 
1,..Handcd Sword '-5 Slash C=h - 8 -

M"S$ile W�ap<.m$.(l'nllY not be u� in melee): 
Bo •• '-7 Grapple Crush(A) 40 3 -5 OB, taKr 'B' critical if fUl1lblrd. 
Compositr Bow .-. Puncture - 75' 3 Load( I), or Rdoad(O) at -25 10 OB. 
Crossbow '-5 Puncture - 90 8 Load(2}, +20 OB at up 10 50'. 
Long Bow '-5 Puncture - 'Of!" 3 Load(I), or Rclo�d(O) �I -35 ro OB. 
Short Bow .-. Puncmrr - 60" 2 Load(I), or Rdoad(O) at -10 10 oa 
Sling '-6 CrusheD) - 50" 0.5 Load(I), un use with a shidd, 

OB = Offen,i"" Bonu. 8a.� R�ngc: The: b .. e ",nge in fcc. for the wup<m .0 be .hrown Of 
• _ A tha .... c«r may no. mOve with thue wtopom loaded .nd ready 10 fired. Short .... ngc i. between I' and the b ... .... ngt . •  nd .h.re iJ "" 

fi�. Thq may bc ,�mcd in h.nd .nd fired as if rclo.ding(?<n.lty OB modification. Medium nnge i, bc.wcen the base range and 
.pplie.). double the bau r.nge, .nd the OB modification i. -25. Longr.lngr 

t - AI! non-Mi .. i!e wupon. wi,h , t.ng<' .. e treated as thrown i, between double th. base rang. and triple ,he base range . •  nd dll 
W"'PO'" (for .Kill purpost.) when used .. mi •• i1e., 06 modification is _50. M ..... imwn range i. bet wc<n triple tM b.u. 

range and four lime. ,he b.se range, ,nd the OB modification � 
Fumble Rangr. If an unmodifi.d atfack roll ;. in ,hi, range. theart:ack ... 75. Mi .. i1. we..pom may not be used if the widder is enV� in 

f.iI. and a roll mun be made on the .ppropriat. Fumble Tabl •. mclu. The table below 'UllUmri:t<'. ,he various ranges. 
Primary Critiea.l: The type of critical dcliv,,,d by the wc.pon. A lener 

Short Mrdium Lo", M ... imum in " ... ntheseo indicaIC,.he maximum criti,.1 that can be obtained 
(if none is given, it i. 'E'). Higher critical. art tru,ed as the ..., Range ""g. R.2nge ..",-
maximum. "'"'- (+0 to OB) (-25 to OB) (-50 [0 OB) (-75 to OS) 

Secondary Critical: If a critiul higher .han an 'B' i. obtained. then " 2 1 '-2' 3'-4f S'-6' 1'-8' 
second cri.ical of thi. type i. ddive .. d in addition to the primary J 1'_3' 4'-6:' 7'-9' 10'-12' 
erit;,.1. Thi. second.ry crilical i. ''''0 .tcp. lUI "vere Ihan i. 5 1'-5' 6'-10' t ['_IS' [6'-20' • 
indicated by the attack result ( •. g .. an 'E' r •• ult dclivcn " 'C' fO 1'-10' [ 1'-20' 2I'-JO' JI'-4O' 
.. condary cT;lico!. . 'C delivero �n 'A'. ClC.). Each 'Tiliul i. rolltd f 5  1'-IS' 1 6'-JO' J l '  ... 45' 46'.60' 
sepu:lI<ly. 2O ['-20' 21' ... 40' 41 '-60' 61 '_80' 

30 1'·30' J 1 '-60' 61'-90' 9 1 '-120' 
40 1'-40' 41'-80' 81'-120' 121'·100' 

1_ 50 1'-50' ,sJ'-lOO' 101'-150' J5J'-2OO'-,-
60 1'-60' 6J'-120' [2['-180' ISI'·24O' 
75 1'-75' 76'-150' 15['-225' 226' ... 300' I�-w l· ... 90· 9i'-T8O' 181 '·,2.70' 271'�;--

.00 I'.TOO' 101' ... 200' 201'-300' 301'·400' 



AT· I - l·HANDED SLASHING WEAPONS 
ATTACK TABLE 

Rigid Soft 
Roll Plate Chain Luther uather None 

UM 01-08 Ponible FUl'(lble -
094' 0 0 0 0 0 
46-50 I 0 0 0 0 
51-55 I I 0 0 0 
56·60 Z I 0 0 0 
6f�65 2 2 0 0 0 
66·70 3 3 . 2  3 0 � 

71·75 3 4 3 , 0 
76-80 4 , , 7A 7 
81-85 , 6 6 9A 9A 
86-90 , 7 7A lOB lOA 
91-95 6 8 9A 12B liB 

96-H1O 6 9 lOB IJB IJe 
101-105 7 lOA liB I4C ISC 
106-110 8 IIA 12S t5C 170 
I !  1-115 8A I2B I3C I7C 190 
1 1 6-120 9A 13B ISC 180 zoo 
121·125 9A I3C I6C 190 21E 
126-130 lOB I4C 170 200 23E � 

131·135 1 1 8  ISC 180 220 ',E 
136-140 I IC 160 zoO 136 
141·145 120 170 lIE 14E 
146-150 11E 18E 21E lSE 

AT -3 - 2-HANDED WEAPONS 
ATTACK TABLE 

Rigid Soft 
Roll Plate Chain uather lcnher 

UM 01..08 PO$.'lible Fumble 
09-55 0 0 0 0 
56-60 1 0 0 0 
61-65 3 0 0 0 
66-70 4 3 0 6 
7f-75 , , Z 8A 
76·80 6 7 4A lOA 
81-85 7 9 7A l3B 
8§.90 8 II 98 1$8. 
91·95 9 12A I 2B 17C 

96-100 I I  14A I4C zoe 
IOI-105 I2A I6B 17C 22C 
106- 1 10 l3A 18B I9C 24C 
1 1 1·115 14B 2DC 22C 270 
116-120 ISS 12C 140 290 
121·IZS I6C 24C 270 310 
126-130 I7C 260 290 3:3E 
131-135 190 280 32E 36E 
136-140 ZOO 29E 34E 38E 
141-145 2IE 31E 37E 40E 
146-150 22E 33E 40E 43E 

Critiw: A ... _ ..... _Critin! roll i. modifi�d by -zo 
B ............. Critica! roll iJ modir.�d by -10 
C ............ Critica! roll iJ tnodir.�d by 0 
D ............ Cr;ticol roll i. modifi�d by +10 
E. ....•..•.•. Critiul roll i. modified by +ZO 

27E 
28E 

JOE 

None 

0 
0 
0 
0 
0 
0 

lOA 
IJB 
16C 
190 
Z10 
" 0  
28E 
31E 
33E 
36 
39E 
42E 
4,E 
48E 

The type: o( eril;,,] i. determ;ned by Ihe .�cific wnpon a"�ek 
being ultd (ue T�bJe CST·I). 

,-

AT-2 - I-HANDED CONCUSSION WEAPONS 
ATTACK TABLE 

Rigid Soft 
RoU Plate Chain lnther lnther None 

UM 0 1-08 PQS$ibl� Fum!:!.l", 
09-JO 0 0 0 0 0 
36-40 I 0 0 0 0 
41-45 I I 0 0 0 
46-50 2 2 0 0 0 
sf-55 3 J 6 � O 0 
'6-60 3 4 0 0 0 
61·65 4 , 0 0 0 
66;-7Q , 6 " 3 0 
71-75 , 7 3 , 0 
76-80 6 B 4 6 0 
81·85 7 9 6 7A 6 
.86-90 8 10 7A 8A 8 
91-95 8 II 8A 9A 9A 

96-100 9 12A 98 lOB TOB 
101-105 10 I3A lOB lIB 12C 
I06�1 1 0  lOA 14. I I J� J2.» l3C 
1 1 1- 1 1 5  I I A  ISB 12C I3C 140 
1 16-120 12B 16C I3C 14C I'D 
121-125 I3B I7C ISC ISC 170 
126-130 I3C I8C I6C 160 I8E 
131-t35 I.C 190 170 170 I9E 
136-140 ISO 200 180 I8E 2IE 
141-145 160 21E I9E I9E 21E 
146-150 I6E 22E ZOE 20E 23E 

AT -4 - MlSSILE WEAPONS 
ATTACK TABLE 

Rigid Soft 
Roll Pbte Chain leather le�ther Nom: 

UM 01·08 Po .... ible t-umblt 
09·70 0 0 0 0 0 
71-75 I 0 0 0 0 
76-SO 2 2 0 4 0 
81-85 3 4 J 6 0 
86-90 4 6 , 8A 0 - 91-95 , 7 7A lOA 8A 

96�tOO 6 8A 9A 12S lOB 
TOI-IQ5 7 lOA lOB I.J8 IIC 
106-1 TO 8A IJB I2B I4B IJC 
I I  1-115 9A 14B I3S I6C ISC 
I I 6�120 lOA 16B ISC I7C 160 
12J�125 l I S  17C I 7C 190 ISO 
126·130 l I S  I9C 190 zoO zoD 
1 3.1.-135 IIC ZOO 110 220 22E 
136-140 IJC zm 130 Z3E 13E 
141-145 140 23E 2'E 25E 2,E 
146-150 ISE lSE 26E 26E 27E 

Modificat;OIu: Atud.cr'. OB - o.:fender'J DR 
+ 1 5 .... Flank atuck . •  
+ ZO ..... Rnr auack (in addition to th� flank bonU$)' • 
+20 ..... Od.ndc:r Jurpri .. d.· 
+ZO ..... O.f.nd .. Jlunn�d or down . •  
·30 ...• I( 3tf�ck .. drawing or changing wnpons. 
-zo ..... I( m�ektr haJ uk<n Ol"t"r half of hi. hiu. 
·10 ..... For uch iocrcmont of I 0' (OV(f ] 0') thal th� attack .. has mol"t"d. 

.vni�ble _ The d�f�nd�r rmy we put of hi. OR to parry. 
• _ NOI ."IUdi. I. ,�wil. or J� "'"I""". 
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CST -2 - ANIMAL STATISTICS TABLE 

Attack Type (Abbn:v;at;on) Primary Att:l.ck Table Primary Cr;t;ui Secondary Critic.,] 
Psncer/fkak (P,) Tooth and Cl:tw Slash Cmsb· 
Site (Bl) Tooth �nd Claw Puncture. Slash(C) 
Claw/Tillon (0) Tooth and Claw Slash Puncwno(B) • 
Horn/Tusk/Stinger (Ho) or (St) Tooth and Claw Puncture Crmh(C) * 
Grappl�/Gra5p/Envelop/Swal!ow (Gr) Grappling and Unbalancing Grapple Unb.1bncc(C) 
Ram/Butt/Bash/Slug eRa) or (Sa) Grappling and Unbalancing Unbalance CrusheC) • 

Tiny <UlirnaIs (Tl) Tooth and Claw S[�h(T) -

Stomp!T nunpk (T.) Tooth and Claw CI:'\J$h Cmsh· 
Fillt/Grush t (1'"3)01' «(1') T oath and Claw C�h Crush .. 
Fin/Kick t (Fi) Tooth and Claw Unba!:mc<"(A) -

Wrestling/Tackles + (Wr) Grappling and Unbalancing Grapple(A) -
Primary Critical: The type of critical dd;....,red by the atuck. A l.uer in puemhe ••• indicates Ihe "'.lxim"," cri,ica! ,h�, can hc obtained <if 

non. i. given, it i. 'E'). Highe, cril;c�b ue t,e."ed u the m�xim"m. 
$tcondary Critical: If a criti .. ! higher ,han an 'N i. obt�in.d, ,hen a .«ond tritica! of ,hi. ty?" i. dd,vm,d ,n addition '0 ,he primary tritteo!' 

Thi. 2ndary crilic.! i. on • •  ,ep I ... . cve" than i. indicated by ,h • •  'tack ... ult (e.g .. an 'E' ... "It d.ri"" ... '0' 2nd.ry cri'ical. " 'C' ddiv .... 
an 'S', etc.). Roll ... h cri,ical .epa,."cly. A lett<:r in p.renth • ...,. indic .. t •• the maximum critical th.t can br obtained (if none, it " .  'D'} 

• _ For ,h."" .,ucb, only "large" and "huge" attack.. gct ,h. Kcond,,,}, crili .. l liStcd .bo....,. 
t _ If a chara"., fall., th;. attack i. rolled with ,he numhc, of fcct f.lI.n .dd.d to Ihe attock roll .nd Ih" chua"cr', Agility ",11 [,on". 

subtracted. The siu of ,h. mack is b.sed upon the di,tane< rallen: r '.rO' (Small). I I  '·50' (Mcdium), 5 I '-100' (Luge)' 0"'" 100' (Hug_). 
t - Th.u m.ck typ .. arc fo, humanoid hand·lo·hand atlack •. Th • •  ttachr'. OS i. hi. Slrcn!!,h bonus ph .. his Agility bom, •. 

AT-S - TOOTH & CLAW ATTACK TABLE 
Rigid Son 

RoU Piau Chain leather uather None 

UM 01..08 P(mible Fumble 
03-45 0 0 0 0 0 
46-50 0 0 0 0 I 
51-55 0 0 0 0 I 
56-60 I 0 0 I 4 
61-65 I I I 2 5T 
66·70 I I 2 4 6T 
71·75 3 3 3 5 8T 
76·80 4 4 5 7T 9A 
81-85 5 5 7T 9T lOA 

-Ma"imum RMulrs for Tiny Att:u;k,.... 
86-90 6 6T 8T lOA 12A 
91-95 6T 7T 9A I IA l 3 B  

96-100 7T 8A lOA IIA l4B 
101-105 7A 9A I I A  l 3B ISB 

-Maximum Ruult.$ for Sm.all Atucks-
106-110 8A lOA [IB ISB 17C 
I I  1 - 1 1 5  9A l i B  l 3 B  lOC 19C 
1 1 6-120 lOB l i B  l4C 17C 200 

-�lIimum Ruults for Medium Atucb-
121-125 l4B ISB [8C IOC 160 
126·130 1 6 B  18C IOC 230 18E 
I JI-135 18C 20C 220 250 30E 

" , -MaIt'mum Results fot Large A tucks-
IJ6-140 IOC 230 260 30E 36E 
1 4 1 -145 220 ISO 29E 33E 38E 

24E 27E 32E J6E 40E [,�6-['l!� -Muinuun Res�l($ fot HUl:(e Atud o-
Critical; T .. Critical roll i. modified by-50 

A .C,il;c�l roll is modifi.d by -20 
S . ........... Ctitic.1 roll i. modifi.d by · ] 0  
C , ..... , .... Critical roll i5 modifi.d by 0 
o ........... Critical roll i. modified by +10 
E ............ Cri,ic�1 ,011 i. modified by +2.0 

The 'ype of (ril ic.l! i. d.tcnnincd by the ,?"cific �nima[ allack 
being ".cd ( ••• T .bl. csr -2). 

AT -6 - GRAPPLING & UNBALANClNG 
A TT ACK TABLE 

Rigid Sof, 
Roll Plate Chain Lucher u.ther None 

OM 01·08 Possibk Fumbk 
OJ-55 0 0 0 0 0 
56-60 I 0 0 0 0 
61-65 I 0 0 0 [ 
66-70 2T I 0 [ I 
71·75 2A 2T I 3 I 
76·80 3A 3T 2 4T 4 
81·85 3A 4A 4T 6T 5 

-Maximum Rcsulu for Tiny Atuch-
86-90 4A 4A 5T 7T 7T 
91-95 4A 5A 6T 8A 8T 

96-100 5B 6A 7A 9A lOT 
101- 105 58 7A 8A lOA I I A 

-M"""mum R�ulrs for Small Atuda-
106· 1 1 0  6C 88 lOA lIB l4A 
I I  I-I J 5 7C 9C l i B l3B ISA 1 16-1 20 8C IOC 12B l 4C lOB 

-Ma::oimum Rl!'!ults ro� Medium AtClck..-
121-125 100 I IC l4B lOC IBB 
126-130 liD l30 lOC 18C lOB 
IJI·IJ5 lID I SO 18C 100 IIC 

-Maximum Results for Large Aw(h-
I J6-14O l4E 190 lIC 260 18C [41-[45 16E 21E 250 180 30C 
146-150 18E DE 27£ 30E 330 

-Muimum R£5ulu fur Hus:e AC(.:ldts-
Mo<Iificuions: AUackcr'. OS _ Dr:f.nder'. OS 

+15 ... _Hank mack. 
+20 ..... Rc", mack (in addition '0 Ihe n.nk bon".). 
+20 ..... Defend .. . urprised. 
+20, .... Defender Slunnod or down, 
·30 ..... If �Iuchr drowing Or chdnging weapon&. 
-20 ..... Ir atuchr h", takrn 0"", h�!f of hi. hirs. 
-10 ..... For c.ch ;ncrcm�nl of 10' (over rO')th>llhc �u�ckrr h ... ,.""....! 

.var;�bl� _ Th. ddcnd�r may "� p.rt of hi, OB 10 parry. 



AT·9 - BASE SPELlS ATTACK TABLE 
(m .. 11 ;s ItpplitJ 10 It RR IIIIlJr on T..blt RR7) 

Pbu� & No 
Roll Ch�il1 Leather Armor Roll 

UM QI-02 F f f Of-02 UM 
03-04 f F F 03-04 
05-08 f F +70 05-08 
09- 1 2  f F +65 09-12 
13·16 f +45 +60 13�16 
17-20 +45 +40 +50 17-20 21-24 +40 +35 +45 21-24 
25-28 +35 +JQ +35 25-28 
29-32 +JQ +25 +30 29-32 
33-36 +25 +20 +20 33-36 
37-40 +20 +15 +15 37-40 
41-44 +15 +10 +5 41-44 
45-48 +10 +5 a 45-48 
49-52 +5 0 0 49-52 
53-56 a a -5 53-56 
57-60 a -5 -10 57-60 
61-64 -5 -5 -15 6 1· 64 
65-68 -5 -10 -20 65-68 
69-72 -10 -15 ·25 69·72 
73·76 -25 -20 -30 73-76 
77-80 -30 -25 -35 77-80 
81-84 -35 -30 -40 81-84 
&5·88 -40 -35 -45 85·88 
89-92 -45 -40 -50 89-92 
93-96 -so -45 -55 93-96 

UM 97-99 -65 -65 -65 97-99 UM 
UM 100 -90 -90 -90 100 UM 

Note: The number re.ulu (rom this uble are modifiutiol1.l fOT a 
Rt5i<unce Roll th"'t mwl be m.>de by 1m UT't (ne Table 
RRT). An F indi�alt5 spdl (ailure and ""qui...,. a 5f'C'U (a,lll"" 
roll (ne Table FT-J. p. 240). 

For- Ch;mnding Sprll� If urg.t i. ",caring IUlher .nno •. UJt 1m 
··no arrnorH column; i( targr1 is ��fing plat. 0. chain. modify 
lhe .tu�k roll by -10. 

Range Modificalions: 
+JO ......... Touching -10 ......... 51'-100' 
+10 ......... 0·_10' _20 ........ 101'_300' 

0 ......... 1 ! '-50' -30 ......... 300' and up 
Attacker Modification.: + Almchr'. B • .., Spell. OB 

+20 ......... lf caSle, sf'C'nt 4 .ounds p...,pning spell. 
+ 10 ......... If caster sf'C'nt J founds p...,puing spell. 
+O ......... lf CUlt. sp<"nI 2 rounds p...,paring .pdl. 
-IS ...•.... If rUlft spcnt I round preparing sf'C'll. 
-JO ...•.... If c:uter 'f'C'nt 0 rounds pl"<'p.lring 'p"U. 

Target Modifications: 
_10 to -30 ......... if urget taku co...:. (maneu"..r roll and GM deci­

sion). 
+ 10 •.....• if urgH is sutic (i .•. , not moving at all). 

MiKdlanrous: (GM deci.ion Or 'p"c;al 'Iem. 'p"11 or .bility). 

RRT - RESISTANCE ROLL TABLE 

Tugd Aluck uvd · 
uvcl I 2 3 4 5 6 7 8 9 10 " IZ 13 14 15 .. 

0 55 60 65 70 75 78 81 8' 87 90 92 9' 96 98 100 
I 50 55 60 65 70 73 76 79 82 85 87 89 91 ?3 OS I 
2 45 50 55 60 65 68 71 74 77 80 82 84 86 88 90 
3 40 45 50 55 60 63 66 69 72 75 77 79 81 83 8S 
4 35 40 45 50 55 58 61 64 67 70 72 74 76 78 80 
5 JQ 35 40 45 50 53 56 59 62 6S 67 69 71 73 75 5 
6 27 32 37 42 47 50 53 56 59 62 64 66 68 70 72 
7 24 29 34 39 44 47 SO 53 56 59 61 63 65 67 69 
8 21 26 31 36 4 1 44 47 50 53 56 58 60 62 64 66 
9 18 23 28 33 38 41 44 47 SO 53 55 57 59 61 63 
10 15 20 25 JQ 35 38 41 44 47 50 52 54 56 58 60 10 
" 13 18 '-, 28 33 36 39 42 45 48 50 52 54 56 58 
IZ " 16 21 26 3 1  34 37 40 4J 46 .8 50 52 54 56 
13 O? 14 19 24 29 32 35 38 41 44 46 48 so 52 54 
14 07 12 1 7  22 27 30 33 36 39 42 44 46 48 50 52 
IS as 10 15 20 2S 2i! 31 34 37 40 42 44 46 48 so 15 
.. I 5 10 15 

Nou: All Resouance Roll. arc open-ended. To r •• i ••. the uT'[', RR nlUSI b¢ grc" �r Ih�n Or <qua! 10 Ih� flumb¢r given ,OOy •. 
• -For 'p"lI •. Ihe m.ck I�"d i. the caster'. Icyel. 

•• - For ... h lovd ov<r I S. th� �t1atk lovd ,.,i..,. th. r .. ,,1t hy I; th. !aT't levrl lowe .. i, by I. 
Modific�lion. to ,he Re.istanct Roll: + T'rg<t·. appropriate RR bonus 

-90 10 +70 ......... Modific�t;on ...,s"lting from Ih. ban mack roll. 
-SO •.....•. \VoIl",g <arg<" 

MiKrlla"rotl.: (GM deds,on or 'p«,aI i'cm. 'p"li Or ,bility). 
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CST -3 - SPELL STATISTICS TABLE 

Primary 
S II Critic.a1 

Shock Bolt Elec[ricicy 

SKombry 
Critic.a1 S i.a.l Mods 

+ 10 DB (co.:!.;n/pl.:!.!c) 

OB = Off�nsin Bam .. 

W.:I.ter Bolt Impact 

Ice Bolt lmpacr 
-10 DB (pla,e/rigid leather) 

Cold'_w_ 75 "OB (pIRtclrigid leathl';t') 

Pr;maryCr;,;ca!: Th� tr�ofcr;t;cal d(liver� by th� "1'& 
A letler in p .. ':n!hcses ;ndic�tes Ihe ma.;mum cr;l;cal lh.1 
Can be obt.:l.;n«l {;f none ;s g;Y('n, it is 'E'} HigMrc.icini.s 
a,.., cr.ac�d as th� ma�imum. 

s.,mndary Critical, If acrilica! high�r Ihan an 'B' is obuined. 
then a s«ond critinl of .h;s .W is dd;�...,d in add,l;on 
10 che primory cticical. This Stcon.Lry crilical is lwo SC']» 
I�ss StVne Ihan is indic.lcd by Ih( att.:l.ck r<&ulc (e.g .. an 'E' 
r"lulc dc!i�u a 'C' s«ondarycrilica!. a 'C' delivers .n 'A', 
cle.). Each crilie.l is rolled stp.ratdy. 

Fire Bolt Heat 
Llgoming, Bolt Elec�city Impact + Iq OBC cf.lain/pla�) 
Cold B.all Cold 
Fire Ihll Heat 

AT-7 - BOLT SPELLS ATTACK TABLE AT -8 - BALL SPELLS ATTACK TABLE 

Rigid Soh Rigid Soh 
Roll Plate Ch ain luther Luthcr Nont: Roll Plate Chain l.e;ather Luther None 

t)M ot-w. E F P f " F J.lM 0.1-04 , P F F F F 
03-10 F F F F F 05-08 F F F F F 

1 [ -20 F F 0 0 0 09-12 0 0 0 0 I 
21-35 0 0 0 0 0 13-16 0 0 0 0 Z 
36-40 I 0 0 0 0 17·20 I 0 0 0 3 
41-4,$. Z I " .0. 0, 0 21,24 2 r 0 0 , 
46-50 3 I 0 I 0 2$·2-8 3 2 I 0 SA 
5 [ -55 , 2 I I 0 29-32 , 3 Z 0 6A 
56-60 5 Z Z Z 0 33·36 SA 4 3 I 7A 
61-65 6 3 4 3 SA 37-40 6A SA 4 2 8A 

66·70 7A • S 4A lOA 41-44 7A 6A SA 3 9A 

7I�75 7A 5A 6 SA. J I S  45·48 SA 7A 6A • lOS 

76,80 SA 6A 7A 6B l 2B 4.2';.5Z 9A SA 7A 5 lIB 
81·85 SA 7A 8A 7B 13S 53-56 lOB 9A SA 6A IZB 
86-90 9A 8A 9B SS I'B 57-60 l i B  lOS 9A 7A l3B 

-M.u:imJ.U'\1 R�uits fOf ShO("k Bolu.- 61·64 12B l iB lOS SA 14B 
91-95 9A 9 B  lOB lOS ISC 65-68 '" liB liS lOS 9A ISC 

96-100 l OA lOB l i B  IZC 16C 69-71 I3B 12.B liB lOA 16C 
101-105 lOB l iB IZC 14C ISC 73,76 13C I'. liB lOA 17C 
106-110 l i B  l2C 13C 16C 20C 77-80 14C 13C IZB l iB IBC 

-MaJ:inl.lnn, Re,ults fur" W.:!.teL BoIrs- 81,84 14C 13C l 2C l i B  19C 
1 1 1-1 15 l2B 13C I'C ISC 22D 85-88 ISC 14C 13C IZB ZOC 
1 1 6-120 l2C 14C ISC ZOD 24D 89·92 ISC I.C 13C l2B llC 

121- 125 13C ISC 16D 22D Z6E 93-96 16C ISC IK 13C ZlC 
126-130 14C 16D IlD 24E ZSE UM 97·99 19D 18D 17D 16D Z8D 

-Muinu"m' RUult.s for, Iete Qolr.s-:- UM 100 22E ZlE ZOE 19E 34E 
131·135 15C IlD 18E Z6E 30E Not(': An 'F" ind,c�I" spell failure and rcquir<s a .pell fail" .. roll 
136-140 16D ISD 19E 2SE 3ZE 
[41-145 17D 20E 20E 30E 34E 

Cs", T abl� FT -3). 
146·150 18E 22E 22E 31E 36E UM = Unmoc:lifl�d roll. 

-Muiml,lm'Rdults fur Fire at lightning Bolts- Rangc Modification': +35 ......... 0'.10' -40 ......... 101',200' 
0, ........ 1 1'-50' -55 ......... 20 1 ',300' 

Not..: An 'F" r«lui,.,. 3 spell faih1T( roll (ste Tabl. FT-J, p, 240). _20 ......... 51',100' ,75 ......... JOI' and up 

UM = Unmodified roll. Atucker Mod,finlions: 

Rang. Modifintion.: +" ........ 0'-10' -40 ..... .. 101',200' + Alt�ckcr's &.sc Spell OS 

0 ........ 11 '-50' ,55 .. __ .. 201'·300' +20 ...•.... if tar!:"t is a' .h� ccnccr point Ih�t Ihe caster choos.. for 
_20 ........ 51',100' ,75 .... ,. . 301' and up ,pell effect. 

Attacker Modification,: + Accacker'. Di,..,cccd Spelb OB 
+20 ......... lf castcr 'pent 4 round. preparing spell. 
+ 10 ..... __ .1( casccr spen! 3 rounds pr<p"ring spell . 

+20 .. ..... If CUle. opent 4 round. pr.p"ring s�ll. +O ......... lf ca .. c • •  penc 2 rounds p"'p"ring .pdL 
+10 ........ If cUltt spenc 3 round, p""p"ring spell. 

+O ......... lf euler spent 2 round.. p""p"ring opelL 
-15 ......... If ca,cc. 'pent I round p,..,puing spell. 

-15 ......... If casccr .penc I found prcp .. ing .peiL 
,JO ......... lf casler .penl 0 .ounds p""p".ing spel!, 

-30 ........ l( caSlc. spen! 0 rounds p""par;ng .pell. Target Modifinlions: 

Target Modifications: _ Agility bonu. 
_ AG bonus, i( aware thaI che spell i, abom 10 lake .fTw. 

-1 0 10 ,60 ..... if [argel cake. cov .. (nuneuvor roll .nd GM decision)' 
0, 

-10 10 -80 ... if target lak .. co�r (monou""r roll and GM d.c"ion� 
,20 ..... if I�rg<l has shield 1""1 is f�cing m�ck. MiKdlantOtlS Modifiutions: 

Mi"",.lbneous Modification.: 
(GM decision OT $pecial icem. spell or .bility). 

(GM decision Or special ;Iem, .pell o. abilily). 



06 - 20 

21 - 3 5  

3 6  - 50 

51 - 65 

66 - 79 

80 

81 - 86 

87 - 89 

90 

9 1  - 96 

97 - 99 

100 

101 - 106 

!O7 - 109 

1 1 0  

1 I 1 - I I 6  

1 17 - 1 1 9  

120 

CT·6 - HEAT 
CRITICAL TABLE 

Serong h'3', liul� .ffect. + J hi ... 

Minor burn.<. +8 hil.$. I hit P"T 
round. 
Blind,d hy hot smoke. + 1 2  hi ... 
Sl:unncd 1 round. 

Oothing catches on fire. T.h, 
2 md. to utingui.h. + 12 hits. 8 
hit< .ftte. Sl:unn.d I rnd. 
Knochd down by r,uy blast. Any 
organic foot and calf covering 
destroyed. + 10 },its. 

Blost to hcod. Fac. horribly 
K.rred. Knocked Out. + 1 5 hiu. 
5 hits!"'. round. If"" helm: 
� I month coma rnuh •. 

Knochd down. 
All org.nic matcri.1 on b.ck 
destroyed. 2 hits !",T round. 

I round. 

" i . Any 
along with hand. 

S round • . If no .hield: 
and knochd out. 

leg burn. U.e orleg lost 
(0 .isou. dt.truction. 2 hits 
round. -60 to activity. Seunncd 

round •. 

CT-7- COLD 
CRITICAL TABLE 

· If no clo.k or 
I rnd. 

'·burn:· +7 hil.$. I hit pu 

I �:�;d ;,�d'- l O· , 
+'0

5 hi ... 2 hi .. !"'. 
I ' .ctivity. 

I .trih freeze' and ,h.tt ... 
pelvi •. Di�. in 12 round. duc to 
.hock and nerv" d,mag •. 

. Ey •• a"" 
A J week como ... uh •. P" .. lyzcd 

hit.. from the neck down. 

All that ... m,im or, 
,,,,,,h and bone. 

Modir",.tiono: 

BI.,t f .... u. boll, hand •. Lo", . .... 
of both .rm. for I hour. 6 hil5 per 
round. Stunn.d for 5 rounds. 
He.rt .nd lung • •  uddtnly (toun. 
Di., in 6 inactive round. of .hock 
and .uffocation. 
Ma .. ive nrike .h,tulS chc.t ond 
f ... cu. pr.ciow OOdily fluids. 
Di .. in J round •. 

Icy bl ... to uP!"'t ch .... Knocked 
down .nd out. If no chen ,rmor: 
die. in 10 rounds duc to. cold. 
cold h"otf. 

well p ... ",rved. but quite dud. 

infO 
thou •• nd. of piecc • •  ftcr being 
.hmrned into tht ground. 

CT-8 - ELECTRICITY 
CRITICAL TABLE 

E..-plo'ion orlight. Sl:unned 
I round. 

hin.·5 to I �'''i'i'y, 11 m"o' "m,," .tunntd 

hits. ·10 to 
round. If "",ul 

round •. 
Jhield arm. + 12 hit •. 

-20 10 activity. If  met.,! armor �nd 
no .hidd: knochd oul for I day. 

.y.t�m. Sev"'t .hock rt5ulu. 
Victim i • •  living v.S"t.ble for 
I month. 

2 

Permeated by electricity. Entire 
ne",OW 'Y" em rearranged. Drops 
and lie. in .hock for 12 round. 
before 

; it i. 
coma rt.ulu. If 
a' brain i.  fried. 

t .nnot: ;1 
btcomt. fuud �nd immobik 
If not: knocked out for 6 hou ... 

Elecltifying ."perience. 8",in (.[[. 
vinim to m .... ive .hock and 
surf�c< hurn •. P�.su oul and dies 
in 6 round •. 

i, >how. 
Sl:tike to face. Lo",. ""' •. Sl:unned 
8 round •. 81inded for 2 weeks. If 
no helm: knochd down a. well. 
Sl:rike d .. troy. 
"'''tal che51 
in 6 rnd •. If not: 
Head is no longer available fOT 
u<�. Srnoh .nd ozone .urround 
the lifele .. 
Abdomen ntike. Sl:unncd 
7 round •. 6 hiu per round. If nO 
.rmor diu of 

i 12 round •. 

, demoY' bo,h lungs. 
Cut in h"lf. a.�rgc e.tends 
10 fcci giving .n 'N critk.1 to 

in ,he 

-so ..... 'T' cri,; .. I; _20 ..... 'A' ,ri,i,.I; _10 ... _ 'S' cri,ic.1; +0 ..... 'c cri.;ca!; +10 _._ '[)' erili .. l; +20_ ... .'E' <ri.ical 

CT-9 - IMPACT 
CRITICAL TABLE 

Gnzing .hoc. +5 hil.$. 

Sl:aggered by !lrih 10 .ide. 
+10 hiu. Stunned I round. 

about. 
+12 hil.$. 

Snih to leg. Knocked down. 
+8 hiu. lf no I�g .rmor: stunned 
2 rounds. 
BI ... to ,hield ann. + 10  hit •. 
Shield or arm umOr dOlroy«!' 
If none: arm brohn and u.deJS, 
stunned J round •. 

Strih .o head. + I 2 hil.$. Hdm i. 
.h.mrtd. Knochd down .nd out 
for I d.y. If nO helm: .kull 
f",Clurtd, die.< in J rounds. 

up!",r I torn. 
+ 1 5  hits. -10 to activity. If no leg 
armOr. -20 to activity and stun""d 
J rounds. 
SI .. t to coil .. . re •. + 12  hit •. 
Stunned 5 rounds. Gnnot .peak 
(or I week. If no neck .rmOr. 
voicc [0 .. ,. 

11 

Cartilage .nd tendom ripped. 
+ 15 hits. _50 to .ctivily. 
Stunned 9 round •. 
Strike .bdomen. + I 8 hil.$. 
Stunned 1 2  rounds. If no 
3bdorne" �rmor: di •• in 6 rOllnd. 
due ,0 

,..,.uh •. I( "" helm, 
, 

Slow to j.w. Jaw hroken. unnot 
.peak or co' .olid food until 
he.led. +15 hits. Stunned 7 rnds. 
Blow to .id •. 80ne i. driven in.o 
kidn.Y'. Dies in 6 round •. 

Dim.pl cheot. Lung • •  nd heat! 
e"plode from im?,,'!. Di •• 

Direct 

to • gchtinou. pulp. 
" 'paNI •. 

Critic:!.1 T :!.blcs; 
CT-6, CT-7 
CT-B, CT-9 



-49 - 05 

06 - 20 

21 - 35 

36 - 50 

5 1  - 65 

66 - 79 

80 

81  - 86 

87 - 89 

90 

91 - 96 

97 - 99 

100 

101 - 106 

107 - 109 

1 10 

1 1 1 - 1 1 6  

1 1 7  - 1 1 9  

120 

Critical 

Tablu: 

CT·J 

CT·2 
CT.3 
CT-4 

Wuk grip. No UII'lI d..mug<:. 
+0 hilS. 

Blow .o buk of n«k pU:llyza 
from 1m 'Mulden down. 
+25 h,.,. Fex 
Un.:onKiouJ for 4 hour. due 10 
blow lo ,ide ofhud. If no helm: 

",,,hed. +20 hiu. 
Blul .0 chul ..,rIds "b ngc 
Ihrough run!:,. Drops �nd diu in 
6 rgound •. Vi(,ow. 

j�w. ;0.0 
1.""0. D,cs ;"."'nlly. 

,. 
f., 

for ACI;w 1M following 
4 round •. bu. thto d,u of ncl'Vt' 
r�,lu...,. 
Shaucr elbo ... in ..... pon �nn. 
Ann �[tJ. • . Slunnni 5 round •. 

; 

to eMsr .tt�. �.uors hUrl. 
,,"medi .. dy. +25 h,u. 
work. 

·so _ .. T wII •• 1 .. "k� 
_20 _.'A· ... ,;<>1 ",,1.. 

-10 ... .'S· ."" • .01 OInk. 

+0 .H. 'C .n" • .oI ."ik. 

+ 10 ._'0' ,,,, ... I .,,,kc 

+20 ... .'E· .nl, • .01 ,,';k. 

CT-2 - SLASH 
CRiTICAL TABLE 

no u,,,, 

i "nc,y. 
Dic. in I roulld of 

,,·uponarm. +IOhiu. 
round. ] r nO arm armor: 

and (endon ,ullUgC, m>l 

0"" e)'C'. + JO hi,s. 
for JO rounds. 

,. 

.10 10 

. '2 hiu pcr round. 
K.nockrd do ... n and ,Iunord for 
6 �""'-

Modirocationo: 

,mmrdi-
lhe: ntCk 

J • +20 hiu. 

-so _. T n,,, • .! .. ';1.. 

·20 ... 'A' ,';,ia.! ,,';1.. 

_10 _ 'S' ,';,i .. 1 "'ik. 
+i) ._. 'C moical .lrik. 

+ 10 ._.'D' erni,.! .mke 
+20 _. 'E' <";';col .,,'k< 

CT·3 - PUNCTURE 
CRITICAL TABLE 

CT -4 - UNBALANCING 
CRITICAL TABLE 

. No uln cbnugo:. Fairly weak. +0 hits. Zip. 

Pmlyud the n«k down. 

'f<. 
A rnie)", 

" 

:"'�"'.""''''':' Die. from imern.1 
shock on 6 rounds. 

00 a for dy'ng. 
\Vupon "'Kk on sponning yicllm 
for �I lun 3 round.. 

Strike through leg. "rlcry severed . 
Down :ond uI>Coruciow. 12 hiu 

Strike through k,dntY" +9 hilL 
Knocked down and dou �flcr 6 
rounds of very in.ense agony. S.d. 

Modir ... , iona: 
-so _ .. 'T' <", .. �I .. "kc 
_20 _.'''' ,"",.oJ .,nk. 

-10 _ .. 'S' ,';'"ul ",.;1.. 

+0 .... ·C """ ..I ",;1.. 

+10 .... '0' ... ,k.! .. ,,1.. 
+20 ... .'E· ,';,ic.I ,,';k. 

&ck mih. Knockt<! flying 10' 
onlo (:lct. �"".., IKI'Vt' danugt'. 

from WlIill down. 

Han::! htad. Jlnh. Knocked 
10' and Sltlnned 6 room&'. If no 
hc,lm: UIKOnKiow for 24 houn. 

(0 kr>«I. I( "song ] lund wupon: 
;. Ls Ihmwn backward. [0 f,el. 

, ro ""ad. Knochd 10' (,xk. 
+9 hiu. Stu nned 6 round • . [ f no 
helm: � 4 we.k C<lm.. ttluh • . 

hud. Knock.d 
do ... n. Dies in 12 round. due ro 
,., ... ttd ... in. 

GrUI .ide shol. Knocked down 
and si<kway. 5'. Lower leg broktn. 
Stunntd 7 rounds. ·4O to 

Blow to shield .houl<kr. Stunnt<l 
9 round ... -20 '0 UIIV''j' If no 
shield: UI>Co,u';ow .n upper ;uno 

feCI, 

Modir .... iona: 
• .50 'H' T <n' .. oJ OInk< 

,20 _ 'A' .n.kaI l1.,k. 

_10 _ 'S' .";t;,.al "nk. 

+i) _.'C <,.;",.! link. 
+10 ._.'0' ,,,,ic.I .. ,;k< 
+20 ._.'E· < .. " • .al .. ,;k. 



-49 - 05 

06 - 20 

21 35 

36 50 

51  65 

66 79 

80 

81 86 

87 89 

90 

91 - 96 

97 99 

100 

101 - 106 

107 109 

[ 10 

1 [ 1 - 1 1 6  

1 17 1 19 

120 

CT·5 - GRAPPUNG 
CRITICAL TABLE 

An opportunity losl. 

I P",io, ,,,ik,. +, hi". I AII�ck :�
I
n::nd�' + J hilS. If .. rn armor. 

1ST""" J I
" ;:;;,�, 

. 1 I ;';:::�, I 
iI i, i, ',op"d. .: 3.�I.i;v�;I.: "' -50 . 

I \V".po� , , �,,�, 
° ",i.i,._ 

I '!:;�!
�
�5 l. Dowo ,oil 'o"h' �c 

I ;�;;;.r���r
p�: 

, '0' 
and slunn<d for 

I J ,_ -40  

I ��"k
'.'. 

�lIIangt..d and immobiliz�d. 
bul 51;]] conscious. 

Vicious hold around Il<ck. ](n""krd oul. 
Spr.ined neck, .. 60 10 aClivity .. 

H ... d g"'ppl.d. Stunn..d 9 rounds. If no helm: 
a coma (I .. [0 d.y.) ..,sulu due 10 a f",Clu..,d 
skull. 
Bolh .nm emangl.d )nd p;nn�d 10 chtll .. 
Anru may nol :a:��

�
:' umil ent:lngltm�nl 

rtmovcd. -75 10 i ;l .. 
Nuk gnppled .. Ir neck armOr. -60 10 .ctivily 
du� to ntck 5pr�in .nd Stunned J rounds. If 
nOf: di •• from broken neck. 

Che" graspt:d. Rib. brohn .. Stunned 
5 rounds. -10 10 �ctivity. 

Ltg. cnl.ngl..d .nd 
F.II "nd b",.k weapon a;""'. 
kn""ked DUI. +20 hiLt .. 

1 I.If , '"' 
round5. lr nOl: dies in 6 rounds. 

FOOl ent.ngled .. So.umbl., r.IL b",.k weapon 
on imp.ct, .nd Jlunn�d 2 rounds. If no .hut 
.nnor. uke a '0' crush cril. 

t ;'���I��iviIY du� I
: �r'::'ro�.�nd 

arm ,nd a brohn ankle. +20 hilS. 

i cru.hed. Diu irulandy due 10 1 ", .... ,:" sh""k and !;lv.ge asphpi.lion. 

i 
-so. .. or «;.icol ,uik. 
_20 .. .'A' etilic.l ",ik. 
.. 10 .... 'S' critic.l .. rike 
+0 _. 'C ,ril;<>1 .. rik. 

+10 _. '0' rri.i .. l .,rike 
+20 •.. 'E.' crill,at "rike 

CT·IO - PHYSICAL CRlTICAlS 
FOR LARGE CREATURES TABLE I �,��,�:�",: 'h'''� , 00=,1 w"poo 

1+6 hils. 
+12 hilS. 

I +18 hi". 

1 -10'70 ;;:�, �"'::�� �:�
s
� 

+20 hilS . 
, . roundJ. 

1 _'0 '0 , 
i . 

: 1 8  hi'\5 !:'X' ,�o'_ 
IW.�][ I i n<ck . I :;ii,+,�; hi;;.��::\;E:o" b., �y '" 
I al o aClivily it 1 ��rd 5 h!u ... 3 hi!.J pcr ..,..,nd I �;;': I��

�g,h��:� . .. 1 0 10 activity .. 

1 Str!k� M�" .. an arary in Itg. M�y :act at _30 10 
;� ;���d"s: 

Illtn drop' and diu afl�r 
6 mo,; . I ,.�" :,io i� I, ��;;.. �i!.J .. 

I �hi: 10 leg. +15 hiu . ..  20 10 aClivity .. 1 2 , pt:r round. Srurmed 3 rounds. 

I '."ik� '0. II frulu..,. +30 hilS. 
,. FiM .ho,_ 

I ��
rI strih. Diu immedi3lely. \Vupon m,ek 

I l; ; ;;k
1
e:

ppt:d under body. Chanee Ihn weapon 
i. 60% .. we.pon bonus. 

in wupon �rm. + 15 hilS. :�,i'.; .. rounds. Arm i. quite usdes.s. 

" ; .2 �trik ... Blind 
. 
..d and UpUI .. 

2 rou�ds, bul tlltn .he poor brute can 
I ,  

i 11 c�eek .. Diu immcdi.ldy. 
i. stuck in Ihe bon. I for 2 rounds. 

Strih 10 , oul. 
+60 hilJ. A I monlh conu r •• ullS .. 

I Strike .. ����� the .ye. Diu insundy and fall. 
upon �tUCk.T, who Imn lak., 20 h;u and ;. 
pinned rOt 6 round,. 

So.rih Ihrough Ut deJiroys brain. Tht 
unfortunale lummox dies iruundy, �nd any 
ur wa i • ..,mond. 

Modif.u.;"'no: 
..20 . .. Nanna! Wupon or 

TOOIh &. CI .... Au",k 
_w ... M'g" W"pon 
.. ... Mi,hnl We.pon 

+10 -Holy W .. pon 
+20 _.SbyinS W •• pon 
.. IO_.Ag.i .... H ... � �  •• u .... 

CT·I I - SPELL CRITICALS 
FOR LARGE CREATURES TABLE 

I :';u 01 C"'�IU'" �Wtl you. +0 hi",. 

I +5 hi". 1 +8 hi",. 

1 +IO hi". 

1 + 1 2 hiu. 

1 + 15 hi",. 

I Y �lan .. +15 hiu .. 
round .. 

by strong bIas ... +20 hils. 
, �""-

;!e�.:. +15 hiU. -20 10 activily. 
founds. 

I BI�, i . Kn""k,d down. 
ruul",. +JQhiu. 

I �o ,bo�, b
y

' �:���� 
I rooo'. 

I �id� mi��_+.'��;� j!o" 

, 

, 

'" 

Di .. in 4 rounds, bul i. fully aClin unlillh�n. 

I H,,' mih. . +20 hilS. 
Stunn<d 2 rounds. 

I ��' . 5 �0!;:m' 
, b 5 h

i
" , •• on ue 10 nern �gt, ul IS 

fully aClive unlil llltn .. 

Vic;O\ls blul .. N",k crunched �nd .pint 
..,nn:d. Drop. �nd die. in 3 rounds. 

I ��ikc 10 'y'" Blinded for 2 rounds .. + I 5 hits. 
.. 20 10 actiyilY. 

So.rih 10 body d."roy. a vari�ly of 0Tn •. 
Die. in J rounds .. bUI Ihe ignonnl brule is fully 
active umil then .. 

Supt:rb mike drivtl rib 
Drops and die. in 6 agonizing rounds. 

ModiflClliono: 
-SO .�. or "i.ieol mik • _20 ._.'A' eririe>l s,rike Critical .. 10 .*. 'R' criticol .. rike Tables! +0 _. 'C eri" C3I ... rike 

+10 _ .. '0' crilicat .<nk. CT·5 
+20 _. 'E' Crill.at Slrik. CT·IO 

CT-II 



-49 - 05 

06 - 20 

21 - 35 

36 - 50 

51 - 65 

66 - 79 

80 

81 - 86 

87 - 89 

90 

91 - 96 

97 - 99 

100 

101 - 106 

107 - 109 

l IO 

I l I - lI6 

FT -I - HANO ARMS 
FUMIU.£ TABLE 

No funhn activity 

Poor eneurion. You >Iump! to 
m .• jm yourStlr.s your wupon 
break •. You t.ke . 'C .I.,h ctit. 

Unbelievable mi.handling of yout 
wnpon. A friendly comb.tant 
" •• r 1 3k •• " 'S' crwh critical. 

'0 

COQrd,n,te your 

1 1 7  _ I I 9 I "�
�" m,m with your mount' •. 

activity for nut 3 round. 
mounted. 

120 

Critic.al 
Tablu: 
FT-I, FT-2 
FT-3, FT-4 

your mount. 
II a 'D' cn15h cr't on you".If. 

Modif..:.tio"" 
-20 ...• IH Con" ... ion Wupon 
_10 ..• IH Sluhing Wupon 
+0 ._.2_Han<k<\ We.pon. 

+10 _.Pol. Arms 

+20 ... Mounted W upon 

FT-2 - MlSSILE WEAPONS 
FUMBLE TABLE 

• No (urth�r activity 

ju,t c.nnol 
this round. 

y=' 
-JO 

I.t YOUT �rrow fly tOQ sOQn. 
.trih ZO' short of targol. 
" '"" �t fOT 3 rnd •. 

You .nm to _::'" . __
_ 
:.": 

i. � baton. It .Iips. . 
i t 5' , 

Slip �nd f,1I down. Your .hot got. 
astT�y. Stunnod 5 rounds. 

FI.tching on mi •• il • •  c .... tch •• 'Y" 
a. it is ToIea,.d. +5 h'u. -20 to 

. Stunned 2 Tound •. 

Triggn ,I'p.! whil. you, .. 
bringing up your wupon. M,h 
an a1!ack with no modific.,ion5 

I 

_20 _.Sling 
_10 .... 51.01"1 Ro ... 
+0 ... Compooit. Ro ... 

+10 .... Long Bo ... 
+20 .... Crossbow 

S.cond 
cut or 

FT-J - SPEll. 
F"ILURE TABLE 

do, 

. No or..!] may be 
round. 

Srrious m�nt�J bp.�. Spt'll lo.ol. 
but not p<>W�T points. -30 10 

i i for J rounm. 

Modunc bue .erious, str:lin. Spoil 
loS! along with power points. 
s.:unncd I round. 

Subconscious f.3r. Spdl lo.t �long 
with powu point •. SUlnned 2 
round •. 
SpdJ inurn.lil:cd. + 15 hits. 
Knocked down. Stunned I hour. 
+1 CP," 

JO minu<n + I a),· 

51"" " cawe. mild moke. 
+20 hiu. Knocked our for 
1 2  ho" .... +3 cr." 

Sne", ., .. in c ...... , mi.r.n:. 
+5 hiu. Stunned J rounds. 
+1 CP," 

T.rgrt'. Esunc. c"u ... . poll to 
b,ckllr •. R.v .... rol .. of t.rget 
and cut.t in II .«reu. +2 CP.· 

Identity cri,is. Lo ••• poll •• S{ing 
capabiliti.s for 2 weeks. +5 CP.· 

mi.r.re. Knochd down. +10 hits. 
Stunned 6 roumu. +4 CP.· 

Intern.lize .poll. Lo..r .poll c •• ting 
ability for 3 w.rks. +25 hiu. 
Unconsciou. for 3 hours. +8 CP.· 

the wain down. 

to a point 
of urgrt. Anyon. in 
unmodifi.d attack. 

round •. +6 

a point 
of I:Irgo" Anyone in 

unmodifi.d attack. 

Mrnul Collap"'. SpoIl i. cast in 
dirtction oppo,ito to the intended 
Iif)<':. Lo •• all .poll c •• ting .bility 
for 3 monw. +20 CP.· 

Modifications: _20 ._.0 ... 'I' Spc:ll 
·10 .... 0 ... 'U' Sp<ll 
-H) .... 0 ... 'P' Spell 

+10._.a... 'E'. 'l" Spell 
+20 .... a ... 'DE'. 'BE' Spell 

. _ c.. .. ,.... I'oI..to. s...;.., "-4./ 71. 

IT -4 - MOVING MANEUVER 
FAILURE T AaLE 

though .. and 
to w.it on. round. 

You nub your toe:. 
f.lling. +3 hit •. -10 to .Clivity. 

You .lip. 75% chane. of falling. 
Stunned 2 round •. 

twist your ankl •. +5 hill. 
.ctivity. 

to bruk a f,ll you 

;, 
. Th oy art usd ... 

rounds . 
you f�11. your I�g twi", 

and bruks. +15 hits. 
roo"," 

and Sh'l1�rs �. 

-'0 

You fall. Th� ... ulting concwsion 
c.us�. a yur-Iong coma. 

Yoo 
'P"'�' You � .. p .... !yz.d from rho: 
w.ist down. +30 hiu. 

You (,II and "rt paralyzed from 
th� nrck down. +20 hits. 

Your (.11 tum. into . di.c. 
You uwh your .kul! and d ... 

Modifications: 
_SO_Routine 
_35 •. E.sy 
-20*Ligh. 
_IO_M.dium 
+O .. H.rd 

+5 _ V.ry Hard 
+ I 0 _ E,,'ran<ly H>td 
+ 15 _ Sha:r Folly 
+20 .. Ab.."d 



ET -I - CRITICAL POINT TABLE 

Opponent's Critiul Delivered 
Level A B C D E 

0 3 5 B 10 13 
I 5 10 IS  20 25 
2 10 20 30 40 50 
3 15 30 45 60 75 
4 20 40 60 80 100 
5 25 50 75 100 125 
6 30 60 90 120 ISO 
7 35 70 105 140 175 
8 40 80 120 160 200 
9 45 90 135 180 225 
10 50 100 ISO 200 250 

(or each level 
above 10th +5 +10 +IS +20 +25 

to �If· 100 200 300 400 500 
Th",. tot�ls ... (unh.r multiplied by: 

O .  - if the (<><: i. dud Or dying (i.e., no poinn} 
0.1 K - if the (<><: i, unconscious or i"capacit�lCd. 
0,5 K - if the (<><: i, stunned. 

2 .  - if the ch .. a.!er i. alone in ll1r1u comb" with ,h. foc{,} 
Note: Re .. ,h i. ,he EP. received by the charncter ddivering the edt. 
Note: CTitic�! points may not excud the opponem'. "kill poinu:' 
• - The •• poims ne award.d 10 a char.ct.r for critic.!. inflicled 

upon him by a f<><:. 

ET -3 - MANEUVER POINT TABLE 

Routine .................................... . ... 0 
wy .. , ...................... , ............... , " ,  ................... 5 
Light ....... ................... ................. ............. 10 
Medium ............................... ," , ............... , ... 50 
Hard ................... ................. ... 100 
Vcry Hard ......... .. , .............. .................. , 150 
Extumdy H3rd ....... 200 
Sheer Folly ................... .................. ....... 300 
Absurd ....... " .................. " ........................ 500 

Note! Re,ult i. a number of e�pcri."c. poinu received by the 
chuacte. making the mannlver. 

ET -5 -EXPERIENCE POINT TABLE 

uvel Experience Point T obI Required 
I ........... ....................... ................. . ..... 10.000 
2 .......... , .................... ,', ................... " ............ " ., ...... 20,000 
J ...... ...................... .................... . ......... 30.000 
4 ..... .......................................... ,., ................ " ........ 40.000 
5 ........... ............... " .................. ,', ................ , .......... 50.000 
6 .... ........................ ............. . . . . ................. ........... 70,000 
7 , .. ..................... ," , .................. " ., .............. " .......... 90,000 
8 ........................... ................... . ........ 1 10,000 
9 ................................ ......................................... 130.000 
10............ ..................... . ..... 150.000 

ET -2 - KlLL POINT TABLE 

Opponent's Level of the Ch3ucter Delivering the "Killing" Blow 

Level I 2 3 4 5 6 7 B 9 10 
0 50 45 40 35 30 25 20 IS 10 5 
I 200 ISO 130 1 10 100 90 80 70 60 50 
2 250 200 ISO 130 1 10 100 90 80 70 60 

200 ISO 110 100 90 SO 70 �-3 300 250 130 
4 350 300 2SO 200 ISO 130 110 100 90 80 
5 400 _ J-?Q_� __ , 

)00 250 200 ISO 130 110 100 90 --
6 450 400 350 300 250 200 ISO IJO 1 1 0  100 
7 500 450 400 3SO 300 250 200 ISO IJO 1 10 
B SSO 500 450 400 350 300 250 200 ISO IJO 

= 9 600 SSO 500 450 400 350 ' 300 250 200 ISO 
10 650 600 5SO 500 450 400 350 300 250 200 

Not,,: Result i, a number of oxperience poim. r.ceived by Ihe ,h."" le. ddinring the "KiI!ing" blow. 
Note: !(the opponent'. lenl is gTrate. Ih." lo, .n utr. 50 points i. awud�d (or e�ch level over 10. 

ET -4 - SPELL POINT TABLE 
Uvt.1 of the Ch:;o.racter Curing the Spell 

Sp.,ll Level I 2 3 • 5 6 7 8 9 IO 

I 100 90 80 70 60 50 40 30 20 10 
2 100 100 90 80 70 60 50 40 30 20 
3 100 100 100 90 80 70 60 50 40 30 
4 100 100 100 100 90 80 70 60 50 .0 � 

5 100 100 100 100 100 90 80 70 60 50 
6 100 100 100 100 100 100 90 80 70 60 .-
7 100 100 100 100 100 100 100 90 80 70 
8 100 100 100 100 100 100 100 100 90 80 
9 100 100 100 100 100 100 100 100 100 90 

� 
10 100 100 100 100 100 100 100 100 100 100 

Not(: Re$uh is a number of upcriencc point. received by Ih. ch."" ter ,�sling ,hc .pdL 

Experience 
Point 
Tables: 
ET-I 
ET-2 
ET·J 
ET-4 
ET-S 
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Maneuver 
Table 

MT-I 

MT·I - MOVING MANEUVER TABLE 

Opcn-t:ndt:d 
Roll Routinc E;o'Y Light Medium 

un Than (.150) F F F F 
(-150) - (-101) 10 I' F F 
(-100) - (-51) 30 10 F F 

(-SO) -(-26) 50 30 10 F 
(-25) - 0  70 50 30 5 
0 1  - 20 80 60 SO 10 
2 1  - 40 90 70 60 20 
41 - 55 100 80 70 30 

56-65 100 90 80 40 
66-75 100 100 90 SO 
76- 85 l OO  100 IOQ 60 
86 - 95 100 100 100 70 
96 - 105 1 10 100 100 80 
106 - l I S  1 10  1 10 100 90 
Il6 - 125 120 110 110 100 
126 - 135 120 120 110 100 
IJ6 - 145 130 120 120 110 
146 - 155 130 130 1 20 1 10 
156 - 165 140 130 130 120 
166 - 185 140 140 130 120 1- 186 - 225 ISO 140 140"" 130 
226 -275 ISO ISO 140 130 

Grutu Th� 275 160 ISO ISO 140 

Ruuiu: 
F - I':l.il"rr. roll on MoYing Mlnrov.:r Fail"r� Table FT -4. p. 240. 

# _ o.,pending "pon the ,;I",I;on (GM'. d�cision) a n"m�r ,uult 
is: (I) The J><"rc .. nt�gc <lr the 'Itempt� m<lying rru.nC""", IIUI i. 

aC(<lmpli.�d (e.g .. l "70" re.ult mum that 70% o(thc 
m<lying m .... u"", w;u J><"dormed} A ,u,,1t <l"", 100 indiC:l.tc. 
th.t th� m .... uy .. ' was accomplished and the char.lCln 
pe'(<lrm,ng the mancu""r may ,nc,east the distance coyc,�d by 
the mane"Ye, by (# - [00) %. 0' 

(2) The chance o( (<lmpl"e luCCtsl (c.g .•• "70" rr.ult mum 
th�t therr is a 70% chan" that the ma ... uycr has bc,en 
,c(<lmpli.h�), <lr 

(J) R�ucu activity by 1 00 .  # nul round (e.g .. :I. �70" fCSult 
me�n. thai the, manro""r It .. bun .ec<lmplishcd. but the 
chu:l.eur has a -30 penalty {<l aCl,yity ... xt round} 

Mo<iificati<llu: + Moyomen! 4( Mancuyer oon", 
+ any <l{her .pproprine 'kill/.bil'IY oon'" 

-SO ......... ,( mmned 
-70 ........ ir d<lwn 

-30 ......... ir One limb <lut 

V," Extrt:mdy Shcu 
Hard Hard Hard Folly Absurd 

F F F I' I' 
F I' F F F 
F F F F F 

F F F F F 
F F r r F 
5 F F I' I' 
10 5 F I' F 
20 10 5 I' F 
30 20 10 F F 

40 30 20 5 I' 
SO 40 30 10 F 
60 SO 40 20 5 
70 60 SO 25 10  

80 70 60 30 20 
90 80 70 40 30 

100 90 80 50 40 

100 100 90 60 50 
1 10 100 100 70 60 
110 1 10 100 80 70 
120 1 10 1 10 90 80 

120 120 110 100 90 
130 120 120 100 100 
130 130 120 110 100 

NOTES FOR TABLE MT·2 

Intenction Be Influenct: NOIr: Difficulry and other 
modifications an:- based upon the basic attitud(, of the 
audience towards {hc character and upon what the 
character is trying 10 gN them to do. 

Perctpcion Be Tracking Note: The infonmtion available 
through a perception roll ;s [imit('d by I.h(' an:-a that yOll 
uamine and your ruources (usually your $('nsc5). Tht 
topic requiring a roll can bt: derennin('d by the charncur 
acriwly .seeking ;nf<lnnati<ln (e.g., he states. "I am looking 
for tDpS") or by other c;rC\.LmSUncu (e.g .. dOC's the 
character notic� the attacker sneaking up on himl). 
Perception <'It T n.cking Note: Whrn c",cking a roll i, only 
requir«l once every 5 minutes (30 rounds). 



cOY'(�d on 
�t>OlM' coJumn) 

8Iund�r: You f.,1 
1p«I;&eul�rly_ I r pc».I,bl�. 
)'OUr IUlOc ;&eIOOn hat th� 
OPPW"� dT«1 from 
wlul you ,mcn<kd. 

Absoh,u Failur�: Uttu 
,rocomp"teroce UuKS • 
rnenul l.f'K. Any 'UI'C 
Klion • •  IWnpICd during 
the nt�1 10 m,n \'" 

,II ,f'" I ,n 

F.'I"re: Yo" h.ve f.oled. 
You m.y not try ag.on 
the »mc "atoe .clOon ,n 
� »mc pl.Cf ror I dAy-

Part;"'] SucetcU: If I Suee • .,: YQUt 
F" ... l iuCCtU III I ��d,,,"« u $Idl llSlmLng. 
poss,ble. you ;&ecompluh can conlOnue 10 fry 
20% of you • •  ut,e ,nn""nc� tMm. 
Kllon. You nuy not fry 
1M Umt "aile "lion '" 
� Umt pliC� for I 
h,m, 

Keep N.ar S"ce�u: If 1",11 .. 1 
SUce .... ,. po.soble. you 
accomplish half of your 
iUlic ;&el,on. You nuy 
try og .. n .ftc. J roo.'nds 
of conlm'pl,lion. 

your .ud,ence i. l .. ,.,�,,", mo� friendly. I �',�:�,,'t:'::i:<�::::.!:,�� Mod,fy you. nul roll by I : 

Suee ... : Your 11'lie 
Kl,on 01 ,u"cuf,,1. 

Absolute Succ..u: Your 
IUI,C IoCIIOn u wccusful 
.nd you gc'I a +20 
bonus 10 fUl1hu .Ultc 
act,ons for d .. nut 1 0  
mln"les (60 'QUndo). 

Modifoal>onS: 
• D,fficulty_ 
+JO� .. ROUUtK 
+20� .. E.1Jy 
+IO .... Lighl 
+O .... M�diuon 

-JO .... H .. d 
-20 .... Very Hard 
-30 .... E..trcmoly Hdrd 
·50 .... SM�r Folly 
-70 .... Abs"rd 

+20. 

S""eus: Y 00.1 h • ..., 
,nnuCntM YOUt 
."diente. 

Abtolulf Suecns: NO( 
only d,d you 'nn...,nt� 
your ."d,�nce. bul you 
f'«t"''''' " +50 bonus on 
'nn' ..... ing them unul 
you UUK them to 10K 
,onfi<knc� In 

Modif .. ations: 
DiffICUlty _ 

Ite • "rn:I�r GotK\1IJ. 
+50 - Aud,(ntr iJ pe.­

I-OnaJly 10y�1 Or de. 
votrd 10 d .. ChanCIer. 

+20 _ A"di�tKe i. under 
hi .. to Ihe ch.raClu. 

+ Inn.ncr Skill bon .... 
St. NOIr on 

prt�io". pagfo 

AbsoIuu Sucuu: In doc 
fUlu" 

Modifications: 
DifficullY -

Itr · under c. ... ral. 
+ Skill bonus (or Pick 

L..ock Or D, .... nn Trap. 

MT·2 - STATIC MANEUVER TABLE 

RUNE 
ITEM 

" 
,Iem or on 

I ""," '" P'p"" � IoCI,YUtd 
d,,.,,eud "g.,nsl you. Any I "M, ," runt p.pu.,." gone, 
you w,1f n(Yo. he .ble to 

of I"" ipc:lb or 
in 1M item. 

il. You lenn how tNny sp"Us 
.nd .biliti�s it conu;n • •  rn:I 
wlut th.y ..... If you w.it 24 
hou .. . rn:I you , ... diulo .00ul 
your .IIOmpl for 2 hours (no 
other a'tivi,y). you m.y try 

• n nt\1l +IO mod. 

m'J UK , tM 
il {runu .,." only .wbl. Ontt)' 
You lurn the od�r Jpc:U, or 
.b,lilltJ. and ""'y "",h mo,." 
rolli iO he .blt 10 "K them. 

, "' 
,"rO""",',,", I;;', you Ihink 

Inmed 
You ""'y 

on lho nmc: 

Succns: YQU Vin 
of doc informalion on I ��"';;::::�:'l , 

... quin:d lho 

I I but you a ... 
161 you mWed I �;:�;�h' You may not Iry 

I ' umc lopie in 'M 
[ hour. 

":""P,:,," ';III , and you a,." 
I ;;:,;;;,,;:;;

you mWed I ' i . You m.y Iry ag�;n 
round. of eOnlempJa • 

' g.in all of ,h( 
i ,he 10pic tlUI 
n:quind the pen::�plion roll. 

M�!"r'; (M� an: only roll). You gc'I a +20 on 
10 minules. 

Modif>C2l.ions: . (.pel['. lvI) 
-30 _If .oalm of Jpc"1l OJ nol 

lho »mc .1J  lho ,harUICIs. 
·10 - If tho .pen 0. abihty 

" "'" known. 
+20 _ If ,he 'pc:1l or .bilily 

i. known. 
+30 _ lflhe ,ha"'Clcr un 

CUI Ihe .pell intrimically. 
+ Skill oon". (or 

Rnd Rune: or UIC Itrrn 

ModifoaUons: 
DifficuilY - occ • under 

Gcntnl. 
+20- If a pl�Y"fJUI" th:t.1 

hi. dUraCIcr is looking for 
,pedfie infonnal'on. The 
numher of rounds 'pcnl 
afTccl.l the difficulty. 

+ Skill bonus for 
PrTcrption Or T \1Ick. 

Stc Notes on pre"ious ragt. 

Less 
than 
-25 

-25 
to 

04 

05 
to 

75 

76 
to 

90 

9 1  
to 

I IO 

I I I  
to 

175 

Greater 
than 
1 75 

M:H1euvtr 
Table 
MT·2 
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Bonus 
Tables: 

BT-2 
BT-J 
BT-4 

BT -2 - STAT BONUS EFFECT TABLE 

Skill or Ability 
Applicablt; 

5b' 

Movement and Maneuver: 
No Armor, Soft uath .. r, Rigid uath .. r . . . . . . . . .  AG 
Chain, Plate ......... ................. ..................... ...................... ST 

Mele .. DB . ........ . . ......... ..... . . . . ............. .. .. . . . . ................. ... . . . . . . . . .... ST 
Mis.sile and Thrown DB .... ................... . . . . . . . . ....................... .  AG 
Climb .. . .......................... .......................... .... AG 
Rid .. ...... ...................................................................................... IT 
Swim .... .......... . . . . . . ........ .. . ......................... .............. AG 
Track .. . ............................................................. IG 
Ambush ................... . .......................... ................... norn: 
Stalk/Hid.. . . .... .  . ...................... ........................... ...... PR 
Pick Lot:k ..... . . . . . . . . .......... . . . .. . ................ . ........................... . . .. . ..... IG 
Disano Trap .............................................................................. IT 
Read Run .. ... . . ... . ........ . . . . ............. . . . . .............................. .......... IG 
Us .. lt .. m .......••••.•.... ..•.•••• .... . . . . . . . .....•.•••• . • . . . . . . . . . . ....•.•••••••••. . . . . . . . . . .  IT 
Directed Spdls ................. ......................... ............... AG 
Perception . . . . . .......... . . . . . . ...... . . . .. . . . . . . ................... . ........................ IT 
Body D .. velopm .. nt .. ... . . . . . . ............ ..... . . . . ............... ... . . . . . . . . . . . . . . CO 
Defensive Bonus .......... . ......................... ................ AG 
Essence Resistance Roll ..... . . . . . . . . . . . ............. ... . ....................... . IG 
Channding Resisr;ance Roll . . . . ............ .... . ....................... ...... IT 
Poison R .. sistanc .. Roll . . . ........ ...... . ............. . .. . . ... . . . . . . . . . . . . ..... CO 
Discase Resistance Roll . . . ........ . . . . . . . ......................... . . . . . . . . . . ... CO 

BT -4 - SKILL RANK BONUS TABLE 

SKILL RANK BONUS 
Skill Nonnal Only for Only for Body 
!Unk Skills · Ambush · Development t 

0 -2' -2' roll 1-10 
I +, + 1  roll 1-10 
2 +10 +2 roll 1-10 
3 +1' +3 roll 1-10 
• +20 +4 roll 1-10 

5 +2' +, roll 1-10 
6 +30 +6 roll l-JO 
7 +35 +7 roll 1-10 
8 +40 +8 roll 1-10 -
9 +4' +9 roll 1-10 
10 +50 +10 roll 1-10 
II +52 +11 roll 1-10 
12 +5' +12 roll 1-10 
13 +'6 +13 roll 1-10 
I' +58 +1. roll I-JO 

I' +60 +1' roll 1-10 
16 +62 +16 roU 1·10 

17 + 64 -. +1 7 rotll·JO 
18 +66 +18 roll 1-10 
19 +68 +19 roll 1·10 
20 +70 +20 roll 1-10 

• + I for lach rank ovtr 20 (l.g., +72 for rank 22). 
t -Roll 1-10 for cach rank o\" .. r 20. 

BT -3 - SPECIAL RACIAL MODIFICATIONS TABLE 

Stat Bonus Modifications Rt;.istancc Roll Modifiutions 

5T AG CO IG IT PR EsKnce Channeling Poison Diseas .. 
Hobbit -20 +1' +1' 0 -, -, +50 +20 +30 +1' 
Umli +, 0 +10 0 -, -, +20 0 +, +, 
Dwarf +, -, +15 0 -, -, +40 0 +10 +10 

WO� 0 0 +, 0 0 -5 +20 0 0 0 
M,n +, 0 0 0 0 0 0 0 0 0 
IXmadan +, 0 +10 0 0 +5 0 0 +, +, 
Half-df +, +, +5 0 0 +, 0 0 +, +50 

Silvan Elf 0 +10 0 0 +, +5 0 0 +10 +100 
Sinda Elf 0 +10 +, 0 +, +10 0 0 +10 +100 
Noldo Elf 0 +1' +10 +, +5 +1' 0 0 +10 +100 

H�lf-orc +, 0 +, 0 0 ·5 0 0 +10 0 
0" +5 ·5 +15 -10 ·10 -10 0 0 +20 +5 
Uruk-hll! +10 0 +20 0 ·5 -10 0 0 +20 +, 
Half-troll +10 -5 +10 -5 -5 -5 0 0 +1' +, 
Troll +1' -10 +1' -I' ·1' -10 0 0 +30 +10 
Olog-hai +20 -, +1' -, -10 -10 0 0 +20 +10 

Sf = $t...,ngth; AG= Agility; CO = Con.dtut;on; IG = Intdl;g.nc.; IT = Intuition; PR = P..., •• ncc 



BT-I - STAT BONUSES TABLE 

Powtr 
5 .. , Bonus Poinu · 
[02+ +35 4 
JO[ +30 3 
[00 +25 3 

, . . ... , -98·99 +20 2 
!. 95·97 +1 5  2 

90-94 +[0 [ 
75-89 +5 [ 

, - 25-74 0 0 
10-24 ·5 0 
5·9 . [0 0 
3·. ·[5 0 
2 ·20 0 
[ ·25 0 

• Power points au required for c;I$ting spt'lls (sec Section 
8.4, p. 54). The numbtr (b;l$ed upon lnre[JigellCt or 
lnn.mion) given above is muluplied by the chancter's 
level to ohuin the chauctrr'$ power pomt 10t.1l. 

BT -5 - WEIGHT PENALTY TABLE 

Character's \Vtight C.1rried in Pounds (other than armor and dothC$) 
Wei!<':ht 16·25 26·35 36-45 46-60 61-80 81-100 IOI-I20 121-140 141-160 
4[- 60 30 60 NA NA NA NA NA NA NA 
61- 80 20 35 60 80 NA NA NA NA NA 
81-100 [5 25 40 60 NA NA NA NA NA 
[0[-120 [ 5  20 30 40 60 NA NA NA NA 
121-140 [0 [5 25 35 40 60 NA NA NA 
[41-160 [0 [ 5  20 30 35 40 60 NA NA -
161-180 5 [0 [ 5  2S 30 35 45 60 NA 
181-200 5 [0 [ 5  20 25 30 35 50 60 
201-220 5 [0 [5  20 25 30 35 45 55 
221-240 0 [0 JO [5 20 25 30 40 50 
241-260 0 10 JO 15 20 2S 30 JS 45 
261-280 0 5 10 15 IS 20 2S 30 40 
281-300 0 5 5 10 IS 20 25 30 35 
301-350 0 0 5 10 10 20 25 25 35 
351-400 0 0 0 5 10 15 20 25 30 

Nott: The rnull is Ihe ch<1nct('1"s weight penalty. A chanct('1"s Encumbnnce Penalty is tM smalln' of 'UfO 
or hiS Sf Bonus minus hiS weight penalty (i.e .. an Encumhnnce Penalty can never � greater than 'UfO). 

NOlt: An additional penalty of 5 is added to the maJlimum potnalty abovt for each 10 lb. over 1 60  lb. 

BT-6 - PROFESSION TABLE 

Primt 
Profusion SUt Rulm Profusion Skill Bonwu (per Level) 
\Varnor ST Ess. or Chan. (+I}-genml skills; (+2)-Body Development; (+3)-wupon skills 
Scout AG Ess. or Chan. (+ I )-wcapons skills, general $kills; (+2)-suhlmuge skills; (+ 3)-Petception 

Mage IG Essence (+2)--Rtad Rune, USt hem. &sc Spfll OB; (+ 3}-Dtremd Spells 
AnU1l1Sl IT Otannc:ltng (+ I )-Ru.d RUll('. UM hem. general skills. Perception; (+2)-Dittcted Spells, Base S�II OB 

Ranger CO Channeling (+2}-wtapon skills. Pu,eption. Sulk/Hide; (+3}--gC'nc:ral skills 
"",d PR Essence (+I)-weapon skills. general skill,. subterfuge skill5, magical skil". BaSt' Spcll OB. Perception 

Part VII A�rwI;< .. b<. .... 

Bonu.s 
Tables: 
BT.! 
BT·5 
BT·6 
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Chancter 
Genenuon 

Tables: 
CGT·J 
CGT·3 
CGT-4 

CGT·I - LANGUAGE RANK TABLE 

R:mk I -Allows basic verbal communication through 
simple phrases (e.g., 5.lfe [0 ea[?, Danger ;lhead? 
What is cost], Where is bathroom?, etc.). No 
reading or writing. 

R;onk 2 _ Allows spuch on �ry simple subjects Ihrough 
simple sentences if bo[h parties speak slowly and 
with gR3t caR. Allows the Rading of simple 
sentences for a basic overview, bUT few deuils and 
no writing. 

Rank 3 _ Allows spuch with a fluency equivalent to Ihat 
of an average native speaker. but without the tonal 
qualities (i.e., the speech would be accented). Allows 
the ability to read and write moderately simple 
passages, but not for subtle concepts (i.e .• about fifth 
grade le,·d). 

R;onk 4 - Spe"ch as in Rank 3 and the ability to read and 
wriu as an avcr;og" literate man (i.e .. about ninth 
grade levd). 

Rank 5 - Allows absolute fluency Wilh no accent and lotal 
literacy. 

CGT-J - RACE/CULTURE TABLE 

I" 2nd t 
Roll Race Roll Race Of Culture 

01-03 Hobbit 01-05 Dunadan 
04-<)8 Urn!i 06-10 Rohir 
09-21 Dwarr II-IS Beorning 
22-25 WO� 16-20 \Voodman 

26-75 Mant 21-25 Dorwindan 
76-78 Half.· .. lf 26-30 Lossadar 
79-91 Silvan Elf 31-54 Eriadoran 
92-97 Sinda Elf 55-78 Gondorian 
98-00 Noldo Elf 79-83 Dunlcnding 

• 0" 84-86 �lCrling 
• Urnk 87-89 Haradan 
• Half�orc 9Q.....92 Corsair 
• H.alf·troll 93-95 Variag 
• Wild Troll %-00 Black Numen6re.lll 
• Olog 

• - These races are not normally player characters. 
t - This classification includes many separ.l!c sub-races (or 

culrures). A second roll m;oy be mad .. to d .. terminc the 
specific f.ace (or culture). 

CGT -4 - DEVELOPMENT POINT TABLE 

PROFESSION 
C.augory Warrior Mag .. Animist Scout Ranger B.ard 

Movement ;lnd M:Lrleuver 3 0 I I 2 0 
Weapon SkiU� 5 0 I 3 J 2 
Gennal Skills 2 2 2 3 4 2 
$ubterfu� Skills 2 0 I 5 2 2 
Magical Skills 0 5 2 0 0 J 
Body O .. vdopment 3 I I 2 2 I 
Languagts 0 2 2 I I J 
Spell Uns " 0 5 5 0 I 2 
• - Special su above. 

CATEGORIES: 
Movt:ment &. 

M.aneuver Skills: Wupon Skills: G .. nt:fu Skill5: Subterfuge Skills.: Mlgical Skilb: 
No Amlor l-H.anded Edged Climb Ambush R�ad Runr 
Soft Leather I·Handed Concussion Ride Stalk/Hide Use hem 
Rigid uather 2·Hand .. d Swim Pick Lock Directed Spells 
Chain Thrown Track Dis;onn Trap 
Plate Missile 

Pole-.anns 

SPELL LISTS: Each spell list is learned separately. 
LANGUAGES: Skill in each language is developed separately. 
BODY DEVELOPMENT: Detennines a character's hits. 
P .. rception - This skill may be developed with points from any C;I[egory or combina[ion of categories. 

-

Secondary Skills - DPs from one or more skill cat .. gories nn be used to develop each Secondary Skill. The skill categories th,u 
correspond to each Secondary Skill JTt given in Appendix A·5 (p. 212--213) .and Section 5.4.3 (p. 35). 



CGT·2 - BACKGROUND OPTIONS TABLE 

HOBS Y SKILL RANKS - SPECIAL ITEMS -
InCfTasc Oil(' pnnury slull ,,10k by 2 ranks Roll h= ., lncrt'UC' Oil(' sn:ondary Jklll rank by 5 ranlu 

01·60 + 10 bonus magic i(l,m: +10 to any skill with 
STAT INCREASES - which the Item is used (e.g. a +10 m.lce would 

Incrrasc 011<' Jrat by 2 IncreaK iu DB by 10 when uxd in combat, a +10 

., Incrtasc tach of thru st�U by 1 lockpick would givt a +10 bonu.s for picking 
loch, a + 10 saddlt would give a + 1 0  bonus to 

LANGUAGES- ridmg, a + 10 suit of �nnor would incn:asc DB by 

Learn Oil(' 1;lOgu�gt 10 skill r�nk 5 10, etc.). The player may choost the type of ittm. 
OR 

SPECIAL ABIUTIES - + 1 Ipt-U adder item: Allows the c.uttr [0 c.u[ one 

Roll Ability additional Jpel! per day wilhout expending POWtf 
poinu (stt' Section 15.5, p. 72). It is suggested 

01·50 A Jpt'cial +5 bonus to any om prim .. ry skill. that such items be at Itast 3' long and hand·held. 

5 1 -55 A sI>t'cial + I 5 bonus to any one S('condary skill. 61 -89 Daily spell iteln: an ilnn which allows a spell to bt 

56-60 Empathy with a Iype of animal: start with om pet 
casl a ctrtain number of timu a day without 
eXpt'nding power points (S('t 15.5, p. 72): a 1st 

or 10y�1 C01l1f»mon anllllal of that type (t.g .. Itvtl spell four timtJ a day, a 2nd level spell thl'«' 
fakon, hawk. wtasd. cal, dog. hOfS('. tic.). A urnes a day, a 3rd Itvd spell twice a day. or a 4th 
51>t'CI.,1 +50 bonus fOf Ammal Handling when ltvd spdl once a day. Tht playu may chooS(' any 
dtalmg with Ihat animal. Any m;lnnJ\I('f on or with spell (4th level or lo_r) and the tfpc' of itnn (if 
such an animal rectlvtS a sp<'c1al +25 bonus. the GM dtems il appropnatt)' ., ,h, 

61·65 lnfravlslon: ability to S('e sources ofhe;!t in Gammlasltr and pla)'C'r may agrtt on a special 
datkntu, R;!nge IS up 10 100' {ailCTJUtivdy, any magic item (t.g" a cantttn that rtfills onct a day. a 
Oil(' orhn- S('flS(' may be enhanced m a similar rope Ihal tit's and untlU Itsdf. a backpack which is 
manOC'r). _,ghtlt$S rrgardiesl of cont(:ntJ, ttc,). 

66-70 Rnlst;lI1ct; a sp<'ctal + 10 bonw to RRs againsl 90-00 +15 bonu.s magic ilem {as above) or +2 spdl 
00<' 1)'pC' ad\l('ntty. nonnally Essenct sp<'lls. adder (as above). 
Channeling spc'lIs, POI$(liU. or dlS('asts. Note: If multiple rolls or choictJ art t�ken from this tablt, it 

71 ·75 ProfiClflll With sptlls: nut havmg leamed Oil(' is suggested Ihal Ihe playu haY(: Ihe choice ofha'llng all 
eXira 5pdl l151 (Ihis background option may only of tht abililies join(:d in ont item or spread throughout 
Ix obtamed onc(:). The t)'pC' of sptJl list IS still IWO or more It'parate itfnu. The bonUKs on Ifenu and 
1II1lIIed by profession and race. spell adders would be cumulative (up to a total of +30) 

76·80 Adept at movmg maIl('U\I('!"5: a sp<'clal + 10 bonw If raken in Oil(' II(:m. 

to all movmg man(:uvus. MONEY OPTION -
81·85 Very obstrvant: a sl>t'Clal + 10 bonw 10 P(:rctption Roll Amount 

and Track sklll�. 
01-02 .......................................... 1 gp 

• 6-90 Ltglllnmg uaClions: +5 to DB and +5 10 all OBs . 03-05 .......................................... 2 gp 

91·95 ChaTlS11l31ic: a sptcial + 1 0  bonw to all Innu(:nc(: 06-15 ... ...................................... 5 gp 

Skills. 1 6-25 ....................................... IOgp 

96-00 Ruinan! 10 pam: +3 to each 010 roll for 26-JS ....................................... 1 5  gp 

concussion hilS from Body Devdopmem skill 36-45 ....................................... 20 gp 

devdopillenl. 46-55 ...................................... 30 gp 
56-65 .............................. , ....... 35 gp 
66-70 ....................................... 40gp 

71-75 ....................................... SOgp 

76-80 ...................................... 60 gp 
81-85 ......................... _ .......... 70 gp 
86-90 ................................. 80 gp 
91-94 ..................................... 100 gp 

95-97 ..................................... 125 gp 
98-99 ......... ........................... 15Ogp 

100 ..................................... 200 gp 
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CGT·S - ADOLESCENCE SKILL RANK TABLE 

Movement &. M;oneuver Skills: 
No Annor I I 

o 3 
3 

Soft Lc;other 
Rigid Lcathrr I 

Chain 3 0 
Weapon Skills: 

I·H Edg«l 
J·H Cone. 
2--Hmdrd 
Thrown 
Mi»ilc 
Pole·anns 

GomeraI Skills: 
Climb 
Ride 
Swim 

o 0 
4 3 
o I 

I I 

o 0 
o 0 

I 0 
o 0 
o I 

Subterfugt' Skills: 
Ambush 0 0 
Stalk/Hide 0 I 
Pick Lock I 0 
Disarm Trap I 0 

M;ogic;ol Skills: 
Read Rune 0 0 
Use hrm 0 0 

Miscdl..ancow: 

Pt'rct'ption 2 I 
Body Develop. 3 2 

% Ch;once oflearning 
a Spell List � 3 5 

# of Additional Language 

I I I  I 
o 0 0 0 
0 0 0 I 
0 0 0  I 

I J I I 
0 0 0  0 
0 0 0 0 
0 0 0  0 
I 2 3 2. 0 0 0 0 

o 2 I 

I 

I 

I 

2 2 3  

o 0 0 0  
2 3 4 2 
0 0 0  o 

I 

o 

o 

o 

o 

o 

o 

2 
2 
o 

2 
o 

o 

o 

S 

0 0 0  0 , I 

2 
I 

3 3 3  
I I I 

4 
2 

40 30 20 10 0 

Ranks t 4 3 10 8 6 4 ' 3 
# Background 

Options 4 4 2 3 '"  3 S 

I I I I I 1 I 

o 0 0 0 0 0 0 I 0 1 
0 0 2  I 1 I 0 I 0 0 0  I 

o 2 0 0  I 0 0 0  2 

I I 

3 0 

0 2 0  

I I I 

I I 3 
0 0 0  
0 0 0 

o I 2. 0 2. 0 I I J J 0 2 2 1 2 
o 0 0 I 0 J o 0 0 0 o 0 0 0 0  

o 0 0 0  0 
3 0 

1 0 0  
I I 

o I 0 0 0  o 0 

o I I 
2 0 o I 

o 2 I I 0 I 

I 2. J I 0 0 I I 

I . I 2 2. I 0 2 2.  

4 
o 

2 0 0 0 0 5 0 0 0 0 0 ° 0 3 3 
o I 0 2 1 0 5 1 0 7  0 8 4 0 0  
2 3 5 1 1 1 0 1 1 0 2 1 0 1 2 

o 0 0 0 0 0 0 0 0 0 0 0 0 0 2  
4 0 0 0  0 2 0 I 0 0 4 0 1 4 4 
o 6 0 0 0 0 0 0 0 0 0 0 0 0 0  
o 0 0 0 0 0 0 0 0 0 0 0 0 0 0  

o I 0 0 I 0 0 0  I 0 0 0 0 0 0 

0 1 0 0 1 0 0 0 1 0 0 0 0 0 0  

I 0 0 0 0 1 1 1 
3 2 2  I 3 3 2. 2 

I 1 1 I f i r  

I 2. 3 2. 2 2 3 

3 10 .5 10 JO 2 2. 3 15 2 5 3 5 3 5 

3 6 .5 5 6 2 2 4 S� 3 J 4 3 2. 2. 

5 3 .5 5 3 4 4 5 .5 5 4 5 4 5 5 

I I I 

I I I 
3 3 3  
2 3 1 

o 4 0 
3 I 3 
o I 0 
I I I 

o I I 

I I 0 

I I I 

0 1 0  
0 0 0  

I I I 

o 0 0 
0 0 0  
0 0 0  

0 0 0  
0 0 0  

0 1 0  
2 3 2  

o 0 0 

2 2 2  

2 2 3 

I 

I I I 
o 0 I 

o 0 2 
o 0 3 

o 0 0 

o 0 0 

3 S 4 

I 2 2 
o 0 0 

o 0 0 

I I I 
o 0 0 

o 0 0 

o 0 0 

o 0 0 
o 0 0 

o 0 0 

o 0 0 
0 0 0  

o I 0 

S S 4 

o 0 0 

2 2 2 

I I 2 

• - If the p[;oyrr rolb rqu:.I to or below this number (1-100), his char.lcttr It'ams ;o spdl list. The choice of this list mllst be- m:ade within the 
mtriaions of his profe»ion (5« $retion 21 .0, p. 82.83) and ract' (Stt Sc.:tion 20.0, p. 80-81). 

t -This allows the player to increim the ranks of languages he already knows dlle to his faCt' {up to a rank of 5� or it allows him to choose 
other languages and drvelop ranks in them, or a combination of the two possibilitifS. 

T,bl, I CGT-5 



IHT-I - STAT DETERIORATION TABLE 

ROUND AFTER DEATH 
Roll 1st-6th 7th-18th After 18th 

1-10 0 0 0 

11-25 0 0 I 
26-50 0 I 2 

51-75 I 2 J 
76-90 I Z 4 

91-00 I 3 5 

IHT -2 - RECOVERY TABLE 

SEVERITY 
T yp� of Injury Light M�dium St:v�r� 

Burn/Tissul' 3 days 10 days 25 days 
Bonc/Musdl'/Tl'ndon 5 d�ys 15 d�ys 35 d�ys 
H�ad/lnt�mal Organs 2 weeks 2 months varies 

IHT-3 - LlFEGIVING EFFECT &. PRICE TABLE 

lvl of % Chance of Days Required Sugg�sted 
Caster Failure For Recovery Price 

12th 10% x Days Dead 100 x Days Dead ISO gp 

15rh 5% x Days Dead 50 x Days Dead 250 gp 
17th 2% }I. Days Dead 20 x  Days �ad 350 gp 

2o.h 1% i/. Days Dead 5 !C Days Dead SOOgp 

25rh I % }I. Days Dead none 800gp 

ST-I - LANGUAGES OF MIDDLE-EARTH 

Adunaic - BlAck N"",mortlllrJ (5), Corsairs (5), 
DUncdain (4), Noldo Elves (3)-

Apyuic -Northern Haradrim (4), 5ot<Iwn H .. ,�J,'''' (5)-
Atliduk -&ornings (5). 
Black Speech (Morlx-th) - Half-orcs (2), H"!f�rroU. (5). 

U ... l-/,." (5). O/"g-/"', (5)-
Dunad _ Du"ImJ'''gs (5), Rohirrim (I), Wo�s (2). 
Haradaic - Black Numen6r�ans (5), Corsairs (4), 

Norlbtr .. H"r"Jri", (5), Southern Haradrim (3), Variags (3). 
Khuz.c!ul (Dwarvish) _ Dwarws (5), Umli (I). 
Kuduk (Hobbits' subtle variant ofWmron) - Hobb,rs (5). 
Labba - LosJolh (5), Umli (2). 
logathig - Dorwin" ", (5), £lIltrl,nl' (5). 
Nahaiduk - Brornings (5), WooJ"'m (5). 
Orki!h - Half-oro (3), Orr,(5), Umk-hai (4). 
pubel-W� .... s (5). 
Quenya - Olmedain (I), Half-dves (3), N�/J� EIWJ (5), 

Silvan Elves (2), Sinda Elves (3). 
Rohirric - Rob,." ," (5). 
Sindarin - DUm:dain (4), Dwarves (3), Half-dves (5), 

Lossorh (2), Woodm�n (2) Noldo Elves (5). 
Silvan Elves (5), S;nJ4 EIWJ (5). 

5ilv;," (Bcthteur) _ S,lVlm EIWJ (5), 5inda Elves (4). 
Umitic - Urnli(5). 
Var:l.dja - V"n..g> (5). 
Waildyth (Nature-signals) - &orningf (5). 
Westron (Common 5pe(ch) - Beomings (5), 

Black Nutnenoreans (5), Corsairs (5), Dorwinrim (5). 
Duned�in (5), Dunlendings (4), Dwarv(s (5), 
Easrcriings (2), Half-elves (5), H4lj-om (5). 
Half-trolls (3), Hobbits (5). Los.soth (2), 
Noldo Elves (5), Northern Hmdrim (5), Olog-hai (3), 
Oro (3), Rohirrim (5), R .. r�I-",," (5). Silvan Elv�$ (4), 
Sinda Elm (5), Southern Haradrim (3). W,/J Trolls (4), 
Urb,'"-"' .... (5). Un,k·hai (4), Umli (1), V�ri�gs (2), 
Woodm�n (1), WOSfS (2)-

Note: TI>t n .. ",bt, ,n p,mnllxsiJ Ajl" t"t6 '4tt J�4hng " I..nguagr ;s 
rht "�rmal shU '''nkf�' 1/"'l lAnl"Q� for" ",m,htroj I/"'r rart. Any 'IU. 
go'wn ;n ""1,,, ".II .. Q I..nl""g< &u 1&'1 I.."l""g< "S ill hom, t.."l""l'" 
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ST -2 � CREATURE SUMMARY TABLE 

No world is complete without the inclusion of the Fauna .mel volunl'uily. Encoumers Wlth an an;m;I[ �hou[d h;l.� a R'<Uon 
indigenous nastie.s of tach I�a[c. For the sake of convenience such as tile animal bdng summoned or fighting to prottct ,1.$ 
and rase of uplanacion, Ih" nonnal" fauna of Middlc...,uth is young. In g('nc�1. squadroru of mOOK do not roam the woods 
kept uparatc from the sp«ucular and deadly animals and looking for a group of player ch .. ractcrs 10 mug. 
mONters that compri$(' such .a 1:1."&" portion of the atmosphrTc 

KEY of any Tolkicn-bucd gamt. 
The combat cap.1bilitiN of the mimals most likely to � Creature T ypr _ Tht Cff:l.turc', nllmt and c1llSific2Iion. 

cncountrt"ccl adVC'nturing in Midd]",·ranh arC summarind in the Ltvd -Thl!' <nature's Ic�1 for ruisuncc roll and rxpttirn� 
first part of this table. All of theK cn�tures should be familiar point pu�s. uvd 0 ;s lev .. 1 0 for <'Xpn;enCC' poinu and 
to th .. p[ay .. u and thus al"<' /lOt fully dr.scribcd. Names al"<' g .. nmc. [ ...... 1 I for RR purposu. 
such as "small cat" or "large dog." Anytim .. an animal is 

Numbcr ApJ>f'uing-Th .. sugguted. approJimat .. numooof .. nc;ount .. red. th .. nnr .. st compatibl .. SC't of statistics should bc 
u�d. Thw, a charging tigfT would us .. th .. "[arg" cat" row of cruturts apJ>f'aring In an a .... rag .. enCOUnlC'T with a group of 

statistics, whil .. a wat .. r buffalo would US� th .. "bull" row. On .. 4·6 play .. r charactcn. 

thing to rem .. mbC'r is that most animals will /lOt attack mtn SJ>f' .. d -Th .. creaturr's rdative s�rd. s.,e Ihe Speed Chart on 
the n",,1 pag ... 

NORJ\.1Al M.JOOlE�EARTH ANIMALS 

Numbcr Armor OB/ AtbCk Critical 
Cruture TyJ>f' uvd Appearing Sp"ed Hiu T,p< DB Atuck Size T,p< 

Ap<, small I I-ZS Fast 45 Non .. 25 JSBi Small Regular 
I�rge 2 I- IS  Fast 100 None 20 60Bi Medium Regular 
huge 3 1-10 Fast 1 40  Soft L 20 9OG.- '-''l<' '-''l<' 

"" , small 0 1-100 Vay Fast 5 No� 60 JSBI Tiny Regular 
ilant 2 1-20 V",,! Fasl 60 Non .. SO SOS; 5,,",,1 R<'gubr 

Bear, larg .. 3 1-5 Mod. Fast ISO Soft L. 30 70Ra '-"', R<'gt,lar 
giant 7 1-3 Mod. Fast 2SO Soft L 40 95Ra Hug .. '-''l<' 

Bird, small 0 1-100 Mod. Fast 5 Nont 40 25Pl Tiny R<'gUlar 
larg .. I 1-4 F�' JO None JO 40Pi Medium Regular 

Bo", 3 1-0 Mod. Fast 110 Soft L 40 55Ho '-''l<' Rtguln 

Bull 3 I Mod. Fast 190 None 25 SOR. '-''l<' Rtgu[u 

c" ,  small I 1-3 Mod. Fast 20 None ZS <OCI Small Rcgubr 
m .. dium 2 1-. V<'ry Fast 50 None 35 6OC1 Small Regu[ar 

I""" 3 1-10 F�, 100 Soft L J5 SOCI MedIum RrgulM 

O" .. r. f .. m",le I 1-15 Vny Fast 50 Non .. 25 ISRa Small Regular 
mal .. 2 I Very Fan 70 None 25 SOHo '-''l<' Rtgular 

Dog. small I 1-10 Slow ,10 Non .. 20 40Bi $,,",,1 Regular 
mcdium 2 1-20 Med;um 70 Non .. 25 SOB, MC'dium Rcgular 
Inrgc 3 '1-20 Mod. f'ast 1 10 Soft L 25 70Bi urg .. Rtgular 

Dolphin 3 1·30 F�, 70 None 40 SORa Medium Regular 

Elk 4 1·15 Mod. Fast 230 Soft L J5 7SRa Huge '-''l<' 
Hal'$<'. small 2 I-SO Vny Fast 90 None 30 JOR. Medium Rt"gular 

large 3 I-SO Fm 140 Non .. JO 45R", '-''l<' Regular 
� 

Lizard, $mall 0 I VcrySlow 5 Non( 50 lOP, Tiny Rcgubr 
mt'dium I I Slow 15 Non" 40 25P, Small Rrgular 
I"'rg� 2 I Medium J5 No� 30 45PI Small Regubr 

Moo� 2 1-10 F�' 200 No� 30 4SRa Med,um Regular 

Pony 2 I-SO Mod. Fasl 65 Nont ZS 3OR. Small Rrgubr 

Shark. large 3 1-30 Fast 120 Soft L. 30 7SBi Huge Rtgubr 

Sn.lke. small 0 1+ Slow 5 No� 40 3OHo Tiny R"",'" 
m .. dlum I 1+ Medium 20 Non .. JO JSHo Sm.II Rrguln 
large 2 1+ Slow J5 Sofl L 20 SOHo Small R"",'" 

SpidfT. small 0 1-100 Creqling I Non .. 10 10Ho Tiny Rrguln 
medium 0 I-SO Crrqling 5 Non .. 5 10Ho Small Regu[ar 
large I I-SO Vny Slow 1 0 None 0 20Ho Small Regul�r 

Whale 10 1+20 Mod. Fast 450 Sofl L 60 .oR. Hug .. Huge 
Wolf 3 1-20 Mod. Fast 110 Soft L 30 70S1 '-'<t<' Regular 



ST -2 - CREATURE SUMMARY TABLE 

Hits -Th� numlxr of conCUS5ion lut5 the �ver.lge sprcimrn SPEED CHART, 
of rh�t cr�ature type c�n take without losing consciousness. MOVEMENT t DBMOo·t 
A GM may V.lry thiS by 20% or more. II ... M&M Chargc/ Flt:t:/ 

Armor Type - The crc�[ure's �rmor type: Movt:· Bonus Lungt: Evade 
Soft L = .soft le.uher; Creeping 5' 0 0 0 
Rigid L = rigid leather. Very Slow IS' 0 0 0 

DB -The creature's D"f"nsivr Bonus. This will vary �ccord- Slow 25' 5 0 5 
In!; 10 thT circlirlIstmccs; use th .. Spr"d Chart on this page. Medium 50' 10 -5 10 

OB/Atuck -The creature's OB and :1ttack Type. See Table Moderately Fast 75' 20 -10 15 CST -2 (p. 234) for a key to th ... s ... abbreviations. 
Atbck SI'l:e - The creature's m3XllnUrll attack result J"nita- Fast 100' 30 -15 20 

tlon. Very Fan 125' 40 -20 30 
Critical Type _ Th .. type of critical tabl .. thM is \1Sc-d 10 Blindingly Fast ISO' 50 -20 40 

resolve cnt;c31 stnkes mad" ag3inst thl"" CTl""o1Iurl""; • _ Thi. i. II", cre>lurc'. ba.., movcmcnl rate withoul modifie�lion. 
Rl""gubr ::: nonnal critical rabks (cr -I ro cr -9); (or Movermnt & M.ncuvrr (M&M) Bonus and nmning. 
L�rgc ::: large (fl""atun· emical tabks (cr-IO, CT-I I); * _l'hae modifiers apply 10 Ih. animal or monster's DB wh.n ,h. 
Hugl"" = large creature cfltical tables l11odific-d by -10. pro�r .i,uat;on occun. A o,argc/Lungc occurs whtn the a"'inul 

• -This monSter ha$ speeia1 3Hacks or powrrs. For details. sre atucks a �rson wilhoul surpri..,. Only the.- animal's t�rgof. or 

,hr mdlVldu�1 dt'scripflons. .omoone withi", 5', nu •• S Ihe modifier when ",ucking ,he ch ... g;ng 
1"'''''1. The Flco/Ev.de column occurs when ,he .",;m.1 IJ ., Iust firty 
(e" away and i. running away or across tht firing �rso"" s line or .ight. 

SPECIAL T OUGEN BEASTS ANO MONSTERS (jM f,,1/ .k.m·p"om Ut: AppmJix A-3, p. 180-189) 

Numlxr Armor 011/ Atuck Critical 
Typt Ltvel Appearing Spud Hits Typ' DII Attack Size Type 
BaJrog. 60 I V ... ry Fast 400 PiaTT 60 240Wr- - Huge 

Cr.bam 2 1-100 F;ut 10  None 50 2SBi Small Regular 
Or.1gons 25 I Very Fast 260 Platt 40 J7SBi· Hugr Hugr 

DumbJooon; I 1-100 Fa$t 3 None 40 fOSi Tiny R<!8uJar 
E3gb, Gmt 30 I.IQ Blind. Fa$t 250 Rigid L 60 I lOP;· Huge Huge 

Ents (Onodr;m) 35 1+ Moolum 400 Plate 30 170Fll- Hugt Huge 
Frsfitycrlyn 1 5 I Medium 250 Plate 35 [20P; Huge Huge 

FrI[ [kouts 20 I �2 F,lS! 210 Chain 35 9SBi- Hugt Huge 

Flirs of Mordor I 1-100 Fasl 2 Non� 35 ISBi Ti�y Regular 
Giants 20 1-3 Mtdium 350 Rlg,d L. 30 l4ORa- H«g' Hugt: 

Hummcrhorns 3 1-20 Vtry Fast 35 Nonr 50 SOHo Medium RtguJaf 

HuoITl$ 20 1 -20 Vrry Slow 350 Ch:l.lft 20 75Fi Large Huge 

Krnk.n, $",.11 15 I Mod. F;ut 150 Nonr 50 7SGr" Medium L.ug' 
mc-dllllll 25 I Medium 300 Soft L 40 12SGr"" u,'ll' '-' .. , 
Iargr 35 I Slow 400 Rigid L 40 ISOGr"" Huge Huge 

Mrarns 10 1.15 Blind. Fast 200 Nont 40 75Fi u..-g, Rtgular 

Mewl'p$ 4 2-20 Mod. Fut 60 Nonr 35 SSWI' - R.tgul:lr 
MCmukil 7 1 - 1 0  Fast 300 Rigid L 25 'SR- Hug. u, .. , 
Na'l:gl,i 20 1-9 Fast 200 Ch�in 75 17SW.· - Hug. 

Olog-hai 15 1+ Mod. Fast 150 Plllle 45 I60Wc - .. !:-a;ge 
Oro., weak I 1+ Medium 35 None 25 JSWe - Regular 

medium 3 1+ Mtdlum 60 Rigid L. 30 60We - Regular 
strong 5 1+ Mrdium 85 Chain 30 - 7SWe - Regular 

Spidrrs. Great 5 1-20 Mod. Fut 50 Chain 20 6OPi· Medium Reg...lar 

Trolls 1 2  1-10 Medium 180 Rigid L 35 ISOCI Huge lArge 
Vampire1l 15 I Fut 1 50  Nonc 65 IOOCI· Huge u..-g, 
W"". 8 4-20 Vtry F;$( 150 Nont 55 90Si u..-g, Regular 

\Verrwolv(� 10 1-5 Vrry r3$1 250 R.igid L 65 1208i- Hugr L�rgt; 
Wights, minor 10  I M .. dium 100 None 40 9SWt· - Large 

lener 15 I Mc-dium 125 None 50 I ISWc· - '-' .. , 
major 25 I Mod. FUI 175 None 60 170We· - Huge 
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ST -3 - MASTER CHARACTER TABLE 

The MnlU Ouraele. T �blc cOnl�irn .urnm";",, of ,he var;ow oonwu for nch of the si. professions. These arc Ihe avcr:lg<' bonuKS b-.:I 
upon the ,luraCl" " level. These .urnma";,. atC UStfu! ror determining ,he capabiliti"" of non.player ch.""'lcn. Rcmcmb.er. ,he d."dopmtnt 
procus j. vcry fk"ibk and ror .. ,h or (he profusioru, the abo"" bonwu only r.O"ct one of the J>Ouiblc way. of developing the .kill •. 
Assumption. - The abo"" bonuses were obtained by following ,he .und;,rd char:lCler developmenl proceu. They arc based On the following 

.ssumplion •. \VarnOTO, &ouu. Rang«, . •  od Animisu arc Eriadoraru: S".m and Magu arc Gondori.ns, The loul sUI bonU5d an: as gi"en 
btlow for nch profusion: 

SeOUl -Sf( + 10). AG(+ [5). CO(+S), rcn(+O) Mage - AG(+S). lG(+1 5). ITC+5). PR(+S). •• ,,(+0) 
Rangn -ST(+IO)' AG(+5). CO(+IO). lT(H). ru!(+O) Animl51 -ST(+5)' AG(+5). IG(+5)' IT(+15)' rm(+O) 
Warrior -ST(+15). AG(+IO). CO(+5). reJl(+O) Ibrd - AG( +5). IG(+ 10). IT(H). PR(+ 10). I'dle +0) 

Ibckground optioN (or Warrio .... ScOUI.S • •  nd R..ngcu u,,: &ckground options (or M.ges. Animi,l.S . •  nd &.rd, ... : 
I) A + [0 primary w.apon. [) A +2 5pc:l! .dder. 

2) TM �Lighlning RuctionsR spc:cial ability. 2) An UIT:> ,pc:II I;'I. 
J) 30 gold p;ow .. J) JO gold piem. 
4} One secondary 5ki[J w •• devdopc:d to • •  kill nnk or 5. 4) One second.ry ,kill wu dn.,lopc:d 10 • •  kill nnk o( 5. 

MAGE LEVEL 
I" 2.' J,' .'" 5'" '''' 7'" '''' '''' Io.h 

No Armor +10 +10 +10 +10 +10 +10 +10 +10 +15 +15 

(ftfen,i"" Bonus _ +5 (+ option.1 mod. from 'pc:U.) 
Primary We.pon +5 +5 +5 +5 +5 +5 +5 +5 +5 +5 
Secondary Wupon +10 +10 + 10 +10 +10 +10 +10 +10 + 1 0  + 1 0  

Climb +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Rid. +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Swim +10 +10 +10 +10 +10 +10 +10 +10 + 10 +10 
Track +20 +20 +20 +20 +20 +20 +20 +20 +20 +20 
St:.lk/Hid. ·20 -20 +10 +10 + 10 +10 +10 +10 +10 +10 
Pick Lock -10 -10 _10 ·10 +20 +20 +20 +20 +20 +20 
Disarm Trap _20 -20 -20 -20 ·20 ·20 +10 +10 +10 + 10 

Read Rune +27 +34 HI H' +55 +62 +69 +81 +87 +91 
U .. hem +17 +24 +JI +,. +45 +57 +69 +73 +77 +81 
Diremd Spe[b +IS  +JI H. +57 +70 +75 +'0 +85 +90 +95 
Perception +15 +15 +15 + 15 +15 +15 + 1 5  +15 +15 +20 
Body Developmenl (HilS) I .  22 27 JJ ,. 44 49 55 60 66 
R.m SpdbOB +2 H +. +8 +10 +12 +14 +16 +IS +20 
# Langu.ges J J J 4 • • 5 , , • 
# Spcl! Lisl.S 2 J , • 7 , 10 I I  I J  1 4  

ANIMIST LEVEL 
I. z., J,' .'" '''' '''' 7", '''' ',h Io.h 

No Armor + 1 5  +15 +15 +15 +15 +15 +15 +15 +15 +15 
Sofl Lta,her -, -, ., -, ., +0 +, +, +, +, 
Rigid Le.th", -20 ·15 _10 -, +0 +0 +0 +0 +0 +0 
Oer.n,lvc Bonu. +5 (+ optio.u[ mods from 'pc:lI.) 
Primary Wupon +15 +20 +25 +30 +JS +40 H' +50 +55 +57 
Second.try Weapon +15 +20 +25 +JO +JS +40 +45 +50 +55 +57 
Tertiary \Veapon +10 +10 +10 +10 +10 +10 +10 +10 +10 + 10 

Climb + 1 1 + 12 + I S  +24 +25 +JI +37 +,. H. +50 
Rid. +21 +27 +28 +34 +4<l HI +47 +53 +59 +65 
Swim + 1 1  +12 +IJ + 14 +15 +16 +17 +IS + 19 +20 
Trotk + 1 1  +12 +IJ +14 +15 +16 +17 +IS  + 1 9  +20 

St.[k/Hid. +, +, +10 +15 +20 +25 +JO +JS HO +45 
Pick Lock +10 +10 +10 +10 +10 +10 +10 +10 +10 +10 
Oi",on Tnp -10 +20 +20 +20 +20 +20 +20 +20 +20 +20 
Rud Runt + 1 1  + 12 +IS +24 +30 +36 H2 +48 +54 +60 
Uulum +21 +27 +28 +34 +4<l H. +52 +58 +64 +70 
Directed Spell. - IS +14 +21 +2J +25 +27 +29 +JI +JJ +JS 

p.,rccplion +21 +27 +JJ +34 +4<l +46 +47 +53 +59 +65 
Body Devdop"",m (Hiu) 16 22 27 JJ ,. 44 49 55 60 66 
&'.e Spdb OB +2 +. +. +8 +10 +12 +14 +16 +18 +20 

# Langu.gn 2 2 2 J J J 4 • • , 
# Spell Lim 2 J 4 , , 7 , 9 10 I I  



ST -3 - MASTER CHARACTER TABLE 

WARRIOR 
I. '"' 

No A_ +IS + IS 
Sof. l.u.hcr +0 +0 
Rigid Lu.h.r +0 +S 
Chain -lS -IS 
"'" -70 -70 

Dorm.,", SonUJ +15 (+40 w/.hidd) 
Prirrury Wupon 
&condory W upon 
Tnti.ry Wupon 
"'''''n 
Oimb 
Rid< 
S"'m 
T�' 

Ambo,uh 

Sulk/Hide 
Pick Lock 
OiunnTnp 
Rud Rul\ot 
UK linn Dir«tcd-Sptll. 
PtKtp';On Bod: ��Iopnwl\l (Hiu) 
Ibx II. OB 
# Lanplgo 
# Spt[[ Lim 

SCOUT 

No Arrn<H" 
Sor. l.uti>n-
Rigid l.u.htr 

Quin 
Put� 

+43 +56 
+28 +J6 
+33 HI 
+28 +JI 

+16 +ll 
+6 +12 

+16 +17 
+6 +7 

-25 -lS 
+S + 10 
+S +, 
+, +, 

-lS -lS 
-lS -lS 
-IS -IS 

+, +10 
J4 47 
+0 +0 

2 2 
0 0 

I. '"' 

+" +lS 
+, +, 

_10 -S 
-30 -30 
_7' -7' 

[Xftml¥'C BonU$ +20(+4-5 w/ahitld) 
Prirrury Wupon +41 +52 
Stcon<bry Wupon +JI +J7 
T nti�ry Wupon +21 +22 
"'''''n -10 -10 
aimb +21 +27 
Ride +6 +12 
Swim +21 +22 
TrKk +6 +12 

"...bu.h I 2 
SI.[k/Hid� +12 +19 
Pick Lock +7 +14 
DWnn Tnp +7 + 14 

Rud Runr -lS -lS 
UK hem -lS _25 
Di...,md

-
*U. -10 -10 

Pft'(�P' ion +IJ +21 BocI!�¥'Clopmcn. (Hou) Z7 32 
Ibx [[.OB +0 +0 

# LoT" !:"" 2 2 
# Spo:II luIS 0 0 

LEVEL 
3,' .... S ... .... 7 ... 

+IS +IS +IS +IS +IS 
+0 +0 +0 +0 +0 
+S +S +S +S +S 
+0 +S +S +S +S 
-70 -J5 -20 -S +0 

+69 +82 +9S +100 +105 
+ .. +S2 +60 +73 +86 
H9 +S7 +6S +73 +81 
+J4 +37 +40 +4J H6 

+23 +24 +" +JI +32 
+18 +24 +30 +36 +42 
+18 +19 +20 +21 +22 
+IJ +14 +20 +21 +'7 

-25 I I I I 
+10 +IS +IS +20 +20 
+ 10 +10 +IS +IS +20 
+10 +10 +IS +IS +20 

-25 -lS -lS _lS +S 
-lS -lS -lS -lS -lS 
-IS _IS _IS -IS -IS 

+10 +IS +IS +20 +'0 
60 73 86 99 106 
+0 +0 +0 +0 +0 

2 2 2 , , 
0 0 0 0 0 

LEVEL 
J,' .... , ... .... 7 ... 

+lS +" +" +" +" 
+S +, +S +S +, 
+0 +S +10 + 10 +10 
-30 -30 -30 -lS -20 
-7' -7' -7' _7' _7' 

+63 +7. +80 +83 +86 
+4J +49 +55 +61 +67 
+23 +24 +30 +36 H2 
-10 -10 -10 -10 -10 

+33 +39 H' +51 +'7 
+18 +24 +30 +36 +42 
+23 +24 +25 +'6 +27 
+18 +24 +lS +26 +27 

3 • S 6 7 
+'6 +28 +JS +42 +49 
+21 +28 +JS HZ H9 
+21 +28 +35 HZ H' 

-lS -lS +S +, +S 
-lS -lS -lS +5 +S 
-10 -10 -10 -10 -10 

+29 +37 .. , +48 +51 
J8 4J 49 54 60 
+0 +0 +0 +0 +0 

2 2 3 3 3 
0 0 0 I I 

.... .... 
+20 +20 

+0 +S 
+S +S 
+S +S 
+0 +0 

+110 +1[5 
+91 +96 
+9. +97 
H. +S7 
+33 +J4 
H8 +54 
+23 +24 
+28 +J4 

2 , 
+25 +lS 
+20 +lS 
+20 +25 

+S +10 
+S +S 
-IS -IS 

+lS +" 
I I. Il! 
+0 +0 

, , 
0 0 

.,' .... 
+" +" 

+, +, 
+10 +10 
-IS _10 
_7' _7' 

+89 +92 
+73 +7' 
H8 +54 
-10 -10 

+63 +69 
+48 +54 
+28 +29 
+33 +39 

• • 
+S6 +63 
+'6 +63 
+56 +63 

+S +S 
+S +, 
-10 -10 

+59 +67 
6S 71 
+0 +0 

3 • 
I I 

I"'" 
+20 
+10 

+S 
+S 
+0 

+[20 
+101 
+100 

+6S 

+40 
+60 
+25 
+JS 

, 
+30 
+25 
+lS 

+10 
+10 
-IS 

+30 
129 
+0 

, 
0 

I"" 

+lS 
+, 

+10 
-S 

_7' 

+9S 
+82 
+60 
-10 

+7' 
+60 
+30 
H' 

10 
+70 
+70 
+70 

+, 
+S 
-10 

+75 
76 
+0 

• 
I 
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ST-J 



Pan VII 
Appcndka 

to. '" 

Summary 
Table 
ST-J 

ST -3 - MASTER CHARACTER TABLE 

RANGER LEVEL 
I. , ... 3,' .'" '''' "" 7'" 

No Armor +10 +10 +., +., +., +., +., 
Sofl I...utlwr ., ., +0 +, +, +, +, 
Rigid Lullwr ·10 +0 +0 +0 +0 +0 +0 
Cluin ·30 .30 ..JO ·lS .20 . ., ., 
Pbu ·75 ·75 ·75 ·75 ·75 .75 .75 
o.:f.n .... ., 80 ..... _+10(+35 ... /Johidd) 
Primary Wnpon +<, +54 +66 +78 +85 +89 +93 
�ryWupon +ll +19 +36 +<3 +so +57 +64 
Trl'li�ry Wupon +17 +19 +1I +13 +30 +37 +« 
O<h<. .. .. .. . , +0 +, +. 

Oimb +13 HI +19 +37 +4S +53 +61 
Rid. +18 +16 +34 +4l +so +58 +66 
S..;", +13 +16  +1'  +22 +lS +28 +31 
T�k +. +16 H. +32 +40 +48 +.\6 

Ambush ·25 ·25 I , 2 2 3 
Sulk/Hid.: +12 +1. +16 +33 +40 +47 +54 
Pick Lock +, +, +S +, +S +S +S 
Disarm Trap ·20 +10 +10 +10 +10 +10 +10 

R •• d Runt .lS ·lS ·lS ·25 +5 +5 +, 
UII<' IIrm .20 .20 ·20 ·20 ·20 +10 +10 
[)irKlni Spdls ·20 ·20 ·20 ·20 ·20 ·20 ·20 

Prrcrpelon +12  +1' +16 +33 +40 +47 +54 
8ad.y o.:�dopmont (Hitt) 32 37 43 48 54 59 65 
&x'SpoIIs 08 +0 +0 +0 +0 +0 +0 +0 
# ungwJO , 2 , 2 3 3 3 
# Spoil L'Jtt 0 I I I 2 2 3 

BARD LEVEL 
I. ,., 3,' .'" '''' 6'" 7,h 

No Armor +10 +10 +10 +10 +10 +10 +10 
Sofluallvr ·35 ·35 ·35 ·35 .35 .35 .35 
RigId LUllwr ·so .so .so ·so .so ·so .so 
Cluin .70 .70 ·70 ·70 ·70 ·70 ·70 
Pbrr ·85 ·85 .as ·85 ·85 ·85 ·85 

o.,r.rulw So ..... +S (+30 w/Johlfcld) 
Primary Wupon + 1 1  +17 +23 +19 +35 +41 +<7 
Secondary Wupon +16  +22 +28 +34 +40 +46 +52 
T.l'Iiary Wupon ·lS .lS ·lS ·lS ·lS ·lS ·lS 
"' ... ·lS ·lS ·lS ·lS ·lS ·lS .lS 

aimb +6 +7 +13 +19  +lS +31 +37 
.'" +6 +12  +13 +19  +lS +31 +37 
Swim +6 +7 +, +9 +10 +11  +12  
T=k +11  +12  +13 +14 +., +16 +17 

Suflr./Hld. +16 +17 +13 +19 +30 +36 +4l 
P,ck Lock +16 +22 +13 +19 +35 +36 +4l 
Diurm Tnp .19 +12 +18 +19 +lS +31 +32 
RudRul'lC +1I +27 +33 +39 +4S +51 +57 
the 11m! +16 +22 +28 +34 +40 +46 +52 
D,,,,,,ni Spoils ·19 ·18 +13 +14 +., +16 +17 

P.re.prion +16 +ll +28 +34 +40 +46 +52 
8ad.r o.:wl�", (Hlu) 16  22 27 33 38 ... 49 
r-:S;XU.OB +1  +2 +3 +. +, +6 +7 
# unFges 3 3 • • 5 5 6 
# Spoil Listt I 2 3 3 4 , , 

.'" ... I .... 
+., +., +., 

+, +, +, 
+0 +0 +0 
+0 +0 +0 
.4S .35 ·lS 

+97 +101 +IOS 
+71 +78 +8l 
+51 +'8 +65 

+6 + • +10 
+69 +77 +85 
+74 +8' +87 
+34 +37 +40 
+64 +72 +80 

• , 6 
+61 +68 +72 

+, +S +, 
+10 +10 +10 

+5 +, +, 
+10 +10 +10 
·20 ·20 .20 

+61 +68 +72 
70 76 " 
+0 +0 +0 

3 3 • 
• • 5 

',h 9,h Io<h 
+10 +10 +10 

·35 ·35 ·35 
·so ·so .SO 
.70 .70 .70 
.85 ·85 ·85 

+53 +59 +62 
+58 +64 +67 
·lS ·lS .lS 
.lS ·lS ·lS 

+<3 +49 +55 
+43 +49 +55 
+13 +14 +., 
+18 +19 +'0 
+<3 +49 +55 
+48 +<. +55 
+38 +« +4S 
+63 +69 +72 
+58 +64 +67 
+18  +19  +20 
+58 +64 +67 

55 60 66 
+8 +. +10 

6 7 7 
6 7 8 



ST -4 - EQUIPMENT AND PRICE TABLE 

WEAPONS PROTECTIVE EQUIPMENT 
\Vupon Abbrt:v. Co., Wt. T,,,. Equipmt:nt Co., Wt:ight · 
8;mle-An (b.) IJsp 7 Ib 2-Handt:d Shidd 55bp IS  lb·· 
Bol. (bo) 5,p J Ib MiSSile �athn- Arm Gre:lV('s "p 2 1b 
Bm.adsW()rd lb,) Io.p 4 1b I-H SI�hing �:I[hn- Ltg GU:lV('s "p 2 Ib 
Club (d) 1'1' 5 Ib I-H Con<ussion MctlIl Arm Grt:;l.V('l 4,p J Ib 
Composiu Bow ('1') 17,p 3 1b Missile Me-Ial Leg GnaV('s " p J Ib 
Croubow l"') 25,p 8 Ib Mlnile- �nhn- Hdm 25bp 2 Ib -
Daggu Cda) 3,p l ib I-H Slashmg MelalHdm " p 3 Ib 
Flail (n) 1 9sp 6 1b 2-Handed Soft �athtr Armor Jsp 12 1b 
Halb:rord (hb) 14sp 7 Ib 2-H Pole Arm Rigid ualht:r Annor Io.p 14 1b 
HaMue (h.) 5,p 5 Ib I-H SI�h,"g Chain Armor 3S�I' 20lb 
Javdin G') 3�1' <l b  I-H Polt: Arm Platt: Armor 5o.p 2SIb 
Long Bow (Ib) Io.p 3 1b Miuile ACCESSORIES Mat:e (111:1) 6sp 5 Ib I-H Concussion 
Morning St�r (ms) 16sp S ib I-H Concussion Good Con Wt. Note 
Mounud u.nce �ml) Ssp JO Ib 2-H Pole Arm Boots · I,p 3 1b -
N" go) 7,p 3 1b '·H Concussion Clook · 9bp 2 1b -
QU<lrttrstaff (q.) 5'1' 4 1b 2-Harn:led Coal · ISbp 6 1b -
Sclllutar (,,) Io.p 4 Ib I-H Slashing Panu" 2Scp l ib -
Shon Bow (.b) 6,p 2 1b Missile Shirt · 3bp l ib -
Shon SW()rd (") 7sp J ib I-H Slashing SuI'COat · 9bp l ib -
Slmg (.1) 9bp O.S lb Missile Arrows (20) 'bp 3 1b -
Sl'e:ror ('I') 23bl' S ib I-H Pole Ann Backpack 2bp 2 1b Holds 20 Ib, I cu' 
2-hand S"'ord (,h) 2o.p 8 Ib 2·H.lndt:d Bandagt: 1 '1'  .21b -
\Var Hammn- (wh) ISsp S ib f-H Con<usslon Ikdroll (wool) 2bp 5 Ib Bbnkt.[ 
Whip (wp) "p 3 Ib I-H Conru.uion !kIt Pouch 2 '1' . I lb Hofcb I lb. 0.1 cu' 

FOOD AND LODGING ultrops (S) 8bp 2 1b -
Crossbow bolu (20) I Ibp 3 1b -

Good / $trYICt Co., Nott Cook/bn-w pot 2 bp .Slb ClIO bn-w herbs 
!kn/A[e 2,p Pmt FiK-stanmg bow 8,p .S lb T akts 5 mimnn 
Brandy "kp Half-pint Flim and sirel fbp .s Ib T ak� 3 minUltS 
Cider I<p PUll P.ack and p�ckfr�mt .JJep -' Ib Hold, 45 lb. 2 cu' 
M�d Stp Pinl Lanum 12bp 21b Lighu 2$' ndlus. 6 hr 
\Vme 6,p PlOt Lock pIck kit lsI' .Slb +5 bonus 
Mtal: Light / Normal / Heavy Cost; 61p / Icp / [2[p Oil flask 3bp l ib 6 hr. refill 
Nom,a[ r:lllons < I wk) Sep Nomul spoi[agt. Wt. 1 8 1b. Ptgs <10 wood) 9,p 2 1b -
Trail rations (I wk) Ibl' Pr�rd; Wt:ighr 14 lb. Piron$ ( 1 0  Iron) 2bp 3 1b -
Grr;ubKad (1 wk) 3gp Pmrrved; Wright 4 1b. Polt (1 0') 5,p 8 1b -
Waybrud (I 11101101) I Sgp PrCSCl"vrd: Wright 4 lb. Quivrr (holds 20) Ibp .s Ib Holds bolts/artows 
Poor lodging kp Communal sluping Rope- 4bp 6 1b 50' 
Avrrage- lodgmg 2,p $t1),U3IC beddmg Rapt (suptrlor) [2bp 3 1b 50' 
Good lodging 2211' $tparale room Sack (SOlb) 8q, 2 1b Ho[ds SO lb. J ru' 
Stablt: 2,p Il1dudc$ food for beast $a((hd I bl' l ib Hold! 10 Ib, 0.5 cu' 

So.""'''' 25bp l ib -
TRANSPORT Sling $tonr.$ (20) 0 3 1b -

5".'" ! Riding Tarp (S'.a'} Ibl' 4 Ib -
Transport em' (fi;;nd) Capacity Bonw t Trnt "I' 9 1b Holds two 
Mule/donkey 3"p ISO 2SO lb -10 Torch 3,p l ib Lighu 10' rad,us, I hr 
Mature pony <o.p 150 IBO lb +5 Watt:nkin (I pt) 1'1' O lb Wright I Ib fuU 
Light holX 4Ssp 225 200lb +0 WtJpon btl, • 5bp l ib -

Mt:dium horse 6o.p 1 80 3OO1b +<> • - Counts agalrut cncumhl'"ancr only If carrit:d and nol 
Huvy horu so.p ISO 400 lb +<> worn. Thtse we'ghu aK basc-d upon equlpmtnt for a 
Lt:sser warhoru 20gp 180 JSOlb +15 nomu[ human (about 5' 6� and ISO Ib). 
Gruln- warholX 7Sgpt ISO J7SIb +30 

•• - 8.5 lb. Ifunckr S' 1311, and 5 lb. If undtr 4' 1":1.11. Gmrl 12gpt 100 225 Ib -15 
Elephant 

2�'� 80 1000 lb -10 § _ This 1$ tilt nonnal Ult of moV('mrnl m a tJet"al 

Fe-rry $C'rvICC 2 mph - - situJlion. It may br doubled If tht ndu decides 10 gallop 

Coach ,."....ict I cp/ml 6 mph ](XIO Ib - (Itt: $tetlol1 a.l, p. 45). 
Wagon (8' long) ''llP 50 1500 Ib - t - An tspe-Clally mttlhgrnt 'mimal would gtl an + [0 

Small boat (10') 7gl' 30 1000 Ib - bonus, bIll might COSI more. 
Medium ��I (20') I l gp sail 3000 Ib - t - RaKly aval[able unless purchased from lord or wealthy 
LlI"�e boar ,w)' 40;) sail 5000 Ib dt,lit:r in sl)("cial areas. 

Part vn 
Appmd ..... It,,; "" 

Summary 
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ST-4 



256� 

.. 
Part vn 
Append;,,," 

.. 

ST -s - HERBS, POISONS, AND DISEASES TABLE 

HERBS 
N.me Codes I'orm/Pr�p 

Bont Rtp�ir -
Arfan<b. ,.F-S 
Bumhdu {-S-7 
Ed .. m c-F-6 

mm/�pp!y 
'{3Ik/br�w 
mo .. /ingen 

2., 
I I00p 
31gp 

DOIJble. r.l.1� ofhuling (or (ract.ur ... 
Repairs sh3tl�red bon •• and ;oinl-O. 
Mend, bone, 

5bp Doubl .. h.aling ,at. for burns and minor nU'. 
3Sgp Heals 10 .quuc ft(t of burn •. 

CODES 
9sp Cur .. frostbite. He.!. 2-20 hiu r<Julling from cold. 

199p Heals I.t and 2nd deg"'. bums, and 
Th. Cod •• gi"" a sm.lI luter for the 1- 10 hits resulting from he.t. 

clim.te that the herb (or poison) i. nor- i-;;c--,---;o---;--------------------''-------------------j 
",ally found in, a c'piC;l.I l.tICT for the Circulatory Rep.ir -
t)'pl' oflocal. th.:u the h�rb i. nomully Anserkc h-0-6 root/apply 7Sgp Slop. bk"ding by cloning and 5<:.ling wOIJnd" T.k .. 

3 rounds 10 lake .fTect. Pni.nt cannot move (or S minut .. 
without wound reopening. 

fOlJnd in. and a numberforthe diffi<:ull)' 
of finding . do .. of .u,h • herb (Ke 
Section 14.3. p. 68). 

CUMA TE CODES: 
� ... arid 
c ... cold 
e ."ncrLutjng cold 
r ... $<:"""" cold (frigid) 
h ... hot and humid 

m _. mild Icmpcr:>u 
• ... semi-arid 

... cool tempcr:>l. 

LOCALE CODES: 
A ... Alpine 
B •.. Brcakt/wadis 
C ... Conifcrow (evugr..,n) (0...," 
D ... o.:,jduDu./rniud foru, 
F ... Fr'5hw�lcr coasu &. banb 
G ... Glaciu/snowficld 
H ... H.�lh/s.:rub 
J .. ,Jungle/r.;n for..1 

M ... Mounuin 
o . . o.:�n/.allwat.r sho ...... 
5 ... Short gr:lS5 
T ... Tall gu •• 
U ... Underground (cavern •. e,c,) 
V ... Volcani, 

W ... Wane 
Z ... o.:ml 

DIFFICULTY OF FINDING: 
Code Difficulty Mod. 

I ......... Routin • ...................... +30 
2 ......... E.a.y........... . .. +20 
J ......... Lighl ..... +10 
4 ... Medium ................... ... +0 
5 . ....... Ha.d ................... ......... _10 
6 ......... V.ry Hard ....... , ......... . -20 
7 .. ...... ElCtt<mdy Hard .. ...... _30 
8 ......... Sheer Folly ............ -50 
9 ......... Aruurd .......... _ .... _ ... ... -70 

Sununary 
Table 
ST-S 

.-S-6 re.in/.pply 

Concussion Rtlitf-
Arbn t·T-2 leaf/app[y 
Dar.urion c-M-3 leaf/apply 
Dtuf ._0-2 le.f/ingest 
Gariig a-Z-3 cactu./ingest 
Gcfnul e-V·S lichen/ingest 
Mi ... nna c·M-3 berry/ingut 
Rewk t-D-3 nodule/b ... w 
nurl t-D-[ c!ove/brrw 
Wioclamit c·C-7 (ruit/ingest 
Yavcth.lion m·O-S (ruit/ing�n 

Gcntnl Purpose Htrln -
Atka"" ",·T-4 "'phpply 
Arthond c-M-2 TOOt/ingm 

Atlanar 
Delrun 
Felm.thcr 

Mendar 
Mdandar 
Ulnaz.> 
U, 

,-C-5 

t_F_4 
c-G2 
m-0-5 

e-C-6 
,-F-3 
e-W-7 
f-H-3 

bf/b.ew 

mos./apply 
bark/apply 
bf/inW'st 

coot/b.ew 
mo .. /brrw 
leaf/ioge" 
nut/inge.t 

JSOgp 

i3.p 
J.p 
5., 

55gp 
90gp 
IOgp 

9., 
I., 

l DOg, 
45gp 

12" 
Sbp 

2DOg, 

'" 
J., 

105gp 

65gp 
12.p 

450gp 
Jgp 

Slop. any bleeding. T.h. 1-10 rounds to t.h dre". Patient 
cannot move for J hour without wound reopening. 
Immedi .. e!y nop. any form of bleeding, 

H.als 4-9 hit •. 
H •• l. 1-6 hit<. 
Hea[. i·]O hiu. 
Huls 30 hiu. 
Hea[. 100 hiu, 
H.a[. JO hi t •. 
Hea[. 2-20 hir.. 
Hea[s 1_4 hiu. 
H�a[. 3_300 hir.. 
Hul. 5·50 hiu. 

Heal. 2-12 hits. Doublu taU ofhuling for major wound,. 
llicongcnam. Adds 20 to .«i.tance v. common cold. Spud. 
recovery from rrspiratory iHne •• by 5�. 
Cap .. ble of <:uring .nything while patient still alive, but he.ling 
only as efTective •• the healer. Full efTect only in hand. of an 
"ordained" king. See Appendi� A-6.4 (p. 218) for del.ils. 
Cure. fever. 
Repels .ny in.ect. SmeHs foul. 
Allows . mental .ummons o( one "'friend," 
Range 300'� u.er's [evel. Reliev .. 'om •. 
Curo .ny oon-mental disuse. 
Add, 10 to R .. i.l<loce Roll. ag.inJl d'.usc for 1·10 doys. 
Antidote to any poison if taken within one d.-oy. 
One: d.-oy'. nutrition. 

Uft Preservation (set Section 17.0, p, 74-75) -
Degiik h-O-S [e.f/inge.t lOOgp Lifekeeping (1 day)' 
Oiolo... f-F-8 dove/ingut 600gp Lifegiving for Elv .. , if given within 7 dap of de.th. 
Olvar f-0·6 flown/ingot 200gp Lifckeeping (2-20 days). 
P.rgen h-J-8 b.:rry/ingm BOOgp Lifcgiving, if given within 4 days. 
Pothur a-H·4 nodu[e/ing .. t 3Sgp Lifekeeping (I hour). 
T yr_fin f-A-9 [caf/ingest 1200gp Lifegiving, if giv�n within 56 day •. 

Mind Alteration -
Arunya m-S-3 root/brew 

Brorkwilb m_V_4 flower/ingest 

Go" m-T-4 leave,/inge" 

Ho.k_focr .S) flower/ingest 

Nc!isst J_V_4 le.f/brew 

.. , 

9" 

IOgp 

67gp 

9., 

Gu ••• • Ieep and quick unconsciousnc ... 
One hour' • •  Iccp equals 4. Addictive if ".cd too often. 
\Vithdrawal = .lup[e •. m ..... 
Euphoric. Allows for .hared dream. with (amily member. Very 
addictive. 
Euphoric "imul.m/hallucinogen (dry,cru.h.inhalc). 
+ 10 to u .. r', PR (or 2 hours, then -50 to octivity for 
[-IO hours. 
H .. llu,inogeo. CUteS mind 10 .... and mental di", .... , bu< 
prevents movement for ] -10 w�cks. 
Euphoria (-50 to activity) for I hr. Yidds I d.-oy'. nutrition. 



ST -5 - HERBS, POISONS AND DISEASES TABLE 25 N�. Coda Fonn/Prq> eo.. EIf= 

Musclt, Cart.ila�. eo. T e-ndon Rtpair 
Amumi� m-5-2 k�(hpply 6bp DoublH .. Ie ortltaling (or Iig;uno:f\I, c�rtibie, mwde <hmage. 
A'l"uur t·F-S 'Ialk/b", ... J<lgp Mends muWe <hmage. P,rt YJI 

7 
* 

D�gnudH,. • -5-S .pinc,fb",w 28" Hal. anilagc da�ge. ."...., . •• 
au, m-O-< no,",r /il1jlHl 22" Rep'in 'p",ins. 

Nervt Rtpair 
Bd .. mba •• (;.6 licmn/b",w 60gp R�irs ne:rve d�mage. 
Terba. m-0-3 I.a(hpply 2" Double. rale o(maling (or ne:rve doomage. 

Organ Re-pair eo. Preservation FORMjPREP 
AI<bka c-M_S fOOI/brrw 102gp RHIO"'" sighl. (F\7mI .nJ Rrf"iTtJ P...".,fltlion) 
Bcrtnin m-D-3 mo •• /br .... IO" P",serv;ltion o( organic matuial up 10 body liu (or I <by. 
F.b(end" c·F .... rOO(/bn:w 90gp RHIO.,. heJring. Srnoo_ TakH 2Orounds aft.r wal .. i. 

Sinn .-5-, dove/ingul 80gp RHIO"'lion or I organ. Side .ffect: .kin disease (PR ",duced to hoiled, then il m�y be drunk. 

1000(no�l} IngHl_ May Ix uten, eheww, drunk, 
Siriena • -5-S gm./apply 70., Pr.servation o( organic maltrial up 10 body .ize rOT I wuk . o' inhaled. whichever is .pprop.iot •. 
Tarnu h·J·6 nodule/brew 220gp Rep.irs org.n damage. Apply - Takes 1-10 round, 10 pr.· 

Physical Aite-ration eo. Enhance-nle-nt POI..,. The h.rb i. tMn applied to Ihe 

Atig.>-_ r·H-4 tool/br.w 40gp Prouc" .y •• in inlense ligh! Or glare. AUow • •  ighl dupilc aru or injury. 

,,,dd.n o. blinding light. Luu 9 hu. Pute _ Poi.on is �d. ;nlO a pu .. 

Srddiar m·V .... nower/ingest 2S" Sub,,,,,,. 30 rrom mannm:r and mde •. Add • .so 10 .pell. and which �y be .pplied 10 edged 0, 

mis.sil. a<tack •. Euphoria. L.ut.! ! hr. poimed weapons. It will .emain .(. 
Grl�i, m·O-S �rgu/ingc'l 4S" Allow. one: 10 b..,J,h. un<kr wale. (only) ror 4 hrs. reClive (or up to I ,",ck Or unlil an 

Kalhk"sa (-W·3 re�(/ingul so., 2" ""'ngeh (1-10 md.} +10 10 OS" doub[e hit.! gi"'n 10 (ocs. opponent i. slrUCk. I( a crilic�1 it 
K,lmaku. h-5-S rool/bn:w 6S" Procecu vcrsus f};uno: and heal (or 1-[0 hn. obtained. lhe oppone:nl mU$l �I« I 

KI�gul .-S-J bud/b ... w 27" Allows sighl IiI« an Elrs (6 hu} Resinance Roll Or he ukH lhe effect. 

Megilloo ,.M·3 [u(/ingeJl 1 2sp Inc",....,. visUill perupuon (r�nge and PO""") ror 10 m,nuIH. Ir lhe raul! o( lhe �,tack is only hits. 

Va",n ,-5-2 pollen/ingest ' '.p AOlIC smel! and [,Ute (I hr} t!>co poison is gone:. It �y aI.o Ix pul 

Zubendura a·U--4 mu.hroom/ingell 70., Hute (3 TOUnd,). inlO food or drink. 

z." c-U-4 rUniUS/b ... w 12gp Enhances smell and hearine (I hr} liquid _ � pu ... Hetp! il only "'-

Sut Modifius 
ma.ns effC<tiv. (or I hour. 

L.:J<�gii a-Z-9 bud/mgest S20gp ReSlOfQ lily one 'UI loss nthcr lhan lhose due 10 age. Powd .... - M�y nO( be applied 10 

Mcttig .s.s lho.n/lm:w 2,. Daily we inc .. asH PR and AP by 5. Effcci QCCUrJ after 10 <bys weapons. II may be placed in (ood or 

usc and addiction resU[1I aflu 2 wuks. Interruption o( uSC and drink. 

wilhdrawal mcans lou o( 10 (rom CO, 5 from IG. and the 5 10 
COST PR and AP. 

Normal COIl i( available. 
Swn Relief (r�" Itt rolll.mOLJ btfer( &."J, bool % r&.nu off�il'm if �'1U4l lo llot # of mmw'� I;"" fOIuwmpr;o,,) 
Su"'ni, I·[,·J btrry/ingul 2", $tun ... Ii.r([ rnd} EFFECT 
Vinuk .-5-. root/hrew Il.p Ku," 10 day •. Stun «'lief ([ ·10 rounds} A maximum of I dose can ul« efT"'l 
Witan h-J.6 Icar/ingul 12gp Rdi.",s 2 rounds or $lun .ffeelS. on I character uch round. The effect is 

DISEASES (Ivl is the aruck lud) - bued on a dOl. weighing O.S ounce. 

Angunh - flus - (Ivl 2) Slow and pain(ul dwh. ADDICTION B"kandu - eenain wolve. - (Iv[ 4) Seve'" ;<Slhma. A Gamc�Jlcr may wi.h 10 mal« G ... lninr - Vrcl pia", - (Ivl 8) Running dealh. Whenever able. Ihe vi"im wdl run. 
certain hubs addictive. In SIKh a case. I&lur( .. - un·ain .n�1«1 - (M 5) Feeblemindedness. IG drop1- by 20. we o( lhe herb will become I.s.s effecli .... Jadaru - Jan .. grass - (Iv! 2) Agility drops by 5. and the addict will r"'J"irc the herb 10 Shutini. - Huhi(bugl - (Ivl J) Insanily. 

Vcmaak - ernain hornc:u - (lvl 7) Hearing lou. opcnl� at ruH effeCliven� (s<:( M .. rig 
undcr s... MoJ!fon ... an .. ample} 

POISONS (Ivl is th� attack level) 
Acu .... (.M.7 flo ...... /pulC 600gp (lvl 10) Kills ins<.1ndy. 
Alp venom m-T·J Alp/pme 2Jgp (Ivl .5) Lou orIimb .uruck. 
Dynalka h.F.J lea(/Fle I ... (Ivl 3) Destroys !>CO�ring and gives 10 hit.!. 
Galenurl.1 c-A-Ei lear/powder 179" (1,,1 9) Kills ElYH; puu othe .. inco J COlll.1l. 
J"" m·U·S bats/F" 92" (1 .. 1 7) GiYCI [·100 hils. 
Jiuu ,,,·0 .... cbrns/liqu.d ' ... (1 .. 1 S) Gi...:s 1-.50 hils. 
JUlh a·Z-5 Korpion/liquid 41gp (M 2) Cawes g .. dual irwnily. 
K.>,(u h-J·4 lear/paste 14241' (1,,1 7) Kill. in 2-12 rounds. 
Klr .-H-S berry/paste 154gp (1,,[ 3) GiYCI J.JOO hilS. 
KI)'tnn ..... rooc/pa"e S3gp (Iv! S) Causes 1·10 day cOnu. 
Silmaln. m-T-2 .ulk/powder '" (Ivl 9) Scan ,kin and gi .... 2-20 hi". 
g�. 1·0·7 spider/paSlt 36gp (Iv[ S) Slow (I day) pa",ly.is and dealh. Su� Taynaga c·es buk/powd .. 27gp (IvI 8) Sttrilizes and givu S·50 hi". 
Uraana ,-5-3 luf/" .... [2gp (M 6) Gi .... J.JO hilS. Table 
Zagan:Uf I·M-6 rool liquid IJ9gp (Ivr 2) Blinds and give, 1-10 hilS. ST.5 
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ST·6 - TREASURE TABLE MAGIC ITEM CHART 

DETERMINING THE COMPOSITION 
First roll to d�termine the size of the treasure (the number of rolls 

�Uowed). Then make a number of rolls to determine the �ctu.11 compa-
OF A TREASURE sition. If any "Spell" results are obtained. further rolls are requind co 

Most of the time. a Gamemaster will choose a tre<lsure that is determine what the spt'll item is and what spt'll is in it. 
<lppropriate for a particular adventure site. However. it may sometimes Norm;ol Equip",ent-("Normal") Many treasures will include loIS or nomul. 
be necessary to quickly generate a random treasure or part of a trusure. non-m.gic equipmcn! (e.g .. we.poru. rope. tool •. clothing. books . •  nd /TWIU_ 

The charU bdow arc included to help the Gamemasttr in this task. Ktipl$. etc.). 
The Gamemaster must assign a relative richness (very poor, poor, Light Equip",ent _("# % Light") Equipment which wciglu # % of 110nn.-o!. 
normal. rich or very rich) to the treasun's wealth (money, gems and The wdght o( equipment (e.g .. we.poru. armor, .hield... rood. eIC.) is oflrn. 
jewelry) and to the treasure's magic itrnt content. The richness of these big hindrance to acharactcr. A pitee or equipment which i. lighlctllunnorm>1 
factors may differ. For uamp[e, a tre<lsure might be very rich in teons of i. o(t.n nry v.!uable 10 a clur.,ter. 
wealth. but poor in terms or magic itcffi5. Each chart has a $(Caion for Magic Ite",. with Bonuses - ("+ #- Bonu.") An i'em with . + # bontU. s..: 
determining the size of the trusure: alternatively, the Gamemaster may &'ction [5.5. p. n. 
decide on the size, The siZl' of the trel!5un is reflected in the number of Bonus Spdl ltems _("+ # Adder" or "x # Muh.") A +# 5pdJ .ddor or. x# 
rolls allowed on th� composition section of each chart. The$C cham are .pell muhiplior. Ste 5o:clion 15.5. p. 72. 
only included to provide aid to the Gamemasrer. He should use them as Magic Item. Containing Spell. -("Spell") An ilem conl�ining • •  ptll. roll o� 
he see$ fit. Ihe SpeU Lin Chart and the Item and Spell Levtl Chart (p. 2S9} 50:. Smi,,,, 

MONEY, GEMS AND JEWELRY CHART 
IS.5. p. 72. 

Sp«ial Ium. -(Spocial) The GM m.y cle.te (m.ke up) any magic i'em 11u., 
Fint roll to determine th .. size of the treasure (the number of he wanLs (or he nn roll again (wice on ,he nul richor column} Of,en ,00. 

composition rolls allowed). Then make a number of rolb to dctem,ine do no, fa ll into ,he ulogori •• above. A good eumple or ,hi. type or i'em is 
the actual composition. a "slaying" wnpon, which will be .spc:cially deadly .gains, ceruin erUIUTU. 

Genu lit Jewdry -Ow. = Jewelry) Gem. and jewdry a'" (orrru of _.hh Ih.t For eumplc. a swold o("Orc_sbying" is 'rcaled a. a nonml .word .g�in'I.ll 
... mo .. porlabl. than moS! money. Thcy a..,also mOr. u.ily identifi.b!e and non-On: f� •. Howe�er. i( i. i. u •• d to give a crilical 10 a Ore, tho Ore ",hI 

more dimeul, ,a .s.u ... The value in p ... nth • .., • •  flcr "G.m" or "Jw." two critical. (two separale rolb): the nonnal critiul and a cr;lic,! lha! .. 
indicatu the approximate value in gold pieces. ,""solved on Tabl. CT-10 (p. 239} 

M()fley _ The GM .hould kecp in mind ,h .. mOst money i. in the form of tin Al'tifacu _ (Alti(a,,) Ani(.cu arc .peei.! ilem. ,hal are very powerful. .nd 
picou (Ip).nd copper pieces (cp ), (ollowed in docrc""ing (reque"cy by bronu of,en eomain multiple pawn • •  nd abilitiu. The O"e True Ring and lhe Elwn 
piece. (bp) . •  i1vorpicces(sp). gold picce. (gp� and mithril piece.(mp} Often ring. or powet arc e�.mplCJ of .,ti(.cu. U.ually the", ;Ie= h.vr a hiS10ry and 
the .hur weight of ,h. money in a Irca.ure willlimil ihe amount which con • cuhura! or polil1c.l lignificancc. 
be camed 'W)y. TREASURE SIZE (Magic Itenu � 

TREASURE SIZE (Money. Gems, Jewdry): RELATIVE RICHNESS 
Fint V''l' V''l' hi Roll # CompD5ition Roll. Roll '00' '00' Norma! Rich Rich 

01-30 1 01-20 0 0 0 0 2 
31-55 2 ZI-40 0 0 0 1 2 56-75 J 41-55 0 0 1 2 2 76-90 4 56-70 0 1 1 2 J 91-100 5 71_80 0 1 2 2 J 

COMPOSITION: 81-90 1 1 2 J 4 
RELATIVE RICHNESS 91_95 1 2 J J 4 

20' V''l' V''l' 96-98 2 J 4 4 5 
Roll '00' '00' Nanna! Rich Rich 99-100 J J 4 5 6 

01_10 SO" 500 tp looo lp Sooo ,p 10000 tp COMPOSITION: 
I I -ZO IOOlp ISoo,p 3000 .p 7500 tp 5000 ,1' RELATIVE RICHNESS 
2[-30 Soo tl' 2SOO,E.. 5000 tp looo cp 10000 ep 20' V''l' V''l' 
JI-35 100hl' 500 ,1' looo q> 17S0 tp 1500 bp Roll 1'00' 1'00' Norm.u Rich Rich 
'6-'" ZOOO 'r 750(;1' 1500q> 2SOO <p 2000 bp 01-[0 Nomul Norm.l Norm.1 80% Light 60% LIght 
41-45 300cp [Mep ZOOO 'I' '-4QO: bl' ;5O'p �. 11-20 Normal Nomul 80% Light 60% Lighl 40% Light 
46-50 400 'P [250 cp 2S0bp SOOhp 3oo.p 21_30 Norm,! 80% Light 60% Light 40% Light ""II 
51-55 500 ep [50 bp 300bp 6OObl' 400 .p 31:40 8o%L;ghl 60% Light 40% Light +5 Bonus ""II 
56-60 600 ,1' Zoobp 

.
3S0bI' 70 sp 60" 41-50 80% light 60% Lighl +S Sono, +10 Banu, ""II 61-65 70bp 250bp 40,1' 9<1,1' 80" Sf-55 60% Lig!., +S Bonus +5 Bonus +10 Bonus +S Bonus 

6(,..70 80hp JO" 50 Ip- IIO.p 100" 56-60 60% Ligh' +S Bonu5 +10 Bon'" +15 Bon". +10 Bonus 
71-75 90bp 35 $p� 6Q,p is,, 125 gp 61 -65 +5 Bonus +S Bonus +10 Bon". +!5 Bonu, +10 BontU 
76_80 loobp 40" 70,p 25gp 150gp 

.. �70 +5 Bon". +S Bon� +10 Bonus Spell +15 Bonus 
81-85 1 2 1p SO 'p 8 "  J5 gp 2m, 71-15 +5 Bonus +10 Bonus +1580tnu 51'1'11 +20 Bon..u 
86-90 [ 5 .p 60" l�gp 45 gp G.1ll(250) ,- 76-80 +S Son"" +IOBollus Spdl $pdl +1 Addtr 91-94 20sp ?gp IS gp �m(6O) c.m(JOO) __ !I.85 +10 J30n'!S- +!? Bo.nu,< S"U """ +ZAddu 9S-97 J OP 8gp G.m(20) G.m(80) Jw�400) 86-9<1 +10 Bonus Spel! Spell +1 Addu �2 MulL 
98_')9 Sill' G.m(IO) G.m(W I mp-J" ""!!_ 91_94 ""II Spell +1 Adder +2 Add�r +3 Add�r 

100 G.m(IO) ) •. (25) Jw.(IOO) Jw�500) Jw.(I OOO) 95-97 Spcl! + 1  Adder +2 Adder �2 Mult. x3 Mult. __ 
Summary T ahl� 

98_99 +1 Adder +2 Adder IIi M",ilt. +3 Add�r Sptdiil 
100 Sp<"cial Sped,1 Speew Spt'ci3J A1'I;f� 

ST-6 



ST -6 - TREASURE TABLE CHOOSING A SPELL AND SPELL ITEM 1""25 
NOlr:Su ,he dcscr;pc;olU of magic ,(mu iO d.unni� ,he I)'J'" of The Magic lInn Chlo" on the previous page mlIy indiat. that 

;Inns. Su"utcd II.nu ",dud.: wuporu. armor. hcl.m�. Flo¥U, :l 'pdl ilnn (i. ... 'pdl) is induded in .to trnsure, or .a GM rruly w.am 

u.it:lcb, 1001" uddlu. clo�k� boots, gJo'IQ. pua. tee. 111. 10 nndomly'� ;11 spdl which is in an ilt'm. The two charts 
G3nxmastct ,hould ancnnine IN. I� of ;tem bas«! upon Ih. below provide a m«hmism for chQO.Sing aJp<"1I md a spdl itnn. Pan V 
;wvcnlUK Jite and ,;Iualion. Using w Spdl Lisl Chan. roll 10 dClmninc which type of sp<"l1 .,."..... . 

lin the spell is from; Ihcn roll to dctcnnillf' tht sp«ific spdl list. It.. 
II 

9 
* 

•• 

Then the Ium andSpdl uftl Chan (.an be lUrd toddmninc the 
typt" of item (if the GamnnasltT has not airt'aciy decided) and to 
dctcrminc the level of the spell. If the spell obt.1lined is inappro-
priate. just r�at the procC" or part of the process, as nn:esury. 

SPELL LIST CHART 
In RoU, DctermirKs lhe Sptll Uti Type 

01·30 31.60 61·75 76·90 91·100 
2nd Roll Opn! Eattncc U .... Magc U .... Opn! Ch.annrling LUu Animi5( Li.u Bard &. Rangu Lisu 
01-02 Curse ,,"," ""� ,,",. ,,",. 
OJ-14 P�k�1 Enh'nce"",nl Firc Law Nalurc's La", DiRel Ch.nnel eo" 
15_26 Euen.c:e'. Ways Icc �w N'lure'� Mowmtnt Blood Wayt Coolrnlling Songs 
27-38 Unbarring Way. Earth Law SptU CXftnse 6onc/Mwdc Way' Sound (Qnrrol -
39-50 Ellence H�nd Ughl Law Surf.ce W�ys Orpn Ways Item Lore 
51_62 Spell Way. Wind Law ProlecliofU Anirml �"'ry P�lh Mastery 

-63_74 E..$<'nc;e Perceptions WatnLaw Oo:tt(t'OIl M,)iery PUIII M.ulcry Moving Way:s 
75-86 1I1l,.ioN LoI9' Wi;! Sound/Li.Ehl Way" PurifK'liollJ Natun', Guues 

87-98 Spinl MUle!,), Living 0ulT' Calm SplriU C"'atiollJ Nalurc's \V'y' 
99-100 Speml SptCl1lJ Sptei.1 s.xcial Special 

Cur ... _ 'Tnt lpell " 5OI'rK  how curscd; il may .Iuck . cNrxler or .lTen him in some other rKg'lift fashion (e.g ..• d...,..., . •  poison . •  drop ,II .au . •  phobia, 
elc.). 'Tnt Ci>"",masler Iwo g"" 1 f1uib,IiIY ill Ihi. rmlttt. 

Sptcia[ -The Ci>mrmamr may make up. lou[Jy rKW spell . .... make • higher le""I 'p"'1l based upon lhe ULni", .prll' (e.g., • Fi� with . [onger ",ngo, ' 
Htilt V Iprll. CIC.). 

ITEM AND SPELL LEVEL CHART 
lit Roll (if rKCC5luy): D«crmirKl The T)'P" OfilCm 

01-40 41-65 66-70 71_75 76-80 81-85 86_94 95_98 99-00 
2nd Roll Rune Paper Potion Daily 1 Daily JI Daily m Dai[y IV W=d Rod Suff 

01-20 ]" ]" ]" ]" ]" ]" ]" ]" ]" 
21-25 '''' ]" ]" ] "  ] "  ]" ] .. ]" '''' 
'6.30 '''' ]" ]" ]" ]" ]" ] .. ]" '''' 
31-35 '''' '.d ]" ]" ] .. ] .. ] "  ''''' 3 .. -
36·40 '''' '''' '.d ] .. ]" ]" ]" ,.d 3 .. 
4f-45 3'" ,.d '''' "'" ] .. ]" ,,, ''''' "h -
'6.SO 3", '''' '''' ,.d ,.d ] .. ,,, '''' ',h 
51·55 3,d '''' 3'" '.d '.d ,,, , .. '''' "h 
'6.60 ',h 3 .. 3,d '''' ,.d '''' '''' 3 .. '''' 

-
61_65 '''' 3 .. 3,d 3 .. ,.d ,'" '''' 3 .. "" 
66-70 " h  3,d "h 3 .. ,.d '''' ''''' 3'" 6<h 
71.75 '''' "h '''' J" 3 .. ,.d '''' J" 7'" -
76.80 ',h "h '''' '''' J" ''''' '''' ',h 7'" 
81-85 �h " h  '''' '''' 3 .. ''''' '''' ',h '''' 
'6.90 7,h �h �h "h 3 .. 3'" '''' '''' ',h -
91-94 8,h 7,h '''' " h  " h  3 .. '''' '''' "'" 
95-97 9,h 8,h "" 6<h "'" 3 .. '''' "" 9,h 
98-99 'I>h "h '''' 7,h " h  3 .. '''' '''' 'I>h 

'00 'I>h 'I>h 'I>h 7,h " h  3 .. '''' " h  'I>h 
Notc: The Ci>mcmul(t should (kurmi.w ,he number of c .... 'P leh in a wand (ma.oimum or 10), a rod (ma�imum of 30). or. surf (maximum of 1(0). • 

1-100 dit roll Un hdp. low roll. indical;lIg rew clurg .. and high rolls iodinl'", lou of ' .... 'i(I. He may abo want to include mulliple chargc.o (or dosu) 
on ,pee;al Kroll. and poliOfU. A Daily # ;Iem .my be uud 10 cut . 'pe]] a numbn (#) or limn nch .uy (c.g . . •  Daily HI ;Iem could be wed 3 I, ...... . 
d.y). .nd m.y lake any (orm llul the Ci>menu.olU w;,he. (e.g ... ring. a wcapon . •  bn.cdn . •  n carring. a rod. elc.). 
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ST-7 - MAGIC ITEM PRICING TABLE 

COST = 
(B3� Cost + Addition�1 Cost) lC Multiplicative Factors 

MUl TIPUCA TrVE FACTOR: 
Due to Item Bonw Due to Item Wo:ight 

10J( ...... +5 bonus J lC ••••••••• IOOO;G of wdght gi:ven 
SOx .... + 10 bonus lax .... 80-99% of weight given 

250,.. .... +! 5 bonus SOx .... 60-79% of weight given 
looox . ... +20 bonus lOOx .. ..40-59% of weight given 
5000x .... +25 bonus 

BASE COST: 
• A piece of Rune Paper (holds one spt'II) ............ , ...... J gp 
• A vial of Potion (holds one spell) ........ .................... 10 SP 
• A Charge Item: 

Wand ................. 10 gp + the nonnal cost of the item 
Rod ..................... 30 gp + the nonnal cost of {he itelll 
St.1ff .................. 100 gp + the norm .. ] cost of th .. item 

• A Daily hem ........... 20 gp + {h� nomlal con of the it�m 
• + 1 spell adder ............................................ . ... SO gp 
• +2 spell addcr ............................................................. 100 gp 
• +.3 spdl adder . . ............................ ................... 200 gp 
• +4 spell adder ............................................................. 400 gp 
• %2 spell multiplier ....................................................... 200 gp 
• %3 spell multiplier ....................................................... 400 gp 
• A bonus ium ........................... th .. nom.al cost of the ium 

ADDITIONAL COST (in gold pi .. cu) DUE TO IMPLANTED SPELLS: 
Type of It .. m uvd of th .. Spell in th .. h .. m • 
Or Bonus 2 3 4 5 6 7 8 9 10 

Run .. PaP"'" 3 1 0  20 30 40 60 80 100 125 ISO 
Potion 5 I S  30 4S 60 90 120 ISO 200 225 
Daily Item t IS  SO 100 ISO 200 300 400 500 600 750 
Wand 10 30 
Rod 40 80 120 ISO 200 
Staff 100 ISO 200 250 300 400 500 600 700 800 
Not .. : Rech:trging a wand, rod or Slaff after if has betn exhausttd costs half of the abov .. -;tlthough. finding someone with both 

the skill and th .. willingnes.s to perform such an operation may b .. diffirult. 
• - Channeling spdls cost doubl .. Ihese pricn. 
t - Once pcr day; add half of f�etor for caeh additional time JXr day. 



Mondl Rainy 

I .  Narwain (Winter) 10.5" (90) 
2. Ninui (W!nt"�) 9" ,(85)

, 3. Gw�t:rQn (Wilmr) 10.5" (90) 
4. Gwtritb, eSp-ring) lOS" (9Q) 
5. 1..othron (Spring) 8" (80) 
6. N6rui (Spri?g) 4" (4�;;x 

ST -8 - WEATHER TABLE 

STANDARD PRECIPJT AnON 
Humid Tt;mpu:ut; Wt;u .nd D 0 Arid 
2" (20) 2" (20) I" (10) 25" (02) (01') 

2.5" (25) ! S" PS) 25" (02) ,25" (02) - (0 1 ') 3.5" (20) 2" (02) ,25" (02) . 25';' "1!'!j - (Ot·) 
4" (75) 1.5" ( IS)�1S:;.(08) �" (03) ,-: COl� 

4.5" (BO) 2" (20) 2""' (20) .25" (OJ) ,25" (02) 
5.5" (BS) 2" F2J ��S" l8Z) 25" (OJL ,',-,= • Loende (inrercalary day:. Midyears) "" -

7. c"rlxth (Summer) 2.5" (25) 4.5" (80) J" (JO) 3" (30) 1.5" (IS) - (01") 
8. UNi (Summer) J.5" (IS) 4" (75) J" (30) 4.5" (45) 1.5" (IS) -"�I') 
9. 1v:mneth(Summer) 2" (20) 6.5" (95) 2.5" (25) 5" (SO) 1.5" (IS) - (01') 
10. Narbdcth (fall) 5" (50) 6.5" (90) 3.5" (J5), I J" (?5) I" QOl (21'1, 
J I .  Hithlli (F�Il) 6" (60) J" (45) 2.5" (25) 12" (99) .25" (OJ) (01') 
12. Ginthron (Fall) B" (BO) 2.5" (25) 2;�" J25) 7" (70) 25" (02L (O1'l-• M�t;lre (intcrc<llary day: Y carswd) 

The first figul'(' represents tht; mean in inches: th" second or ST ANOARD TEMPERATURES 
par�ntherical is the probability numlxr. Roll the dice each day, The following tabl .. gives remp<'l':Itu .... rang� for a vari .. ty of 
and a roll �qual to or less than the probability number means that locales. Th .. Gam .. mast« should (a) notr th .. siZ<' of the unge. 
there will Ix precipitation that day. The lower th., num},.,r. th� eb) roll the die", and (c) apply the result with high rolls 
h�avirr th" precipitation during a givrn time. corrrsponding to high trmpuatur�. 

Computation of the type of precipit;ltion is k<"yed to rhe area's i-:-:--:---:-,----:o,----'-::-----:c-:---:c:c,-----j 
temperaturt for th" gi""n day snow- }"'low 32"; stert _ at 32" ; I-'M"o,oO",----:H",,0'c' :-_w",.,==-,T,.m"",,,,,,,.,.--,""",,,,,I_c-'Co:,I"'':-_-i 
rain - above 32'. When it snows, there is a 1% chance of hail, 6O-7S" 45-6� 10-50" 0·35- (.40)-0" 
anda4% chancrofan iccstonn. · = 50% ch3nc .. ofd�w orfog. 2 55.70" 40-60'" 0-45- (-20)-J<T (.50)-0" 
bur no further pr"cipitat'ion. 
Rainy _ hot or warm: on" or two dry months: wrt the rrst of 3 55·75" 45-60'" 10-55" (. I �}4O" {-45}10" 

thr year: frequ�nt h .. avy rains. 4 65-85" 5()'70" 25·65· 15-55"' {"25}25" 
Humid and T t;mpcratc _ precipitation in all susons: light to 5 75·95" 60-90" 

modrrat� precipitation spr�ad over many days, although heavy 1, __ .!k._�l��S­
downpours occur on occasion: hravy fogs in highlands or 7 90.115" 85.105. 

5()..75"' 2o.6(t 

6O.2fJ". fO:SO" 
65-95· 46·85· 

0-40" 
2QcSif 
35-60'" 

along coasts. 

\Vct and Dry - distinct and rxtrcme wet and dry se.uoru: v"ry 
heavy precipitation during wet srason; litde or no pr"cipita­
tion during dry prriod. 

Dry - arras with cold or hot cli,natrs: modest precipitation 
concentrated during waml-modrrat .. tr,nprraturc pcrio.h: dty 
the rest of the y .. ar. 

Arid _ rxtr"mely cold or hot anas: light to negligiblr precipi­
tation; rapid evapor:1tion or ground abwrption. 

8 9O.IIS� 80.105· 70. [00" 

9 75· 100" 65-95"' 55·85· 
I O�;=0-0'0""""""'6Jl.'"8:'S::-· 45, 70" 
IT 65·65· 55·7$" 3Q..6S' 
12 60-85' SQ.7(/' 20-55" 

ST -9 - STRATEGIC MOVEMENT RATE TABLE 

TERRAIN TYPE 
Transport T ypt; R�' Opt;n Fort;St Rough Rough &: Fort;St 

Sneaking 4 4 J 2 2 
Careful walk 8 7 4 4 J 
Noml::tl walk 10 8 6 5 J 
Jog/Walk IS' ". 9' 7' 4" 
Slow Ride IS 12 " 7' 4' 
Fast Ride 25 IB' IZ-- 10" 6" 
Notr: Result is rhe miles covend in a 4 hour p<'r1od. 
• - Requirrs a manruver roll oncr every 4 hours from each chaucttr. 
.. - Rrquirrs a mancuvrr roll oncr evrry 2 hours from each characrrr. 

40--80" 35·65-
30-60'" 20-50" 

� 2Q...5S' 0·40" 
10-45" (-20}JO" 
0-40" (.lO) 1.5-

MountainoU5 

I 
2 
2 J" J" 
4" 
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ST -10 - ENCOUNTER TABLE 

Popuh.tion D�n5iry 
EnCQUntu 

Roll D�n.� Moduate Light Spars� Waste 
01-30 .1 I I I I 
J!�O .1- .1- -I. -I> -1-
51-60 .1- .1- .1> -I> -I-I '?' 6T_70 el- � . � �7: ' �h -f, -I> 

71-&J ,1- .;. .1. -I. -I. 
81-90 ,1- ./. f/� -I. -/It 
9[-100 hI> .1. .1. _/h _/h 
101_120 h/h .1. ·/h ./h -/h 
121-[40 • /h h/h h/h ·/h .1 • 

141_160 .;. ./h h/h r/h .1. 
161_[SO .;. ./0 ./h h/o hI • 
181-200 ,I. .1. ,f, .j, ./. 

201+ '/< ·1· ·1· .1. ./< 

Note: Thi$ table ;5 intended to covc-r lhe usual pattrm of 
encounters Ixtween playcr characters and local inhahiullLS 
or wild bc-asts. The "Population O('nsity" categories (i .... , 
tach column) rcpruent the rd;ttivr drruity of $oci�l being$ 
or inhabitant!;. The "Encounter Roll" is the difference 
Ixtwern lilt GM's Arri�ily 11:011 and the tr;l\'ding group'� 
A...,M .. "u Roll (5<"e Sterion 14.2, p. 66-68)-

RUlllt5: The letter cod<'S before Ihe sIashu reprr�nt interac­
tion with sodal bdngs. usually local inhabitants; letters that 
follow the slashes cov�r inteTOlCfion with wild beast:;. If 
there is a letter in both caugories. the GM should roll 
again: a low result (i.e .. 01  -50) me�ns that [her� is an 
encounter with wild beasts; a high result (i ..... 51-00) 
m� .. ns intrr.l([ion with sodal �;ngs. 

Encount .. r Cod .. s : 
r = tTap or .. mbush or surpris .. ;Itlack 
a = attacking group 
h = hostil� group 
r = basic encounter 
s = sighting by anoth« group 

The encounter codes ;Ire meant to be general and 
relative. A basic �ncoum .. r with a group from an outra­
geously brutal or suspicious cullUre may be more dangerous 
than a hostile force of passive p<"opk The GM should take 
note of the local folk and bc .. sts to det .. nnine which type 
will � inro[ved and whM their relative strength will be. A 
simple rule of thumb: the higher the Encounter Roll (i.e .. 
the difference betwcm the Activity Roll and the Avoidance 
Roll). the more d .. ngcrous dl<' encounter. The GM may 
wish to increase the number of c .. pabi[itics of the giv.-n 
inhabitants or beasts accordingly. Specific Middle�anh 
souf(ebooks and modules will often give Sp<"cial Encounter 
Tables keyed to specific regions and locales. 

ModificatiOlls to the Activity Roll: 

Terrain Moving In: 
+30 ..... Road 
+20 ..... 0p<"n 
-IO ..... For .. st 
. [5  ..... Rough 
·30 ..... Forest and Rough 
-40 ..... Mountainous 

Activity of Inhabitants: 
+25 ..... Hostile 
+50 ..... Patrolled area 

+ 100 .... If hue and cry (sec Scction 14.2. p. 68) 
+.30 ..... Night-adapted inhabitants at night 
·30 ..... Night-adapted inhabitants during day 

General: 
-50 .... Traveling at night · 
-IO ..... Perception 

variable ..... spells used to dete([ groups 

Modifications to the Avoidance Roll: 

Group Si1:e: •• 
-50 ..... ont" 
-20 ..... lWO 

+0 ..... 3-4 
+10 ..... 5-7 
+20 ..... 8-10 
+50 ..... [ [·20 
+75 ..... 21-50 

+100 ..... 5 [+  
Tuve! Mo<k 

-50 ..... Sne�king 
-20 ..... Cmful walk 
+0 ..... Nonnal walk 

+IO ..... Jog/wa[k 
+20 ..... Slow nde 
+40 .... Fast ride 

v.1tiablr .... Flying. boat. ,hip. (Ctc. 

Gen�nl: 
-30 ..... if acti�ly surching for something 

variabl(C ..... sp<"lJ used by the group 
+20 . ... if in camp and traveled 12 hours 
+40 .... if in camp and traveled 16 hours 

• _ This can � lowered d�pcnding upon rhr lighting 
(e.g .. moon or StMS on a clear night). 

... _ Rangers. Elv�5 and Hobbits count 1/2. 



ST-II  � ACTION TABLE 

Action Additional lnfonn,a(ion &. Options 
Prepare a Spell ..... ,.,," May take 10' rTKlvement later, 
Calt a Spell, ", ...... "'" May take 20' movement later, 
Missile Attack """"",May take 10' movelllent later, 
Loading/Reloading , May take 10' movement hter, 
Missile Parry. """"" .. Half of DB is 5ubtr:l.Cled from one 

missile attack. May later lake half 
rTKlVnnent or 1:1.1« make a melee atuck 
with half his DB, 

Moving Mall<'u\ttT .... The manC'Uver may nOI cover a distance 
of 0ve1' half that of the Ch3raCltr'S 
nonnal mOl'('ment. 

Mdee Attack .. " ..... ,,' May 13ke 10' movement, May shift 
equipmmt. in which CalC DB is 
lowered by 30 for each item shifted 
(drawn, sheathed or unslung). Part of 
the DB may Ix used to parry one 
opponent's artack (a mcln parry). 

Movement "" ......... "" Movement is decreased by 10' for each 
item shifted, 

Static Mann,ver "."".No additional aClion :l.llowtd. 

Cancd Action - Any action m:ly Ix canceled Ixfore il is 
resolved, The character may then ptrfonn one of the following 
aClions during the appropriate part of Ihe round: 

I) Melee with half nonnal Offensive Bonus. 
2) Move half of his nonnal movement. 
3) Make a maneuver modified by ·30. 

Opportunity Action - Any acrion may be delayed by making 
the action an opportunity anion, Once an action LS delayn!. no 
other action may take place until the opportunity action is 
resolW'd or canceled. However the opportunity action may be 
initiatn! al any time during the current round or a following 
round. 

Note: if" GemtrnaJ'lrr is lu;ngJllrl"lfo, Ibtth..rulffl (ur SuI;" .. 9,0, 
p, j j),,, dJ,,"gt ojjacinl ""') MtOmp'OM) mr",�"'rnl, nom if Ibt IIlovtlnml 
Is ","d. In "ddilion 10 ,molher Mlien. 
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sr -I 2 - SPELL USE RISK TABLE 

Each time a ch;uactcr casu a spell, th� Gam�m;\Stcr If the modifi�d result i� 100 or more. some SOrt of 
should make an open-ended roll and add the Risk Factor "shadow force" has noticed the casting of the spell. A 
for the spell and the Period Modifier: second open-ended roll must be made on the chart below. 

Spell Use Risk Roll = open-ended roll Otherwise, nothing unusual happens. 

+ Risk Factor + Period Modifier The resu!u below are guidelines to help a Gamemaster 

Early Third Age ............................... -15 
determine the conse<Juences of the spell being noticed. The 
GM should modify the results to reflect the specific area 

Middle Third Age ............................ +0 and circumstances. For example, the implementation of 
Late Third Age ............................... +25 these results can be delayed for days. 

Fourth Age ........................................ -25 

AREA TYPE 
Civiliud/ Civilized/ Bordtr/ Bordtr/ Shadow- Shadow-

Roll Haven . Urban Rural Urban Rural Wilds lands Holds 

S 05 nothing nothing nothing nothing nothing nothing nothing Sighting 

06-20 nothing nothing nothing Sighting nothing nothing Sighting Spotting 

21_30 nothing Sighting JlI)Ihing Sighting Sighting nothing Spotting waturt 

31-40 nothing Sighting SIghting Spotting Sighting Sighting Spotting Cre,ltun 
41-50 nothing Sighting Sighting Spotting Spotting $po�tdng CtCatlln; Patrol 
51-60 norhing Spotting Spotting Spotting Spotting Cre.lture Cuature P�trol 

61-70 nothing Spotting Spotting Ambush Creature Crrature Patrol Ambush 

71 -80 Sightin$ Ambush CUarure Kidrupping Creature Creature Patrol Anny Unit 

81_90 Sighting Kidnapping Ambush Kidnapping Ambush Cuature Ambush Anny Unit 

9J-100 Spottmg As�in Ma5!lin AMassin Pa(rol Ambwh Anny Umt Spccl<tl 

lOl_150 Spotting Kidnapping K.idnappiug KidmJpping Assassin Patrol Sp�d .. L Sp<!<::L31 

151-200 Kidnapping Assusin Assowin Anusin Special Special Sp<'cial Special 

201+ Assassin Special Spccial Spccial Special Spt'cial Sp<'cial Sp<'cial 

AREA TYPE - Examples Me from ut .. Third Age. RESULTS -
Havtn; An area complettly clear of any overt Shadow-forcn (e.g .. Sighting: AnyShadow-forc .. s in thearea art aware of Ihe F...ct Ihal 

Rivmd .. JJ. Lorien. the Gn:y Ha�ns, Edh .. JJooo. etc.). Hidd .. n a spcll has been cast u well as rh .. genenl direction to the spell 
agents and traitors may still !,c, present. caster. This can lead to a "pursuit" situation (or "hue and cry " 

Civilized/Urban: A city Or town in a region nlativdy frre of in areu ofSauronic Acti vily or 5.mronic Gamson). .sc:-e .sc:-ction 
Shadow-forces (e.g., Minas T irith. Dol Amroth. Pdargir. etc.). 14.2 (p. 68). 

Civilized/Rural: The countryside in a region relatively free of Spouing: Includes the effects of a "Sighting" plm at least om 
Shadow-forces (e.g .. rhe Shire. Southern Gondor, etc.). Shadow-force knows the euct direction and approximate 

Bordtr/Urban: A city or town in a less civiliud ngion on the distance to the spell caster. 
border of the wild or the border of Sauronic territory (e.g., Creature: An Shadow-crnture (see Appendix A-J. p. 180-189) 
Tharbad. Lake·town . .  Bree. &:Iota$, etc.). in the vicinity senses the spell and begins to pursue. stalk, attack. 

Border /Rura.l: Th .. countryside in a less civilized region on the or ambush the spell caster. 

border of the wild or the horder of Sauronic terrilory (e.g., Patrol; Includes the effects of .. "Spotting." plw Oil le:l$t one 
Rohan. \Vcstern Gondor, the Iron Hills. Nonheastcrn organized Sauronic patrol btgins 10 pursue. stalk. attack 01 
Mirkwood, etc.). ambush the sp<'!l C:l$ter. 

\Vilds:Sparsely popuhted. uncivilized regions thai cover most of Ambush: Includes Ihe effects of a "Sporting:' plus at least o� 
Nonhwest�rn Middle-eanh in the Third Age (e.g., Old Pukd- force is in po�ition to anempt to set up an amb1l5h. 
bnd). Army Unit: Includes the effeclS of a "Patrol." plm at Inst one 

Shadow-lands: A region with some active Shadow-forces and brg�, organized 5.1uronic force is in position to directly attack 
settlements ( ... g .. Moria, Southern Mordor. South .. rn the spell C:lSler. 
Mirkwood, Near Harad. etc.). Kidnapping: Indude� the effects of 3 "Spotting:' plus n least 

Shadow-holds: A region with a heavy concentration of Shadow- one of the Shadow-forcu sensing the spell will attempt to 
forces and �etrlements (e.g., Angmar, Dol Guldur. Gorgoroth. kidnap the spell C:l$ler. 
etc.). Assassin: Includes lhe effects of a "Spotting:' plus at le;ut OnT 

of rhe Shadow-forces sensing the �pell is a Sauronic :WoUSin. 
who will attempt to as�sinate the spell caster. 

Special: Includes the effects of a "Spotting." plus at least oncd 
the nearby Shadow-forces sensing the spell is a very po.,.;erful 
Sauronic agent or lieutenant; p<'rhaps even a NazgUl or some 
other powerful speIJ c .. �ter and his retinue. 
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V.n.r _________ 28. 80. 172 
W'T 60.1118.2.'11 
W • ......" ___ •.... __ . ___ .30. 82-83 
W • ......" M"nk_____ 21.'1 
.... pon. _______ 32. 219. 232 

..... illo ____ . 32 
...... 'IU ubl. �. 232 

..... "". ___ ........ _____ 76 
,.bl< ________ . ____ .261 weigh, ______ ... __ . _______ 37 
pen.llly ____ . ____ 37. 93 

\V .. "...,J.,. .. _ .... _______ 60. 189.25[ 
WiSh.. . .................. _60. 189.2S[ 
.. ild b ... !._.... . ............... H 19 
Wiz .. ".! ........ __ . __ . __ ._ ... _ ... _ ... __ .. __ ._ 21 5 
Woo<Im<n •.. _ .. _. __ . _____ 28.80. 173 
Woon. ..28. 80. 174-175 

• R-Z · 
R..c./C,d,u", T.bI< CGT·3_. __ 81. 246 
«<ord lhu" _ .. ______ ._. __ 227·231 
R«oyc'1 T.ble IHT·2 ____ 75. 249 
R .. iJl>n« RoIl Till. RRT ___ l.lS 
So:con<Lry Skill a.." ___ .. _ .. __ 35. 213 
Sk,II Rank Ronw T.bI< 8T -4 . 31. 9 •• 244 
Slash Cri"e.J T.bl. CT·2 .... _._.'11. 238 
Spe"al RKi.! Modjftnl<on. 

T.bk BT.3 ______ 29. 81.244 
5p<1I Cn,;'.J. f<>< l>zx< en., ...... 

T.bk cr _ [ [ _. ________ 239 
Spell F .. I.,«T.bI. FT·3 __ 20f0 
Spell Poin, T.bJ< ET-4_0f0. 2.1 
Spell SOl"";'" T .bI. CST.3 _236 
5p<1I U .. R .. k T .bl. ST ·12 _26-4 
50 .. Ronm Eff<CI T.bIe 8T.2. 26. 9 •. 244 
50 .. Boow.. Tabl. 8T.I _26, J6. 79. 245 
50 .. o. .. ri.,...,i"" T.ble THT·I _75. 2.9 
50."" M.nno",. T.bI. MT·2 __ .7.243 
5o ... <g<. Mo ....... n' R ... 

T .bl. ST·9 ............. _ .... __ .66, 261 
Su'''''''''y T ,bl .. (sr) _. ___ ..... _ 249·265 
Tooth I5t a .... Au .. k T,bI. AT·5 _234 
T , ...... e T abl. ST.6 ____ 25S-2.59 
Unb.J:ucc'ns en,i"" Tab'. cr -4 _238 
Wupo"" 5o .. i",,,, T.ble CST·1 _om 
W .. ,,,.. T.ble ST·8 ______ 261 
Wfigh, Pen>l,y T.bIo IIT·S _37. 92. 2.5 



• SPELL INDEX • 
• A-C • 

,,",mini __ ._._ ................. ___ ._ ......... , IgJ 
A'mop I. II ______ . •  ,_ .... _ _  198 
A, .... ,JI _________ 198. 209 
"",mil &np>u.y. Slcq> _____ 2<111 
An,moI F.-ad< 2()ol 
Anim&I Moue...,. 2Q8 
An",u,I M .... ..,.. I..oa.t1on ____ 208 
A",moI Torii'''' _ .. _ .. _. ____ 208, 210 
Ar .. Pro<t<t,OIl 1. [I. III ___ .. ___ ... 203 
A ..... m<nI Tn .. ... _ ............... _. __ ... _ ...... 201 
Au .. .. fFb .... ___ . _____ . [96 
A .. alc.n'''II _____ ....... ___ 20l 
&..l.mc. 192 
a.. ...... P" 209 
B« mnd"'l!: 208 
.... � __________ I9J 
8bnk Thouehu . __________ 21 J Ill ... . __ ._ .. ______ . ____ 204 
BJ,nd,"i . ___ ........................... _ .. _ .... 20S 
8100d T ..... fus,'"'. W.,.. _H_" __ '_ 206 
So.T L"l"id _ 196 
s..",,/Muocl. W..,. 207 
8tttu CoIl _______ 198. 202 
CoIl Cold. A...... 196 
Call �'n 199 
e.lm I. II. l1l IV. V ______ Z05 
c.Jm $one (T ""') ______ .. , .. ,_ 200 
Cah" Spi •• " _ 205 
C.lm W"<r ... . .................. _._ ........... _.198 
0n<.1 o..nne'ing. "''''''0 __ ._._ .. 194 
Canctl 5p<!I ,," ______ U.'_.HM._ 203 
C.,.i,"i" R�r ___ . ______ 207 
o..� of K.nd _ 199 
a.. .... Kmd _______ 195 
a..nn SO"l _____ ___ 200 
0..11 SoI.d _.. . ___ � 196 
C.rek An ....... or Cold ___ .. _. __ . 196 
CI .. " W .... . � ___ ............. _ .. _ .. � .. �.198 
Oo.ki":!l __ .. __ .. _... . ....... _.�. __ ._ .. l08 
OOlh"il l. V • __ .. __ ._ ............. _ .. _ .. �. 206 
Cold IbU __________ 196 
Cold RHoM>tK� 2 1 1  
Cono:\nu.>.oon 193 
eon.......... 195 Con,rolli", Son" 200 
Cool All. SoI.d ________ 196 
C.KIu. c.n __ . ___ ._ .. ___ .. ___ .197 
Cr� •• ;OIU . ____ . ______ . ___ 209 
Cn"h Slon. _._._._._._ .•...... _ .. _ ... _ 197 
c.oru T >I .. _�_ .. ___ � _____ .l04 
c.. R.pait I. III ______ .. __ 206 

• D-F • 

O...t. I . V  197 
D.rIr. ..... ___________ 2 1 1  
Ou.h Cloud _______ .. ___ I" 
Ou.h·, T >I. _ ... _ .. _ ... ___ .. __ . __ 206 
O<:ll.<lion. ........ . ... __ .. _ .............. _. I'll 
O<II«I'OIl. Org.n;, _ . ......... _._ ....•... ...... 204 
0<1.,"il _______ . __ •.. _ .. ___ .192 
0<.«. Ambuoh ________ ._210 
0..«1 a...nn.ling ____ H. 192. 2Q.4 
0..«1 C."K _______ 201. 2O<l 
o..«1OiK..... 209 
0.'«'1 &",n<c. E ... I _____ 192. 204 
o..«'l ln",,,bk. T"p' _. 192. 204 
0..<"<. POLK><> __ �_ ••• _ ••• _ ••• __ •••• �._ •• l09 
0..«. Po ... " ........•............ ____ .. _ ... 201 
IXtr«ion Muttry _. ____ ... __ 204 
Oi«« Chan ... lin& 206 
o.....rm 1 ________ .191 
0. .. _ Punr.",fton. R .......... __ 209 
0.'1"1 a..nn ...... e...n.:. ___ I" 
o...m 1.111 206 
Earth. Low 197 
E.t"h/Mlld. E.tnh/St<>n< ____ 197 
E.tnh ... >l1 (Tn.oo} ____ ._ 197. 209 

EncNn.«I Roro ______ 197 
Eunt<� H ... d _________ 193 
EoKfl« pn<tp<ion. ____ . ______ 19-4 
Eo..,nc�·. W.y • .  _______ . ______ 192 
F.m,I .. , __ ._. ________ 194 
f.osc Spnn. _________ 199 
Fur'. So,,!! 200 
fi ... u .... Fin: !WI. 801. _ 196 
Fi ... St"" "1 211  
Flyl. II 199 
FOK C.JI ____ � ...... _ ..... __ 198. 202 
Food Find'''il ___ . __ ._. __ . __ . ___ 2 1 1  
Food ?roduc.i"" .__ ............... 209 
Forg<"ina: Sons ____ .� ... _ ... __ 200 
Fruu ____ .. ____ . ____ .211 
Fouu lIquod _ 196 
f ..... /fI" ... R .... n ll. U\ 203 

• G-K • 

Goslungs 192 
GoIdrn SI"rnbr .. _____ '" 
G.u. Song ... _ .. ____ ... __ .•. __ 201 
H,. .. I. 11l_._ ........ _ .. ______ ._199 
H .... I 1 0  . .so . ___ . __ .� ... � ..... _. __ 203 
Hu' R<. .... "'. ________ 211 
Hu. SoI.d 196 
Hom au....ne. M ... ,"')' ______ 2011 
H .. " Produ<toon 208 
HiMOI)' _ 201 
Hold K,nd ____ __ 195.205 
HoId,"il Song _____ . ____ .200 
H ............ �_� __ .. _ ... _._� ... � ..... _ ... _. 2 1 1  
lec fIoI •• k. u ... _. . ...... _ .. _ ... _ ....... _ 1 9 6  
I« ..... U . _____ ... ___ 209 
1Il".ion .. lUw.on 11. III -.. ______ 195 
I ... , .... H .. b.1 C...... _208 
In'''l'",,nll E.tr _______ 200 
I",,,.,,ON I, Ill. V _______ 2116 
In ... ,"''''y 1.11 1905 
hom Art.tl,.. .. I. II. AoKum<III __ ... _.201 
1.= Lor< ._ 201 
J.rnm'nll ······�···_··········· .. ···· __ ·_�_· ___ ··193 
J ... Rcp.oir ............. ____ ........ _ ... � .. 207 
J .... I/M .. .aI A .......... nl ____ 201 
Joon.ng__ 206. 207 
J.,; ... R .... " 207 

• L-M • 
Unt:\'ng.wpong 199 
Urogwll' Lon: 200 
Lt.rn Ltngu.1l' 1I. 1II ______ �2oo 
Lt ..... 1l1. !II __ . __ . ___ �_.� ... �_ .. _._ 199 
L ..... T r.p . .......... _._._ ... __ ... __ .. _ .. 211 
u.,.",,,,, _._._._ .. _____ 1 "  
lI(.kUJ"�I.II--. _.206 
L�' __ 2 1 1  
Logh. l. V 197.205 
Li&'" uw 197 
lip.. M".1l' 195 
Li�'n,nIl8ol, _ 197 
LtnW"IJIn.ng. L.mh ... >lkmg __ .. 202. 21 0 
L",.n •...... ....... _._ ....•..... _____ ..... _.194 
Li.inll Ounll' _______ . ____ 199 
L" ... i .... ___ ..... _ ........ _. ____ ._ .. _.192 
Loc.&llOn I. III. V _______ 2 .. 
Lotk.. Locki"r< 19J 
l.Gfty flri<lll' 199 
Long c.Jm _ 205 
""" 0.. _________ 1" 
L""il E.t •• Long lOy<" _ .... _._. _____ 1 .. 
Long Wh"p« ...:>..... •• _ •••• ___ • _____ 201 
L"",.n E.nh"._._ ... _._. ___ .. __ .�._ 197 
L"n . __ 200 
M'g,e Lock _________ 19J 
M" or E.tr R.I' .... El'" R'l"" ___ "207 
M.jor F .... "' ... R'l"" 207 
M'J'" N .. � R.palf _____ '"' 
MoJO< Vm<1 Rrpaor 206 
M .... 0"" 'iii- Cur Rcp.o" 206 
M ...... or Kmel____ . ____ I" 

M .... >I Cun. ____ _2" 
M<lJing �rnK __ ...... . .. ____ .. _.202 
Mind', Lou 1. 111._ ....... _ ... _._._._ .. _200 
Minor E.t. R.p.ir. e,... R.p'" ... _ ... __ 207 
M,n", F ...... " ... 11..1'"" ___ .. ____ .. 207 
M,,_ N ..... R.I'",, ______ 207 
101,.- V .... I Rcp.o •• ______ 2116 
Momg Way. 210 
MII.cI< R'l'"i. 1JJ1 

N-Q 
N .... R<poi, _. __ .__ 207 
N .. " .. ·. A,. ...... u __ ..... . ........• 2 1 1  
N.ntr<·' A .......... u I. Ill. V __ .. � ... __ .202 
1'1 •• "",', Guu.. ________ 2 1 1  
1'1 .. " .... Lor •• Mo_ 202 
Nac",., W� 2 1 1  
Nnw Rtpair T n.oo 2tf1 
Ntu..r.d= Cww I. II 203 
N""r.diu 0,.., ..... p"""", 209 
N.ghf",,,,,,, . ____ 192 
N,,'".n' COnl', ... ........ _ ... __ . __ ._209 
01> ....... ..... _. ___ � __ ... _ ... ___ ... � 194 
Oprn'ng I. II __ ....... _ .. ___ � .... _ 19J 
Organ W • .,.. � ... R.pai. ____ .207 
��n 201 
P""ll" �i'" 200 
P .... 'ngLoK. P .. h T  ... _ 210 
PO �-b .... ry. p.,h!on: 210 
p"hfindong I. V 210 
P .. «"i ... po ..... _____ ._ 192 
Ph.n, ..... I. II __ ._� __ ." ... " ..... _ .. _. 19S 
Phy,i<>I En ........... n' ____ . ___ ._. 192 
Pl.", Con'roI ___ .... ___ ... ___ 208 
Pl.n, F.K><k ._ ...... _. _____ ._204. 2 1 1  
Pl ... , G",,_h. :Lo<E.:";��====208 
PlMtt Lon:. T ongu<' 20R 
pw.. "'hot"'}' 208 
p"""" Punfie ........ Ru" • .one. __ 209 
Po,," __________ .... 199 
P .. ycr_ .. ___ . ____ .. ____ .204 
P .... n« I. !!I. V ._ .. _. __ .• _ .. _ ........ _ ... 1114 
P ..... n"on 1. II ... _ ... __ ._ .. __ � __ . __ 206 
Proi<CI«I Lillh • .  _______ .... 197. 205 
Prot« .. "" I. II. III _______ 20J 
Prottctiano.�;======= 2 .. ""n� 209 Punrr Food/Wac« 209 
Q;<o' .195 
Qu.« _2OS 

R-S 
R'g ....... ,i"., 1. 11l _ .. _ ......... � .............. _.lOJ 
R."""'. eu .... ___ ... _ .. _. ___ 2Ol 
R .... , Cold. 1-1 .. , ________ i02 
R .... ,.one •• R .. ", Ek ..... nu ____ 2 .. 
Run 1 99 
R" ... I. II. III. V 1 9-4  
s"ndrunn."i _______ 202. 210 
SrlrO""};ing 2 1 1  
StlrSi..< �,ng ... _" 199 
Sh.od. __ .. _ ............. __ .. _..... . ... 197. 2 1 1  
Shodo .. __ .... __ ... _ ... _. __ � ... � ___ 204 
Sh.oclc ... 51.."'" Find'nll ___ ·_·_····21 ! 
Sh .. 1d .19J 
Shock 801. I 197. 205 
SIoo<I< 801. III 1 97  
Sidrv;MOn __________ 192 
Stll" orSrunn'''Ii _______ .194 
Stgn,r,u"'t _________ .. _.201 
Sol.",. _ .. _ ... _ ... _________ 205 
Sol.",. I. V __ ._ ... _. __ .. _ ... _ ....•....... _.201 
Sil.n, Mo ... ___ .�_ •. _._. __ ._ .. � .. _ 2 1 1  
Sil • ." Sons " _______ . ___ 200 
Si,.. a...ng'ng _______ " ___ 199 
Sltull Rrpa.. 207 
Slttp Song 200 
Skq> V, VB. X _ 

195 
SIr E.tn 192 
Song 11. 111 __________ "1 

Songs""nd"" 11. 111 _____ 201 
Sollie u ... l. X __ .... ____ .... _ .. ____ 201 
Sound Con.rol __ _______ '" 
So""d MinI!< .� ... _ ... _ ... _ ... � ............... _ ... 195 
Sound/Ligh. W'Y' 205 
Sot.ond'ng ___________ . 192 
Sprtth I. II 205 
Spetd Gro_h 2015 
5p«d I. III ________ 1" 
.U OH..- � 
5ptU Wa'f'. Spell Sr .... _____ . __ IIH 
'p<ll iiou. Animi ... only . ___ 2116-2119 
.ptU Ii ... , &rei, only •.. ______ ._. 200-20! 
.p<ll li,u. M2g .. onJy ___ I96.I99 
.p<1I I;', .. "pt" Chan ... line __ 202-205 
'1"11 liM>, RanI"" ..ru,. ___ 21()..21l 
Spin' Mucrry 195 
Spoon Rtl"" 2f11 
Spnnr _ 199 
St.y.ng l. II 193 
Srtn ....... ,"" _. ___ ______ 211 
SI ..... /E."h _._ .. ___ ._ .• __ . ___ .. _ 191 
SI ..... n'nning __ �_� ................. __ 202. 210 
SC ......... I_ .. _ ... _. ____ . __ .. _ I97 
Storm P,«I"'lOn 10l 
Scudy l. II. III 200 
Scun 00.0:1 1. II. III 19& 
ScUll R.I"fl. 111_ 2m 
ScunSont(T ..... } 200 
SC""n'ng _________ "" 
Sudd<n lillh. ________ ._ 191. lOS 
Sngg ... ion .. ___ ._ ..... ___ ._ ...... __ 195 
S"rrunon. l l ,  Ill. V ___ ............ ____ .2011 
Surf;><� W"Y"__ _'_ 203 
StI .. ..,n SrI( _.� .. __ . _______ 209 Swtrnm."I (T n.oo }_. ___ 2Ol. 210 

• T-Z ' 
T .... /SmtJl M,os, ____ I9S 
T.kk ....... I. 11 _________ 1" 
Teltp>.hy _______ ..... __ I� 
T .I.ron .� ....... _ ... _ ................... __ .... _. __ .I 9'1 
T.ndon R'p"i • ... __ .. __ • __ ... _" __ 207 
Tu. An.I� ... I. ,, ___ . _____ 192 
T.K.leu P_,,,,, TtKk Htd'''il __ 110 
Tr.o<k,ne. T .... 1u t.o.. _____ 210 
Trol' o..m"", 202.210 
T.opI ..... ________ 1" 
T ..... a..nn 195 
Tum,"Il' Orpnoc _______ '" 
Un�"';"11 W.y .. Undoo, __ 193 
Undrrwlt .. e .... ,hing __ ............ ___ .. _204 
Unf"ll ._ ....... _._. __ ._._ ... _ .. ___ lfl 
U ...... n ... _ ....... _____ ._ I95 
Un .. ,,� _________ "" 
V""",,," I'll 
v.bn,,,,,,, I. II 19) 
W"""i A .... "'..... 2OJ. W''''''Il L'r _. -------"" 
W>ll o(CoId. Fi .... I« ____ I� 
Worm SoI.d .... _ .. ___ . _____ I� 
\V.«h ......... . ............. ____ ," 
W .... lIoh I. 111 _ .  _______ I9a 
W.cer FindinK __ .. . ______ 211 
W"�U.���� I. 
W .... Prodt.:,,,,,, 209 
W .. .n..n" 191 
W .. t",,,,n"..-: 2Ol.210 
WOl'''''''''''' _________ 1'2 
W ....... ,lk,"Il ...... __ . __ ._._. __ Z02.110 
W ........ II __ ... _______ 198. 209 W ........ II Tn.., ... _ .. _ . ......... _ .. __ ,. W .. hni"li ._. __ ..•. ____ . __ 19J 
Wu.ht. Prtd,,,ion ____ 2Ol. III 
w ••• ht. P....L""", Trur 20.1 
Wind Law 198 
W,nd ..... I<.ng 2OJ. 
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mIOOtE-€ARrn ROL€ pLAYing'" 
lR.R. Tolkien'sclassic works, The Lordof the RillgsTM and The Hobbi(&. have stimulated and inspired fantasy role players and fantasy 
readers for the past 50 years. Now, experience this epic setting in full detail with Middle-earth Role Playing (MERP), an exciting, 
intermediate-level fantasy role playing system that is perfect for Tolkien enthusiasts as well as experienced garners! 

#2002 MERJ'TM 2nd Edition Accessory Pack™/Boxcd 
(Nov.'93) 
$15.00 

This boxed play aid for use with Middle-earth Role Play. 
ing""" Second Edition rule book gives players everything they 
need for a deluxe set-up of their role playing events! An ideal 
accessory for newcomers and veterans alike! Contents are: one 
[6 page B& W book of displays & floor plans for advenlUre 
material in the MERprM 2nd Edition rule book, one 32 page 
B&W book with an additional introduclOry adventure, one new 
1 6  page color book of displays for use with the 32 page 
adventure, color cardboard characters (with some new charac­
ters added) & stands, dice and plastic hex sheet overlays. Bring 
your MERP campaign to life! (Note: some of these materials 
were previously published as contents of ST#8 Ioo, MERP 
Boxed Set). This is not a complete game-MERP rules 
required. 

#2003 Middle-earth Campaign Guide™/+ map 
$20.00 

The must-have background sourcebook for Middle-earth 
RQle Playing TM 2nd Edition rules, the Campaign Guidebook 
gives you 1 1 2  packed pages + a full 24" x 36" color map insert 
of Middle-earth. This sourcebook is acompilation of material 
originally published as two separate litles, Middle-earth Cam­
paign &. Ad'l!enture Guidebook , Volumes I & II (#2200 & 
#2210). The well-documented reaches of northwestern Endor, 
as well as the shadowy lands that comprise the rest of the 
continent are included in the in-depth coverage of the entire 
history of the West. Theme maps detailing topography, cli­
mate, trade routes & population centers will help any Middle­
earlh campaign. There are also guidelines for incorporating the 
Middle-earth setting into other major role playing systems. 
such as ICE's advanced level RolemasterTM . Also included is 
a comprchcnsi ve glossary of terms for the unique names Tol kien 
created forlhe people, cultures. and places of Middle-earth. The 
Elvish dictionary provides notes on pronunciation and gram­
mar. All in all this is a stellar publication for Middle-earth 
gamers and collectors! 

#2004 MERJ'TM 2nd Edition Combat Screennt 
$8.00 

A useful play aid for both players and gamemasters and for 
use with Middle-earth Role Playing™ Second Edition. this 
sturdy combat screen includes all the MERP tables needed for 
battles, maneuvering. and action. Speed up your role playing 
campaign with these tables at your fingertips! The screen 
measures 34" x l l " andthelwo I T'  x I I "  reference sheets can 
be used as screen extenders. Most of this material was previ­
ously published in the combat screen for the previous edition of 
MERP. The Combat Screen will include some changes in tables 
corresponding to MERP 2nd Edition, but is usable for all 
editions of MERP. 

#2008 Middle-earth Role Playing Posler Mapsnt (Dec '93) 
$15.00 

Finally, ICE's original map of Middle-earth is available again 
in poster format! This 2 fl. x 3 ft. poster map includes the wild 
lands -nonh, south, and east - and does not have a grid overlay. 
This map will also be on heavier paper than the gridded map 
included in ICE's Middle-earth Campaign Guide (ST#2003). 
Also included in this finely packaged tubed set is ICE's second 
major map. Northwestern Middle-earth, that first appeared in the 
second guidebook and is currently available in ICE's Northwest­
em Middle-earth Gazetteer (ST#4002). This map focuses on the 
most well known areas of Middle-earth where the action really is 
-from Arnor to Mordor and from Angmarto Gondor- this map 
presents a more close up view of the seuings for many of ICE's 
campaign supplements than the original Middle-earth map. The 
Northwestern Middle-earth map is 22 in. x 34 inch and will also 
be on heavier paper without a grid overlay. These two acclaimed 
maps in poster format -NO CREASES! - are sure to bea must 
for any Middle-eanh gamer or enthusiast. 

Grey Worlds™ - The Magazine for Ihe Games of ICE 
$6.00 per issue 

This new quarterly magazine is the ultimate resource for 
garners looking for new ideas. optional rules & more on ICE's 
Middle-earth Role Playingnt, Rolemaster™, Shadow World"", 
Space Master1'M, Silent Death™, and Cyberspace™ products! 
Also, look for updates and previews on upcoming ICE products ! 

These fine products are s6ld at bener retail outlets world· 
wide. Available at better game storeS-<lrcontact ICE, Inc. 
P.O. Box 1605 Charloltesville, VA 22902, USA. Prices are 
subje<:t to alteration without prior notice. VISA and 
MASTERCARD orders (and catalog requests) call (800) 
325-0479. Virginia residents, Canadians, and overseas cus­
tomers call (804) 295-3911. Please make phone orders 
during business hours: 9am-5pm (Easlern Time), Monday­
Friday. Call or write for a tree. catalog! 



m,DDL€-€ARrn ROL€ pLAy'ng� 
1.R.R. Tolkien'sclassic works, The Lordofthe RillgsTM and The Hobbit-, have stimulated and inspired fantasy role pJayers and fantasy 
readers for the past 50 years. Now, experience this epic setting in full detail with Middle·earth Role Playing (MERP). an exciting, 
intermediate-level fantasy role playing system that is perfect for Talkien enthusiasts as well as experienced garners! 

#2005 Arnor™ (M-E Realm)lBoxed (Dec. '93) 
$35.00 

Arnor is the initial release in the new Realms of Middle-earth 
series, usable with MERJ"M 2nd Edition and all previous editions 
of MERP. This boxed set contains the Arnor material in two 
volumes as well as beautiful color maps. In the year 861 of the 
Third Age, Arnor was sundered. Thus the North Kingdom split 
into three independent, neighboring but lesser states: Arthedain, 
Cardolan, and Rhudaur. This realm mooule details the three sister 
kingdoms and their relations with one another. Much of the 
material covering Arthedain and Cardolan was previously avail­
able in Rangers a/tile North and The Lost Realm o/Cardolan. The 
infonna(ion on Rhudaur, together with more extensive lore con­
cerning the inhabitants of sundered Arnor, has never appeared in 
previous modules. ArlJor includes color terrain maps detailing 
the lands of Arthedain, Cardolan, and Rhudaur. Color city maps 
depicting the streets, canals, bridges, and edifices ofTharbad; the 
avenues, gardens, and libraries of Annuminas; and the earthen 
dikes, stone walls, and high guard towers of fortified Fornost are 
also included. Arnor is a grand beginning \0 a super series ! 

#2006 Valar and Maiar™ (Peoples of M-E) 
$15.00 

Valar and Maiar is the first book in ICE's new "Peoples 0/ 
Middle·earth " series, for use with Middle-earth Role Playing™ 
Second Edition . This lavishly-illustrated·, 96-page character 
compendium documents the Holy Ones, the guardians of Middle­
earth. Here you'll find detailed descriptions of all the e:'lalted 
Valar, including Manwe (Lord of the Powers), Elbereth (Queen of 
the Stars), Aule (Father of the Dwarves), and the Black Enemy 
Morgoth (Father of Evil). You'll also find complete summaries 
of the Valar's immortal servants, the Maiar: including the noble 
Wizards like Gandalf and Saruman and awful overlords like the 
fiery Balrog of Moria and Sauron, the Lord of the Rings. Covering 
everything from enchanted powers and mystical magic items. 
Valar & Maiar should delight any fan of Tolkien's wondrous 
world. ·lIlustralions are black & white. Perfect bound. 

#2007 Minas Tirith™ (Citadels of Middle-earth) Jan. '94 
$25.00 

The first city-book previously published for Middle-earth 
Role Playing™ , returns as the first in a series of Citadels for 
MERJ7TM 2nd Edition. This new printing of Minas Tirith™, will 
feature a brand new, expanded and improved 2 ft. x 3 ft. color city 
map insert! The new lay-out with some new interior art will make 
this a 272 page perfect bOund booK full of all the information you 
need to take your campaign to the famous Guarded City of Minas 
Tirith. The eapilal of Gondor is the preeminent symbol of the 
struggle against Sauron of Mordor. No other city in western 
Middle-earth offers greater hope for the defense of the Free 
Peoples. This printing of Minas Tir/tll will also include statistics 
for the Lord v/the Rings Adventure GameT),! as well as new an 
by Angus McBride on the cover! (NOTE: this replaces previous 
ST#830 I and is compatible with any previous editions ofMERP). 

#4000 Northwestern Middle-earth Campaign Atlas™ 
$30.00 

This fine combination product is destined to become the 
ultimate gaming resource for Middle-earth Role Playing™ Sec­
ond Edition and other fantasy RPG players. Get two products, 
Northwestern Middle-earth Map Set™ and Northwestern. Middle· 
earth Gazetteer™ in one package and save money. (A $32 retail 
value). The Map Set features 12 color maps covering the terrain 
in detail as well as 2 "piece-maps" thai fill in the gaps between 
previous campaign maps. The Gazetteer references regions, geo­
graphical features, cities, realms, or siles 10 supply all you need to 
know (and more) about them: elevation, average rainfall & 
temperature. population, forn) of government, mi litary forces and 
most imponantly, the corresponding map coordinates. Both 
gamemasters and players will enjoy using this Campaign Atlas to 
quickly learn about the history and culture of the sites covered in 
many oflCE·s MERP campaign and adventure mooules. Usable 
with all editions of MERP. 




