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* PART I
INTRODUCTION

1.0« ROLE PLAYING IN

TOLKIEN’S WORLD

“Three Rings for the Elven-kings under the sky,

Seven for the Wwarf-lords i their halls of stone,
Nine for Mortal Men doomed to die,

One for the Dark Lord on his dark throne
In the Land of Mordor where the Shadows lie,

One Ring to rule them all, One Ring to find them,

Onie Ring to bring them all and in the darkness bind them
1n the Land of Mordor where the Shadows lie.”

-—Gandalf quoting an ancient verse to Frodo Baggins

LotR L p. 81.

This haunting quote captures the essence of the saga
known as The Lord of the Rings. The stirring words refer to the
epic struggleof Eru’s Children-—Elves, Dwarves, and Men—
against the frightening evil spawned by the Bark Lord,
Sauron of Mordor. This tale ranks among the greatest annals
of fantasy. Its setting, Middle-earth, is as rich a land as any
in literature.

Seamlessly crafted and utterly believable. Middle-carth
“lives” in the mind of anyone fortunate enough ta delve into
J.R.R. Tolkien’s brilliantstories. 1t isa world full of evocative
prose and verse, colorful vignettes and characters, fabulous
languages and cultures, and (pehaps most of all) honest.
heartfelt messages and lessons about things good and bad.
Here, immortal Elves, stalwart Dwarves, passionate Men,
and simple Hobbits give battle against overwhelming odds.
Fighting prejudice, greed. fear, and temptation, they struggle
amidst the shadowy currents of a world torn asunder.

Middle-earth Role Playing (MERP) lets you step into J.R.R.
Tolkien’s marvelous world. If you love adventure, drama,
fantasy, fairy tales, or just exploring 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 experienced by Strider, Gimli, Legolas, and
Frodo.

Middle-earth Role Playing is 1 complete role playing system.
We provide guidelines covering every facet of adventure
gaming. It’sall you need to get started on a simple quest
or grandiose campaign. Besides rules about role playing
and character devclopment. maneuvers and combat,
magic and healing, encounters and adventures (and the
lik), we provide a host of play aids and a wealth of
informationaboutthe land the Elves call Endor: Middle-
carth. We hope you read it all, gather some friends, and
enjoy a journey together in the greatest fantasy setting

ever published.

@ WHAT IS A FANTASY ©
ROLE PLAYING GAME?

As you may already know, role playing is akin to
playacting. The referee, or gamemaster, serves as a sort
of actor/director, while the players portray the main
characters. Everyone combines their imaginative talents
ta conceive a spontancous story which is never short of
action, intrigue, and adventure.

The easiest way to understand a role 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
the setting of the novel along with the actions of all of
the characters and thus the plot: however, in a role
playing game, the author (called the Gamemaster) only
determines the setting and some of the basic elements of
the plot. The actions of the characters (and thus the



plot)are determined during the game by the game "players"
and the Gamemaster. Each of the "players” controls the
actions of his “player character,” while the Gamemaster
controls the actions of all of the other chatacters (called non-
player characters). Thus each player assumes the role of (i.e.,
role plays) his character and the Gamemaster role plays the
non-player characters. In other words, a fantasy role playing
gameisa “living” novel where interaction between the actors
(characters) creates a constantly evolving plot.

The Gamemaster also makes sure all of the characters
perforin only those actions which are possible within the
framework of the setting that he has developed (his “fantasy”
world). This is where the “fantasy” partand the “game” part
come into the definition of a fantasy role playing game. A
Gamemaster creates a setting which is not limited by the
realities of our world, and thus the setting falls 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 fantasy world. The use of these rules makes the
process of creating the role playing “novel” into a game.

THE SETTING

Thus, a fantasy role playing ("FRP") game is set in a
fantuy world whose reality is not defined by our world, but
instead is defined by a set of game rules. The creation of the
plotofarole playing game is an on-going process whichboth
the Gamemaster and players may affect, but which neither
controls. The plot is determined by the the interactions
between the various characters and the game’s setting.

Smce fantasy role playing is after all a game, it should be
interesting, exciting, and challenging. Thus one of the main
objectives of a role playing game is for each player to take on
the persona of his (or her) player character, reacting to
situations as the character would. This is the biggest differ-
ence 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 character’s position. The Gamemaster uses detailed de-
scriptions, drawings 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 characrer would. All of this creates an air of involve-
ment, excitement, and realism (in a fantasy setting of course).

THE GAMEMASTER

The Gamemaster has been described as the limited “au-
thor” of the game: actually, he functions as more than this.
The Gamemaster notonly describes everything which occurs
in the game as if it were really happening to the player
characters, but he also acts as a referee or judge for situations
in which the actions attempted by characters must be re-
solved. The Gamemaster has to do a lot of preparation before
the game is actually played. He must develop the setting 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 players actually encounter certain situa-
tions during play, much material concerning the setting and
the scenario is known only to the Gamemaster. In addition,
the Gamemaster plays the roles of all of the characters and
creatures who are not player characters, but nontheless move
and act within the game sctting,

THE PLAYERS

The players each develop and create a chatacter using the
rules of the game and the help of the Gamemaster (for the
character’s background and history). Each player character
has certain numerical ratings for his attributes, capabilities
and skills. These ratings depend upon how the player devel-
ops his character using the rules of the game. Ratings
determine how much of a chance the character has of
accomplishing certain actions, Many of the actions that
characters actempt during play have a chance of success and
a chance of failure. Therefore, even though actions are
initiated by the Gamemaster and the players during the game,
the success or failure of these actions is determined by the
tules, the characters’ ratings, and the random factor of a roll
of the dice.

Finally, a fantasy role playing game deals with adventure,
magic, action, danger, combat, treasure, heroes, villains, life
and death. In shorr, in a role playing garne, the players leave
the real world behind for a while and enter a world where the
fantastic is real and reality is limited only by the imagination
of the Gamemaster and the players themselves.

Part I
Introduction

Gandalf

Section

1.0
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©® ADVENTURING IN ©
MIDDLE-EARTH

“Where now are the Diinedain, Elessar, Elessar?
Why do thy kinsfolk wander afar?

Near is the hour when the Lost should come forth,
And the Grey Company ride from the North.
But dark is the path appointed for thee:

The Dead watch the road that leads to the Sea.”

—Queen Galadriel, to the Ranger Aragorn (Elessar)
LotR 11, p. 136,

The Lord of the Rings stirs your imagination and leaves you
with sense of adventurous wanderlust. Middle-earth Role
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
Rivendell, climb the storied Misty Mountains, or fight
Dragons in the Withered Heath. Ratherthansimply reading
about the servants of the Evil One, you can do something to
srop them. Stand vigil against the minions of the White
Hand, bartle the Black Riders, orspyonthe men of Mordor—
wherever your mission, and your courage, takes you.

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

Middle-earth

artifacts, dreams and desires, and heroes and villains. The
forces of order combat those of chaos, while the prophets of
hope crusade against rthe apostles 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 type 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-earth at the time of the
War of the Ring. The first is the contest between the
righteous “preservers”’—those who revere and guard Eru's
gifts, the Great Music of Creation, the Fire Imperishable, and
the Balance of Things—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: “The Elder Bays are gone. The Middle Bays
are passing. The Younger Bays are beginning.” (LotR I, p. 339.) Both
of these 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 better world.

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




@ THE PLACE CALLED @
MIDDLE-EARTH

“Still round the corner there may wait
A new road or a secvet gase;

And tbough I oft have passed them by,
A day will come at last when I

Shatl take the bidden palbs that run
West of the Moon, East of the Sun.”

—From an old walking-song. LotR I, p. 381.

Before you go venturing into Middle-earth, you probably
should know a bit about the place. It is, after all, going to be
your character’s home. So, we offer a little background about
the world, its history, and its peoples. We start with a some

geography.

THE LaNDS oF TOLKIEN'S WORLD
Middle-earth is not a world; it is a continent. It is Endor,
the “Middle Land” on the world the Elves call Arda {(Q.

"The Place"). Arda is home to three continents:

* Endor, or Middle-earth;
* Aman, the Blessed Realm; and
* Morenoré, the Dark Land.

Middle-earth lies well to the east of Aman and some
leagues north of Mérenoré. Endorian chroniclers some-
times refer to Aman as the “East Land,” and Mérenoré
as the “South Land.” Created by Eru--«the One—as a
land for his Children (the Eruhini), Middle-eazth is the
oldest of the three landmasses. It is a magical place
populated by all sorts of creatures, a land increasingly
dominated by Men.

Morenoré, or “"Dark Land,” is the smallest of Arda's
three continents. (The still smaller island-continent of
Numenorsank beneath the Belegaer during latter years of
the Second Age.) It is a warm, shadowy place, most of
which is utterly unexplored. Legends recount that is
haunted, full of monsters, and populated onIy by a
handful of wild peoples. During the Elder Days, Mérenoré
was nearly connected to Endor at its northeastern and
northwestern tips. The two lands still remain in close
proximity, separated only by the shifting waters of the
small ocean the Eldar call the Haragaer. Thus, the Dark
Land is also called “Hyarmenoré,” the South Land.

Aman, the “Blessed Realm,” is also called the Death-
less Lands or the Undying Lands. A young conrinent
located in the Farthest West, it is situated across the
Sundering Sea, well to the west of both Mérenoré and
Middle-earth. Aman'’s exact dimensions remain uncer-
tain, for time and distance mean little there, but it is
clearly much longer than it is wide. Stretching far to the
notth and south of the Girdle of Arda (the Equator), it
very nearly spans 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 Tol Erreséa, in the eastern-
most part of the continent. In the west of Aman lie the
Halls of Awaiting, the place of the dead. where Elven
spirits go to rest.

THE Stas oF Towa N's WoORLD
Water covers most of Arda, and three seas dominate the

world. They include:

¢ the Belegaer, or Sundering Sea;
* the Haragaer, or Southern Sea; and
* the Ekkaia, or Encircling Sea.

T:e Belegaer, or “Great Sea,” separates the “Young
Lands” of Aman in the West from the “Old Lands"” of
Mocenoré and Endor in the East. It is the “Sundering Sea”
of Elven lore. Its western waters, those beyond the Great Rift,
are known as the "Bent Seas"—for mariners sailing toward
Aman will never get there unless they have Eru’s leave.

The Ekkaia, or “Encircling Sea,” is actually a larger ocean.
Stretching across both poles, it washes the icy, northern
shores of Aman and Endor, as well as the cool, southern
coastsof Amanand Mérenoré. The Ekkaiaalsolies alongthe
eastern edge of both of the Old Lands. Numerous smaller
seas comprise this vast mere.

The Haragaer, or “South Sea,” lies south of Middle-earth.
Itseparates 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
Belegaer to the west at Metharn (Hyarnimente). Since it is
asmall ocean, many geographers reckon it to be a part of the

Ekkaia.
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® MAGIC, MYTHS, @
& RELIGION

“The Elder Days are gone. The Middle Days are passing. The
Younger Days are beginning. The time of the Elves is over, but our

* Yavanna (Kementiri) — The Mistress of the (living)
Earth.

* Niamo (Mandos) — The Master of Fate or Doom
(death, passing).

* Nienna — The Mistress of Conscience {grief, pity,

Par [ timeis at band: the world of Men, which we st rule. But we must sufFering)
sl b to order all ti A, for that good which e
722 2 g Ll o er all things as we wil, for tbat good whit * Oromé (Béma) — The Master of Nature; the Hunts-
0"[)’ Ihf WISE caAM See. T Of the Valar.
—Saruman the White speaking to Gandalf the Grey * Vina — The Mistress of Youth (wild, birth, renewal,
LotR I, p. 339-340. fice, flowers, song).
Now thatyou've sampled some geography, we turn to the * Tulkas (sumn. Astaldo) — The Master of Valor and
fundamental nature of Arda. Champion of the Valar.
MY Tiis & RELIGION * Nessa —:I"‘he Mistress of]oy. B
Eru, the One—the only true diety—created Arda. First, . hn.'o (Lonen.)'— The Master of Spirits (dreams,
however, he conceived the Ainur, or “Powers.” The first des.l'res, love, vnflon, peace). P
beings to enter Tolkien's world, the Ainur actually shaped * Esté — The Mistress of Renewal (healing, rest, peace).
Arda according to Eru’s scheme. ® Vairé — The Mistress of Time (fate, tales, memory).
The Ainur are all-powerful, immortal spirits. They in- * Melkor (Morgoth)—- The Black Enemy; He who is Evil
clude the exalted Valar, like Manwé and Varda, as well asthe Incarnate.
Manar. Yvho mFludeSauron andthe five Wizards: M95t qfthe Valarelationships mitror those of the Children of Ilivatar.
Am'ur (includingall bgt one of the Valar) remain faithful to Sahesreolder i olher®. NV ostr e Tharsed arie un e hikie
their creator. Others, like Sauron and the Balrogs, have fallen siblings. Manwé’s wife Varda, for instance, is Queen. Her
from SFACCa . . - word is law to all the Powers, excepting her husband.
‘While their direct influence in Endor wanes with each
passing Age, the Powers remain the most potent beings in Macic & POWER
Existence. The peoples of Middle-earth still worship their JRR. Tolkien’s works include many evocative themes,
various incarnations in countless ways. After all, they repre-  such as the corrupting influences of power and illegitimate
sent Eru’s Though, his great Themes. magic. Concepts like the Balance of Things and the three
Originally, there were fifteen Valar. They include: themes of Eru’s divine order are reflected in the struggles
* Manwé (Stlimo) — The Master of Air; the King of the  against Darkness.
Valar. Neither Morgoth nor Sauron respect either nature or
* Varda (Elbereth) — The Mistress of the Stars; the Enu's Thoughct{, and neitherf_;e}:constrained when it;om;sft-o
s T Ve e ossessing and using magic. T hey conjure, create and modi
Gimli, :t;do’ - [?Imo — The Madtobof Wacerthe Kino of the Sau Fhings acfording togthei% own IL)llstfuI] wills. Others, such a);
fbfv’:«gb :;: « Aulé (Mahal) — The Master, of the (gnon-livin o Saruman, also lose sight of the Balance in their quest for
waters of clemenes) Barch g magical knowledge and power. The White Wizard begins
K Beleld- zaram ] using righteous magic outside the boundaries of his mission,

eventually seeking unrighteous—and then evil—sources of
insight and strength. Thus, he falls from grace.
Always, the unsanctioned possession or use of
magic in Middle-earth eventually wreaks madness
and tragedy. Such abuse invariably spawns the
downfall of seemingly omnipotent mages.

It is important, then, to note that in Endor the
lust for "unnar_ural" power is dangerous because it
is “unsanctioned.” It is without "blessing” and
conrrary to the Balance of Things. Unless one’s
magic is in some way blessed or “sanctioned,” it is
at best wrong, at worst evil. Any mage possessing
such illegitimate power is always atrisk of becoming
mad and/or evil. Those who actually employ such
magic increase this peril.

In other words, anyone possessing unblessed
power or anyone wielding any power in an un-
blessed fashion, invites doom. This is the principle
that both gamemasters and players should heed
when dealing with magical things or characters in
Middle-earth. It involves a two-step test:
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* First, deterinine the nature of the magic. Is it insome way
blessed? If not. it is dangerous and possibly very evil.

* Second, assuming the magicis blessed, deterinine whether
thereare any limu'ts or constraints with respectto its use.
Since the issues of possession and use of artifacts, spell-
casting skills, etc. are critical to a faithful, flavorful Middle-
earth campaign, gamemasters should apply this test carefully.
Players should note that dabbling in the magicial arts can
be perilous. Unless attuned to nature (e.g, like a Wose
practicing Pdkel-magic), imbued with sanctvoned talents
(e.g., an Arnorian seer forecasting for his king), or given a
rightful gift (e.g., an enchanred sword as a reward for aiding
an Elven smith), the player character may be exhibiting the
sort of lust that ultimately led to the Downf ali of Niéimenor.
A gamemaster should create or uncover the story behind
any magical ftem, incantation, foninula, etc. This story will
dictate whether matterseither proceed according to 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 tale.

® YOUR CHARACTER @&
IN MIDDLE-EARTH

"Roads £0 ever ever on
Under eloud and under star,
Yei fer that wandering hawe gone
Turn at last to home afar.
Eyes that fire and sword bave seen
And borror in the halls of stone’
Look at last on meadows green
And trees and hills they long have known.”

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

In Middle-earth, immortal Elves, stalwart Dwarves, and
simple Hobbits live amidst a varied lot of mortal Men,
struggling to survive and prosper in the face of myriad
threats: Orcs and Wargs, Trolls and Giants, Wighss and
Woraiths, 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 torture souls and drive Free Folk into Darkness.

However, Middle-earth also resembles our Old World,
for the land of Endor shares most of the woes and wonders
associated with the younger “World of Men.” Greed, avarice,
prejudice. hate, and fear all stand in the wayofhappiness. The
ongoing struggle of Good versus Evil and the tests of Fate
dictate the fortunes of the enslaved and free alike.

This is a setting ideally suited to heroic drama. It beckons
brave, inquisitive, adventurous souls to undertake quests of
fame or f ortune, or to endeavor to rescue unf ortunate souls
from the heinous grip of the omnipresent Shadow.

So, by Eru, go forth and try yourhand at the pleasures and
pitfalls of Endor! And may Eru be with you.
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THE HOBBIT AND

THE LORD OF THE RINGS

Middle-earth Role Playing is specifically based on two books
by JRR. Tolkien. The first, The Hobbit, is of ten described as
“the enchanting prelude” to the latter, for it tells a shorter,
and somewhat lighter, tale that helps set the stage for the
storyrecounted in The Lord of the Rings. The latter work is a
somber, sweeping epic of much grander proportions. Com-
prised of six books, The Lord of the Rings was originally
published in three parts; and, to this day, it usually appears
asasetofseparate volumes. T his glorious cycleis actually one
discrete story, although it is of ten called “The Trilogy” and
gave birth to a legion of other "Tolkienesque” fantasy series.

Forthose of you who missed the chance to read The Hobbit
or The Lord of the Rings, or who need help recollecting the
stories, a serialized synopsis of of the two works is sprinkled
across the following pages.

@ THE HOBBIT @

Tolkien tells us that the Halfling adventurer Bilbo Baggins
composed The Hobbit. Originally entitled “There and Back
Again,” the tale constitutes the earliest chapters of the
“Redbook of Westmarch.” It takes place in Third Age
2941-2942.

Bilbo's entertaining 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.

Unbeknownst to him, however, Bilbo is an inspired soul.
After meeting a party comprised of homeless Dwarves led by
King Thorin Oakenshield 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
quest across the wilds of northwestern Middle-earth, the
group marches eastward toward Erebor, the Lonely Moun-
tain. Their journey involves encounters with hungry Stone-
trolls, playful Giants, foul Ores, huge Spiders, and savage
Wolves. While separated from party beneath the Misty
Mountains, Bilbo comes across a lost ting that changes his
life. He also meets Gollum, a cursed and twisted Hobbit who
misplaced the magic artifact. Bilbo discovers that, when
worn, the ring makes him invisible. He uses the device to
elude Gollum and rejoin the expedition.

The sojourn takes the company across Mirkwood to the
land of the Forest-elvesand on further to Lake-town on Long
Lake. From there, they strike out toward the Lonely Moun-
tain, the home of Smaugthe Fire-drake. Bilbo uses his magic
ring to sneak into the beast’s chambersand survivea confron-
tation with the fearsome Dragon. Stirred from his repose,
Smaug attacks 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

Erebor. The Company fights its way out of the Lonely

Mountain while the Battle of Five Armies rages at the
base of the wimdswept peak. The story climaxes as Elves,
Eagles, and Northmen vanquish 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, still unaware (as we are) of its
immeasurable import.

©® THE FELLOWSHIP OF ®
THE RING (Book One)

The first part of the Losd of the Rings is entitled “The
Fellowship of the Ring.” The tale begins in the Spring of
Third Age 3001, as Bilbo celebrates his hundred and
eleventh birthday. Among the celebrants is Bilbo's kins-
man and heir, Frodo Baggins, and Gandalf the Wizard.
For them, it would prove a fortuitous gathering, for it is
then that Bilbo disappears from the Shire—leaving his
magic ring to young Frodo, and leaving his anxious
nephew in Gandalf's 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 arinket is in fact the One Ruling Ring created by
the Evil One as a means to enslave the Free Peoples.
Frodo’s stout friend, Saimwise Gamgee, overhear the
revelation and, like Frodo, finds himself destined to
embark on an unsurpassingly dangerous quest.



The storygoesonto recount the flight of Frodo, Sam, and
two other Hobbits: Meriadoc Brandybuck (Merry) and
Peregrine Took(Pippin). Eluding the Black Ridecs—Sauron's
undead Ring-wraiths—they brave the haunted Barrow-downs
and take haven in the town of Bree. There they meet Aragomn,
a Ranger of Eriador who calls himself “Strider.” He joins
their band and helps them escape from repeated encounters
with the Wraith-riders. With Frodo wounded, they find
their way to the House of the Elf-lord Elrond at Rivendell.

©® THE FELLOWSHIP OF @
THE RING (Book Two)

The consensus at the subsequent Council of Elrond calls
for the destruction of the One Ring. Frodo is appointed
Ring-bearer, and the Fellowship of the Ring forins. Gimli the
Dwarf, Legolas the Elf, and Boromir the Gondorian join as
representatives of their kingdoms, among the last of the Free
Lands. Aragorn, who is now revealed as the true heir of the
High-kings of Arnor and Gondor, also swears to guard the
Ring-bearer. Gandalf and the four Hobbits complete the
company. Their mission is to ensure the passage of the Ring
to the dark land of Mordor. where the enchanted volcanic
fires of Mount Doom await. The countless thralls of two
principal foes—Sauron the Dark Lord and Saruman the
traitorous Wizard—patrol the lands along their path.

Embarking from Rivendell, the Fellowship travels south-
ward to the ancient West-gate of Moria. Neither Fell-wolves
nor snows nor a great Kraken stay their course. The party
enters the abandoned Dwarven halls of Moria, crossing the

Misty Mountains deep within the bowels of the earth.
Assailed by Orcs and Cave-trolls, the Companions of the
Ring barely escape. Indeed, Gandalf is lost in a bottomless
chasm while dueling, and ultimately defeating, the horrific
Balrog—a great and dreadful Demon of Might whose shad-
owy origins lie rooted in the Elder Days of the First Age.
Aragorn leads the group out of Moria and into the safe
woodlands of the Elf-kingdomof Lérien. There, the Fellow-
ship rests and seeks council with Queen Galadriel and King
Celborn. The Elves supply the sojourners with food and
clothing and equip them with three nimble boats. The vessels
carry the party southward down the Great River Anduin, to
a2 point above the mighty Falls of Rauros. Meanwhile,
Gollum—the hideous creature who found, was corrupted
by, and then lost the One Ring—tracks their course.

Well downstream, the Fellowship is ambushed by Orcs
and forced ashore. They make a difficult portage around the
rapids at Sarn Gebir and paddle to a landing above the great
waterfall. There, they argue about the future course of their
quest. Boromir plans to return home to Minas Tir'th, the
capital of Gondor, to prepare for the coming war. He
advocatesunity and warns against the proposed sundering of
the company. Frodo, however, favors taking theR ing directly
to Mount Doom. Lured by the evil power of the Ring,
Boromir then resolves to seize the device by force. Frodo and
Sam flee. The others scatter in pursuit. The first part of the
story closes with the company divided and in desperate
straits.
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® THE TWO TOWERS @
(Book Three)

The second part of the Lord of the Rings, “The Two Towers,”
opens with the Fellowship scartered and Frodo and Sam in
ﬂight toward Mordor. As the others search for them, Orcs
attack, and slay the penitent Boromir. A second Orc-band
subsequently captures Merry and Pippin. Minions of the
White Hand. these Orcs serve the corrupted Wizard Saruman,
Gandalf's Maia kinsman. They bear their two prisoners
westward across Rohan toward their master’s citadel
(Orthanc) at Isengard. There, Saruman awaits, hoping to
secure the One Ring for himself. His secret alliance with
Sauron of Mordor is nothing but a {foolish) ploy.

The Orc-group reaches the edge of the ectie Fangorn
Forest, about half way between the Great River and Isengard,
bef ore they are surrounded by the vigilant Riders of Rohan.
Ledby their Marshall, Eomer, the Riders slaughter the Orecs.
Merry and Pippin escape the fray and take refuge in the
ancient woods. There, they meet T reebeard the Ent, the huge,
secretive lord of the forest. Treebeard rakes them to safety
and listens to their harrowing tale. The Ent-lord then rouses
his Tree-folk. They mobilize for war and march on Isengard.

Having pursued Sarnman’s Orcs, Aragorn, Legolas, and
Gimli encounter Eomer's force soon after che skirnish. They
borrow horses and ride into Fangorn. Their search proves
futile; however, they are pleasancly startled by the reappear-
ance of Gandalf. Garbed in Grey but now called the "White
Rider,” the lost Wizard returns from the dead to help save

the cause. R

Aragorn, Legolas, Gimli, and Gandalf travel southward to
Edoras, the capital of Rohan. Eomer’s uncle Théoden, the
King of the Riddernark, ofters them ref uge. In turn, Gandalf
heals Théoden, saving the old manfromthe predatory spells
of his evil counsellor Grima Wortntongue. Revealed as a spy
in the service of Saruman, Grima flees to Isengard. He arrives
just before rthe Ent-host invest the citadel. The Ents over-
whelm the defense, destroy the outer walls, and scatcer the
remnants of Sartiman’s home army. Both Worintongue and
the fallen Wizard find themselves besieged in the Tower of
Orthanc.

As the Ents assail Isengard, Aragorn, Legolas, Gimli, and
Gandalfride westward with Théoden's arinyof the Rohirrim
in support of the def ense 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 ruins and the Ent-hostarrayed around
the central tower. They also rejoin Merry and Pippin. The
company secures Saruman'’s capture and recovers the en-
chanted Palantir (Seeing-stone) of Orthanc. Gandalf en-
trusts the Orthanc-stone to Aragorn and, accompanied by
Pippin, rides sourheastward to Minas Tirith. War looms.

® THE TWO TOWERS @
(Book Four)

Meanwhile, Frodo and Sam continue their fatef ul 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, the creature leads his two Hobbit companions
through the Dead Marshes and across the desolate flaw of
Dagorlad. The trio reaches the Morannon, the Black Gate
opening into Odun, the parched, bow!-shaped mountain
valley leading to Mordor. Their way barred by the massing
minions of the Dark Lord, Gollum suggests another route.
He convinces Frodo to try che secret subterranean tunnel
paralleling the mountain road through the narrow Spider
Pass. Joining the fallen city of Minas Morgul to the old
Gondorian watch-tower at Cirith Ungol, the route serves as
a back door to the Dark Land. The party moves southward
through Ithilien, along the westward flank of the Mountains
of Shadow.

About halfway to their crossing point, a Gondortan
scouting-party encounters the three small travellers. Faramir,
Boromir’s younger brother, leads the stea]thy band. They
take Frodo, Sam, and Gollum through the hilly woodlands
to a hideaway behind the waterf all at Henneth Annin. Frodo
recounts his plans, and Faramir speaks of the coming war
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with the heinous Lord of the Rings. He warns them that,
although the roads into Mordor are strangely quiet. the way
they seck is almost impossibly dangerous. Throughout the
brief respite, Faramir resists the power of the One Ring and
avoids the fatal temptation that claimed his brother’s mind.
Thenoble Gondorian warrior provides provisions and sends
the trio on their daunting way.

Approaching the smoke-enshrouded walls of Minas
Morgul, Frodo and Sam realize that Faramir was right:
indeed, Gollum fatled to describe the horrors of their route.
Anoxiousstench fills the dank, decaying vale, and the ghostly
glow of the city’s massive central tower looms like a beacon
of doom. All remains dark and quiet but, as the party
circumvents the citadel, thunder rips through the mountain
bowels and a leaping fire rises over the peaks. Then lightning
erupts from the rotating Morgul-spire, and the great cry of
the ever-dying Lord of the Ring-wraiths issues from the
stony maw of the city gate. The War of the Ring ar last
begins.

The simple Hobbits still push on, though, making their
way upward and eastward through the dark haze that fillsthe
moush of the Spider Pass. Gollum guides his two compatri-

ots through the hidden stair-filled defile around Minas
Morgul and into a tunnelway. There, he betrays them in
hopes of reclaiming “his precious,” the RulingRing. Gollum
abandons, and then pounces upon, the two Hobbits as the
hideous guardian of the pass-—the Demon-spider Shelob-—
actacks. Sam outwrestles Gollum, who flees. Shelob stings
Frodo before Sam recovers and leaps to the rescue. Sam
wounds the monster and drives her off, but he believes his
master has perished in the fray.

The second part closes with Sam reluctantly parting from
his fallen master. Taking the One Ring, the grief-stricken
Hobbit tries to complete their seemingly hopeless quest. He
reaches the top of the pass, near the base of the towerof Cirith
Ungol, before he is forced to hide from a pair of bickering
Orc-bands. Using the magic Ring, he makes himself invis-
ible. He eludes the arguing Orcs, who debate the fate of a
drugged and unconscious Hobbit prisoner. Sam realizes that
Frodo is alive, but he fails to prevent the Orcs from bearing
his master's body into the old watch-tower. Sam follows.
Desperatcly hurling agarnst the clanging door, he knocks
himself senseless. The stunned Hobbit lies outside the walls
as the story recesses.
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©® THE RETURN OF @
THE KING (Book Five)
The third and final partof the Lord of the Rings, “The Return

of the King,” opens in Anérien, the northernmost province of
Gondor. Mounted on the heroic steed Shadowf ax. Gandalf
and Pippin ride along the tree-lined highway that bisects the
region and links Edoras and points further west with Minas
Tirith. As the winds stir Pippin from his long nap, the two
ravellers see the sudden kindling of signal-fireson hills to the
south. There, the blazing lights appear one by one, as if
marching along the northern edge of the White Mountains.
Gandalf realizes that the Men of Gondor are sounding the
alarm. The war is at hand. The call is going out toward
Rohan. Gandalf hastens his horse eastward.

In time, the Wizard and his Hobbit companion reach the
seven-tiered capital of Gondor. They arrive as the city braces
for the impending onslaught. 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.

Meanwhile, Aragorn, Merry, Gimli, and Legolas ride
south from lsengard with King Théoden and his House-
guard. After joining with a company of Ditnadan Rangers,
compatriots of Aragorn en route to war, the group makes its
way to Helms Deep. There, Aragorn tells Eomer of his plan:
how he will ride the highway to Edoras, and then tum
southward to Dunharrow,and finally crossthe White Moun-
tains by way of the fabled Paths of the Dead. Aragorn
explains that, af ter 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.
Sropping briefly at Edoras, theymeet Lady Eowyn. Théoden’s
beautif ul, headstrong niece The Grey Company then pushes
onward to the high vale of Dunharrow, through the door
beneath the peaks, and along the lightless Paths of the Dead.
Summoning the cursed Army of the Dead, who gave the
tunnel its name, Aragorn gathers a great Ghost-army behind
the troop. He leads them out of the Paths, into the Motthond
Vale, and down to the Stone of Erech. There. at the most
storied site in Lamedon, he blows his horn and pledges the
army of ghostly Oathbreakers to an alliance. Called to fight
by the rightful King of the Dead, the Army of the Dead
pledge to follow Aragorn and fulfill their ancient obligations
to the Lord of the Gondor. Thus, they hope to end their
curse.

As the Grey Company cross into central Gondor, King
Théoden musters the Rohirrim and rides (with Merry at his
side) to the defense of Gondor. Further east, Gandalf and
Pippin find themselvescaught up in the unf olding war. Two
vast Mordorean war-hosts, one marching from Morannon
and the other from Minas Morgul, reach the dike sutround-
ing the Pelennor Fields below Minas Tirith. They are 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 defense, the Dark
Lord's minions tow their seige machines across the fertile
lawns and assail the Gondorian capital. Denethor, who is

driven to madness after gazing into the Seeing-stone and
coming under Sauron's influence, orders the creamation of
both himself and the dying Faramir, leaving Gandalf to lead
the defense. When 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,
cucting their way through the northemn flank of the evil
hordes. The Witch-king tums his attentions away from the
cityamd, mounted on a Fell-beast, flies to the point of attack.
He duels and fells Théoden. He is then confronted by Merry
and a Rohir Knight named Demhelm. The Witch-king
scoff's at their valorous intervention, knowing that “no man
can kill him.” Dernhelm reveals himself to be Eowyn,
Théoden's niece and avenges her uncle’s death. Though
wounded, she slays the Morgul-lord.

The Battle of Pelennor Fields rages on, with the Riders at
fiest victorious and then driven into retreat by Sauron'’s
seemingly endless reserves. When all seems lost, though,
Aragorn and the Grey Company arrive with reinf orcements,
including the cursed Army of the Dead. The Dark Lord's
minions panic and scatter, and Minas Tirith is saved.

As the battle subsides, Gandalf intercedesatthe premature
funeral of Denethor and Faramir, but he only succeeds in
saving the latter. Denethor perishes in the flames.

Book Five closes with the victorious ariniesof Gondorand
Rohan marching on Mordor and arraying themselvesoutside
the Black Gate. There, af ter listening to the Mouth of Sauron
issue his evil master's terms, they refuse an armistice and find
themselves facing an atcack from an ariny of unfathomable
proportions. Again, the dim fatc.ofthc FreePeoples hangs in
balance. The Battle 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 fora new way into
the three-tiered tower of Cirith Ungol. This he finds and,
with the help of the One Ring, he passes by two enchanted
stone Watchers that guard the way. The stout Hobbit
eventually rescues Frodo from his Orc caprors, who begin
fighting one another. Using the Phial of Galadriel Sam
breaks the malicious will of the Watchers, and the two
Halflings escape from the tower. They descend the heights
and find themselves in the rocky, trough-like vale that runs
the length of the Mountains of Shadow and harbors the road
running north from Cirith Ungol to Durthang. Finding
nothing but blackishstone, sharp thorns, and sunless gloom,
they slowly and stealthily make their way northward, then
eastward, and then southward to Mount Doom. They cross
the volcanic wastes of Gorgoroth and cfimb the northwest
side of fiety mountain. As they find a switchbacked road, they
once again encounter 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 Crack of Doom.
Followed by Gollum, the Halflings enter the long tunnel
toward the Orodruin’s smoking core. When they reach the
fateful fissure, Frodo finally succumbs to the power of the



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

At this point, Sauron realizes what is occuring and directs
allhis ireand willtoward Frodo. Sendingthe Nine Ringwraiths
in flight toward Mount Doom, he desperately hopes to stay
his own demise. But he is too late, for Gollum knocks Sam
down and, after grappling with the invisible Ringbearer on a
ledge by the Crack of Doom, the tortured creature falls.
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 crumbles. The Dark
Tower falls, as do all the spires and walls throughout
Mordor. Flames erupt through the plains and peaks, and
|ightning fills the skies. Black Rain falls. Finally,che Evil One
loses form and passes into the Void. Their own rings
destroyed, the Nazgdl wither and die—some forty centuries
af ter their appointed call. In the cataclysmic tumult, Sauron's
other minions panic. Some turn and slay their own; others
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, Eomer, becomes King of Rohan
and buries his uncle at Edoras. Eomer marries Lothiriel of
Dol Amroth and renews the Oath of Eorl, an old pact that
bonded the Rohirrim to the Diinedain of the South King-
dom. Faramir and Eowyn strengthen these ties by marrying

and becoming the Lord and Lady of Ithilien.

After Aragorn’s coronation, Gandalf and the Hobbits
travel to Edoras with Eomer and then push onward to
Isengard to bid farewell to Treebeard. They return to the
Shire via Rivendell. 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
Wigzard’s reign at the Battle of Bywater. Bef ore Saruman is
cast out, though, he blames Grima for much of the murder
and mayhem. Wormtongue flies into a rage and seabs
Saruman todeath. Hobbit arrows then silence the lif e of the
traitorous Rohir. The Shire is once again at peace. Samwise
marries, and Frodoservesabrief stintas Mayor of Hobbiton.

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

The stoty 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 thereaf ter, in time to bid farewell to Frodo, Bilbo, and
Gandalf before their passing over the sea. Then, Merry,
Pippin, and Sam make the quiet, bittersweet journey home.
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1.0

This section is an example of a fantasy role playing
adventure. The adventure is presented in the form of the
dialogue between the players 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 presented in later sections.

The player characters are traveling on f oot from Rivendell
to Bree alongthe Great East R oad carrying a shipmentoffine
Dorwinion wine and some herbs. The characters are:

1) Agorar, a male Elven Mage.

2) Leanan, a female Dunlending Animist.

3) Niri Zigildin, a Dwarven Warrior of unrevealed gender
(to many, female Dwarves appear te be male).

4) Drogo Bracegirdle, a male Hobbit Scout: rude 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 f or the night. As the
group leaves the road and enters the rough terrain to the
north, a light rain begins to fall. After about 100 yards, they
come upon a small ruined tower. The players do not know
it, but 3 Orcs arein the cellar of the tower. The Oresare just
waking up and are 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 see
below you the ruins of a small tower in ashallow valley. The
tower still has part of its roof standing. A small stream runs
through the valley, and there are the usual shrubs and trees—
pines, oaks, and the like.” The GM sketches out the valley and its

conterits on a !’)E!f O)‘pd})ﬂ’

A SAMPLE FRP ADVENTURE ElEE

While the GM sketches the physical situation, the players discuss
arriong themnselves what to do. T})ey decide that their general course
of action will be to check out the tower as a shelter for the night and
possiblya littleadventure. However, each pla yer must take separate
action with bis character to accomplish this objective, withcoordina-
tiort and cooperation bhandled b_y limited communication berween the
characters.

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

Drogo: “We are planning to scout out 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.”

Niri: "I take out my crossbow and load it. I will cover Drogo
and move up when he signals.”

Leanan: “I draw my mace and shield and will move forward
when Nari does.”

Agonar: “I prepare and cast a Shield spell.” He r lls two spetial
dice which together givea result between O1 and 100. “My casting roll
is a 28." He succeeds.

GM: “Drogo, make amaneuverroll to see how well you sneak
up on the tower.” He rolfs « 47 (on the 01-00 dice), the GM rolls
a 24 activity roll for the Orcs, indicating to the GM that nothing is noticed
by either side. “You succeed and notice nothing unusual. You
are now IO feet from the tower and have a good idea of the
layout. The rest of the group may move up if you signal.”

Drogo: “I back up slightly so that there is a tree between me
and the tower, and wave the rest of the group forward.”

Rest of Group: “We caretully move up.”

GM: “Each of youmakea maneuver roll.” Theyr # 86, 35, and
46; the GM rolls a 62 for the @rcs; neither side notices anythivg, but the
Ores are becoming move active and may move up the stairs and outside soon.
“You all move up and notice nothing unusual.”

GM: “Here is a sketch of the tower and the immediate
vicinity. The toweris two storied and square. The side facing
you has collapsed along with the second floor, but the other
three walls and the roof are still relatively intact. The roof
does have holes in it. The wall opposite you has a hole where
the main door used to be. You can see a lot of rubble but
nothing else inside.”

The playcrs (of' GM ) then mark their positions o the sketch.

GM: “Everyone decide your action for this round.”

Drogo: “Ivery slowly move up to the wall on the right hand
side of the tower and look in, using the wall for cover.”
Niri: “ I move up behind Drogo with my crossbow held
ready.”

Leanan: “I move up with Nari.”

Agonar: “I move up with Leanan.”

GM: “Everyone make a maneuver roll.” They roll 24, 89, 93,
and 62; the Orcs roll a 65 and are still preparing to come up the stairs.
“You all move to the end of the right hand wall and look
around it. You see a 15' by I5' interior with lots of rubble



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

Drogo: “I move very slowly into the tower, along the inside
of the right hand wali, watching the stairs.”

Leanan: “I cross to the left hand wall and begin removing the
tubble from the chest, searchingfor any magic items or loot”.

Nari: “T aim between the stairs and the main door, so that 1
can fire at either if something happens.”

Agonar: "] prepare my Levitate spell.”

GM: "Leanan and Drogo, make maneuver rolls.” Roling well,
they 1oll 78 and 94; the Ores roll @ 73 and have finished getting ready
and are starting up the stairs. "Drogo, you notice 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 andf ound nothing. Whatdoyoudo
this round?”

Agonar: “[ cast my Levitate spell and start to move up
towards the roof.” He rolls a 54 and succeeds in levitating.

Niri: “I 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. Agonar, yourise about
4'thistound, presenting a tempting target to any missile fire.
Leanan you realize that the chest is rusted but not locked; it
maymake noise if you open it. Drogo, you see this when you
peek out the door.” The GM bands Brogo a wote saying, you see
rothig unsswal owtside, bus yoit hear a dight clank down the stairs.
“Whar do you do this round?” Herolls and determines that the Ore:

are coming up the stairs.
Leanan: "I open the chest very, very quietly and look inside.”

Drogo: “Iduck behind the pile of rubble nextto the doorand
hide.”

Agonar: "I continue levitating, watching out for danger.
Nart: “I continue to cover the stairs and door.”

GM: “Leanan, makearoll.” Sherollsa 12.""Y ouopen 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 Drogo see three Orcs (in rigid
leather and cartying short swords and equipment) come up
the stairs and turn to face LLeanan, who does notnotice them.”

Nari: “I fire at the largest one.”

Herolls a 92 and #fers to the Missile attack table, giving the Ore
21 hitsand a ‘B Puncture critical. He rolls a 70 and the Ore is
shot through the neck and dies (a redly great shot).

GM: “What do you plan to do this round?”

Agonar: "I preparea Sleepspell, and yell: "Watch out Leanan,
Orcstitt”

Niri: “Idrop my crossbow, anddraw my battle-axe as I move
towards Leanan. I scream, ‘Come on and die, you Orkish pig-
dogsitf!"

Drogo: "I continue to hide, with my shortsword ready.”

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

The GM rolls to Mp determine a reaction for the two remainin 2
Ores. Herollsa 06 and a 91, One Oredecides to run, One decides
to killthe: puny human who has her back to him. The Gamemnaster
makes perception rolls for A gonrar, Néri, and Drogo int order to see
if tbey notice Leanan takin ¥ the small me—t}:éy do rot.

GM: “One Orc turns and begnis to run out the main door.
The other drops his equipment and charges towards Leanan,
yelling and brandishing his shortsword. Leanan, yousucceed
in your action this round, but you hear running behind you
and shouts from your friends. Drogo, you may take a swing
at the Orc as he exits.”

Drogo: "I swing at him as he runs past.”

He rolts a 02 and fumbles bis short sword. Herolls a 49 and drops

his weapon.

GM: “Amazing move Drogo, the Orc doesn’t even notice
you and keeps going. Néri, you and the Orc have reached
Leanan, and may attack next round. Leanan, you are fully
aware of what is happening. What do you all do now?”

Drogo: “I pick up my short sword.”

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

Leanan: "Sincel am notvery good in combat, I drop and pull
the chest over me.” The chest is big enough for her to fit inside.

Nari: “1 swing at the Orc and try to cut him in half.”

GM: "Agonar's spell is cast first, then Leanan will maneuver
to pull the chest over her in time, then the Orc, who is quicker
than Nari, will attack Leanan, and ﬁnally Nari will attack the
Orec. Drogo is out of action while recovering his weapon.”

Agonar rolls a 68 attack, the Orc rolls a 1 7 Resistanice Roll and
goes to sltep. Learian drops but would stot have avoided the Orc's
attack if Agonar bad not put bim to sleep. Niri follows throw gh on
hisattack on the now steeping Orcand gives bim 40 hits, an T Slash
eritical and a ‘C’ Crvsh critical, resulting in an wnconscious Ore
with a broken leg. The Orc and the chest faU on Leanan giving ber
5 bits and an *A’ Unbalance critical, which gives ber 4 more bits
and stuns bey for | rovnd.

The adventure would continue with the group having the
options of exploring the rest of the now-deserted tower,
chasingthe Orc (who may be going for help), leaving the area,
or some other action or combination of actions. Nart and
Agonar will receive lots of experience points f or their spells
and kills, and Drogo eventually manages to recover his short
sword but not his self -esteem. Leanan may get a big surprise
when she opens the small box she got without the rest of the
group noticing (it has a poison needle trap on its lacch which
will strike her unless she is able to detect the trap and avoid
setting it of ).
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2.0« HOW TO PLAY:

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 adventures take place. Ideally, such rules are able to
handle most of the common situations that arise in a FRP
game withoutdetractingfromthe flavor and detail of the plot
or setting of the game.

Middle-earth Role Playing(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:
® Pare I provides a general overview of fantasy role playing,

Middle-earth, J.R.R. Tolkien's books, and the MER Prules

and guidelines (Sections 1.0--2.0, pages 2-19).

® Part II presents a set of completely developed and ready-
to-play characters (the Basic Character Templates) and
discusses the various factors and traits that define a FRP
character in MERP (Sections 3.0-6.0, pages 20-4I).

*Part ITT outlines how to resolve commonly occurring
actions and activities during the players’ adventures (Sec-
tions 7.0-10.0, pages 42-57).

e PartIV details most of the rules thataffectthe Gamemaster’s
task of setting up and managing a world system (Sections
11.0-18.0, pages 58-77).

* Part V describes how to create and develop your own

characters (Sections 19.0-27.0, pages 78-97).

¢ Part VIprovides asample of the game environment (pages
98-11 2).

* Part VILis the Appendices—including the Basic Character
Templates, the culcure/race descriptions, the creature
descriptions, the spell lists, the secondary skills, optional
material, conversion notes, selectedreadings, and all of the
tables and record sheets that
provide mechanisms f or adding
flavor and detail to agame with-
out decreasing playability (Ap-
pendices A-I to A-I0, pages
113-265).

* Pare 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
ofafantasyrole playinggame. 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
havetotheir characters’ capabilities and the reality of Middle-
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 necessaty for a truly 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 ard in
absorbing the rules. The Gamemaster need not memorize or
fully analyze the significance of all of the rules 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. Then each
player should choose one of the ready-to-play characters
from Appendix A-I. A more experienced role player may
want to 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 (usually
combat) situation. It is not necessary f or the players to read
PartsIV & VI, since it is concerned with how the Gamemaster
may handle the setting of the game, the plot elements, and
other factors. Part VII can be referred to as needed for
specific inf ormation and sitaations.




@ MOVING FROM LOR TO MERP @

So you'vebeen playing LORf ora few weeks or months
oryears. And having a grand time of it. [n fact, you're still
having second thoughts: do I really want to switch to
MERP? Rest assured. You've made the right decision.

Now when you tell the Gamemaster that you want to
play a character who specializes in healing, you won't be
told that a Bard is your only option. You can be an
Animist. Andif you wantto cast awe-inspiring spells, you
can be a Mage. Only if you want to playaresourceful jack-
of -all-trades who leams languages easily and plays a
musical instrument or sings will you be a Bard.

More specifically defined character classes are not the
only advantage. You'll have more choices in just about
every facet of fantasy role playing:

* more spells

* more cultures
(for example, instead of choosing to be an Elf, you'll
be a Noldo Elf, a Sinda EIf, or a Silvan EIf)

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

* more adventure choices.

But maybe the thickness of the MERP rulesbook is a
litcle 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 difference of an
extra dose of realism—an element that brings you even
closer to the magnificent advenrures unfolding.

Give yourself an evening of play—you’ll be surprised
how fast you feel at home with MERP. And how quickly
you come to value its greater range of choices and more
depthful coverage of Tolkien’s world.

And now, a few special words to Gamemasters. The
many new choices available to players areactually goingto
make things easier, rather than harder, f or you. Now when
a player wants a Dwarf Scour as his or her character, you
need no longer disappoint him or her with the words:
Dwarves carr’t be Seouts. You have to be 2 Warrior. With MERP,
you have all the parameters right at hand for Dwarven
Scouts. In fact, your players can even consider Dwarf
Rangers and Dwarf Animists as well!

The benefits don't end with the character options.
Open-ended adventures mean that you won't have to
devise as many clever excuses to guide the PCs to take a
certain course of action.

Consider “Dawn Contes Early,”the first LOR adventure
you ever GMed. It required that your players decide to:

(1) release Tolman Greenthumb from the lockhouse
(2) defeat the marauding Trolls, and

3) search for the Troll-hole and che treasure likely to be
(3) Y
found there.

But what if your players wanted to tackle these chal-
lenges in a diff erent order? And what if their reasons were
quite sound? You probably had quite a job suggestng
reasons why they should do things in the order specified
by the directed adventure.

You certainly couldn't say: Well, the adventure is written
with freeing Tolman first, That would destroy any sense
realism as well as taking away all the fun. So, you
pondered. Maybe Holt'ast (Shirriff and uncle) would
whip Tolman? No, he couldn’t do that and still have a
reputation for fairness. Maybe the lockhouse is abour to
collapse? No, the #Cs wouldn’t know that, so it couldn't
change their decisions. Hmmm. I know! The Trolls
might hurtsomething other than sheep---achild oranold
lady—and they need Tolmanto help find the Trolis!

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 PCs to be daring and brave
(as they should be) while streamlining your role as GM.
As I mentionedbef ore, MERP adventures are open ended.
This means that they describe the non-player characters,
the physical sites, and the history behind the conflict
involving these elements. Butthey don'tleadyouand your
players through a pre-programmed adventure. Instead,
your own choices determine the action that follows.

Note: Of course, added responsibilities do core with all these

benefits. You'll bave to make many more decisions yourself—the

book wou't tell you what to do. And when your players take a

real tangent, yow may have to devise a scenario from scratch to

give ther adventure in the odd corner of the world they've chosen

to explore. But I think you'll find these additionaltasks to be

among the most rewarding aspects of being a GM. This is where

you get to the good stuff!

It's a big world out there in Middle-earth! And with
MERP your scope is unlimited. So go discover all the

adventure that awaits you—and fight the Shadow to a
standstill. Good luck!
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@ 2.2 * DICE ROLLING @
I8 CONVENTIONS

% The GM and players often roll dice to determine the
results of activities during a role playing game. Each die used

Pare 1 in MERPgives atesult between 0 and 9. There are two types
TitrdchirSion of such dice commonly available in hobby and game stores:
10-sided dice or 20-sided dice (having the numbers O to 9

Trecbeard twice). If two of these dice are used, a variety of results can

be obtained:

I-I00 Roll — Mostrolls in MERP are “I-100" rolls (also =
called “®100” tolls). 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 O and 00 is achieved (“00" .
ts used as 100 not 0).

Open-ended Roll— Many 1-[00 rolls are “open-ended.”
Most of the time open-ended rolls yield a resultbetween 01 =
and 100, butsometimes they yield results thatare less than .
01 or greater than 100. Some common open-endedrolls
are: attack rolls, maneuver rolls, orientation rolls, percep-
tion rolls, resistance rolls, and encounter rolls. Rolls that
are not open-ended include: critical strike rolls, stat rolls,
and rolls to learn spell lists.

Frodo i 'Q;.éc

If a roll is open-ended:
An initial 1-100 roll of over 95 calls for a second 1-180 roll
to be madearsd added to the first roll. If the second roll is also over 93,
a third roll is made and added to the sum: of the first two results. This
process is continued wntil a roll under 96 ocenrs. The total obtained by
this process is the resulr of the “open-ended” roll (high ). Theoretically there
is 1o limit as to how big the total of such a roll :'om’dgrt
An initial 1-100 roll of under 06 calls for a second 1-100 roll
to benade and mfv{ra[fedfrom I/)efv'r:l roll. !f{bc second roll is over 9,
a third rollismade and mbtradedfrom the total of the  fist o results.
This process is continued uratil a roll under 96 occurs. The total obtarried
by this process is the result of the “open-ended” rolf (Iow ), Iheoretically
there is wo linit as to how small the tosal of such a volf could ger.
1-10 Roll—1In instances when a result(roll) between I and
10 is required, only one dte is rolled. This gives a result
between 0 and 9, but the O s treated as a 10, Such a roll is
referred to as “1-10"” or “DI0.”
I-5 Roll — Roll one die. divide by 2, and round up.
5-50 Roll —Roll I-10 five times and sum the results.

Other rolls— Any other rolls are variants of theabove. (e.g.,

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

e
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@ 2.3 « DEFINITIONS @

The majority of unique terms found in the Middle-earth
Role Playing system and Tolkien's works are not described
below. Rather they are usually described when they are used
in the text. The terms defined below are frequently used or
they are very important for using and understanding MERP.

Actfon: An action is the activity which a character may perforin
during a round (10 seconds).

Campaign: An ongoing fantasy role playing game which takes place
asasetiesof connected adventures, withrespect tobothtimeand
circumstance.

Chance: Often in MERP an action or activity has a “chance” of
succeeding or occurring, and this chance is usually given in the
fonn of # %. This means that if a roll (1-100) is made and the
result is Jess than or equal to the #, then the action or activity
stcceeds (or occurs), Otherwise, it fails.

Channeling: One of the realms of magic; a complete descriptionis
given in Section 15.2 on page 70.

Critical Strike: Damage other than just hits which results from an
attack.

Dice Roll: See “roll.”

Essence: One of the realms of magic; a complete description is
given in Section 15.1, page 70.

Fumble: An especially ineffective attack which yieldsa result chat
is disadvantageous for the atcacker (see Section 8.3.1, page S0).

Gamemaster; The Gamesmaster, Game Master, judge, referee,
dungeonmaster, etc. The person responsible for giving life to a
FRP game by creating the setting, world events and other key
ingredients. He interprets situations and rules, controls non-
player characters, and resolves conflicts.

Group: A collection of player charactets.

Hits: Accummulated pain and bleeding, that can lead to shock and
unconsciousness (also called Concussion Hits). Each character
can take a certain number of hits before he passes out (deter-
mined by his Body Development skall).

Level: A Character’s level is a measure of his current stage of skill
development. and usually is representative of his capabilities and
power. As a character adventures, his level should increase as he
gains experience (Section 6.0, pages 38-41).

Maneuver: An action perfonned by a character that requires
unusual concentration, concentration under pressure, or 2 risk
(e.g. climbing a rope, balancing ona ledge, picking a lock, etc.).
Maneuvers requiring movement are “Moving Maneuvers,” and
other maneuvers are called “Static Maneuvers.”

Melee: Hand-to-hand combat (i.e., combat not tising projectiles,
spells, or missile weapons).

Monsters: Non-traditional. unusual creatures that usually have
some sort of enchanted forin or abilities. They are usually evil
and hostile.

Non-Player Character: A being in a role playing game whose
actions are controlled by the Gamemaster.

Parry: The use of part of a character’s offensive capability to
decrease the effectiveness of one opponent’s attack.

Playcr: A participant in a fantasy role playing game who controls
one character, his player character.

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

Power Points: A number which detennines how many spells a

character may intrinsically cast each day(i.e., between periods of
rest).

Profession: A character's profession is a reflection of his training
and thought patterns. In game tertns, 1t affects how much effore
is required to develop skill in various areas of expertise.

Resistance Roll: A dice roll which deterinines whecher or not a
character successf ully resists the effect of a spell, poison, disease,
or some other forin of adversity.

Roll: In MERP two differently colored 10-sided dice are used to
resolve any activity requiring a “Roll;” such dice are available in
most hobby and toy stores. Each of these dice has two sets of the
numbers 0, 1,2, 3,4,5,6,7.8,and 9. These dice can be used to
obtain a varicty of results. These results are described in Section
2.2 (page 18).

Round: The increment of time (10 seconds) used to resolve MERP
actions.

Session: A single sitting of game adventure. A number of sessions
forin a carnpaign.

Spell List: A collection of related spells which are organized
according to level. A character who has “learned” a spell list is
able to cast a spell from that lst if its level is less than or equal
to his own experience level.

Sat: One of the six physical and mental characteristics thac
influence how effectively a character is able to perfonn most
actions and activities.

Skilk Training in an area that influences how ef fectively a character
is able to perfortn a particular action or activity. “Skill Rank” is
a measure of the effectiveness of a specific skill.

Wild Beasts: Traditionalanimal species lacking enchantedf ormor
abilities. They are capable of social organization, but lack
culture.

Parc I
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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 isforyouto take on the personaof your
player character, reacting to situations as your character
would. This s the biggest diff erence 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 Middle-carth Role 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 leave the real world behind for a while, and enter a world
where the fantastic is real and reality is limited only by your
imagination and that of the other playersand the Gamemaster.

CHOOSING A CHARACTER
In a Middle-casth Role Playing game, you may choose a

completely developed character to play(see Section 3.0, p.

21 and Appendix A-I, p. 114-145). There are sixteen such

characters to choose from:

I) Black Némenérean Warrior (p. [14-115)—
Indrizor is a male warrior, a haughty, mercenary outcast
from Umbar.

2) Rohir Warrior (p. 116-117) — A cool, but deeply
passionate, female warrior, Léowyn is an aspiring shield-
maiden.

3) Dwarf Warrior (p. 118-119) — Bali Redhelm is a
pugnacious Dwarven male, a warrior from the Iron

Hills.

4) Sinda Elf Warrior (p. 120-121) — Camthalion is a
calm, nature-loving Elf-warrior.

$) Dunlending Scout (p. 122-123) — Belefleca is a fiery
and gregarious male Dunlending. He fancies himself as
author and poet.

6) Hobbit Scout (p. 124-125) — Boffo Nortthtook is an
adventuresome Fallohide male who hails from the
Northfarthing.

7) Dwarf Scout (p. 126-127) — Dwalin is a sober and
suspicious male who makes his home in the Blue
Mountains.

8) Silvan EIf Scout (p. 128-129) — Léchintel is a

cheerful, fun-loving Elf-maiden from northern

Mirkwood.

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

10) Woodman Ranger (p. 132-133) — Skutillais a
reserved but perceptive male who lives at Woodmen-
town in southern Mirkwood.

1T} Dorwinadan Bard (p. 134-135) — A woman of
Riavod, a port on the Sea of Rhitn, Widonu is a hardy,
wily, and friendly adventurer.

12) Noldo EIf Bard (p. 136-137) — Lélindir is a proud,
creative male who makes his home in Lérien.

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

14) Danadan Mage (p. 140-141) — Mirwen is a serious,
but inquisitive female who is enamored of jewel-crafr.

15) Half-elf Animist (p. 142-143) — Elbragol is a
thoughtful and reserved Peredhil male who was raised

by the Noldor of Forlindon.
16) Beorning Animist (p. 144-145) — Beralith is a

rugged, jovial Beijabar male who lives in the 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
this is the case, you should use the character design rules in
Part V, pages 78-97. You will need the help of your
Gamemaster to develop your character's background and
history.

Y our CHARACTER

Your character will have certain factors that detine his
attributes, capabilities, and skills. These factors determine
how much of a chance your character has of accomplishing
certain actions. Many of the actions that your character will
attempt during play havea chance of success and a chance of
failure. Therefore, even though actions are initiated by the
Gamemaster and the players during the ganie. the success or
failure of these actions is determined by the MERPrules, the
factors that define your character and the random factor of
aroll ofthedice. The specific factors thatdefine your MERP
character are presented and discussed in the rest of Part II

(Sections 4.0-6.0).



3.0 * KEEPING TRACK OF

YOUR CHARACTER

Inatantasy role playing game each player must keep track
of the factors defining and affecting his character, while the
Gamemaster must keep track of the non-player characters.

©® 3.1 - THE CHARACTER @
TEMPLATES

If you choose to play a completely developed character,
you should select one of the sixteen Basic Characters listed on
page 20. Then you should find the twa-page character template
that corresponds to your character. The sixteen templatesare
in Appendix A-1 (p. 114-145). A sample template can be
found on the next two pages (p. 22-23). All of the informa-
tion on these templates is defined and discussed in Sections
4.0-6.0.

The first page of your character template provides infor-
mation that does not change during play. However, you will
frequently have to update and refer to the inf ormation on the
second page of your character template,. It is best to enter
inf ormation in pencil so that it can be erased and updated.
You may copy or photocopy these templates for your own
use.

UnlessyourGMhas decided otherwise, you should record
the following information for a Level 1 (i.e., Ist Level)
character on the second page of your character template. This
“Ist Level” inf ormation is the Ist column of numbers on the
Ist page of your character template.

T) Record your current level(Tst) and experience points(1 0,000)
in the appropriate spaces in the upper right corner.

2) In the column labeled, "Level 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 labeled, “Total Bonus.”
These bonuses are used during play.

Thesample template on the nexttwopageshas alreadyhad
this information filled in for a “Ist level” character.

Asyour 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
addition, you will need to record new “Item Bonuses” and
“Special Bonuses” as you acquire new equipment, magic
items, and specialabilities. When anyofthese changes occur,
you will calculate new “Total Bonuses.”

® 3.2¢IF YOU DEVELOP ®
YOUR OWN CHARACTER

If you develop your own character, youshould keep track
of your character on a Character Record Sheet. The Charac-
ter Record Sheet RS-1 (p. 227) has places for all of the
important statistics and factors which are important to a
character. The Gamemaster may want to use Character
Record Sheets for certain criicial non-player characters. 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 non-player character bonuses
required during play.

Part V (p. 78-97) discusses the Character Record Sheet
and the different types of capabilities and bonuses that the

players should keep track of.
|W§ L
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Culture/Race: Diinadan -= Galadhil =- Profession: Ranger
— | LEVEL BONUS (Skill Bonns for Rank+Stat+Prof ession)
Level 1 Level 2 Level 3 Level 4 Level § Level 6 Level 7 Level 8 Level 9  Level 10
Skill/ Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points:  10.000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000
Movement & Maneuver:
No Armor ) s +1IS5 S5 +1S +1S +1S +1S +1S +16 +1S
Soft Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 -30
Rigid Leather =S +5 +5 1r5) +5 +5 +5 £S5 +5 +5
Chain -10 -10 +0 +10 +15 +15 +15 +15 +15 +15
Plate -60 -60 -60 -60 -60 -60 -60 -60 -60 -60
Weapon Skills:
I-H Edged +47 +59 +71 +83 +87 +91 +95 +99 +103 +107
I-H Cencussion +2 +4 +6 +8 +10 +12 +14 +16 +18 +20
2-Handed +32 +34 +36 +38 +40 +42 +44 +46 +48 +50
Thrown 13 -1l -9 -7 -5 -3 = +1 +3 +5
Missile + L7 +19 +21 +23 +30 +37 +44 +SI +58 +65
Pole-arms 32 +34 +36 +38 +4S5 +52 +59 +66 +73 +80
General Skills:
Climb +18 +26 +34 +42 +50 +58 +66 +74 +82 490
Ride +13 +21 +29 +37 +45 +53 +61 +69 77 +85
Swim +18 +21 +24 427 +30 +33 +36 +39 +42 +45
Track +18 +26 +34 +42 +50 +58 +66 +74 +82 +90
Subterfuge Skills:
Ambush -25 25 <25 -25 25 -25 -25 75 225 =29
Stalk/Hide +12 +19 +26 +33 +40 +47 +54 +61 +68 +75
Pick Lock -25 S %) 10 10 ) L5 20 20 28
Disarm Trap +10 +10 +15 +15 +20 +20 +25 +25 +30 +30
Magical Skills:
Read Rune +S +S +*35 &S +5 +*S +S +S +S +5
Useltem +10 +10 +10 +10 +10 +10 10 +10 +10 +10
Directed Spells -5 -18 -1S .18 -1S IS = (5] =TS S5 -18
Miscellaneous & Second;\ry Skills: and Bonases:
Perception +22 +29 +36 +43 +50 +57 +64 +71 +78 +85
Body Development 49 S5 61 67 73 79 85 91 97 103
Power Points I 2 3 4 S 6 7 8 9 10
Acrobatics 315 -15 =15 -15 -15 +15 +15 +15 +15 =15
Caving +25 +2S +25 +25 +25 +25 +30 +3S5 +40 +45
Cookery -20 -20 +10 +10 +10 +10 +10 +10 +10 +10
Fletching -15 -1S <13 +15 +18 +15 =[S +15 +15 +1S
Rope-Maslexy =25 -25 =25 -25 +S5 +5 +5 +S aED +5
Sky-Warching -20 +10 +10 +10 +10 +10 +10 +10 +10 +10

Galadhil's Tale — As long as | remember, 1 have been a grim, quiet man. Odd
or flawed things interest me, as do subtle signals. cool colors, and ireeverent
artistry, 1 reapect restraine and honor and deep passion.

1 was born in Arthedain at Bar Baranom, in Rdaduin{ W."Rood"). [ was the
third child and younger son inthe House of Galborn. My f ather, Haldrahir, and
mymother, Alarien, treated me warmly, especially af termy brether Androhir was
killedby White-wolves during the awful winter of my fourth year. When our
family was forced to abanden our impovershed estate two years later, 1 spent
most of our days hunu'ng, trapping, and fishing with my father. At the same time,
1 prepared myself for service wichmy uncle. A Ranger of the North, Galadan led
a company that patrolled the Ettenmoors.

Evencs conspired to discupt my plans, though, when a band of roving
Dunmen slew my father and kidnapped my sister Elenien during a warm, rainy
night last summer. Now, 1 hope tosertle matters with these vile murderers before
[ makeany plans for the future. [ will find Elenien, and I will recover Carvegil
(S. "Red-sword™), the magic sword of my forefathers and the symbol of the
ancient noble line of Galbotn of the Redeye. 1 am a fast friend of Elves and the
lietle Haiflings, a bitter enemy of Wolves and Dunlendings.

I carry a broadsword forged longago in Anndminas, a gift from my uncle
Galadan, It is called Maldavegil (S. “Gold-sword™). and is the companion blade
to Carvegil. This weaponis inlaid with mithril and has a diamond in its pommel

l

¢
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which glows gold whenever it comes into eontact with a harmful poison.
=|I g g P

Total weight: 73 Ib — without backpack — 35 1b

Encumbranee Peralty: +0: 0-100 Ib; -5: I01-120 Ib; -10: 121-140 Ib;
-20: 141-160 Ib

Rigid Leather Aomor

Shield (+25 DB) (1S Ib)

Leather Helm (-5 to Perception)
Broadsword (+15 OB)(3 Ib)
Composite Bow (3 Ib) 2 Quivers (20 Arrows Each) (7 Ib)
Dagger (1 1b) Handaxe (S Ib)
Clothes & Personal Eff ects (includes boots, cloak, weapons belt)
Beit Pouch (w/money, Flint & Steel) — 4 sp. 8 bp, 7cp, Stp (11b)
Backpack & Frame (holds 45 b, weighs 3 ib)

Tarp (41b) Bedroll (S Ib)

100" superior rope (6 Ib) S torches (S Ib)

Waterskin (1 1b) Trail Rations (I week, 14 Ib)

CHARACTER BAckGReUMD & HISTORY

STAR'NNG EQUIPMENT & MONEY




fo " Culture /Race: Diinadan = Galadhil =~ Profeession: Ranger f\°'|
&—_—_ll Current Level: Experience Points: L
t — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Total
Skill /Ability Bonus f Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
I-H Edged +15 OB
I-H Concussion OB
2-Handed OB
Thrown OB
Missile OB
Pole-arms OB
General Skaills:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush sp
Stalk/Hide sp
Pick Lock SM
Disarm Trap SM
Magical Skills:
__1 Read Rune M
Height: 6'5" Lvi1 New Ranks/ et (L e
Weight: 225 Ibs. Language Rank Level Learned Directed Spells OB
Hair/Eyes: Black/Grey Adtinaic 4 Miscellaneous & Secondary Skills:
Gender/Age: Male/23 Westron S gcx:efglonl . -5 —_— i;d
. o evelopmen
Realm: Channeling Quenya 2 +1/10th Pow)::r pointsp <p
Demeanor: Stern Sindarin 4 Actobatics MM
Personality: Serious, Focused Rohirric 3 Caving SM.MMY
Motivation: Destroy Evil Hobbitish I +1/7th,9th (;GOkC_l'}' o SM
Alignment: Good Silvan [ +1/6th8th Flecching (craf skill) SM
Rope-Mastery SM
Stat  Value Bonus Spell Lists Level Learned | Sky-Watching SM
Strength 98  +25 1) Moving Ways Ist | Special Bonuses: .
Agiliy 91 +I0 2) Nature's Guises 3rd | Essence RR: +0 RR
Constitution 90 +20 3) Path Mastery 6th l():h‘azmc:l{r;{g RR: :255 EE
; ) e : oison RR:
]ﬂtt”lgltl.’lCt 4 0 4) Nature's Way 8ch Disease RR: +25 an
Intuition 85 - 5) Surface Ways 10ch Defensive Bonus (DB)' +10 +25 DB
Presence o3 ol é) Basc Spell OB: +0 OB
Appearance 82 - 7) Encumbrance Penalty SP
| >
_JJ EquipmENT & MONEY Notes
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There are certain factors, called Role Traits, which are not
fortnalized in the Middle-earth Role Playing system but which
still affect the role of your character. This section details the
three Role Traits used in MERP:

* Personality
* Motivation
* Alignment

Each of these Role Traits represents a facet of your
character's individual nature and temperament. These fac-
tors bring your character to life in the terms of the game, and
they make your characterseemmorerealistictoyou, theother
players, and the Gamemaster.

PERSONALITY

You may decide to inject your own personality into your
character, which is very acceptable and enjoyable. However,
sometimes it is exciting, stimulating, and rewarding to em-
body your character with a personality other than your
own—after all, this is Fantasy Role Playing. Whatever you
decide to do, it is important to carefully consider your
character’s personality.

The list below presents a number of Personality Role
Traits. These traits are provided as examples to help you
develop a personality for your character. Youdo not have to
speciﬁcally pick a trait from each entry. In fact, its better to
just choose a few—if your character doesn’t have certain
traits specified, he is just normal with respect to those traits.

Ifyouareusinga character template, you may want to add
additional Personality Role Traits to 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 extreme traiton the right. Inbetween are a spectrum
of interim traits.

Example: Galadhil is the character described on the Character
Temp[a!c on pages 22-23. His Personality Role Traits are:
serious and _forused. This means that Galadhil is geneml y middle-
gf»!be»road with respect to the other per:onaliry traits,

Gualadhil’s player may also decide that Galadhif will be Proud,
Stubborn, and Pious. If so, be would record those traits in the Notes
section of his character template.

Section

4.0

4.0 * YOUR CHARACTER’S ROLE

PERSONALITY TRAIT LIST
Sullen, Morose,

Somber, Sertous .........coocveveciene Lighthearted, Cheerful, Joyous
Merciful,

Compassionate, Kind ............. Uncaring, Mean, Ruthless, Cruel
Austere, Sober, Restrained,

Temperate, Modertate ............overernece Unrestrained, Indulgent
Martyr, Over-protective,

Brotectivel: SUBRERS SSi ity Intimidating, Overbearing, Bully
Radical, Liberal,

Open-minded......ccvnn, Orthodox, Conservative, Reactionary
Loving, Friendly,

ATLCADIE Trvivecivoniscons fasaboiareds Quarrelsome, Hostile, Antagonistic
Prudent, Patient,

L AUITTOUISH: o5 veeve oasosersrevetisron Impatient, Impulsive, Reckless, Rash
Extrovert, Out-going,

N FTINTS e S o f o Reserved, Shy, Timid, Introvert
Meek, Self -effacing, Modest,

Humble ............. Proud, Conceited, Cocky, Pompous, Arrogant
Lethargic, Lazy, 1dle, Easy Going,

Laid Back, «...ccouvne. Vibrant, Energetic, Enterprising, Ambitious
Deferential, Respectful,

Courteous, Polite, Civil ....Impolite, Rude, Impudent, Insolent
Docile, Pliable, Amenable, Cooperative......... Stubbom, Obstinate
Confident, Sanguine, Secure.......Nervous, Apprehensive,Daunted
Pacific, Nonviolent, Peaceful .. Pugnacious, Belligerent, Bellicose
.Vindictive, Vengeful
Benevolent, Generous, Giving .......ou........ Selfish, Miserly, Greedy

Charitable, Forgiving

Honest, Direct, Trustworthy............ Shif ty, Deceitful, Dishonest
Honorable, High-principled ......co. oo Dishonotable
Loyal, Faithful, Reliable ....ccocossmrmrerereccerenee Treacherous, Disloyal
Lawful, Just, Upright ..o, Arbitraty, Chaotic, Corrupt

Moral, Ethical, Principled wuovevvrurrncccinnae. Amoral, Immoral
Pious, Devout, Religious

Quixotic, ldealistic ...

Worldly, Impious

...Practical, Pragmatic, Cynical

Gullible, b rustnoieer s S Skeptical, Suspicious, Paranoid
Curious, Inquisitive Apathetic, Incurious
Focused, Attentive ..........coc.ccciommsorennes Distracted, Absent-minded
Continent, Chaste ........cu..ouusiveriiniis Lustful, Licentious, Lecherous
Quiet, Reserved ....oovrvvvrrrrncreisiinnens Flamboyanc, Boisterous, Loud

Valorous, Brave, Bold, Audacious ........ Timid, Cowardly, Craven
Passive, Detached, Calm ....
Calm, Even-tempered. ... Quick-Tempered, Hot-headed

..Forceful, Enthusiastic, Excitable

Stoic, Impassive, Stolid ...........c..cccccvinnnnns Responsive, Complainer
Sociable, Gregarious ........uueisin.Nonsocial, Antisocial, Cold

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

Creative, Inventive, Original .................c.... Conformist, Uncrcative
Tolerant, Open-minded............ Snobbish, Prejudiced, Intolerant
Disordered, Messy Orderly, Perfectionist

Tolerant, Understanding ..........co.c..... Enviou.s, Possessive, Jealous

Dependent, Clinging .......c..oomee.cceee..... Self -reliant, Independent



MOTIVATION

Another question that you should answer about your
character is: What is his motivation? What are his objectives
in thegame? It may be to adventure and have a good time. [t
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 be to defeat the evil minions of Sauron and
make the world safe for the Free Peoples. Whatever your
character's motivation, it really helps to flesh him our.

The list below presents a number of Motivation Role
Traits. These traits are provided as examples to help your
develop a motivation for your character. Many of the moti-
vations listed below require you and your GM to decide
together the motivation of your character. You may know
that your character wants to destroy the enemy clan that
killed his family in a raid. However, the GM would have to

decide which clan in his world made the raid.

Example: Caladhil (se pages 22-23) bas one primary
motivation in life: to destray “Evil” wheeever be finds it,

MoTivaTioN TrRAIT LIST

Destroy: evil, Sasronic forees, culture [race, country, guild, population
center, individual, ete.

Hate & Work Against: evil, Sauronic forzes, culiure/ race, conntry,
guld, population center, individual, e,

Hate: evl) Sauronic forces, culiure/ vace, country, gwild, poprdation center,
individual, etc.

Dislike: evil, Sauronic forces, culture/ race, countsy, guild, population
aenter, individual, ete.

Revenge against: individual, family, clan, culture/ race, population center,
nld, efe.

Peeserve: individual, family, clan, ruler, country, culture/ race, population
senter, guild, efe.

Protect: individual, fausly, clan, ruler, corntry, culture/ race, population
eentzr, guild, “the wieak,” ete.

Serve: individval, family, dan, ruler, courtry, eudtire/race, population
center, grild, ete,

Promote: peace, freedom, justice, relipion, morality, war, free enerprise, eic.
Rebuild /Restart: guild, population center, religion, clon, dynasty, etc.
Fanatic about: spreading refigion, freedom, cleanliness, law & order, ete,
Compulsive about: spreading religion, freedom, cleanliness, law & order,

el
Fear Of(Phobia): beig;xs, darl’nm‘, waler, efc.

Acquire xxx for yyy: “xxx”is wealth, power, knowledge, magic uems,
ete. ':xyy” is a ruler, country, adtm vz/ race, guild, reli gion, cfan, populafiou

cenier, etc.

Acquire Personal: power, knowledge, magic items, pleasure, f ame, etc.
Acquire and Maintain Personal Honor

Adventure, Thrills, Excitement

Self-centered, gencral self-incerest

Heroism

“Make the World a Better Place”

ALIGNMENT

You should determine whether or not your character is
arrayed with a cause or a group with common goals. These
are your character’s Alignment Role Traits. The easiest
decision is: isyourcharactergood, evil, or neutral? In Middle-
earth terns the evil forces are usually (but not always)
dominated by Sauron and are out to destroy the good forces
(who are either passive or actively opposing Sauron).

There are also many alignment traits 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 hea hedonist? Good or evil, his prime concern would be
vo enjoy himself.

AL of these are interesting 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 traiton the leftand its opposing
trait on the right. These traits are provided as examples to
help yourdevelopaalignmentfor your character. Youdo not
have to specifically pick a trait from each entry. In fact, its
better to just choose one trait—if your character doesn't have
cermain traits specified, he is just “Neutral” with respect to
those traits.

Example: Galadhil’s (pages 22-23 ) Alignment Role Trai is:
Good. This meansthat Galadbil is Neutral with respect to theother
alignment traits. Galadhil could bave more than one Alignment Role
Trait; be could havea Good & Laws/ Government alignment, ie.,
“against Evil and for organized society.”

ALIGNMENT TRAIT LIsT

Sagd e Neutral ceeereeseee Eil
Laws/Government...Neutral Anarchy
Government ......con... Neutral ... Rebels/ Opposing Government*
Laws/Principles........Neutral ........Opportunism, " Tbe End Justifies

the Means” (Machiavellianism)
Religion ............c. Neutral Atheism
Religion ..o Neuttal oo Opposing Religiont
Free Entetprise ........ Neucral.....covns Cartels/Guilds/Monopolies
Free Enterprise ........ e\ T 7Y e Socialism
ASCELICISIT wecoenessocreces INeULTal cuecrrerieninnniiiniensssssssssasnes Hedonism
Aluism cceernencescnsns Neutral Egoism
YR 1{TE:) R —— Neutral Material «
Metaphorical ........... Neutral Literal

® — This applie to any two ruling groups that oppose one other. The
groups can control dif ferent countries, fiefs, city-states. etc.; or, theycan
be tiva) groups within the same political or geographical entity (e.g.,
vebellion, civil war., etc.). For Example. the Gondorian Kin-strife in
Middle-earth, France ws. England in the 100-ycars War, York vs.
Lancaster in the War of the Roses, North vs South in the War of
Northern Aggression. etc.

t — This applies to any two religions that oppose one another. This
opposition can have a political or dogmatic basis. E.g., Christians vs.
Moslems, Catholic vs. Greek Orthodox, Catholic vs. Protestant, ctc.

25

Part IT

Your

Sectton

4.0



Part 11
Your
Character

Section

5.0

Bonus
Tables:
BT-I
BT-2

5.0 « THE FACTORS DEFINING

RIS

YOUR CHARACTER

Ina Middle-earth 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 player characters (PCs). All of the other characters are
controlled (i.e., role played or dramatized) by the Gamemaster
and are called non-player characters (NPCs). There are a
variety of factors that control what each player is capable of
ina fantasy role playing environment(e.g., mental attributes,
physical attributes, 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 5.1, p. 27)
* Culture & Race .......coococevieienveeniens (Section 5.2, p. 28-29)

® Profession (Section 5.3, p. 30)
® SIS vt (Section 5.4, p. 31-35)
* Experience Points ....... (Sections 5.5 & 6.0, p. 35, 38-41)
s\ evel o (Sections 5.5 & 6.0, p. 35, 3841)
o Magical Abilities. c..c.menvseinn gt (Section 5.6, p- 36)
* Equipment 8 Money ... (Section 5.7, p. 36-37)

MERP is a role playing system designed to handle (simu-
late) characters between Ist level and 10th level. It makes
certain restrictions and simplifications that are intended to
make learning fantasy role playing quicker and easier. People
who master the entire system and want more detal, realism,
and higher level characters should consider ICE's modulat-
ized Rolemaster systems. Arms Law & Claw Law details non-
spell combat, with expanded critical tables, expanded armor
types, martial arts, and individual weapon attack tables. Spef!
Law details and expands spell lists and spell casting. It
contains 112 spell lists, over 2000 spells, spells up to SOth
level, 15 types of spell users, and evil spell lists. Character Law
presents an expanded chatacter development system, with 19
professions and a more detailed treatmentof stats 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, dozens of skills, and a number of other special
factors (cu[ture/ race, prof ession, experience level, power
points, etc.). These factors are discussed in detail in the
rest of this section.

_-|

BT-1 — STAT BONUSES TABLE

Power
Stat Bonus Points *
102+ +35 4
101 +30 3

100 T2 3

— Power points are required for casting spells (sce Section
8.4, p. 54). The number (based upon Intelligence or
Intuition) given above is multiplied by the character's
level to obtain the character's power point total.

BT-2 — STAT BONUS EFFECT TABLE

Applicable
Skill or Ability Scac
Movement and Maneuver:
No Armor, Soft Leather, Rigid Leather occooooneccees AG
Chain, Plate ......... ST
M1 OB . oo afiesios 2o fosiisFisenaiasssnsabesssess ST
Missile and Thrown OB AG
Climb AG
Ride oot o e IT
YR | orre G PR T PO TR P PO P DO L AG
Track 1G
Ambush none
Stalk/Hide PR
Pick Lock e
Disarin Trap PP e e e 3 TP XCCKITID IT
Read Rune 1G
Use Item TS
Directed Spells AG
Perception......co.iveinnens die
Body Development CO
D EfEriBIVE-BONUS - .iim 100t 1552055318 foacsansessifeisiessnassassssasirpsonssrroonsese AG
Essence Resistance Roll 1G
Channeling Resistance Roll T
Poison Resistance Roll CO
Disease Resistance Roll........cccccoeirviminininsnesecriiniennns CcO




® 5.1 » MENTAL AND @
PHYSICAL STATISTICS

The base mental and physical ateributes of a characterare
represented by six statistics called stats:

Stat Abbreviation
Strength ST
Agility AG
Constitution CO
Intelligence.....ccooovvvcrvreuivnrecocicncrcncenee. IG
L eTO T o e M s 1T
Presence.......ioeerenisereseincnrnieansens PR

Each character has a numerical value on a scaleof I to 100
for each of his stats. The value of a stat indicates how it rates
relative to the same stat of other characters. The lower the
value of astat, the weaker it is relative to the same stat of other
characters. Relatively high stats give bonuses which apply to
attempts to accomplish certain activities and actions.

THE STATS

Strength (ST ): Not brute musculature, but the ability to use
your muscles to your greatest advantage. This stat affects a
character’s capabilities in melec combat, carrying loads, and
other activities requiring strength,

Agiliry (/\G): Manual dexterity, litheness, quickness, reac-
tion time, and speed arc all reflected by this stac. This stat
affects a character’s capabilities in defense, missile combat,
movement, and other maneuvers.

Constitution (CO): The general health and well-being of the
character. This stat aff ects a character’s capabilities to resist
discase, poison, and other hardships, as well as the effects of
pain, shock, and bleeding (i.e., concussion hits).

Intelligence (IG): The reasoning, memory, and common
sense of a character. This stat affects a character’s capabilities
in activitics that require thought or insight; for example,
learning spell lists, learning languages, reading runes, etc.

Intuition (IT): The relationship of the character to the all-
pervading force in nature (the Ainulindile, the Song which
created and shaped Arda) and things supernatural, including
such phenomenon as wisdom, luck, genius, and the favor of
the Valar. This stat affects the character's capacity to cast
spells, use magic items, perceive things (e.g., traps), and
perfonn a variety of other activities.

Presence (PR): A character’s self-discipline, courage, bear-
ing, self esteem, charisma, and self-discipline. This stat
affects the character’s appearance, his ability to affect and
control othercharacters, his self -control in critical sitizations,
and his ability to draw upon his inner reserves.

LOR Note: The LOR Strength stat is equivalent to the
MERP stats of Strength and Constitution. The LOR
Agility stat is equivalent to the MER Pstat of Agilicy. The
LOR Intelligence statis cquivalent to the MERP stats of
Intelligence, Intuition, and Presence.

STAT BONUSES

Certain bonuses and penalties may apply to a character’s
skillsand activitiesif his stats ace high enough or low enough.
These stat bonuses are given in Table BT-I, and may be
altered by modifications due to the character’s race given in
Table BT-3. Only one stat bonus applies to each skill or
ability. The correspondence between stats and related skills

are given in Table BT-2.

Note: Players using the character templates shosdd ignore these
tables, their modifications have already been included in the bonuses
on the character templates.

Example: One of our sample characters, Meredur, has a great
constitution, is very agile, and is very strong. However while his
Presence is good, his Intelligence and Intuition are below average.
His stats and bonuses (from Table BT -1) for MERP are:

Strength .......... 00,..... normal bonus is ... +25
Agility................ 95 o, normal bonus is ...+ 15
Constitution ... 91 ......... normal bonus is ...+ 10
Imelligmlz ......... 42 ... normal bonus is........+0
Intuition ............ 23 ... rormal borsrs is ......... =55
Presence ... 84 .........normal bonus is........ +5

Meredur will be good at figb!:'n J4 arid skills involvin J pfysiml
matters (eg., Movemens, Body Development, Climbing, etc.), but
he will beless competent with skills involvin J mental prowess (g,
Reading Runes, Tracking, Spell Casting, etc.).
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@ 5.2« CULTURE AND RACE &

Each MER Pcharacter hasaspecificMiddle-earth culture/
race. The character templates already take this into account
for all of the pre-calculated bonuses. For a player developing
his own character, the choice of culture/race affects his
character's bonuses for skills, his development during his
adolescence, his special abilities, his appearance, and certain
other factors.

LOR Note: Each LOR character has a culture/race, but
it is automatically reflected in the “Scat” values on the
LOR character records.

MIDDLE-EARTH CULTURE/RACES

There are a variety of culture/races that may be used by
Gamemasters and players within the MERP rules. Note that
the “Man” race is actually a general classification that
includes many culture/races (e.g., Men include Haradrim,
Dunlendings. Beornings, etc). For MERP purposes, each
“Mannish” character must be from one of the Mannish
culture/races.

Other aulture/races may be invented or used, but the
Gamemaster musedecide their traitsand capabilities. Appen-
dix A-2 (p. 146-179) provides detailed descriptions of each

of these races.

Non-Mannish Culture /Races:

Half-elves Dwarves Wild Trolls
Noldo Elves Umbi Olog-hai
Sinda Elves Common Ores Half-trolls
Silvan Elves Uruk-hai

Hobbits Half -orcs

Mannish Culture /Races;

Beornings Ddnedain Lossoth
Black Numenéreans  Easterlings Rohurim
Corsairs Ernadorans Variags
Dorwinrim Gondortans Woodmen
Dunlendings Haradrim Waoses

STAT AND SPECIAL BONUSES

Certain characters receive special racial modifications to
theirstat bonuses and Resistance Rolls. These modifications
aregiven in Table BT-3; there isa row for each non-mannish
culture/race, a row for Diinedain, and a row for all non-
Dtinedain mannish culture/races.

Note: Playﬂs mlng ‘bf Cba‘fa(‘lr Iﬂ"PlﬂfszbOuld igno” !bis ’ﬂb{t-
Its modifications bave already been included in the bonuses on the

character tem plnla.

BACKGROUND OPTIONS
Each character has special capabilities based 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 into one of
the following categories:

Special Abilities: These are certain extraordinary capabilities
that the character possesses. In many cases 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.

Special Items: 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 the extra amount of money that the character
starts with.

Hobby Skill Ranks: These are developedskill ranksthat are
not necessarily related to the character’s race or prof ession.

Stat Increases: This option indicates enhanced stats.

Languages: This option allows a character to know extra
languages.

Note: Players using the character templates should ignore back-
gvound options, such options have alread y been taken into account
in the formalion on the character !zmpiales.

DETERMINATION OF
BACKGROUND DETAILS

Each character template has a section of text describing its
character’s background and history. The GM should develop
a simular background for each player that creates his own
character (Sections 22.0 and 25.0, p. 84-87,92). This is up
to the Gamemaster, although the player character concerned
may have some input. The amountof detail thacgaes 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 Modificaw'ons

Resistance Roll Modifications

Diinad: 9

Half-elf +5 +5 +5 0 0
Silvan EIf 0 +10 0 0 +5
Sinda EIf 0 +10 +5 0 +5
Noldo EIf 0 +15 +10 +5 +5

Umk-ha

ST AG cO IG IT PR Essence Channcling Poison  Disease
Hobbit -20 +I1S5 +15 0 -5 -5 +50 +20 +30 +15
Uml: +5 0 +10 0 -5 -5 +20 0 +5 +5
Dwarf +5 -5 +LS 0 -5 -5 +40 0 +10 +10

Half -troll +10 -5 +10 -5 -5 -5 0 0 +IS5 +5
Troll +15 -10 +I5 -15 -15 -10 0 0 +30 +10
Olog-hai +20 -5 +15 -5 -10 -10 0 0 +20 +10

) +50

0 0
+5 0 0 +I10 +100
+10 0 0 +10 +100
+I5 0 (0} +10 +100

ST =Suengeth; AG = Agility; CO = Coastitution; 1G = Incelligence; 1T = Intuitron; PR = Presence

PHYSICAL APPEARANCE

In addition to each character’s stats (which affect his
capabilities during play) it is desirable to have some measure
of the charucrer’s appearance. In this section, suggestions for
determining factors affecting a character are given (i.e..
demeanor, hair color, eye color, height, weight, etc.). Limita-
tions and guidelines for these factors are given for each race

in Appendix A-2 (p. 146-179).

Note: This information bas alrcady been generated for players
using the character termplates.

General Appearance: Appearance (AP) is a value (1-100)
which gives a gencral idea of the character’s exterior look
(e.g+ an OI or 02 appearance indicates a really ugly person,
while a2 99 or I00 would indicate a very handsome
character). This is a subjective rating, and the Gamemaster
should treat it as a general guideline during play.

Physical Appearance Factors: Factors like height, weight,
hair color, eye color, gender, age, and so on should be
detennined bythe GM and players. Theyshould be limited
by the tanges given in the descriptions in Appendix A-2.

Demeanor: This is an indicator of the general attitude that
the character seems to present to the world. This is up to
the character and Gamemaster, but typical demeanors
might include calm, reserved, angry, 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
isgiven in the culture/race descriptions in Appendix A-2 (p.
146-179) and is summarized in Table ST-I (p. 249).

Characters may learn other languages as they adventure.

Note: This information has already been generated for players
using the character templates,

CULTURAL /RACIAL INTERACTION

Certain races or cultures have a certain inherent bias
(hostility or friendliness) towards other races or cultures.
The racial descriptions given in Appendix A-2 (p. 146-179)

summarize these attitudes.

Example: Meredur is a Diinadan. He is 6’5" tall and weghs
225 lb. He bas brown bairand blueeyes, and a haughty derneanor.

His stat bonuses for race ase:

Strength ................ 100 normal bos is +2.5,

race bonus is +.3, total is +30
VT3 " 95 nornal bonus is +15,

race bonus is +0, total is + 15
Constitution ......... 91 normal bonus is +10,

race bonus & + 10, total is +20

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

Intuition ............... 2 3 nornal bonws is -3,
race bonwes is +0, total is -5

Presence ... 84 normial bonus is +3,
race bonws is +3, total is +10

Healso getsa +3 bonus on poison and disease Resistance Rolls.
Herolls a 34 for Appearance and adds bis + 10 Presence borus
to obtain an Appearanrc of 44 (77c is not good (ookl'ng, but be is
impressive ). He is fluent in Westron, Addinaic, and Sindarin, He
despises Corsairs and Black Nvimenéreans. Dunlendings, Haradrim,
Wargs, and Orcs are the traditional enemies of bis people.
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@ 5.3  PROFESSIONS @

Each character must have a profession. A character’s
profession reflects the fact that his early training and appren-
ticeship have molded his thought patterns, thereby aff ecting
his ability to develop certain skills and capabilities,

Note: A player using the character tanplates already has a
profession for his character. In addition, all of bis character’s skills
have already been developed for experience levels 1 10 10.

A profession does not prohibit the development of skills,
it merely makes some skills harder and others easier to
develop. Any character can develop any skill under this
system. Descriptions of the six professions follow—see
Section 21.0 (p. 82-83) for more details about these profes-
sions. Appendix A-6.1 (p. 214-217), presents some optional

professions that can be used by experienced role players.

WARRIOR (Fictitr)

A Warrior s a character trained in the arts of combat and
fighting. His primary areas of development are weapon skills,
maneuvering in armor, and body development. It is ditficule
fora Warrior to lea to use subterfuge, spells, magic items,
and languages. He has little interest in or aptitude for such
pursuits.

SCOUT (Thurr)

A Scout is a character trained in maneuvering, observation,
ambush, and combat (to a limited extent). His primary areas
of development are subterfuge and general skills, and he can
also develop skills with weapons and armor. However, it is
difficult for him to learn to use spells or magic items. In
certain societies and circumstances, a Scout makes an excel-
lent thief or assassin.

RANGER (Tracex)

A Ranger is a character trained in outdoor skills and
combat. His primaiy 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 (JACKk-OF-ALL-TRADES)

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

MAGE (Mxscician)

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 primazy areas of development
are magical skills and learning spell lists. It is very difticult for
a Mage to learn to use weapons and armor. The Mage relies
on his spells rather than arms or normal maneuvers. A Mage
may not wear any arrnor, helm, or greaves when castingspells.
This applies to all characters casting spells of the Essence
(Section 1S.1, p. 70).

ANIMIST (Creric)

An Animist is a character trained in the casting of spells
which draw their power from the Valar through Channeling.
His primary areas 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 15.2, p. 70).

LOR Note: Each LOR character has a profession which
is automatically reflected in the “Stat” values on the LOR
character records.




® 5.4« SKILLS @

As a character advances in levels he develops and trains in
certain abilities called skills. His capability in each skill
affects his chances of accomplishing certain actions and
activities (e.g., fighting, maneuvering, spell casting, etc.). As
he develops and improves a skill his “skill rank” with that
skill will increase, indicating a corresponding increase in his
abilities and bonuses with that skill.

LOR Note: MERP skills are equivalent to the LOR stats
of Melee OB, Missile OB, General, Subterfuge, Magical,
Perception, Endurance, and Spells known.

Corresponding
LOR Stat MERP Stats, Skills, & Bonuses
Strengthi...ccvmissmser Strength & Constitution Stats
Agility ......... ... Agility Stat
Intelligence.......oiovce Intelligence, Intuition, & Presence Stats
Movement................ Movement & Maneuver Skills Category
Defense.........cccvurnnune Defensive Bonus
Melee OB ... Weapon Skills Category
Missile OB .....coovvve Weapon Skills Category
General ...cooooconn. General Skills Category
Subterfuge .. Subterfuge Skills Category
Magical ...ooeininnane. Magical Skills Categoty
Perception ... ....Perception Skill
Endurance ... Body Development Skill

Spells Learned ........ Spell Lists Learmed

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 I-10
I +5 +1 roll I-10

0..

+30 46 toll 1-10

35 +7 roll 1-10
8 +40 +8 roll I-10

12 +54 +12 roll I-10
13 +56 +13 roll 1-10
14 +58 +14 roll I-T0

18 +66 +18 rol[ I-10
19 +68 +18 roll I-10
20 +70 +20 roll 1-10

® — 1 for each rank over 20 (e.g., +72 for rank 22).
1t — Roll I-10 for each rank over 20.

5.4.1 » SKILL RANK BONUSES

Most skills have a skill rank bonus which is applied when
a character uses that skill. Each skill uses its skill rank bonus
in a specific way as described in Sections 54.2 and 5.4.3 (p.
31-35).

Note: Playersusing the chayacter templates should sgnore skill rank
bonuses, their modifications have already been included in the
boruses on the character templates.

The skill rank bonus is based uponthe skill’s rank as given
in TableBT-4. Basically the table follows a standard progres-
sion. The bonus is -25 if the rank is O and +S5 if the rank is
I. The bonus increases by 5 for each of ranks 2 to 10, 2 for
each of ranks 11-20, and I for each rank above 20.

54.2 * PRIMARY SKILLS

These are the skills which are 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 f or each of the skills.

Note: A pla yer wusing the character templahes already basbis skills
developcd  for experience levels 1 1o 10.

Eachskillis classifiedasbeing applicable toone 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
bontuises are added tomaneuver rolls which are resolvedon

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 are added to maneuver rolls which
are resolved on the appropriate column of the Static

Maneuver Table MT-2 (p. 243).

* An off ensive bonus (OB )— Off ensive Bonuses include all
of the weapon skills bonuses, the Directed Spells skill
bonus, and the Base Spell OB skill bonus. These bonuses
are used in combat to attack opponents with weapons and
spells (Section 8.3, p. 50-54). The bonuses are added to
attack rolls which are 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.

31

Part IT

Your
Character

Secwons:
5.4

5.41
542

Bonus

Table
BT-4



=
32

L

Pare 11

Your
Claracter

Cursfin,
agreat Noldo

craftsman

Section

542

MOVEMENT & MANEUVERING SKILLS

These skills determine how far a character may move in a
givenround: up to 50 feet plus the skill bonusor up to double
that distance if a running maneuver is successfullycompleted
(Section 8.1, p. 45). There are five Moving & Maneuvering
Skills that must be developed separately for each of the five
types of armnor (no armor, soft leather, rigid leather, chain,
and plate).

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

Theseskills also apply to any activity involving movement
which is unusual or perf ormed under stress. When used for
these purposes the bonus is added to a “moving maneuver
roll” (Section 8.2.2, p. 48-49). This bonus is not used if
another skill specifically applies to the activity.

Note: Wearing lzg greaves mod ifies eachMovementand Maneuver
skill bonses by =

Note: No Movement & Maneuver skill bonvts may exceed the
character’s AG stat bonses by more than 10.

No Armor (MM) — This skill applies when wearing no
armorand s limited totwo skill ranks. Only two skill ranks
may be developed for this skill.

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

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

Chain (MM) — This skill applies when wearing chain
armor and is limited to seven skill ranks. Only seven skill

ranks may be developed for this skill.

Place (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 combat. These skills must be developed
separately for each of the 6 types of weapons: 1-Handed
Edged, I-Handed Concussion, 2-Handed, Thrown, Missile,
and Pole-arms.

The skill bonus for each type of weapon is an Offensive
Bonus and isusually added to any “attack rolls” (Section 8.3,
p- 50-54) made with that weapon. In certain circumstances
all or part of this Off ensive Bonus may be used to “parry” an
opponent (Section 8.3, p. 50-54). Each specific weapon has
special properties (i.e., fumble range, critical cype, OB modi-
fications,etc.) that are summarized in Table CST-I (p. 232).

Note: Wearirg armn greaves modifies each OB by -5.
I-Handed Edged (OB) -— These weapons include the

broadsword, dagger, handaxe, scimitar, and short sword.

They may be used with a shield.

I.Handed Concussion (OB) — These weapons include the
club, warhammer, mace, morningstar, net,and whip. They
may be used with a shield.

2-Handed (OB) — These weapons include the battle-axe,

flail, quarterstaff, and 2-handed sword. They may not be
used with a shield.

Pole-artns (OB) — These weapons include the javelin,
spear, mounted lance, and halbard. The javelin and spear
may be used with a shield, or they may be used 2-handed.
Only when riding onatrained mount, mayamounted lance
be used wich a shield. A halbard may never be used with a
shield.

Thrown(OB)—Inadditionto being used inmelee, certain
weapons may be used to attack from a distance (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, javelin, and spear. They may
be used with a shield.

Missile (OB) — These weapons may not be used in melee,
but they may be used to attack from a distance (the range
are given in Table CST-I, p. 232). Missile weapons
include the bola, sling, composite bow, crossbow, long

bow, and short bow. Only the sling may be used with a
shield.

Example: Meredur likes to use a Battle-axe whenhe fights with
a two-handed weapon. His OB with a Battle-axe is imodified by
+5 when: attacking opporients wearing chain or plate, while it is
uiod fied by =5 when al!atkirg oppenents in ﬂ'gid leather, s0 ft
leatbes, and no armor (see Table CST-1). When using « Battle-
axe, attack rolls are resolved on the 2-Handed Weapons attack
table, with fumbles orcurring when an urmodified roll of 01, 02,
03, 04, 0r 05 occurs. If a critical strike is obtained wit the Battle-
axe, it s called the primary critical and is resolved on the Slash
Critical Table CT-2 (p. 238). If theprimary criticalisa ‘C’, ‘D,
o F a semf:dary eritical two steps lower (an ‘A, 'B, or C
respectively ) alsooccurs and is resolved on the Crush Critical T able
CI-1 (p. 238).



GENERAL SKILLS
These skills affect how a character climbs, rides, swims,
andtracks. The skill bonus for the appropriate skill is added

to a “maneuver roll” when these activities are attempted

(Section 8.2, p. 46-49).
Climb (MM) — Ths skill is used when usual climbing is

atempted (i.e., for climbing a rope, tree, wall, etc,, but not
swirsor a ladder). The normal climbing rate for walls with
adequate hand holdsis 10'/round as a “medium” maneu-
ver {Section 8.2.2, p. 48-49).

Ride (MM) — This skill is used when an animal is ridden
(e.g. horse, camel, or giant eagle). A maneuver roll mustbe
made using this skill whenever an unusual ridingmaneuver
is attempted 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 (see p.

48-49) to swimming in armor. We suggest the following
difficulties:

almost no clothes ...easy rigid leather ..., very hard
light clothes ........... light chain ......extremely hard
heavy clothes.... medium e v absurd
soft leather .............. hard

Other factors such as treacherous water might increase
the difficulty.
Track (SM)— T his skill is used when attempting to follow
or interpret tracks.

SUBTERFUGE SKILLS
These skills aff ect how a character ambushes, stalks, hides,

picks locks, and disarms traps.

Ambush (SP) —- If a character manages to move direcdy
behind an opponent without the opponent noticing him
(this usually involves stalking, see below), he may "am-
bush” him with a melee attack (not a missile attack). A
normal melee attack is made and any critical that results
may have the skill rank (not the skill bonus) for ambush
added to it if the ambusher wishes (he may decide after the
critical roll).

Stalk/Hide (MM /SM) — This skill affects how effec-
tively a character stalks (moves without being seen or
heard, a moving maneuver) and hides without moving (a
static maneuver),

Stalking is resolved by using the Moving Maneuver
Table MT-1 (p. 242). This roll is modified by adding the
moving character's (i.e., the stalker) Stalk/Ride total skill
bonus and by subtracting the highest Perception total skill
bonus of anyone that could observe the stalker. A “F" resule
means that the stalker has been observed and only moves
about 10'. A number result means that the stalker moves
half his normal movement rate multiplied by the resultand
divided by 100 (i.e., the result is used as a %).

Hiding is resolved by having each searcher make a
Perception maneuver modified by subtracting the hider's
Stalk/Hide total skill bonus and adding the searcher's

Perception total skill bonus.
PickLock (SM) — This skill aftects attempts to pick locks.
Disarm Trap (SM) — This skill aft'ects attempts to disarm

traps. Usually, traps must be first detected using Percep-
ton 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 to determine what spell is on a piece of rune paper
(or ascroll)and his ability to cast that spell from it. A static
maneuver roll (modified by the Read Rune skill bonus)
must be 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).

UseItem (SM) — This skill represents a character’s ability
to determine what spells and abilities are imbedded in an
itemn (other than in rune paper or certain special items, see
Section 1S.5, p. 72). Italso affects his ability to castspells
from the item. The process used is the same as for reading
runes, except that the Use Item skill bonus is used.

Directed Spells (OB) — These skills determine how effec-
tivea character is when using directed spells (i.e., elemental
spells) in combat. The skill bonus for directed spells is
added to any “artack rolls” made with those spells (Section
8.3.2,p.52).Directed spells include all of the “bolt™ spells
but not the “ball” spelis (the Base Spells bonus is added to
“ball” acracks).

No resistance roll is allowed against directed spells,
However. a character attacked by a directed spell (or a ball
spell)maymake amovingmaneuverroll(i.e., his action for
that round is to rake cover) to modify the artack roll by -
10 to -60 depending tipon 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 observan'on. It may
be used to detect traps, to observe characters attempting to
hide, to find hidden doots, etc. If a character states that he
is watching or examining an areaor place, the GM should
make a static maneuver roll modified by the perception
skill bonus of the character to determine if the character
notices or detects anything. The GM may keep this roll
secret, revealing only what the character has observed. This
bonus may be used to modify an opponent’s stalking
maneuver roll for stalking.

Note: Wearing a betnet wmod ifies the Perception bonus by -5.

Body Development (SP)— Thhisskill 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 I-I0 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
total”—the number of concussion hits that the character
can absorb (due to damage he takes from attacks and other
occurrences) without becoming unconscious.

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

Spell Lists (SP) — This skill determines when a spell list is

learned(i.e., whenspellsonthat listmay be cast).Eachspell
listrank givesa 20% chance of “learning” a chosen spell list
(see Appendix A-4, p. 190-211). Thus, when a rank of §
isobtained, thereisa 100% (automatic) chance of learning
the list.

Spell list skill rank may only be developed for one spell
list at a time. If at the end of a development period
(adolescence, apprenticeship, or whenanewlevelis reached)
a character has a spell list rank between I and S, a roll
should be made to see if the spell list is learned. If the roll
is less than or equal to the spell list skill rank multiplied by
20, the speIl list is learned. If the Spe]l list is not learned the
skill rank remains the same. When a list is learned, the spell
list skill rank is reduced to O.

If a skill rank of S is obtained during a development
period, the spell list is immediately learned (with the spell
listskill rank being reduced to O). In addition, the character
may develop the spell list skill rank f or another spell listin
order to take achanceof learning a second list(28% chance

per rank).

Note: Fora player using a character template, the spell list learned
a each level is indicated on the  first page of his tem p[a!z and should
be recorded in the appropriate space on the second 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

Rank I — Allows basic verbal communication through
simple phrases (e.g., Safe to eat?, Danger ahead?,
‘What is cost?, Wherte is bathroom?, etc.). No
reading or writing.

Rank 2 — Allows speech on very simple subjects through
simple sentences if both parties speak slowly and
with great care. Allows the reading of simple
sentences for a basic overview, but few details and
no writing,

Rank 3 — Allows speech with a fluency equivalent to thar
of an average native speaker, bur 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.c., about fifth
grade level).

Rank 4 — Speech as in Rank 3, and the ability to read and
write as an average literate man (i.¢., about ninth
grade level).

Rank 5 — Allows absolute fluency with no accentand total

literacy.




5.4.3  SECONDARY SKILLS

Secondary skills are not used as often as primary skills
during adventuring. They are often tied to, or indicative of,
acharacter’s background or family trade.

Note: A player using the character templates already bas his
secondary skills developed for experience levels 1 1o 10.

Fora player developing his own character, the character
record of ten does not provide enough rows for these skills.
However, players cankeep track of the skill ranksonthe back
of their character records or on 2 separate piece of paper.
Players may use development points from any related skill
category to develop these skills (Section 24.0, p. 90-91).

The GM should decide which secondary skills areappro-
priate for his game and inform the players. A chart listing
some suggested secondary skills follows—descriptions of
these skills is provided in Appendix A-S (p. 212-213).

SECONDARY SKILL CHART
Stat

Bonus Skill Related
Skill Used Type  Skill Categories *
Acaobatics AG MM  General, M&M
Acting PR SM Gencral, Subterfuge
Ammal Handling PR SM General
Appraisal 1G SM General
Boac Handling IT SMMM General. M&M
Caving i1G SM\MM General
Contortions AG MM  General M&AM
Cockery IT SM General
First Aud 1G SM General
Foraging 1T SM Any Category
Gambling IT SM  General. Subterfuge
Meditation PR SM General, Magical
Rope-Mastery 1G SM General
Signaling 1G SM General
Sky-Warching 1T SM Any Catcgory
Trickery PR SM  Subterfuge

Secondary Skill Groups: t

Attistic Skills 1T SM General, Magical
Achletic Skills AG MM  General, M&M
Craft Skills AG SM General. Weapon
Influence Skails PR SM General, Subterfuge,

Languages
Lore Skills 1G SM Any Category

*— M&M = Moving and Maneuver Skills Category

$— Each Secondary Skill Group s a set of related skills chat
have the same stat bonus, skul! cype (i.e.. MM or SM), and
related skill category. However, each skill in a group must
be developed separately.

® 5.5« EXPERIENCE LEVEL ©

Each character in MERP has a “level” that represents how
capable he is. Characters become more powerful and skilled
by advancing levels as they gain experience.

Experience is represented in play by experience points
which the Gamemaster awards to characters for certain
activities and achievements. Normally, a character starts play
as a Ist level character and his level increases as he acquires
experience points from his adventures. A character’s level
does not necessarily increase each time he gains experience
points. It increases when his experience point total reaches
certain values, as explained in Section 6.0 (p. 38-41).
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@ 5.6 SPELL LISTS AND @
POWER POINTS

A spell list is an ordering of spells based upon the
correlation of spell level, intricacy of the spell, and patency
of the spell. All spells in a list have some common character-
istics and attributes, although each may have vastly different
eff ects and applications. A character does not gain the ability
to cast individual spells. Instead he "learns” (Section 54.2,
p- 34) an entire spell list of related spells and is limited only
by his level and the level of the spells.

The spell lists are in Appendix A-4 (p. 190-211). Each

spell list falls into one of six groups:
* Open Essence Lists
* Mage Lists
* Bard Lists

These classif ications determine which spell lists are learn-
able by which professions (Section 21.0, p. 82-83). Each
spell on a spell list is preceded by a number called its level.
Eachsspell has an area of eff ect,a duratvon (how long the spell
effectslast), a range (how far the spell can be cast), and a class.

These factors are described in Appendix A-4 (p. 190-131).

* Open Channeling Lists
* Animist Lists

* Ranger Lists

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)

Wepending upon his profession (Section 21.0, p. 82-83)
and culture/race (Section 20.0, p. 80-81), a character may

learn only certain spell lists.

Note: Fora playerusing a character template, the spelllist learned
at each level is indicated on the first page of his ternplate and showid
be recorded in the appropriate space on the second page.

CASTING SPELL LISTS

Norrnally, once a character learns a spell list he may cast
any spell on that list that is his level or lower. Certain
professions 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 cast a spell.

POWER POINTS (PPs)

Each character has a certain numberof Power Points (PPs)
available to use for casting spells. In order to cast a spell. a
number of PPs equal to the spell’s level must be used.

Each character has a number of Power Points based upon
his level and one of his stats (Intelligence for Essence spells
and Intuition forChannelingspells). The numberof PPsthat
a character has is obtained by checking Table BT-I for the
appropriate stat and multiplying the given PPs by the
character’s level. Once these PPs are used casting spells, they
may be regained by resting for 8 hours.

Note: Players using the character templates should igriore this
process, their Power Potnt totals havealready been included on their
character templates,

@ 5.7 « MISCELLANEOUS @
FACTORS

In addition to the factors discussed in the previous sec-
tions, there are several other factors that define a MERP
character:

* Resistance Roll (RR) Bonuses
* Defensive Bonus (DB)
* Equipment & Money

* Encumbrance Penalry

Note: A playerusinga character templateatread y has these factors
recorded forbl‘s startin gtba racter. As bis characteradventures, these

factors will chan 533 and reed updating‘

RESISTANCE ROLL (RR) BONUSES

Certain attacks occurring during play will require a char-
acter to make a Resistance Roll (RR) to determine if or how
an attack affects the character (Section 8.3.2, p. 5Z). The
types of attacks are Essence spells, Channeling spells, Poi-
sons, and Diseases.

RR Bonuses consist of a stat bonus, any item bonuses, and
culture/race bonuses. The culture/race bonuses cin be

obtained from Table BT-3 (p. 244).

DEFENSIVE BONUS (DB)

A character's Defensive Bonus is used in combat as a
subtracrion from an opponent’s attack roll against the char-
acter. A DB consists of the character’s AG bonus and a +25
bonus if the character is using a shield (see below).

BT-1 — STAT BONUSES TABLE

Power
Stat Bonus Points *
102+ +35 4
101 +30 )

100 +25 3

5-9 -10 0

3.4 -15 0

® — Powert points are tequired for casting spells (sec Section
8.4, p. 54). The number (based upon Intelligence or
Intuition) given above is multiplied by the character's
level to obtain the character's power point tocal.




BT-5 — WEIGHT PENALTY TABLE

[61-180
181-200
201-220

2381-.300 0 S S 10
301-350 0 0 S 10
351-400 0 0 0 5

Character’s Weight Carried in Pounds {other than armor and clothes)
\Veight 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 INA
61-80 20 35 60 80 NA NA INA NA NA
8I-100 1S 25 40 60 NA NA NA INA INA

1S 20 25 3
10 20 25 25 35
10 15 20 2 30

Note: The result is the character's weight penalty. A character’s Encumbrance Penalty is the smaller of zero
or his ST Bonus minus his weight penalty (1.e, an Encumbrance Penalty can never be greater than zero).

Note: An additonal penalty of S is added to the maximum penalty above for each 10 ib. over 160 b,

EQUIPMENT & MONEY

Characters starts with some equipment and money (Sec-
tion 26.0, p. 92, and the character templates), Then, as they
adventure, they will gain and lose these things. Each player
should keep track of his character’sequipment and money on
his character 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

Norinal armor(plate, chain, rigid leather, and sof t leather)
covers from the shotilders to mid-thigh, and to the middle of
the upper arms. A character may also elect to wear a helmet,
Arm greaves, and/or leg greaves. If wom, armor, helmets, and
greaves do not count for encumbrance purposes.

Helms and greaves may be metal or leather. Once a piece
of leather equipment (helm or greaves) has protected the
wearer f rom 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 character
performs such maintenance.

Each #/pe of defensive equipment has certain effects on
play:

* Shield — If a character is using a shield, he may only use
a -Handed weapon. In addition, his Defensive Bonus is
increased by +25 against one foe in front of him or to his
left. It is assumed the shield is on the left arm. The
Gamemaster may wish to allow characters to be left-
handed (10% chance) or ambidextrous(2% chance). Nor-
mally,youmay slingyourshield onyourback when itis not
being used in combat.

* Helmet—If acharacter is wearing ahelmet, his Perception
bonus is modified by -5 and he will be protected from

some of the effects of critical strikes.

* Arm Greaves — If a character is wearing arin greaves, each
of his Offensive Bonuses is modified by -5 and he will be

protected from some of the effects of critical strikes.

* Leg Greaves — Ifacharacteris wearing leg greaves, each of
his Movement & Maneuver Bonuses is modified by-5 and
he will be protected from some of the effects of critical
strikes.

ENCUMBRANCE PENALTY

The movement and maneuver capabilities of a character
are affected by the weight of the material which he carries on
his person. Each character should total the weightofall of the
equipment and supplies that he carries (see Table ST-4, p.
258, for weights), rounding the 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 total is over 15 pounds, a weight prualty 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 the weight penalty for carrying excess
weight based upon the weight of the character. A character's
Encumbrance Penalty is equal to zero or his Strength bonus
minus his weightpenalty; whciheverissmaller(i.e., a character’s
Encumbrance Penalty may never be greater than zero). This
penalty isapplied to running movement (Section 8.1, p. 45)
and moving maneuvers (Section 8.2.2, p. 48-49).
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Each character in MER Phas a “level” that represents how
capable he is. Characters become more powerful and skilled
by advancing levels as they gain experience. Experience is
represented in play by experience points which the Gamemaster
awards to characters for certain activities and achievements.
Normally, a character starts playas a Ist level character and
his level increases as he acquires experience points from his
adventures. A character's level does not necessarily increase
each time he gains experience points. It increases when his
experience point total reaches certain points, as explained in
this section.

@ 6.1 - EXPERIENCE POINTS @

Learning how to award experience points is one of the
most difficule tasks that a Gamemaster faces. It is something
that is very hard to formalize. Basically a GM should award
experience points for ideas and actions by the characters
which are clever, intelligent, innovative, dangerous (but not
foolhardy), and. above all successful.

Below we summarize some of the activities that normally
arise during play which should be rewarded with experience
points. The Gamemaster 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 Delivered
Level A B (% D
0 3 3 10
] 5 15 20

0 e 29

6 0 60 9 120 150
7 35 70 105 140 175
8 40 80 120 160 200

These totals are further multiplied by:

Ox — ifthefoe is dead ordying (i.e., no points).
0.1 x — if che foc is unconscious or incapacitated.
0S5x — ifthe foeisstunned.
2x — ifchecharacter is alone in melce combar wich the foe(s).

Note: Critical points may not excced the opponent's “kill points.”
Note: Resule is che EPs received by the character delivering the crit.

® — These points are awarded to a character for criticals inflicted
upon him bya foc.

6.0 * EXPERIENCE AND
ADVANCING LEVELS

Note: The mgtsted expertence points awards are guir{c!inﬁs, and
the Gamemaster should fts( frec to mod{fy themn whetever commion
sense indicates that they are owt of line.

Note: All of these totals imay be mulviplied by 4 if the activity has
neverbeen perf’ ormmed bgfofe by the charucter, by 2 if the activity has
only been perforrried once before, and by | /2 if it has become

routine.

1) Rit Points
At the end of a battle, a character receives one experience
point for each hit he received during the battle.

2) Critical Points

Thesepointsare awarded foranycriticalsintlicted on afoe
regardless of their ef fect. The experience points awarded are
based upon the leve! of the foe and are modified depending
upon the state of the foe and the combat. Table ET-I
summarizes these points. A character also receives critical
points when he takes a critical (e.g, 100 EPs for an ‘A", 200
EPs for a'B’, etc.




ET-2 — KILL POINT TABLE

Opponent's Level of the Character Deﬂvering the "Kﬂling" Blow
Level | 2 3 4 S 6 ¥ 8 9
0 50 45 40 35 30 25 20 15 10
1 200 150 130 110 100 20 80 70 60
2 250 200 1S® 130 110 100 90 80 70

Note: Result is 1 number of experience paints received by the character delivering the
Note: If the epponent's level is greater chan 10, an extra SO points is awarded for each level over 10.

Killing” blow.

3) Kill Points

These expericnce points are awarded for killing an active
opponent or rendering him unconscious, This must occur in
a combat situation (i.e., a true conflict, not a practice or
staged fight). An active opponent is one that is not dead or
unconscious. These points all go to the combatant who
deljvers the blow that knocks out or kills the opponent. The
experience points awarded for “killing” a character are given
in Table ET-2. These experience points are reduced by the
number of experience points given for criticals already
inflicted on the opponenrt (see part 2 above). In some cases
the GM should add extra points for creatures with special
abilities and powers.

Note: A GM ma 'y want to award these points whenever a
character(s) defeats an opponent, even if combat is not involved.
Thiswould involve getting a feeto submit or to perfortin as you want
him 10 withou t a(ruaUy figbling Examplesmight include winning
a Rx'ddfegmnew(!bafoe or mmk!‘ng inito his abode and ra/:ing what

You are after.

Example: For this example and the rest of the examples i this
seition, we will be referring to the :ampfe adveriture przszn!ed i
Section 1.0 (p 14-15). In that advenure, Ndri (2nd level),
Agonar (4h level), Drogo (Ist level) and Leanan (2nd level)
decided rocxplon? and canp in a reined towerthat contained 3 Ores
(onie Ist level, one 2nd level and one 4th (wel) who were bm‘zlring
camp to travel [for the ntpht. The resulting encounter ended with 2
Orcs dead and 1 Orc having fled.

Niri killed the 4th level leader outright, and since this is only the
second Ore that Néri has killed he gets double the normal 300
experience points (ep), that is, 600 expericuce points. Nobody gets
expertence poitits for the one !bal got away (Drogo blew his chance
when be fummbled). Agonar put the 2nd level Orc to sleep, but onty
&ts 130 ep because be is $1h level and bas put Ores to sleep before.

If Drogo bad thrown a dagger at the Orc and given bim a ‘B’
Puncture critical before Niri killed him, then Drogo would have
gotien 40 excperience poinis (10 for ihe 'B' x 4 for a 4th ltvelfoe).
In this sitwation, Nari would only have gotten 520 points, 2 x
(300 normal ep — the 40 ep that Brogo got).

The ' and ‘C’ eriticals delivered ly Nari o the s[ecping Ore
would normally be worth 50 ep (25 x 2nd Icvzl) and 30 ¢p (15
x 2nd level) respectively. However, he was already wnconscious
(asleep), so the 80 ep is multiplied by 1/ 10 ared Nidri only gets
8 points.

Leanan received 100 experience points because of the ‘A’ critical
she took when the Orc and the chest fell on her. She also receives 9
expertence points for the 9 bits she took:

Sofor conthat, Nérigets a total of 608 ep, Agonar gets 130 ep,
Leanan gets 109 ep, and Drogo gets O ep.

4) Maneuver Points

These expericrice points are given for unique or inspired
maneuvers (static and moving) successfully accomplished
during an adventure. For moving maneuvers (Section 8.2.2,
p.48-49) 2 “100” result or higher must be obtained. Based

upon difficulty, the experience points awarded are given in

Table ET-3

Example: Drogo successfully scouted the area (the GM ranks this
a Medivan maneuver) for 50ep. Healso smuck (or sneaked ) across
the tower without the Orcs hearing bim (a Light maneuver), heard
the Ores comin 2 (a Medium maneuverj and bid at the main door
(@ Medium manewver) for a total of 110 ep. Leanan successf. ully
cleared rubble (an Easy marewver ) for 5 ep, and sheopened the chest
but not quietly so she received no excperience points. The successful
taking and hiding of the small box (a Hard manewer ) gives her a
totalof 105 ep.

ET-3 — MANEUVER POINT TABLE
ROV INE s iisiiinnisaiasireass isss sesbiaibrennt sot Ruses [¢]
)£ (L e e O 6
Light . " . 10
Medium... S0
Hard ..... 100
Very Hard o 1)
Exrtcmely Hard occeesnenesessssesneneees 200
Sheer Folly ..... 300
Absurd 500
Note: Result is 3 number of experience points reccived by the
character making che maneuver.
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ET-4 — SPELL POINT TABLE

Level of the Character Casting the Spell

3 100 100 100 90 80

100 100 100

100 100

Spell Level [ 2 3 4 5 6 7 8 9 10
I 100 90 80 70 60 50 40 30 20 10
2 100 100 90 80 70 60 50 40 30 20

70 60 S0 40 30

100 100 100 90 80

Note: Result is 2 number of experience points received by c

chamceer casting the spell.

5) Spell Points
These points are awarded for casting spells during a

combat situation (both intrinsic spells and spells from runes
and items). Casting a spell that fails results in O points. The
spell must have a purpose that aids the character or his group
during the combat. The experience points awarded are given
by the following f ormula and summarized in the Table ET-
4.

100 — (10 x level of the caster)

+ (10 x level of the spell cast)

Example: Agonar cast Leviiate, which would bave helped in a
different situation by keepin g him safe from melee. Fowever in this
situation it did nothing to help the growp or himself, so he gets no
points for it. His Sleep spell was a Lst level spelt, so as a Ftb level
character he gets 70 ep.

6) Idea Points

These experience poinws are given for ideas and plans that
lead to the accomplishment of a goal or a successful event,
action or adventure. The Gamemaster should keep track of
ideas, plans and suggestions made by player characters that
prove to be useful or successful. After an event, action or
adventure is completed and experience points from parts I)
to S) above have been awarded, the resulting experience
points to all group members are totaled. The Gamemaster
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 doesn't need to keep an exact tally of ideas and
can usually rely on his general impressions of the adventure.

Example: After calcdating the experience points for combat,
manewvers, and spells, the Gamemaster now caleulates the totals for
each character, and a total for the group (balf of which are awarded
as idea po;’nts):

Combat  Manewver Spell Idea Total
Character Pts. Prs, Pss, Prs, Prs.
Agonar 130 0 70 110 310
Leanan 119 105 1] 46 260
Drogo 0 {10 0 250 360
Nari 608 0 0 160 768
Group Total 897 215 70 366 1698

The objective and goal of the group was to carefully check out the
ruined tower as a possible campsite or adventure site. Drogo and
Niri worked directly towards this with Drogo taking the initiative
and N dri backing bim wp. Drogo gets more idea points because he
performed new actions each turn and essentially made a good choice
each turn, while Ndri just “waited for something to kill.” Agonar
also performed as a back up, but bis unplanned and unnecessary
Levitate spz[l used u P valuable timme and did nothin g fo atcmnplisb
the goal of the group: to scout and be prepared for danger. He could
have prepared a sleep spell and been read y when danger (the Ores)
appeared, Leanan, of course, lost control when faced with the
possibility of treasure and personal gain. She did nothin g to achieve
the group’s dbjective. She onty had the obvious idea to get to the loot

first, and disregarded both-berown and the group’s safety and goals.
So, Drogo gets 250 out of the 566 idea points, Niri gets 160,
Agonar gets 110, and Leanan gets 46.

This process involves some very subjective decisions on the
Gamemaster’s part and takes practice. The actual suggestions made
by the players during planning should be taken into account. If
Agonar had actually su ggested that be, Leanan, and Niri provide
support as Drogo scouted things out, he would have gotten more idea
points.

6) Travel Points

A character receives one experience point for each mile
traveled on land in an unfamiliar area,-and one experience
points for every I0 miles if flying or at sea. The character
must be conscious and interacting with his environment.
Multiply by ¥2x in civilized areas, by 2x in moderately
dangerous areas, and by 3x in extremely dangerous areas.

Example: The group bas traveled 30 miles from Rivendell
through the moderately dangerous Trollshaws region. Thus each
characte gets 60 experience points ( 30 miles x 2 for moderale{y
dangerous) for travel.



7) Miscellaneous Points ® 6.2 CHARACTER LEVELS @ SO
Most of the experience point guidelines concern action in
2 tactical situatio}; (Le., apsituatgion involving detailed and Th-e level f(?r gach charaeter is detesmined by how many 4 I
precise activity, usually under time constraints, such as EXEEPERGS TPAIS (Eps) he has accumulated. A charat;ter %
Fighting, maneuvering, and exploring). It is more difficult to staxfts at [st l.evel Wltb 10,000 EPs. Table ET-S SREDRALZ
S b erCA CEmE s o LR and s ccomp e ents which experience point totals correspond to which levels. Pact T
award exp P P
in a strategic environment (i.e., less structured than the Example: If the GM decides to immediately reward experience Ch\:’:cl;:er
tactical environment). Travel points reflect the experience points after this adventure, the points are totaled as follows: '
grined by traveling through new and stimulating regions. oud Old 24 New  New
The Gamemaster should award miscellaneous experience = Ll Mohay e
peints for the other strategic activities not involving travel Agonar 43480 b 470 43950 4b
{e.g. figuring out a riddle or clue, planning a successful trip Leanan 23400 2nd 370 23770 2ud
or adventure, etc.). Drago 19764 1st 570 20334 2nd
These peints may also be awarded by the Gamemaster for Nai 28940 2nd 828 29868 2nd
events that have special significance to a given character (e.g., Brogo’s total experience points bas passed 20000, so b
hav(ng areligious experience, visiting a special place, accom- advarices from st level to 2nid level. He allocates bis development
plishing a special imission or goal, casting non-combat spells, points to his skills in order to increase his skill vanks, and then
etc.). They are also awarded for any actions or accomplish- updates his Character Record Sheet. If Néri had gotten 132 more
ments that the Gamemaster deems worthy of reward. points, he would have advanced to 3rd level. Theother two characters
Example: The Ganetnaster decides that the group descrvas some are not cver close to advanding a level.
miscellaneous excperience points for achieving theér objective in a
rt&m‘wfy effective manner, He gives Brogo 5@ ep for taking the ET-5 — EXPERIENCE POINT TABLE
initiative and most of the reasonable risk. He gives Agonar and Niri Level Experience Point Total Required
100:p apicce for their solid support activity, while be gives Leanan T 10,000
onty 5@ ep because she disregarded her own s fety ard the group’s 5 20,000
when she wentafter a potenvial treaswre. However, Leanan gets the v : ; 30,000
reward of having the small box without the vest of thegroup knowing 4. ...40,000
that she bas it. S 50,000
‘ i 70,000 Gandalf
e L PR R RO, 90,000 bravdishes
8 110,000 Fight and
9, i : 130,000 flame on
10 b 150,000 Weathertop

@ 6.3« ADVANCING A LEVEL @

Note: A p[a yer wsing a character terplate need only copy the next
level's bonuses from the appropriate colunm of page one of his
template to the appropriate spaces on the secord page of bistemplate.

When a character advances (goes up) a level, he may
develop skills (increase his skill ranks) and update his
bonuses. To develop a skill he allocates development points
toit (sec Table CGT-4, p. 246) inorderto increase the skill's
rank. This process is identical to apprenticeship skill devel-
opment and is described in Section 24.0 (p. 90-91). After all
development points have been allocated to increasing skill
ranks. the prof ession bonuses (see Section 21.8, p. 82-83)are
updated. Finally, any skill bonuses whose components have
changed must be re-totaled. This process is summarized
below:

[) Allocate development points to increase skill ranks.

Sections:
2) Update skill rank bonuses. 6.1
3 necessary, roll for hits (body development) and/or 67
fora spell list. .3
N - .. afor 4) Update level bonuses for the character’s profession. Hagesierice
) W I\""‘-\mﬁ"wm E S) Retotal any skill bonuses affected by 2) and 3). Table

6) Mark the character’s new level. ET.S
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* PART IIT »
PERFORMING ACTIONS

In a tactical situation (i.e., combat), action is resolved in
terms of feet and seconds. Wuring the MERP tactical se-
quence, each character may take only a single action every 10
seconds. This 10 second period is call a “round.” A round
usuallytakes considerably longer than I0secondsof realtime
to resolve. The normal allowable actions are:

* Preparing a spell

* Casting a spell

* Making a missile attack

* Loading or Reloading a missile weapon
* Parrying a missile attack

* Making a moving maneuver

* Making a melee attack

* Movement

* Making a static maneuver

Certain factors may affect the action that a character may
take. Most of these are obvious and can be resolved by using
common sense {e.g., a character with a broken arm can’tuse
atwo-handedweapon ora bow; an unconscious charactercan
perfotm no action, except perhaps breathing; etc.). The
Gamemaster is of course the final authority on these matters.

The Gamemaster and the players should divide up the
workinvolved in controlling a tactical combatsituation. The
Gamemaster has to handle the physical layout and all of the
non-player characters, but the players can help with other
factors. One player should keep track of the damage taken
and status of each character. Record Sheet RS-2 (p. 228) is

provided forthis and may be photo-copiedf ornon-commer-

cial purposes. Another player should keep rrack of the round
and action sequencing (Section 7.0, p. 42-43). Another
player can record activity by player characters which can later
lead ro experience points. Other players can handle the rables
and read off results during play. By dividing up these tasks the
game flows very smoothly, everyone gets involved, and no
one is swamped with work.

The MERP system for tactical action and combat is
simplified and abstracted to increase its playability. If begin-
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 detailed critical strike tables, and rules that allow
more flexibility.

LOR Note: The way that tactical action and combat is
handled in MER Pis very similar to the way it is handled
in LOR (p. 15-20). Both systems use a 10 second round,
and both have a limited set of actions and a sequence in
which the actions are resolved. The primary dif ferences
are:
* MERP actions are resolved differently.
® MERP has two types of maneuvers: static and
moving.
* Spell Preparation and Loading/Reloading a
missile weapon are MERP actions.
* MERP allows characters to use part of their
Offensive Bonuses 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.
S) Movement.
6) Static maneuvers.
Note: Orientation rolls are used when required by circumstance

(Section 10.0, p. 57).

Note: Conflicting actions may modify this sequence (S'cftion
10.0, p. 56).

At the beginning of each round, each player should state
or write down (the GM must decide which) what action he
wishes his character to perform for that round. At the same
time, the GM should decide what actions the non-player
characters will take. The actions are then resolved in the order
specified by the sequence above. The following sections
desctibe how to resolve the various actions. The sample
adventure presented in Section 1.0 (p. 14-I5) is a good

example of actions taken on a round by round basis.

SEQUENCING ATTACKS OF THE SAME TYPE
Melee attacks are resolved one at a time. The character
with the highest Movementand Maneuver Bonus resolves his
attack first, then the character with the second highest
proceeds, etc. If the Movement and Maneuver bonuses of



Example: The following actions were taken on a round by round basis
bythe participants in the sampleadventsere presentedirt Section 1.0 G) 14-
L3). The actions btgiwt with the piayer characters 10’ from the tower and
read 'y fo move up and with the Orcs wakin 2 Up in the basement gf the tower
and preparing to break camp and feave.

Round 6 isa good Excample of action sequencing:
I_) Agmar’s spell is cast first and Orc #3 is put to sleep.
2) There is no missile fire.

PLAYER CHARACTERS

Round Agenar Leanan Drogo
1 Move Move Move

2 Prepare Spell Move Move

S Cast Spell Static Maneuver Static Maneuver
(success) (Fails) (success)
4 Move Static Maneuver Static Maneuver
(suceess) (success)
S Prepare Spell Moving Maneuver Oppottunity Attack
(success) (fumbles)
6 CastSpell Moving Maneuver Qut From
(Orc) (fails) Fumble
7/ Flo:ts down Takes Critical Recovers weapon

3) Leanan manewvers (and fail;) 1o get under the chest bcfore Orc #3
ean attack her,

4) Nani attacks @rc #3 who is falling asleep and is down, breaking
the Orc’s leg. Both Orc 3 and the chest faﬂ on Leanan who takes

an ‘A’ Unbalance critical.
3) Orc #2 is out the door and begins to run away.
6) There are no static actions, except perhaps Drogo contemplating bis

jumble.

NON-PLAYER CHARACTERS

Nari Orc #1 Orc#2 Orc #3
Move prepare to Jeave
Opportunity Attack finish gercing ready ——
Opportunity Attack Move Move Move
Opportunity Attack Move Move Move
(fives) (dics)
Move —_ Move Move
(flecs)
Attack Orc — Runs Attack Leanan
(hits) (gone) (asleep)
Cleans Axe — Got Away Caprured

several characters are equal, those attacks are resolved simul-
tancously. This same process is also followed for moving
maneuvers and movement. If a character’s attack, moving
maneuver, Of ovement is an opportunityaction (see below),
iris alwaysresolved before other attacks of the the same type.

All other actions are resolved simultaneously during the
proper points in the round (e.g., all spell preparation and
aasting is tesolved simultaneously).

OPPORTUNITY ACTION

When it comes time duringa round toresolvea character’s
declared action, he has the option of putting his action into
an "opportunicy” state (i.e., it becomes an opportunity
action). Ineffect, 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
perform any other action until his opportunity action is
canceled (see below) or resolved (at anytime he decides).

Opportunity actions represent activities like: waiting for a
tirget; setting anambush, waiting to push a boulder down on
someone, etc. In the sample adventure presented in Section
1.0(p. I4-15), Nari has an opportunityaction when he waits

for a shot with his crossbow.

CANCELING ACTION
During a round anaction may be canceled before it would
otherwise be resolved. A character who has canceled his
action may perform one of the following alternative actions:
* Melee with half his normal @ffensive Bonus
* Move half his normal (not running) movement

* Make a maneuver modified by -30

Thealternative action chosen mustbe perf ormed whenthe
other actions of that type are normally resolved.
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| 8.0 « THE ACTIONS EEEEEEE
. Normally, each round a character may perform one of the Each of these actions is described in detail in the Action
following actions: Table ST-11 and in the following sections. Thesequence in
Pare I * Preparing a spell ~ which actions are resolved is discussed in Section 7.0 (p. 42-
Perfacmi o : 2 43).
g Yo Casting a spell )
2 = * Making a missile attack *

* Loading or Reloading a missile weapon
* Parrying a mssile attack '

 Making a moving maneuver

* Making a melee attack!

* Mevement

* Making a static maneuver

® _Includes limited movement later.
t — Includes limited movement or limited attack later.

I—May include parcying one opponent's attack.

ST-1T — ACTION TABLE

Action Additional Information & Options
Prepare a Spell........... May take 10" movement later.
Cast a Spell. .coeeurerene May take 20' movement later.
Missite Actack ........... May take 10' movement later.
Loading/Reloading . May take 10" movement later.

Fifth King Missile Parry wooocvee. Haif of OB is subtracted from one

to accept a missile attack. May later take half

Ring of movement or later make a melee attack
Power with half his OB.

Moving Maneuver ... The maneuver may not cover a distance
of over halfthat of the character's
normal movement.

Melce Attack .oereeennee May take 10" movement. May shift
equipment, in which case OB is
lowered by 30 for each item shifted
(drawn, sheathed or unslung). Part of
the OB may be used to parry one

opponent's attack (a melee pacry).

Movement .u.enaerenes Movement is decreased by I0' for each
itemn shifted.

Static Maneuver ........ No additional action allowed.

Cancel Action — Any action may be canceled before it is

resolved. The character may then perform one of the following
actions during the apprepriate part of the round:

I) Melee with half normal Off ensive Bonus.

2) Move half of his normal movement.

3) Make a maneuver modified by -30.

Opportunity Action — Anyactionmay be delayed by making
the action an opportunity action. Once an action s delayed, no
other action may take place until the opportunity action is
resolved or canceled. However the opportunity action may be
initiated at any time during the current round or a following

round.
Section
8.0 Note: If « Gamentaster is using facing for the chavacters (see Setion 9.0,
P 55), achangeof facing ma yaccompan y movemenit, cven if themovenent
Summar)’ is made in addition 10 another action,
Table

ST-II



® 8.1 - MOVEMENT ©

Movement is simultaneous for all characters. If there are
Conﬂicts(opponents havebothspecified movement), players
should write down where they intend to move. The
Gamemastershoulduse common sense to interpret the intent
of each character, and characters should be able to modif y
their actual movement during play in order to react to
circumstances.

Each character may move up to 50’ plus a number of feet
equal to his Movement & Maneuver bonus without a moving
maneuver roll. Alternatively, a character may move up to
double that (running) if he successfully makes a moving
maneuver roll (Section 8.2.2, p. 48-49).

A character may shift items and equipment on his person
(e.g., draw a weapon, sling ashield, take out some herbs, etc.),
but the distance that he may move is decreased by 10 feet for
each item shifted (For that round). Terrain may also slow a
character: going up a hill, through a thicket, across a stream,
across sand, etc. It is suggested that a Gamemaster cut
movement by half for such terrain.

RUNNING - DOUBLE MOVEMENT

Ifacharacter wishes to move double his norinal movement
(run), theGamemaster should assign a difficulty based upon
the terrain. Then the character makes a maneuver roll
modified by his Movement & Maneuver bonus and applies
the result to the Moving Maneuver Table MT-1 (p. 49,
242)

If the result is an “F,” the character does not move and a
second roll must be made on the Maneuver Failure Table
FT-4 (p. 240).

Otherwise, the resultis 2 number. The character may move
up to the sum of his normal movement rate plus his encum-
brance penalty (Section 5.7, p. 37) plus the maneuver result
minus 100;

Distance Moved in Feet = Normal Movement Rate +
Encumbrance Penalty + Maneuver Result — 100

Example: Lookirgat thesampleadventurein Section 1.0, p. 14~
15, the fleeing Orc (#2) leaves the main door and begins to run.
His noral movement rate is 55° per round (50’ plus his
Movernent and Manesver bonus in Rigid Leather of +5 ). His
encsuntbrance penalt y is only - 5. The GM deemns his runnin ga light
manewver, rollsa 38, and adds the Orc’s Movenent & Manesver
borus to gela total of 43. Referring to the Moving Manewver Table
(MI-1) under a “light” manewver, we geta result of 70. Thus,
the Orc moves 73° (=110"+(5) + 70- 100).

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

Example: A character with a Constitution bonus of +10 could

run 15 rounds bjore having to rest; or he could run  for 1 Orounds

rdua'ng his running capability to 5, rest  for 2 rounds and ot 4

rounds of renning capability back for a totalof 9, and then run for

9 more rounds bgfore l)ting f orced to resl.

MOUNTED MOVEMENT & ACTIONS

A mounted character may move up to the movement rate
of his mount(usually a horse). Suchmovementratesaregiven
in Table ST-4 (p. 255). The character and mountmay move
up to twice that (galloping) as outlined 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 sameround. However, the character must make
amoving maneuver modified by his Ride bonus. Thissecond
action is called a mountedaction and is normally modified
by -100 plus the result of the moving maneuver roll.

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

vers.

Example: Sugpose there is a horseman named Tulgas waiting
outside for the fleeing Orc in the sample adventure in Section 1.0
(p. 14-15). Tulgas and his mount are 110’ from the Orc and
can tnoveas the Orcbagins to run. Thehorse basa normal movement
rateof 100" so thereis no need to gallop. However, in orderto move
110" and wmake a melee attack Tulpas must make a moving
maneuver, The CM ratas this maneswver a ‘medium” maneuver,
Tulgas rolls @ 66, his Riding Bonws is 30, and his total of 96
obtains an “80" result from the Moving Manewver Table MT -1
(p 49, 242). Tulgas’ Offensive Bonus with his Mounted Lance
is 50, so he modtfies bis attack by +30 (= 50 + 80— 100).

Fredo
grcet:

Gloin

Section

8.1
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@ 8.2 * MANEUVERS ©

Maneuvers are actions which under normal circumstances
have a chance of failing and usually entail an element of risk.
Maneuvers do not include artacks and spell casting.

Unusual activities (e.g., swimming, climbing a rope, run-
ning up or down stairs, opening a locked chest, etc.) and
activities performed under stress (e.g., running, dodging,
stalking, hiding, etc.) are maneuvers and require rolls. Nor-
mal movement and activities are not maneuvers (e.g., walking,
climbing stairs, drawing a weapon, etc.).

The Gamemaster is the final judge as towhat is amaneuver
and requires a roll, and what is normal activity and doesn’t
require a roll. In MERP, maneuvers are classified as Static
Maneuvers or as Moving Maneuvers. Each type of maneuver
is resolved diff erently.

8.2.1 » STATIC MANEUVERS

Static Maneuvers include tracking, hiding, picking locks,
disarming traps, reading runes, using items, perception,
influencing other characters, and any other complex or
unusual activity not involving significant movement.

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

1) 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
Gamemaster may also assign an additional modification to
the maneuver roll (e.g, an attempt to hide in a completely
empty, small, brightly lit room might be given a difficulry of
“absurd -10").

After the difficulty is assigned, the character may then
decide not to attempt the maneuver (i.e., he reconsiders and
decides not to do it). In this case, he cancels his action and
may perform some other limited action as described in
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
eIfa skill/ability applies to the maneuver, add the Total

Skill/ Ability bonus from the character’s character

template or from his character record.

e If there is no speafic skiIl/abiliry that applies to the
maneuver, the GM may decide that a stat bonus will
modify the maneuver.

After modifications are made, the resulting total is cross-
indexed withthe appropriate column on the Static Maneuver
‘Table MT-2 to obtain the maneuver result.

SUMMARY
I) The Gamemaster assigns a difticulty to the maneuver.
2) The character decides whether or not to perform the
maneuver.
3) If he decides to perform the maneuver, an open-ended
roll is made.

4) All applicable modifications are made to the roll.

5) The total is applied to the Static Maneuver Table MT-
2 (p 47, 243).

Example: After the action it the sample adventure in Section 1.0
(p 19-15), Leanan manages to exeuse herself from the rest of the
group for a few minuies. She makes a static manenver to examine
the small box she took during the earlier fight. The GM rules that
this is a Light diffirsdty, so Leanan decides to go abead.

She rollsa 54 and adds+ 10 (fora Lightstatic maneuver) and
+20 (ber Perception skill bonus). This modified roll of 84 is
applied 10 the “Perception & Tracking” column of the Static
Manewver Table MT-2. This is a “Partial Success,” so she may
not make another static manewver to excamine the box for at least
an hour. The GM tells Leanan that the box is wooden with sitver
inlays, and that it has some sort of trap. If Leanan bada modified
roll of L11 or more she would bavefound out more information
like tbe type of wood, the type of trap, the value of the box, etc.

Leanan decides not to wait an bour, and tells the GM that she
will make a static manewver to try and disarm the trap. and that
she will be very rar¢uland take her time daing ir. She hasa +10
Disarm Trap skitl bonus and the GM assigns a d_lﬁimlgv of
medizan if she takes at least 2 minutes (12 rounds) on the
mancuver. She decides to try and rolls a 37, which is modified to
a 47. Referring to Table MI -2, shegets a result of “Failure,” so
shemay not try again for 24 boursand there isa 20 % chance that

the trap goes off.

NOTES FOR TABLE MT-2

Interaction & Influence Note: Difficulty and other
modificawons are based upon the basic attitude of the
audience towards the character and upon whac the
character is tying to get them to do.

Perception & Tracking Note: The infonination available
through a perception roll is limited by the area thac you
examine and your resources (usually your senses). The
topic requiring a roll can be determined by the character
actively seeking information (e.g.. he srates, "'l am lookmg
for traps’) or by other circumstances (e.g., does the
character notice the atcacker sneaking up on him?).

Perception & Tracking Note: When tracking a roll 1s only
required once every 5 mnutes (30 rounds).




GENERAL

INTERACTION
& INFLUENCE

DISARM TRAP
& PICK LOCK

MT-2 — STATIC MANEUVER TABLE

(includes any static
action not covercd on
another column)

Blunder: You tail
spectacularly. | possible,
your static action has the
opposite effect from
what you intended.

Blunder: Your blatant
atlempt at coercion
alienares youraudience.
They are influenced to
do the opposite of what
you were atrenpting to
get them 1odo. Unil a
major change occurs, any
attempts by you to
influence chem will fail.

Blunder: Jf picking a lock,
lockpick is broken and
stuck in the lock, rendering
it unopenable until
removed (this requires
someone other than you to
successfully pick the lock):
Any traps connected to it
are set off.1f disarminga.
trap, the trap is activated.

READ RUNE
& USE ITEM

PERCEPTION
& TRACK

Blunder: Whatever spells or
abilities are in the item or on
the rune paper are activated
and directed against you, Any
tlnes On Fune paper are gone,
and you will never be able to
use any of the spells or

abilities contained in the item,

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

Less
than

-25

Absolute Failure: Utter
incompetcnce causes a
miental lapse. Any static
actions attempted during
the nese 10 min (60
rounds) will result in
failure (see 05-75
below).

Absolute Failure: Your
audience rejects you; You
lose confidence and your
air of authority. Any
influence attempts
during the next hour
will result in failure (see

05-=75 below).

Absolute Failure: You
develop a mental biock on
chis lock/trap; any further
attempts to pick/ disarm it
will fail. There is 2 S0%
chance that the tap will
activate (includes picking a
lock with an attached trap).

Absolute Failure: You have a
mental block on this rune/
item and will fail on any
turther attemprs to read/use
it. There is a 50% chance that
the spell will be activated
(includes atrempting to use an
item containing a spell).

Absolute Failure: Confusion
causes a mental lapse. This
perception roll and any
petception rolls made during
the next [0 min (60 rounds)
will cesult in failure (sce 0S—

75 below).

-25

to

04

Fadure:Youhave failed.
Youmay not try again
the samc sratic action in

the same place for 1 day.

Failure: You have failed.
Your audience will not
be receptive to any of
your attempcs at
influence at least [ day.

Failure: You have no ideas
on how to pick/ disarm this
lock/rrap. After 24 hrs you
may make a perception toll:
if it succeeds you may make
another pick/disarm
attemnpt. There is 2 20%
chance that the trap will
activate (includes picking a
lock with an attached trap).

Failure: Currently you have
no further ideas on How to
read/usc this cune/irem, After
you have gonc up a level, you
may make make another read/
use attempt. There is a 20%
chance that the spell will be
activated (includes attempting
fouse an ttem containing a

spell).

Failure: You gain no

inf onmation, but you think
that you have learned
everything available. You may
not try again on the same
topic in the same area for I

day.

05

to

75

Partial Success: If

partial success is

possible; you accomplish
20% of your stavie
action. You may not try
the sainc static action in
the sane place for |
hour.

Parcial Success: Your
audience is still listening.
You can continue to try
to influence them.

Partial Success: You have
figured out part of the
lock/t rap and have an
inwitive feel for che test.
But, further effort at this
time will be counterpro-
ductive. You can try again
in 10 minutes.

Partial Success: You have an
intuitive feel for the mne/
item; you learn how many
spells and abilities it contains
and what they are. But, you
can not yet read/use ir. You
inay not make another atternpt
until [ week has passed.

Partial Success: You gain
some of the information on
the topic that required the
perception roll, but you are
not aware that you missed
something. You may not cry
again on the samc topic in the
same area for [ hour.

76

to

90

Near Success: If partial
success is possible, you
accomplish halt of your
static action. You may
try again after 3 rounds
of contemplation.

Near Success: Keep
talking, your audience is
becoming more friendly.
Modify your next roll by
=$20:

Near Success: You almost
had it. If you spend 2
rounds thinking about your
atcempt (no other activity),
you may try again with an
extra +5 bonus,

Near Success: You almost had
ic. You learn how many spells
and abilities it contains and
what they are. If you wait 24
hours and you meditate about
your attempr for 2 hours (no
other activity), you may try
agan with an extc - +10 mod.

Near Success: You gam seme
of the information on che
topic that required the
perception roll, and you are
aware that you missed
something. You may try again
after 3 veunds of contempla-
tion.

91

to

110

Success: Your static
action is successful.

Success: You have
in(luenced your
audicnce.

Success: The lack/ trap is
picked/disarmed, +50 on

iﬂﬂl‘\’ FLIIUFE altfmpls 1o

pick/disarm this lock/tmp.

Success: Learn I spell/ability
in the item/1une paper. You
may use it when youhold the
it (runes are only usable once).
You learn the other spells or
abilities, and may make more
rolls to be able to use them.

Success: You gain all of the
information on the topic that
required the perception roll.

ITI

to

175

Absoluce Success: Your
static action is successful
and you get a +20

boaus to further stacic
actions for the next TO
minuees (60 rounds).

Absolute Success: Not
only did you influence
your audience, but you
receive a +50 bonus on
influencing them until
you cause them to lose
confidence in you.

Absoluce Success: In the
future you may automati-
cally pick/disacm (takes
ane round) this lock/tcap
or any identical lock/trap.
+10 to attempts on similar
locks/traps in the future.

Absolute Success: You learn
all of the spells and abilities in
an icem or on a piecc of rune
paper, and you may ust them
whenever you hold the item or
rune paper (runes are only
usable once).

Absolute Success: You are
aware of everything in che area
examined (includes inf orma-
tion on topies other than the
enc requiring the perception
roll). You geta +20 on

petception rolls [0 minutes.

Greater
than

175

Modifications:

* Difficuley —
+30...Routine
+20....Basy
+10... Light

+0...Medium
-10...Hard
~20...Very Hard
-30....Extremely Hard
-30...Shecr Folly
S70....Absurd

Madifications:
Dif ficuley —
see * under General.
+50 — Audicnce 1s per-
sonally loyal or de-
voted to the character.
+20 — Audience ts under
hice to che character.
+ Inflence Skill bonus.
See Note on
previous page.

Modifications:
Difliculty —
see”under General.

+ Skill bonus for Pick
Lock or Disarm Trap.

Modifications: - (spell's Ivl}
-30 — If realm of spell is not
the same as the character's.
-10 — If the spell or ability

is mot known,
+20 —1f the spell orabilicy
is known.
+30 — If the character can
cast the spell incrinsically.
+ Skill bonus for
Read Rune or Use lcem

Modifications:

Diriculty — sec * under
GC[’CTZI.

+20 — If a player states chat
his character s looking for
specific information. The
number of rounds spent
affects the difficulty.

=+ Skill bonus for

Perception or Teack.

See Notes on previous page.

Mancuver
Table
MT-2
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8.2.2 * MOVING MANEUVERS

Moving Maneuvers include climbing, swimming, riding,
stalking, 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
perforining the maneuver. Normally, a moving maneuver is
limited to covering a distance no more than half of the
character’s normal (not running) movement.

If a character decides to make a Moving Maneuver as his
action for a turn, the Gamemastershould assign it a difficulty
(ranging from 1 being the least difficult to $ 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 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 familiarity with the Moving Maneuver
Table MT-I (p. 49, 242) and a subjective decision by the
GM (practice and experience will help).

Example: Here are a few sample maneuver difficudiies:

Climbin g a Yo dewopeom, o oo Rontine
Climbing a trae with lois of low limbs Easy
Clinibing a tree with some fow lirnbs . Light
Climbing the rough, brick wall of a cottage... ... Medism
Climbing a tree with limbs lower than 20 .......ocoovvoeeee. Hard
Climbing a rough, stone wall in the rain .......ccoomreerrconere Very Hard
Ch’m[x‘ng the smooth wall of a fortress ...vmeniveirivinnienienns Sheer Folly
Hiding bebind a large barrel in a dark cellar .........cccccce Routine
Hiding bebind a bush on a pitch-black night .........rvvorare.... Light
HiJl'ng behind a bush on a moonlit - LIV S——_ Hard
Hiding behind a bush in hroad daslight ..................... Extremely Hard
Leaping a ditch (no armor) . _........ccicivcoiesniess ¥'—Easy; 8'—~Medivm;

13'—Hard; 18'~¥Very Hard; 28'Sheer Fdly
Jumping a fenve (no armor)..........ccocvecriveneernns 4'—Light; S'—Medivm;

5.5'~Hard; 6'~Very Hard; 8'—Sheer Fo(fy

After the difficulty is assigned. the character may then
decide not to attempt the maneuver (i.e., he reconsiders and
decides not to do it). In this case, he cancels his action and
may perform some other limited action as described in
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

°Ifa 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 total is cross-
indexed with the difficulty on the Moving Maneuver Table
MT-1 to obtain the maneuver result.

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 decision):

(1) The percentage of the attempted moving maneuver that
is accompl ished (e.g., a “70” result means that 70% of the
maneuver was performed). A result over 100 indicates that
the maneuver was accomplished and that the distance
covered by the maneuver may be increased by (# - 100) %.

(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 reduced 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: Ndri is being chased by a large Warg and wants to
climba 12 foot, 1ough, brick wall. The normal rate of climbing is
en feet per round. The GM assigns a diffienlty of Mediwm and
decides to use method (1) above. Ndrirolls and gets aresult of “50”
from Table MT- 1. Thus, Nriclimbs 5 fest during the first vound,
Nari glances back and sees the W arg charging hard. He knows
the Warg might be able to leap sp and grab him if he doesn't get up
on the wall, so ke decides to make an all-out attempt 1o get wp this
round. The CM decides the diffienlty is still Medivwn, but that
method (2) above will be vised (}.e., allor ao!bing)‘ Nirirolls and
gess a vesult of “60” from Table MI-1. Thus, be has a 60%
chance of making it to the top of the walland a 40% chance  failing
the manewver, Making another roll, Niri gets a 37 and makes it
up.
The next rowund Nri decides to slip over the other side of the wall
anddrop to the ground. The GM assigns a difficulty of Light. Ndri
will automatically drop allthe way ground in one rowd-—the
manewver is to determine how hard his landing is. So, the GM
decides to used method (3) above. Niri rolls and gets a ressdt of
“S0” on Table MI-1. Thus, ke draps to the ground, but suffers
a ~10 penalty to bis activity during the next rownd.

SUMMARY
I) The GM assigns a difficulty to the maneuver.
2) The character decides whether or not to perform the
maneuver.
3) If he decides to perfonn the maneuver, an open-ended
roll is made.
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-1 (p. 49, 242).

Example: In the sample adventure presented in Section 1.0 (p.
14-15), Leanan decides to try and turn over a large chest and get
under it before an Orccan attack her. Considering the situation (she
has berback to the Orc ), the GM rates the maneuveras “Extremely
Hard,” but Leanan decides to try anyway. The GM decides to use
method (1) for results from Table MI-1.



MT-I — MOVING MANEUVER TABLE

Open-ended Very Extremely Sheer
Roll Routine Easy Light =~ Medium Hard Hard Hard Folly Absurd
Less Than (-150) F F F F F F F F F
(-150) —(-101) 10 E F F F F F F F

86 -95 100 100 100 70
96 - 105 110 100 100 80

106 - 115 110 110 100 90

146 iSS 130 130 120 110

156-165 140 130 130 120
140 130 120

166 — 185 140

Leanan rolls an 03, so, she must roll again and subtract the
second roll fromm the fivst (ice., it is an open-endedroll }—her second
roll is a 62, resulting in a wrnodified roll of -59. Her Movement
& Manewver bonus is +20, and there is no specific skitl/ abitity
that applies to “getting into a chest,” so no other modifications are
made. Thus, the total maneuver roll is -39—not too swift. This
gives a result of “Failure” (ie, ""F"') from Table MT-1.

Tke Failure voll is @ 74 and is modified by + 10 due to the
diffidty of the maneuver (Extrernely Hard), which gives an
“84.” Checking the Moving Maneuver Failure Table FT-4 (p
290 ), we see that Leanan has fallen down, taken 3 hits and is at
-20 to activity for 3 rounds.

If Leanan had rolled a 78 on her inanewver roll, she would have
atetalmartewverrollof 98 (78 + 20), foraresultof“50.” Thus
she wosild have been 50%6 of the way through ber manewver when
the Orc could attack . L this case, the GM mi ght rule that the chest
acts like a shield, giving Leanan a +25 modification to her
Befensive Bonus.

MOVING TO ATTACK

Acommonly used moving maneuver is to attempt to move
and then to make a melee attack. Tn this case, the normal
difficulty on level ground is “Light.”

Ifthe result is not “F" (ie., not a Failure), the character
making the maneuver may immediately move up to half of his
noral movement. Then the character may make a melee
attack with half of his normal OB. Such anattack is resolved
at the same time as nornal melee attacks and is further
modified by -100 plus the result of the maneuver.

60 50 40 20 S
70 60 S0 25 10
80 70 60 30 20

110 100 100 70 60
110 110 100 80 70
120 110 110 90 80

Resulis:
F — Failure, roll o Moving Mancuver Failure Table FT-4 (p.

240).

# — Dependingupon the situation (GM's decision)} a number resulc
is:

(1) The percentage of the attempted moving maneuver that is
accomplished (e.g., a "70" result means that 70% of the
moving mancuver was perforrned). A result over 100 indicates
that the maneuver was accomplished and the character
perfonmning the maneuver may increase the distance covered by
the maneuver by (# - [00) %, ot

(2) The chance of complete success (e.g, a 70" result means
that there is a 70% chance that the maneuver has been
accomplished), or

(3) Reduces activity by 100 - # next round (c.g., a "70" result
means that the maneuver has been accomplished, but the
character has a -30 penalty to activity next round).

Modifications:

+ Movement & Maneuver bonus

+any other appropriate skilI/abiIi[y bonus
-S0.nenne if stunned
¥ 0. . ifdown

230z m 3 ifone {imb out
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@ 8.3+ ATTACKS ®

This section describes amracks and the process used to
resolve them. A very detailed example combat s included to
illuscrate many of the rules outlined in this section.

Attacks occur when a character (the attacker) attempts to
affect or harm an opponent (the def ender or target). Nor-
mally, an attacks falls into one of three categories:

* Spell Attacks
* Missile attacks (includes thrown weapons)
* Melee artacks (weapons and animals)

Each type of attack is normally resolved during a diff erent
part of the round. If a character’s action for a round is an
attack (spell. missile, or melee), he may also move up to 10"
during the proper 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 Gamemaster,
who may assign a penalty to the character’s OB.

If a character's action is a melee actack, he has the option
of moving the 10" just bef ore melee attacks are resolved (i.e.,
the movement is a charge and thus part of the attack). The
atcacker may also shift an item (e.g., draw a weapon, unsling
a shield, rake herbs from a belt pouch, etc.), but then his
Offensive Bonus is modified by -30.

MODIFICATIONS & SPECIAL ATTACK PROPERTIES

Applicable modifications for attacks are given on the
attack tables, and special attack properties are given in the
statistics tables:

* Weapon Statistics Table CST-1 (p. 232)
* Animal Statistics Table CST-2 (p. 234)
* Spell Statistics Table CST-3 (p. 236)

ATTACK RESOLUTION

An attack is resolved by the attacker making an open-
ended attack roll, adding any applicable modifications, and
then applying the moditied roll to the appropriate attack
table (AT-1 to AT-9, p. 233-236). Results are explained in
Section 8.3.1 and include:
* Hits delivered
* Fumbles and Failures
* Crirical Strikes
* Modifications to Resistance Rolls

The last three results will usually require a second roll on
a fumble and failure table (FT-1 to FT-4, p. 240), a critical

table (CT-1 to CT-11, p. 237-239), or the Resistance Roll
Table RRT (p. 235).

SuMMARY
1) Attacker makes an open-ended attack roll.

2) 1€ an UM (unmodified) result is obtained, proceed to
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 applied to the approprrate artack
table.

5) The result may require a roll on a second table.

8.3.1 « ATTACK RESULTS

An attack may have several results depending upon the
attack roll (modified or unmodified). These results include
hits, fumbles, failure, criticals, and Resistance R oll modifica-
tions.

Hrrs
A number result on all of theateack tables (except the Base
Spell Actack Table AT-9, p. 235) indicates the number of
hits delivered to the target.

FuMSLES AND FAILURES

Ifanattack rollresultsina ‘F’ result, the actack 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 table being used (i.e.,
weapon fumbles are only modifted by weapon type. spell
failures are only modified by spell class, and moving &
maneuver failures areonly modified by maneuver difficulty).

CRITICAL STRIKES

A letter result of A, B,C, D, or E indicates that the target
has been given one or more critical strikes (i.e., criticals or
crits). The type and number of criticals depends upon the
type of the weapon or spell used. This information is given
in the statistic rables (Tables CST-1. CST-2, and CST-3, p.
232-236).

To determine the result of the critical a second roll (not
open-ended) is made and applied to the appropriate critical
table (CT-1 to CT-11, p. 237-239). This roll is only
modified by a bonus based upon the severity of the critical
(i.e., what letter):

-20 ...urnen. ‘A’ critical

SUO ‘B’ critical
SO SR 'C’ critical
F10 e, ‘D' critical
7/ e ‘E’ critical

If the target takes a critical result that lasts for a certain
number of rounds and he has not yet petformed hisaction for
the current round, the current round counts as one of the
rounds affected by the result.

The criticals give very specific damage to targets that
receive them. All of the damage specified by criticals should
be self -explanatory except for the following common results:
+ # hits.— This many hits (#) are taken in addition to the

normal hit result derived from the atcack table used (e.g.,

“+5 hits.”),

# hits per round. — Each round after the crit is taken, the
target takes this many (#) additional hits due to pain and
bleeding (e.g. “3 hits/round.”).

Stunned # rounds. — The target is stunned for this many
{(#) rounds, during which he may not attack and may only
parry with half of his Offensive bonus (round up). Any
otheraction requires a maneuver roll modified by -50 (e.g.,
“Stunned S rounds.™).

- # toactivity.— All of the target's bonuses (except DB and
RRs) are lowered by the # (e.g.. “-10 to activity.”).



FT.I — HAND ARMS
FUMBLE TABLE

CT-2 - SLASH
CRITICAL TABLE

-49 - 05

Lose your grip. No further activity

chis round.

Weak strike yields no extra
damage. +0 hits.

06-20

You slip. If your weapon is
I-handed and non-magic, it breaks,

Minor calf wound. 1 hit per round

21 - 35

Bad follow-through. You lose your
opportunity, give yoursele hus.

Blow to upperleg. +5 hits. If no
leg armor: +3 hits and 2 hits/end.

36 -50

Drop your weapon, It will take
1 round to draw a new one or
2 rounds to recover old one.

Minor chest wound. +3 hits.
1 hit per round. -5 to activity.

51-65

You lose your wind and realize
that you should try to relax.
-40 to activity for 2 rounds.

Minor forearin wound. +4 hits.
2 hits per round. Stunned T

round.

66-79

You stumble, The classless display
leaves you stunned for 2 rounds.

With luck, youmighr still survive.

Medium thigh wound. +6 hits.
T hit per round. -10 to activity.
Stunned 2 rounds.

80

Incredibly inept move. Roll a "B’
crush crit on yourself. If opponent
is using a slashing weapon, your
weapon is broken.

Neck strike severs carotid artery.
Neck broken. Dies in T round of

intense agony.

81 — 86

Bite and swallow tongue in the
excitement. Stunned 2 rounds.

Stash weapon arin. +70 hits.

T hit per round. If no arma nor:
muscle and tendon damage, arm
useless.

87 -89

Lose your grip on your weapon
and reality. Stunned 3 rounds.

Destroys one eye. +10 hits.
Stunned for 30 rounds.

90

Poor exccution. You attempt to
maim yourself as your weapon
bireaks. You take a 'C' slash cric.

Disemboweled, dies instantly.
25% chance your weapon is stuck
in opponent for 2 rounds.

91 — 96

. TJ;lbe]ievable mishandling of your

weapon. A friendly combatant
near you takes a 'B' crush critical.

Knocked out for 6 hours witha
strike to side of head. +1S5 hits.
1f no helm: dies instantly.

97 - 99

Stumble over an unseen, imaginary‘
deceased turtle. You ate very
canfused. Stunned 3 rounds.

Sever lower leg. 20 hits per round.
Drops and lapscs into
UNCONSCIouUsSness.

100

Worst move seen in ages. -60 to
activity from a pulled groin. Foe is
stunned 2 rounds hughing.

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

I0I — 106

You fall inan attempt to comnut
suicide. Stunned 3 rounds. If using
a pole-arm, its shaft is shattered.

Major abdominal wound.
+10 hits. 8 hits per round. -10 to
activity. Stunned for 4 rounds.

107 - 109

You break your weapon through
ineptness, Stunned 4 rounds.

Sever weapon arm. 15 hits per
round. Down and unconscious

immediatcly.

110

You stumble, driving your weapon
into the ground. Stunned S rounds.
If mounted: you pole vault 30,
take a 'C' crush crit upon landing.

Impaled in heart. Dies instantly.
Heart destroyed. 25% chance your
weapon is stuck in foe 3 rounds.

I11-116

Your mount rears suddenly.
Stunned 3 rounds recovering.

Sever hand. Knocked down. 12
hits/round. Stunned for 6 rounds.

117 -119

You do not coordinate your
movement with your mount's,
-90 to activity for next 3 rounds
trying to stay mounted.

Sever spine. Collapses immedi-
ately. Paralyzed from the neck
down pe nanently. +20 hits.

120

You fall off your mount.
Rell a'D' crusheriton yourself.

Strike to head destroys brain. Life
is hard for the unf ortunate fool.
Expires in a heap, immediately.

Modifications:
-20 - TH Concussion Weapon
-10 - TH Slashing Weapon
+0--2-Handed Weapons
+10 Pole Arms
+20 Mounted Weapon

Maoadifications:
-50 -'T" critical scrike
-20 -'A’ critical strike
-10 - "B critical strike
+0—'C critical strike
+10 'D' critical strike
+20 'E' critical scrike

<=
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AT-1 — I.HANDED SLASHING WEAPONS

ATTACK TABLE
Rigid  Soft
Roll Plate Chain Leather L.eather None

71-75 3 DS 0
76-80 8) 7A 7
81-85 6 9A 9A

19D |

17C

111-11S

8A 12B I3C
116-120 9A 13B 15C 18D 20D
121-125 9A 13C 16C 19D 2IE
126-130 0B 14C 170 20D 23E

...Critical roll is modified by -20
Critical roll is modif.ed by-T10
C ... Critical roll is modified by O
Critical roll is modified by +10
E ........ Critical rolf is modified by +20
Thetype of critical is determined by the specific weapon atrack
being used (sce Table CST-1, p. 232).
Modifications:  Attacker’s OB — Defender's DB
+15 .....Flank attack. ®
+20 ....Rear attack (in addition to the flank bonus). *
+20 ..... Def ender surprised. *
+20....Defender stunned or down. *
-30..... If attacker drawing or changing weapons.
-20 -.... If attacker has taken over half of his hits.
-10 ..... For cach increment of I0' (over 10") chat the
attacker has moved.
-variable — The def ender may use part of his OB to pariy.

® — Not applicablz to wissile or thrown weapons.

Tables:
FT-1
€CT-2
AT-1
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8.3.2
8.3.3

RESISTANCE RoLL MODIFICATIONS

Non-failure results from the Base Spell Actack Table AT -
9 (p- 235)are numbers which are used as modifications to the
target's Resistance Roll. A result of this type requires the
target make a Resistance Roll to avoid (or decrease) the
eff'eces of the spell.

Once this modification has been obtained from the attack
rol], the target must malea resistance rolland add the attack roll
result, the target’s appropriate RR bonus, and any other
appropriate modifications (see Table RRT, p. 235). Then
the attacker's level and the target’s level are cross-indexed to
obtain a number from the Resistance Roll Table RRT (p.
235):

* If the target's modified RR is greater than or equal to this
number, he has successfully resisted the spell

* Otherwise, the target has failed to resist.

The results of failing to resist vary from spell to spell, but
are unif ormly bad for the target.

Unmobiriep RoiLs
Certain results on the attack tables are marked with a
“UM.” When the attack roll bef ore modification falls within
one of these ranges, no modifications are made to the attack
roll. These results can only be achieved if the unmodified roll
falls within these ranges. Modified rolls falling into these

ranges are treated as the next lower (or higher) result.

MaXIMUM AND MmIMOUM RESULTS
The attack tables have maximum and minimum result. If
a modified artack roll exceeds a maximum result, the roll is
treated as the highest non-UM resultallowed. If a modified
attack roll is less than a minimum result, the roll is treated as
the lowest non-UM result allowed.

* Onall of the attack tables, the minimum result is one more
than the unmodified fumble/failure result.

* On attack tables AT-1 to AT-4 (p. 233) the maximum
result is 150.

* 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-Sand 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 atracks 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
FT-3 (p. 240).

Each spell has a range 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 FT-2 (p. 240).

RESTRICTIONS
If a character is “engaged in melee,” he may not make a
missile attack with a bow, a crossbow. ora sling. A character
is considered to be engaged in melee, if the following two
conditions hold:
* At least one melee ateack was made against the 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 facing an opponent
making a missile attack against him, he may “parry” the
missile attack with up to half of his Offensive bonus (see
Melee Parlying in Section 8.3.4, p. 54). Later in the round,
hemay move half of his normal (not running) movement, or
he may make a melee attack modified by half of his normal
Off¥ensive Bonus.

RANGE AND RELOADING

Normally, missile attacks are made against targets more
than 10" from the attacker. Table CST-I (p. 232) indicates
which weapons are allowed to make missile attacks by giving
them a base range. For each weapon with a base range, the table
gives short, 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.

Allof the bows and the sling require loading and reloading.
The number of rounds required for loading each weapon
(and reloading without penalty) is given on Table CST-1.
Some of the weapons can be reloaded in fewer rounds (even
0 rounds), resulting in a modification (given in the table) to
the next missile attack roll made by rthat weapon. Unless the
load/reload time is O, loading or reloading counts as the
action fora round, but the character may still move up to 10",

Example: A composite how has a base range of 75, 50 when it
is fired at a tar get between 0" and 75" away there is ro modification
to the OB ( this is short mnge). When a composile bow is ﬁrtd at
a target between 76" and 150’ away, the mod ification to the OB
is-25 (rnedium range). Between 1 51'and 225° the modification
to the OB is - 50 (long range), and between 226' and 300" the
modification is - 75’ (nutximum range ). Shotsata target rore than
300’ away are not allowed,

A composite bow nonnal{y takes 1 round to load or reload
without pena[ry, aid thus could be fl'rfd once every other rownd
without peamft Y. However it may be reloaded in O rounds
("rt(oad(()) at -25 1o OB”) and fx’red the round immtd[alt{y
fof.faw,ing a round in which it was firtd, if the OB for that round
is reduced fay 25 Thus firing every round resultsina =25 p!nalty
to the firer's OB.

A characternamed S bgnf( fires his composite bowat an Orcand
misses. The next round he has two options for reloading: he can fire
again witha -25 1o his OB (normally 55 ), resulning in a missile
attack on the Orc witha +30 OB or he can spend the round
reloadin ¥ He decides to spmd the round reloadin 8, and then in the
third round he may fire with his qu 3508



Example: Suppose when the fight starts in the sample adventure
praenied in Section 1.0 (p. 14-15), the cormbatants take the following
actions. Ore #2 unslings his shield and attacks Ndri with bis short
sword. Orc #3 drops his short sword, draws bis 2-banded sword, and
attacks Nidri, Nri draws bis handaxe, unslings bis shield, and engages
the Ores. Ore #2 ends up.on Nari's Ieft and Orc #3 on Nir?'s right.
Agonar decides to prepare bis spell for a 2nd round since Leanan is in
no inmediate danger (as an Elf, be thinks of Nidri as “onlya Dworf”),
Leanan hearing the shouts still ducks under the chest. Drogo starts to
sneak up hebind the Orcs. The pertinent bonus for the combatants in this
situation are giver: at the hottom of this page.

Due 1o the relative movement & maneuver borsses, Ore #2 will
atack first, and Orc# 3 and Ndri will attack simultancously (the rest
are performing other actions this round). Ndri bas to use his shield
against Orc #2, he decides to use 20 of his OB to parry Orc #3
(subtract 20 from Orc #3's attack), and he will use bis remaining 45
OB 1o attack Orc# 3. The Opcs decide to atiack with all of their OBs
and not to parry (Ores are like that).

Orc #2 rolls an 86, his OB of 40 (50 -10 for a short sword
agoinst chain) is added, Ndri’s DB of 10 and his shield bonus of 25
aresubtracted, and the total of 91 isobtained. Cross-indexing this with
chain on Table AT -1, we se that N bas taken 8 hits but no critical.

Ornc#3 and N riastack simultaneously (if Ndri had been stunned
by Orc #2's attack, be would nothave been able to aitack, but becould
bave parried with half of his OB, 33). Orc #3 rollsa 98, sincethis
& betsaen 96 and 100, be rolls again (gets @ 14) and adds it to his

Sirstroll. Thisgives a total of 112, Headds bis O Bof 40, be subtracts

Nir's DB of 1 0 and his parryof 20, and the total of 12 2 isobtained.
Checking Table AT-3, we see that Niri bas taken 24 bits and a ‘C’
eritical (the Orcs have rolled wetl).

Niri rolls a 93, adds the portion of his OB that is used to attack
(+45), subtracts Orc #3's DB of 5, and obtains a total of 133.
From Table AT - |, we saethat Orc# 3 takes 18 hitsanda ‘D'critical.

Checking the Weapon Statistics Table (SI'-1), wesee that a 2-
banded sword gives a Slash primary critical and a Crush saondmy
eritical So Nart has taken a ‘C’ Slash critical, an ‘A’ Crushand a total
of 32 hits. Orc #3 has taken 18 hits and a ‘D’ slash critical.

Niri's ‘C’ Slash critical is a 32 (the actual roll): be 1akes 5 more
hits and since be is wearing leg greaves be takes no further damage from
this slash critical. His ‘A’ erush critical is a 58 (‘roll) minus 20 (For
being an ‘A’ critical) for a 38: he takes 5 more hits and (since be bas
no ann armor) is stunned 1 round. Nidri was “lucky,” be has “only”
taken 42 bits (out of 46 beforebe passesout) and is stunned one round.

OB Armor DB
Niri 65 chain 10
Orc#t2 50 rigid leather 10
Orc#t3 40 rigid leather 5
Drogo 35 rone 30
Agonar 8 none 20
Leanan 30 rigid leather 10

— All combatants are r{g}:r—baudd.

Orc #3's critical is a 28 (vdl) plus 10 for being a ‘D' critreal for
a 38; the Orc takss 3 more hits for a total of 21 (2 more and be passes
out), be takes 1 bit per round, arid he mest subtract -5 from all of his
bonuses. =

Things don’t look good for Ndri: both of his opponents are uns tunned,
be is stunned, and if he takes 5 more bits he willlose consciousness.

The next vound starts with the above situation, and with Drogo
bebind Orc #2 (he made a successful stalking manewver ), Agonar
ready to cast his slecp spell (having prepared for 2 rounds to avoid the
penalty), and Leanan still wnder the chest (she is starting to peek out).
Agonar will attack first becawse be is casting a spell. Drogo willstrike
next because of bismoving & manewuver bonus of +40. Niri can not
attack (beis stunned, arid may only parry with half of his OB ) and
the Ores will attack simsdtareously because Orc #3's Moving &
Maneuver bonus bas been reduced to O by the results of the critical.

Agonar rolls a 01, this is an unmodified roll ard the spell
atotrratically fails as indicated on Table AT -9. Agonar rollsa 98 (a
roll of 88 + 10 for using a Class F spell) on the Spell Failure Table
(FT-3), causing the spell 10 effect Agonar. Agonar mnakes a Resistance
Roll (fran Table RRT be sees that be needs 50 or ahove to resist);
rolling a 37, he fails 1o resist and falls asleep. Not good for the home
team—its all up to Drogo the FHobhir.

Drogo decides to Ambush Orc #2; ke bas an Ambush Skill Rank
of 2. He rolls his attack roll of 65, adds his OB of 35, adds +10
hecause ke is using a short sword against leather armor, adds a horss
of 15 for a flank attack and 20 for a rear attackand 20 for a surprise
attack, subiracts 10 for the Orc’s DB (but not the shield ), and obtains
atotalof 155. This is reduced to 150, the maximum possible result
on Table AT -1. The Orctakes 22 hissand an ‘E’Slashcritical. Drogo
rolls a 78 (a roll of 58 +20 for being an ‘E’ critical), however his
Ambushskitlrankof 2 maybeadded to this to givean 80. Drogo chooses
to do this, and Orc #2’s carotid artery is severed, bis neck is broken,
and he dies in one round.

Of course, Orc #2 may not attack (or do much of anything except
guigle ). Ore #3 windsup totakehis swing withhis 2-bandedsword,
and rolls a 04. Unfortunately for the Orc, this is a fumble (2-handed
swords fumble ona 01-05, unmodified). The fumble roll is a 28, be
gives bimself 2 bits fora total of 23 bits. The Orc passes out and drops.
Nart can't helieve what happened. Leanan starts to get out from sender
the chest, while Drogo wipes off bis short sword and Agonar snores as
be floats to the ground. Thegroup has really cut ita little close (1o death)
this time.

Movement &

Shield Maneuver Borus Weapon Hizs
Yes +0 Handaxe 46
Yes =) Short Sword 28
No +0 2-Handed Sword 22
No +40 Short Sword 27
No =255, spells 31
Yes +20 Mace 25
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8.3.4 * MELEE ATTACKS

All melee attacks are resolved on attack rables AT-I to
AT-3(p.233) orattack tables AT-5 and AT-6(p.234). All
melee attack fumbles are resolved on the Melee Weapons

Fumble Table FT-1 (p. 240).

TARGET CHOICE AND MELEE PARRYING
Just before melee attacks are resolved each combarant
must declare his activity:

* Which opponent he willattack. Each character may only attack
one foe each round (excepr with magical aid, see Speed and
Haste on the Living Change spell list, p. 199). A character
may only artack afoe whoisadjacentto him (within 10")—
it is assumed that the character moves a few feet ro attack.

* OB wused to parry. How much of his Offensive Bonuses he will
use to parry.

® How to ust his shield. If he isusing a shield, he may apply a +25
modification to his DB against one opponent in front of
him or to his left.

Note: Ii is asswmed that a shield is used on the kft arm (e,
characters are 7i j:r-lmndnﬂ ACM may allowa tharacter 1o be
lt_.f t-banded ( 10% rbanrt) or ambidextrous ( 2% rhan(t).

‘When the characters indicate their actions for a round
(Secrion 7.0, p. 42-43), the Gamemaster may wish to require
the characters to indicate or write down their target and the
amount they wish to parry with.

A character may “party” the melee attack of one of his
foes--—the foe must be the target his own melee attack He
may reduce his Offensive Bonus by any amount (but not to
less than0),and his target’s meleeatrackroll is then modified
downward by that amount. In effect, the character may use
all or partof his Off ensive Bonus to subtract from the melee
attack roll of one of his adjacent foes. The character still
makes a melee atrack roll against the foe that he is parrying,
adding whatever part of his Offensive Bonus that was not
used to parry (it can be 0).

A stunned character or a character using a 2-Handed
weapon may not parry more than half his Off ensive Bonus.

© 8.4 » PREPARING AND @
CASTING SPELLS

A character may cast a spell from a list that he has learned

if the following conditions hold:

* The spell level is less than or equal to the caster’s own
level

* The caster has at least as many Power Points as the
spell's level

* The spell level is allowed for the character’s profession

(Secrion 21.0, p. 82-83)

Whenever a spell is cast, an attack roll must be made and
resolved on the appropriate attack table (Section 8.3.2, p.
$2). Even when casting a non-attack spell aroll must be made
and resolved on the Base Spell Attack Table (AT-9, p. 235)
to determine if the spell fails.

During around in which a character casts a spell, he may
also move up to 20" when movement is resolved.

Example: I'n the sampleadventure in Section 1.0 (p 14-15),
A gonar cast bis Sleep spell the round that the Orc attempted toattack
Leanan,

Power PoinTs (PPs)

Each character hasa certain number of Power Point's (PPs)
available to use forcasting spells (Section 5.6, p. 36). In order
to cast a spell. a number of PPs 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 SPELLS
It takes one round of action to cast a spell. However, up
to 4 rounds can be spent preparing a spell. The more rounds
spent preparing a spell, the more effective the spell. The
attack roll for the spell is modified according the number of
rounds spent preparing the spell.
-30 ....if caster spends O 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

“o1

Instantaneous spells (marked with an “*”) are unaffected
by these preparation modifications. Thus, a character casting
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 preparation rounds for a given spell must be consecu-
tive. The preparation rounds must also immediately precede
the casting round, unless casting the spell becomes an
opportunity action (Secrion 7.0, P 43). During a prepara-
tion round, a character may also move up to 10 feet when
movement (s resolved.

Example-. In the sample adventure in Section 1.0 (p. 14-15),
Agonar prepared bis spell during the round that the Orc moved

towards Leanan.



The Gamemaster must decide how to keep track of
movement, the relative positions of all of the characters,
wnges for firing missiles and casting spells, and the layout of
the areain which they are adventuring. This usually requires
aplaying surface that represents the physical situation as well
as playing pieces representing the characters and other com-
batants. Many possibilities exist for such play aids, and the
Gamemaster may elect to use whichever seems most appro-
priate for his game and for a particular situation. Below, we
present a fow of the rnost helpful display techniques and
hin[s.

The Gamennaster can sketch the layout on asheet of paper
(oron ablack board)and mark the position of each character
onit. Forsmall sheets of paper we suggestascale of 1" = 50".
For a larger surface, 1" = 20" or 1" = 10’ would be more
apprepriate. Many fantasy role playing game miniatures are
scaled for 1" = 5'. You can keeptrack of distance witharuler.
The problem with this technique is lack of detail and the
hassles of erasing each time a character moves.

To solve part of this problem we suggest that a playing
piece be used to represent the position of each character.
Thesc can be as elaborate as the players and Gamemaster
wish.Suggestionsinclude: commercially available miniacures
(small statues of various types of fantasy characters and
creatures), chess pieces, coins, or /2" square to 1" square
preces of cardboard marked with the characters names. The
cardboard pieces are particularly easy to make and use: they
can be colored or decorated to aid the flavor of play.

Wehave included in MERPtwosheetsof 8.5" x 11" paper
(hex paper) with diff erent sized grids consisting of hexagons
placed on them. These sheets make keeping track of distances
easier; just count the number of hexagons between two
points. If playing pieces are used, each playing piece can
occupy a separate hexagon to indicate its location.

Most large photo-copying centers have a transparency
machine which is capable of copying any black and white
figurc onto a clear plastic sheet. We suggest that you take a
piece of the hexagon paper included in MERP and have a
transparency made. This can be laid over any sort of layout,
superimposing a grid on it.

FACING

The Gamemaster may wish to use some sortof mechanism
farkeepingtrack of which way each character is facing. This
really helps detennine what each character is aware of and
what he is capable of doing. A GM may keep track of facing
byusing playmg pieces as discussed above and by marking the
“front” of each playing plece.

9.0 « REPRESENTING
THE PHYSICAL SITUATION

COMMUNICATION BETWEEN
CHARACTERS

When characters talk or plan in the midst of combat, it 1s
assumed that they are talking out loud and may be heard by
their f oes. Of course if they are close together they may speak
softly or whisper. If a long complicated discussion arises or
a complex suggestion is made by one character to another,
that should constitute their action for that round.

If a group of characters holds a discussion on whatto do
or where to go. the amount of real time spent talking by the
players should be treated by the Gainemaster as the time
spent talking in the game by the characters. For example, if
the group of players take 5 minutesto decide onhowtoenter
a particular door, it will take 30 rounds of game time (30
rounds at 10 seconds a round equals 5 minutes).

‘
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10.0 « HANDLING £k

SPECIAL SITUATIONS

There are a variety of things that come up during tactical
situations that cannot be covered 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 arrival of new combatants,
a character sneaking up to ambush someone, etc.), the
Gamermaster may require a Perception roll from all characters
who might notice it. These rolls are resolved on the Static
Maneuver Table MT-2 (p. 243). Alternatively, the
Gamemnaster may use the rolls to aid in making a subjective
decision.

Example: In the sample adventure in Section 1.0 (p 14-15),
three Ores climb the stairsonto the ground floor of the tower. Drogo
is biding next to the main door. The GM might atlow Perception
rolls for the Orcs to notice him.

Drogo bas nade a successful Hiding static maneswer, so the
Gamemaster rates the Orcs’ Perception rolls as “Fxtremely Hard,”
giving arnodificatioriof -30. The Orcs'rollsare 23,5 7,and 133
(the last roll was a 98 witha second roll of 35 added, siuce the first
was between 96 and 100 ). Modified by the 30 and their
perception bonuses of +5, the total rolls are -02, 32, and 108.

Referring to Table MT -2, we see that the first O notices
riothin g (perbaps becawse Nidri's crossbow bolt is about to kit him )
and the second Orc notices no{bir;g The third Orcrealizes that Niri,
Agonar and Leanan are in the tower and considers the possibility
of other opponents in hiding, but he does not see Drogo. If bis roll
bad totalled 111 or higher, he would have seen Drogo.

CONFLICTING ACTIONS

Sometimes the actions of two or more characters may
contlict, and the Gamemaster must resolve the problem. In
general, both should make conflict rolls modified by their
respective Movement and Maneuver bonus. The GM gives
each roll a difficulty and obtains results from the Moving
Maneuver Table MT-1 (p. 242). Then the character with
the higher of the two results succeeds, and the difference
between the two results gives the GM some idea of how
successful the character was. The same result by both char-
acters means a draw of some kind, and the GM must decide
what happens. These conflict rolls are just used as a measure of
the effectiveness and quickness of a character’s action and do
not affect the action being attempted.

ATTEMPTS TO AvOID MELEE ATTACKS
One of the most common conflicts occurs when one
character attempws to avoid melee with another. If a foe is
adjacentto a character and attempts to maneuver away bef ore
melee occurs, the character who has chosen melee as his
action may decide to actack that character bef ore he mancu-
vers away. Both characters make conflict rolls:

* If the character who has chosen melee has the higher result,
the artack is resolved normally and then the maneuver is
resolved if the maneuvering character is still functioning.

* If the maneuvering character’s result is higher, he may
perform his maneuver before the other character can
attack.

If there is a draw (equal results), it is suggested that the
attacking character be allowed to melee with half of his
Offensive Bonus (all of it if the other character cancels his
maneuver action) or that he may wait and melee with all
of his Offensive Bonus after his opponent’s maneuver is
completed.

Ifa character attempts to move within 10" of a character
perforining an opportunity melee action (Section 7.0, p. 43),
the meleeing character may intercept, stop the movement and
attack.

Example: In the sample adventure in Section 1.0 (p 14-15),
one Orc decides to _ﬂez out the main door gf the tower past Drogo
who was hiding with his weapon ready (opportunity melee action ).
In this case, Drogo could avtomatically attack.

However, suppose that the Orc is standing next to @ window

faced by Nri with a blood-stained batile-axe, who bas obviously

chosens melee attack as bis action. The Orv bas chosen to make a
moving mnesver fo lcap out the window ke  fore Nari can attack.
Nari tells the GM that he wants to attack bg‘ore the Ore can get
away. The GM rates Nari's conflict roll as “light” arid the Orc's
asa “medium.” Both Ndri and the Orc bave a +0 Movement &
Maneuver bonys.

The Ore rolls an 87, obtainitg a vesult of “70” from the
Moving Manesver Table (MT-1). If Néri rolls a 56 or above,
be will attack the Orc, and if the Orc is still able (good luck Orc)
be wiflauempl his manesever when movement is resolved, If Ndri
rolls a 40 or less the Ore will get to atiempt bis inaneuver
innnediately, and if be makes it through the window Neri will be
urable to attack him (Niri may cancel bis attack and take balf of
his nonnalmovement). If Niri rolls between 41 and 55, there is
a draw. The GM decides that Niri may attack with balf of bis OB
before the Orc makes bis manewver. Of course, Ndri may elect to
wait and see if the Orc makes it throwgh the window (f the Ore
blows it, Nri can vaste bim ).



ORIENTATION

Ifacharactertakes a conf usingaction(e.g, tefepotts, dives,
falls, tsknocked down, etc.), the Gamemaster may require an
onentation roll (modified by the Percepwon bonus of the
character) to determine the awareness and readiness of the
character. The orientation roll can be made on the Moving
Maneuver Table MT-1 (p. 242) with the result indicating
how much action is allowed the next (or current) round, or
by how much bonuses are reduced.

Example: The Orc in the previous example successfully leaps
thiough the window. The GM rates the orientation rofl as “easy,”
andthen makes an orientation roll of 53, modified by the Onc's
Perception bonus of +3 for a total of 57. From Table MT-1 a
reult of “90” i obtained. So amy bonusas next round are reduced
by 10 (= 100 -90), and any movement is 90% of normol. Of

course, this sarne process is also used jor playcr characters.

EFFECTS OF SPELLS

Certain spells allow more than oneaction in a round (e.g.,
Hastel allows 2 acwons to be perf ormed in one round). The
use of spells to move (e.g., Lvitation, Flying, Windwalking, etc.)
count as the sole actron for a round unless they are merely
used to hold position (ie, hover).

RESTRICTED ACTIVITY

Cerrain critical results from ateacks limit actions, while
other criticals restrict acrivity (e.g, -20 to activity). Unless
stated otherwise in the critical descripwion, these subtractions
fromactivity apply to allbonuses except the Def ensive Bonus
and Resistance Roll bonuses.
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Part IV
The World
System

* PART IV
THE GAMEMASTER'’S TASK:
THE WORLD SYSTEM

In order to run a fantasy role playing game, a Gamemaster
must develop and outline all of the basic components of a
“World System.” These components are similar to the
components of a novel or play:

I) A setting must be developed in which action may take
place.

2) The characters who inhabit the setting must be sketched
out.

3) A general plot or scenario must be outlined.

4) Decisions must be made concerning how to handle
certain elements of role playing (e.g.. adventures, magic,
religion, healing, poisons, etc.).

Developing the components mentioned above requires a
lot of work and effort on the part of the Gamemaster. For a
Middle-earth world system, the Gamemaster should first and
foremost read and absorb J.R.R Tolkien's works, primarily
The Hobbit and Ihe Lordof the Rings. These novels providea rich,
descriptive outline of an exciting serting—all of Arda, and
Middle-earth in particular. They introduce an enortnous
variety of types of characters and creatures—Elves, Hobbits,
Ddnedain, Wizards, Ents, Nazgil, 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).

PrLAy AIDS

There exist a number of commercial products which
provide part or all of each of these components. Adventure
and campaign modules and sourcebooks provide settings,
characters, and scenarios. Rules systems such as MERP
provide the guidelines for handling the various elements of
role playing. A GM should keep in mind that all such play
aids are merely guidelines for his own creativity and imagina-
tion. These modules and rules are meant to be modified and
adaptedrto fitthe GM's concept of what he wants his “world
system” to be like.

ICE MIDDLE-EARTH PRODUCTS

Iron Crown Enterprises’ (ICE) Middle-earth Canpaign Guide
provides a wealth of general inf ormation on Middle-earth. It
describes the principle inhabitants, languages, cultures, to-
pography, climate, trade routes, population centers, and a
variety of other factors concerning Middle-earth. It also
provides a 24%36" 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
JR.R Tolkien.

ICE'sMiddle-earth Realm sourcebooks provide even more
detail concerning specific regions of Middle-earth. Each of
these sourcebooks provides a view of a particular portion of
Tolkien'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 well as other material which makes a
Gamemaster's job easier and more productive.

ICE's Middle-earth Peoples sourcebooks provide a wealth
of information on the inhabitants of Middle-earth. Each
such sourcebook is focused on a diff erent group, including
Valar & Maiar, Elves, Dwarves, etc.

Other ICE Middle-earth products include:

* MER P Combat Screen and Reference Sheets — 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-ref erence sheets with all of the key MERP
rables.

® MERP Accessory Pack — Contains a variety of play aids to
help a GM get his MERP game going: full-color playing
pieces and playingsurfaces, dice, and a complete adventure.

* Northwestern Middle-carth Gazetieer — T his sourcebook pro-
vides GMs and players with critical facts for role playing
campaigns.

* Northwesiern Middle-earthMap Set— A collection ofincredibly
detailed maps of Middle-earth.

STARTING YOUR ADVENTURES

MERP includes a very simple sample adventure in Part VI
(p. 98-112). which is designed to be played by a beginning
Gamemaster and group. This adventure includes the inn at
the “Last Bridge” on the road from Bree to Rivendell (p. 98-
100), the Trollshaws region (p. 10T), a ruined castle (p. [02-
110), anda Troll lair (p. 111-112). 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
Realm sourcebook, Aror, is perfect for this.

Whatever approach a Gamemaster employs, MERP pro-
vides guidelines and suggestions f or designing and organiz-
ing the key elements of his fantasy role playing game. The
following sections discuss the various elements of a fantasy
role playing game and present some of the problems and
situations that may arise during play.



I1.0 » THE NON-PLAYER

CHARACTERS (NPCs)

A fantasy role playing game not only needs a setting
(Section 12.0, p. 62-63), it also needs characters and crea-
tures to inhabit those settings. The player characters provide
the adventurers for agame, bur it is upto the Gamemaster (or
his choice of playing aids) to provide the rest of his world's
population: the non-player characters (NPCs) and creatures.

Of course, the Gamemaster does not need to develop the
entire population of Middle-earth. He need only sketch out
the non-player characters that are required for interaction
with the player characters. For a simple game, the NPCs
usually required include:

* Allies and opponents for the player characters

* Neutral characters for the player characters to interact
with (e.g. to buy and sell to, get information from, pay
taxes to, erc.),

* Any other characters and creatures who can add depth
and flavor to 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 guidelines for how to use them. The example
adventure in Part VI (p. 98-100) details the non-player
characters required by that adventure. These characters
should provide a good sample of the various types of non-
player characters and creatures that are useful in fantasy role
playing. The Master Character Table ST-3 (p. 252-254)
provides average bonuses for characters, based on prof ession
and level. The rest of this section will outline some of the
most imporiant classes of non-player characters and crea-
tures.

REeacTtION RoLLs

When deciding what non-player characters do in a given
situation or how they react, a Gamemaster may wish to make
an open-ended “reaction roll.” Asa very generaI guideline, if
rhereactionroll is high, the non-player character should react
favorably with regard to rhe player characters in the given
situation. If the roll is low, the reaction should be unfavor-
able. If the roll is mid-range, the reaction is neutral. The
intensity of the reactron should be based upon how high or
low the reaction roll is.

Example: In the sample adventure presenied in Section 1.0 (p
14-15), three Orcs exit their camp at dusk by walking up a flight
of stairs to the ground floor of a ruined tower, The first hinit they
getof danger is wwhen their leader is shot through the neck and dropped.
The two remaining Ores look around and sec a fentale human
kneeling over a chast with ber back to them, a Dwarf witha “sill
smoking" (and thus unloeded) crossbow, and an Elf levitatingabout
14’ over the Dwarf.

Theiroptions in orderof aggressiveness are to: aitack the Drwarf,
attack the kneeling bumnan, draw their short bows, take cover and
fight defensively, slowly retreat looking for possible openings to
attack, or flee. The G M takes into account the death of their laader
( Orc leaders usual l_y lead throu gb imimidation), and makes a
reaction roll foreach Ove (high beinga geressive ). The first Orc volls
06 and flees for bis life (or 1o “get help”), the second rolls a 91 and
“bravely” decides to attack the nearest and of course “weakest”
opponent, the kneeling fernale human with ber back to him.

If he bad rolled much above the 91, he would have chavged the
snieaky (but tough) Dwarf who shot his leader. If he had rolled a
medium roll, he would have drawn a missile weapon or taken some
defensive type action. Of course, on a low roll e would have joined
his buddy and run avay.

@ I1.1 - THE GENERAL @
POPULACE

The first step in outlining the non-player characters is to
determine the culcures/races which inhabit the world at
large. For Middle-earth, such a general populace is detailed
in Tolkien's works and in ICE’s Middle-earth sourcebocks.
MERP provides very general descriptions of these cultures
and races in Appendix A-2 (p. 146-179).

Next the Gamemaster must decide which cultures and
races inhabit the specific region of Middle-earth in which his
game is to take place. The sample adventure in MERP (Part
VI, p. 98-112) is setin the area between Bree and Rivendell.
Thus, in terms of MERP, cultures/races in the surrounding
area include Hobbits, Dwarves, Elves, Orcs, Trolls, and the
Men (Ddnedain, Woodmen, Eriadorans, and Dunlendings).

Defining the general populace allows the Gamemaster to
visualize the way of life of the region along with the motiva-
tions and obvious f eatures and mannerisms of the non-player
characters. It also helps him to develop a plot for his game
(Section 13.0, p. 65-69) and provides an aid for developing
richer character backgrounds (Section 22,0, p. 84-87).
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@ I11.2+«HOSTILE @
POPULATIONS

The members of cultures/races which are hostile to the
player characters must be defined in more detail than the
general populace. This must be done because the player
characters are most likely to encounter them during an
adventure. That s, player characters are most likely to choose
to visit an adventure site (Section 12.3, p. 62-63) inhabited
by members of a hostile population.

If the player characters are members of the Free Peoples
(good guys or neutral) of Middle-earth, the hostile popula-
tion will in general consist of Orcs, Trolls, evil creatures, and
evil orneutral Men. For beginning games, we suggest that the
player characters not be evil, since evil groups of characters
are much harder for a Gamemaster to handle.

® I1.3INHABITANTS OF @
ADVENTURE SITES

Normally the inhabitants of anadventure site are members
of the hostile population. However this is not always true—
the inhabitants may be friendly or neutral towards the player
characters. In such a case, the site is an adventure site because
the player characters want someone or something that is at
that spot. Such a situation is interesting, but it may be too
complex a situation for an inexperienced Gamemaster to
handle. Wesuggestthat for beginning fantasy role players the
inhabitants of adventure sites be hostile.

Keep in mind that intelligent inhabitants of an adventure
site will require certain f eatures 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.

THINKING 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 Ores,
Trolls, evil Men, evil Elves, etc. There are also many intelli-
gent creatures in Middle-earth not generally thought of as
characters or people (e.g, Dragons, Ents, etc.).

FLoRrA AND FAuNA

Many adventuresites 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, etc. They ma
also be under the control of intelligent inhabitants of the
adventure site. Table ST-2 (p. 250-251) summarizes the
capabilities of many of the animals of Middle-earth. Plants
are sometimes dangerous, but more often they are sources of
food. healing, or poison. They are sometimes the goal that
adventurers are after (e.g., they are looking for certain herbs
to heal one of their characters).

MONSTERS AND OTHER CREATURES

In addition to characters and animals, Middle-earth ad-
ventute sites may have a variety of monsters and intelligent
creatures. Tolkien's writings are full of creatures such as
Dragons, Giant Spiders, Balrogs, Wargs, Kraken, Ents and
many other enchanted or unusual creatures. These types of
creatures are desctibed in Appendix A-3 (p. 180-189) and
Table ST-2 (p. 250-251).

@ 11.4+ DESCRIPTIONS OF @
MIDDLE-EARTH CREATURES

The special monsters and animals of Tolkien’s world are
very important to any campaign. The creatures vary from
minor nuisances like Dumbledors to major irritants such as
Balrogs. Some of these monsters are intelligent and/or social
animals and need special care when being encountered. Some
of these special monsters have been given detailed descrip-
tions in Appendix A-3 (p. 180-189); only the combat
characteristics are covered in Table ST-2 (p. 250-25T1). A
large number of the monsters in Tolkien's wotld are very
powerful. Monsters such as Balrogs and Dragons should not
be faced by low level characters or inexperienced players.

This isa list of special Middle-earth creatures that may br
used by Gamemasters within the MERP rules. Other crea
tures may be invented or used, but the Gamemaster must
decide their traits and capabilities.

Balrogs Mearas
Crebain Mewlips
Dragon Mdimakil
Dumbledors Nazgil
Great Eagles Olog-hai
Ents Ores
Festitycelyn Great Spiders
Fell Beasts Trolls

Flies of Mordor Vampires
Giants Wargs
Hummerhorns Werewolves
Huorns Wights
Kraken

© I1.5 * ASSOCIATES OF THE @
PLAYER CHARACTERS

Of'ten a Gamemaster and players will want to have non-
player characters that associate or adventure with the group
of player characters. This is often necessary when there are
not enough player characters to make a group large enough
to handle a particular adventure. In addition, it is often
helpful to have allies or a powerful friend to help balance
against against overly powerful foes. In Tolkien’s novel, The
Hobbit, Gandalf fulfilled this role for the group of Dwarves
and Bilbo during their adventures. The “plot” of the
Gamemaster’s world will heavily influence how such non
player characters are introduced and used.



HmmG NON-PLAYER CHARACTERS

playercharacters may wish to hire non-player characters to
adventure with them. A Gamemaster must decide what kind
and how many characters are available at a given time and in
scivilized area. Thenumberof available characters should be
limited in the smaller civilized areas. Warriors and Scouts
should be the most available, with Bards and Rangers being
less common, Animists being rare, and Mages being even
rarer.

To hire a non-player character, the Gamemaster should
requirea roll on the Influence and Interaction Column of the
Static Maneuver Table MT-2 (p. 243). Fora given civilized
area,the Gamemaster should rate the difficulty of hiring non-
player characters who are looking to go adventuring. The
following ratings for difficulty are baseduponthe offermade
by the character attemptingto hire. A GM may decideto use
these values for the sample adventure in Part VI (it should
vary based upon how many players thereare). A “share” is the
tota] money value of non-magic treasure (gp, sp. bp, <p, rp,
and gems) obtained during the adventure divided by the

number of characters in the group.

Difficuley 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 ....T 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 the hired
character, but the hirer should decide his actions in non-
crucial or non-dangerous situations. Unless the hirer makes
a successful influence or interaction roll, the GM should
make a “reaction roll” (see 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
unwilIingness to enter or deal with the situation, while a
relatively high roll would indicate willingness.

ALLIES

Certain non-player characters may be allies of the player
characters and aid them if they happen to be on the same
mission or in the same area. A good example of chis is the
meeting between Frodo and Sam with Faramir and the
Rangers ot Ithilieninthe forests of NorthIthilien. Frodo and
Faramir were “allies,” and Faramir gave Frodo advice, aid,
and a place torestup. A Gamemaster may wish to structure
his game so that the player characters have allies to turn tofor
healing, information, and other help.

(GUARDIANS

Hired characters and allies are more passive examples of
the cype of help thar a Gamemaster may give to player
characters. “Guardians” are more active forms of aid. Guard-
1ans are non-player characters who either show up when
needed or when summoned by the player characters. For
example, Tom Bombadil was a guardian for Frodo and his
friends for a little while af ter they left the Old Forest. When
they were about to be destroyed by Wights, Frodo sum-
moned Tom Bombadil by reciting a verse. We suggest that
guardians be limited by distance, by the number of times that
they may be called, or by the severity of the danger faced by
the player characters. Guardians can vary in their power and
effectiveness.

Section
I11.5



= =
62

o

Part IV
The World
System

2 25

Sections:
12.0
121
1122
12.3

The setting for a game can vary according to the amount
of time, effort, or money a Gamemaster is willing to spend.
Fortunately for 2 Gamemaster running a game in Middle-
earth, an enormous amount of the work has already been
done—by J.R.R. Tolkien. Further detailed material is also
available in the form of ICE’s sourcebooks. Playing aids such
as maps, layouts of buildings and towns, descriptions of
various hazards, and provisions for treasure 2re all necessary
ingredients for a setting that is realistic and playable.

For the putpose of bringing beginning Gamemasters
gradually into fantasy role playing, MERP will simplify the
process of constructing and designing a setting for a game.
The three basic types of settings defined in MERP 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.

@ I2.1°CIVILIZED AREAS @

Civilized areas in a fantasy role playing game provide a
place forplayer characters (and other characters) to buy and
sell things, to get food and lodging, to get information on
potential adventures, to heal and recuperate, etc. In other
words, a civilized area is a place that serves as a base of
operations for a group of adventurers. These areas also have
potential for adventures such as attacks by thieves or mug-
gets, con jobs, tavern brawls, attempted poisonings, involve-
ment in politics, etc. Suggestions for various activities of this
type and guidelines on how to run them are presented in
Section 14.1 (p. 68) and Patr 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 as a huge city with
intricate tnternal politics and adventures. In general. a civi-
lized areasetcing (Part VI provides a complete example) can

be deseribed by providing:

I) Maps and layouts.
2) A description of inhabitants and visitors.

3) A price list of available services, supplies and equip-
ment.

4) Some sort of outline of available information and clues.

5) An outline of available healing and recuperation
facilities.

6) An outline of possible hazards and adventures.

7) A basic description of the area’s current events and
mood.

12.0 « THE SETTING

® 12.2 * THE COUNTRYSIDE @

Thecountryside in a fantasyrole playing game includesall
of the areas of the world which are not adventure sites or
civilized areas. The countryside is the setting in which
characters can travel, cunp, explore, scout, hide, and evade
pursuing forces. Characters can also encounter creatures and
other characters in the countryside, resulting in ambushes,
fights, meeting, sightings, etc. These activities and how to
resolve them are detailed in Sections 4.2 and 14.3 (p. 66-
68) and Part VI (p. 101). Basically, the countryside is the
general setting in which the civilized areas andadventure sites
are placed.

The counttyside that a Gamemaster uses can be repre-
sented by a simple pencil sketch of a small area with the
primary terrain features, the locations of the civilized areas,
and the locations of the adventure sites all marked. Alterna-
tively, the countryside can include all of Middle-earth ina
very general form (from the maps in J R.R. Tolkien's works
and ICE’s Middle-earth maps), along with very detailed maps
and descriptions of the specific region in which the game is
taking place. The map and sample terrain layout provided in
MERP are good examples of a detailed countryside. In
general, an adequate countryside (see Part VI for a complete

example) can be described by providing:

T) A sketch map of the overall world.

2) Wetailed maps of the specitic 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 are specitic places which provide oppor-
tunities for characters to sneak around, explore, fight, loa,
and all of the other things that contribute to the centril
objective of fantasy role playing—adventure. Section 4.4
(p. 68-69) describes some suggested types of adventures.

Adventure sites usually have several common attributes:

* A physical layout (a castle, a ruin, a cave complex, a
temple, etc.),

* Some sort of danger (guards, hostile inhabitants, traps,
etc.),

* Some sort of objective or goal (treasure, rescuing
captives, wiping out evil creatures, etc.)

These features are described in the following sections.
Activities in adventure sites are resolved as actions in a tactical

environment (Sections 7.0-10.0, p. 42-57).



The range of the complexity of an adventure site can range
ftom asimple cave (for an example see the Troll cave in Part
VI),r0 a ruined castle (for an exainple see the castle in Part
VI), to the complexity of ruined cities and hollowed out
mountains. In general, an adventure site can be described by

providing:

{) Why the place was designed and built originally.
2) What (if anything) has happened to make the place an

adventure site.
3) What the place currently is used for.
4)Who or what lives there, or visits frequently.
5) The layout and its immediate surrounding area.
6) The hazards (traps, guards and inhabitants).
)

7) Any treasure or goals.

PaysicaL LAYoOuTs
To run characters in an adventure site the Gamemaster
must have at least a sketch of the site's physical layout. This
canbe a simple sketch of the rooms, door, walls, corridors,
towers, etc. and their relationship to oneanother. The layouts
inPart VI provide an example of how to approach designing
adventure sites.

HazArRDS

In order for an adventure stte to provide exciting action,
there must be hazards. This may take the form of guards,
traps, and hostile inhabitants like Men, Orcs, Trolls, and
other creatures. The hazards may include natural obstacles
like sheer walls, chasms, collapsing walls, etc. Their location
should be marked on the adventure site's physical layouts.
The adventure sites in Part VI provide examples of some of
these hazards.

GeALS AND OBJECTIVES
Characters have to have some reason to visit an adventure
site. This can take the form of a mission—rescuing a
prisoner, scoutingout the adventure site, assassinating some-
one, stealing something, and a variety of other things limited
only by the imagination. Many times it may just be a desire

ro fight, loot, and pillage—the key word being loot.

TREASURE

Table ST-6 (p. 258-259) provides a list of some of the
types of treasure that might be found in an adventure site:
money, geins, weapons, armor, magic items, spells on scrolls,
spellsin potions, and clues to other objectives (maps, books,
mnscriptions, etc.). Treasure should not be restricted to this
table; magic items and spells are only limited by the imagina-
tion. Very powerf ul items arecalled artifacts and usually have
adetailed 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 the
treastre at an adventure site. Too much money or too
powrful items can unbalance a game, while players may lose
interest in a game with too little money or items.
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The plot for a fantasy role playing game consists of the
general politics of the world, the activities and objectives of
the non-player characters, the goals and incentives for the
player characters, and the interactions between all of these
elements. A plot can be as simple as a niined tower inhabited
with bandits and their treasure (the player characters want the
loot). Onthe other hand, a plot can be as complexas the plot
in The Lordof the Rings. We suggest a simple plotfor beginners.
Part V1 provides such a plot with a castle holding the
possibility fortreasure and adventure. If a Gamemaster wants
another detailed adventure, the MERP Accessory Pack provides
a full-blown adventure and lots of play aids.

GENERAL POLITICS

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

3.0« THE PLOT

THE WorLb PoLrTics

The politics of Middle-earth during the Second and Third
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 resist
Sauron’s expansion and hopefully to defeat him. In between
we have neutral forces being influenced by the two extremes,
Through all this, many separate kingdoms and cultures have
their own internal politics and objectives. The specific
political situation (How powerful is Sauron? What is he
doing? What are the Free Peoples doing? etc.) should be
based upon the time in which the gaine is being nin. The
Gamemaster may gather needed material along these lines
from Tolkien’s works and ICE's Meddle-carth Campaign Guide,

The Fourth Age (i.e., after the destruction of The Ring
and Sauron)allows for a greater flexibility in deterimining the
politics of Middle-earth. The Gamemaster may develop any
sort of political situation that he wishes, restricted only bythe
hlstory of the earlier ages. During this period, we suggest the
main political organizations be empires. kingdoms, guilds.
religious groups, and the like. Much of the conflict in
Middle-earth can result because of conflicts between such
groups. Truly evil (as opposed to self-interested) organiza-
tions could be included in the form of the remnants of
Sauron’s forces, pirates, bandits, ctc.

RecGIonaL PoLrTics

The politics of the specific region being adventured
should be more detailed than the world politics. Questions
that should be answered include: Are Sauron’s forces active
in the area? IsSauron corrupting the local nulers? Are the local
rulers already evil? Are the local rulers in conflict? Where are
the headquarters of the opposing sides? How do both sides
treat characters not involved in the conflict? In short, any
activities of the locals that might affect the player characters

should be outlined.

NPC OBJECTIVES AND PLANS

The objectives and plans of any significant non-player
characters should be noted. The objective of a farmer would
be to bring in his crops: shopkeepers and traders want to scll
high and buy low; local officials want to collect taxes and
keep things peaceful; etc. More unusual characters may have
personal objectives that conflict or coincide with the player
characters. Such objectives should be carefully thought out.

PC GOALS AND INCENTIVES

The player characters should set their own goals—some-
times with help from their Gamemaster through background
details. However, to maintain an exciting game, the
Gamemaster should supply incentives. A good adventure
should have the dangers and rewards balanced. Obraining
treasure, experience points, crucial infonnation, and the like
should involve risk, difficulty, and good play. This is some-
thing that requires experience and a good Gamemaster, so#
may take several adventures to master.



14.0 « ADVENTURES & ACTIVITIES

IN THE STRATEGIC ENVIRONMENT

The strategic environment usually consists of the civilized
areas and the countryside (Section 12.0, p. 62). A tacrical
environment (Sections 7.0-10.0, p. 42-57 ) can beanywhere,
but usually takes place in adventure sites. Action that takes
place in astrategic environment is usually less dangerous and
requires less time and detail to resolve. Such action can of ten
be resolved in very little real time (as opposed to time within

the framework of the game).

® 14.1°ACTIVITYIN ©
CIVILIZED AREAS

Activity in civilized areas can be as simple as returning af ter
each adventure, healing, re-equipping, gathering informa-
tion, and heading back out to adventure again. However, it
1sof ten very interesting tomakea visittoacivilized areamore
involved. A civilized place can be a source of information,
mrigue, recreation, and dangerous encounters.

BUYING AND SELLING

Each character can usually handle his own buying and
sellingof normal goods(supplies and items)on hisown. This
process and a monetary system is described in Section 18.0
(p 76-77), and prices are available in Tables ST-4, ST-5,
and ST-7 (p. 255-260). However, certain unusual parts of
the process may involve trading and dickering, and the
Gumemaster should play the role of the petson that the
character is trying to trade with. The Gamemaster must also
desermine if sellers or buyers exist for unusual or special items
or herbs. Normally this is part of the description of the
cavilized area.

Foop AND LoDGING

Each civilized area should have facilities for food and
lodging, even if it is only swill or table scraps and a barn.
Table ST-4 (p. 255) gives some suggested prices for food
and lodging at a normal inn in a town. The Gamemaster may
make a roll for each inn (or lodging desired) visited to
determine the amount of activity for that day. Very high
means that there is no room for the characters: very low
means that they might be able to get cheaper rates.

GATHERING INFORMATION

Often a civilized area is the place to pick up information
about adventure sites. missions, and ocher scenarios de-
scribed in Section 14.4 (p. 68-69). Information on missions
that non-player characters want perf ormed should be made
available at inns and public places, either through word of
mouth or direct contact with the person who wants the
mission performed. Notices of tournaments, duels, andother
public activities should also be available, as well as other
material like wanted posters.

Rumors and clues about {ocal occurrences, creatures, and
adventure sites should be available from local people in bars
and inns. Often it helps to get the locals in a good mood in
order to get lots of inf ormation—plying them with food,
liquor, and entertainment sometimes works. Such inf ortna-
tion should be in the form of rumors, legends, tall tales, and
outright lies.

Reliable information like maps and descriptions (from
characters who really know what is going on) should be
available for a price. This type of inf ormation can be battered
for like any other commodity (Section 18.0, p. 76-77).

The Gamemaster may wish to allow characters to make
“background legend rolls” on a given topic, in order to
remember tales, legends or other information from their
background or past history. Bards are prof essionally adept at
this and should be grven an extra bonus of +5 per level,
because it is assumed that they continually increase and
update their knowledge base. The Gamemaster may use the
Perception column or the General column of the Static

Maneuver Table MT-2 (p. 243) to help resolve legend rolls.

HEALING AND RECUPERATION

Healing and recovery from injuries is discussed in Section
17.0 (p. 74-75). The Gamemaster should sketch out the
bealing facilivies (first aid, herbs and animists) in each
civilized area, even if it is onlya farmer’s wif e with some old
rags and a hot poker. Food and lodging and possibly a nurse
should be required whenever a character is recuperating from
sertous injuries.

ENCOUNTERS

Sometimes action in a strategic environment turns into
action in the tactical environment (i.e., fighting, stealing,
running, etc.). A Gamemaster should make an open-ended
"activity roll" each day in a civilized area to determine the
likelihood of an “encounter.” If this roll is very high, then
some encounter may occur. How high the roll has to be to
initiate an encounter should be based upon the type of
civilized area and the situation of the player characters. The
Encounter Table ST-10 (p. 262) can help a GM determine
when encounters occur.

Some typical encounters in a civilized areainclude: a brawl
in the tavern or inn that the player characters are visiting, an
attempt to mug player characters and steal their possessions
(on the street or in their quarters), an attempt to sell the
player characters fake goods (or information), an attack by
outside forces on the civilized urea, etc. The possibilities are
endless and often lead to an adventure which can fill out an
entire game session.
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ST-9 — STRATEGIC MOVEMENT RATE TABLE

Slow Ride 15 12 9

TERRAIN TYPE
Transport Type Road Open Forest Rough Rough & Forest Mountainous
Sneaking 4 4 3 2) 2 I

Fast Ride 25 18* 1258

7! 4“ 3”

10~ (i 4o

Note: Resule is the miles covered in a 4 hour period.

%

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

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

@ 14.2+ ACTIVITYIN @
THE COUNTRYSIDE

While inthe countryside, groups usually are attempting to
get from one place to another---see Section [4.3 (p. 68) for
activity in the countryside while searching for something.
TbeGamemastermustdeal withactivitiessuch as movement,
making camp, evading pursuers, and encounters.

Activity in the countryside is normally handied inintervals
of 4 hours when the player characters are moving or active,
and 8-12 hours if they are resting, sleeping or hiding.

Distance is generally measured in miles.

MOVEMENT

Normal movement in a strategic situation is resolved in
intervals of 4 hours. This type of movement is different than
tactical movement. Table ST-9 gives some normal 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 S0% if fewer
than half are capable of night vision.

Camp S1TES FOR RESTING AND SLEEPING

While traveling it is assumed that the group rests forabout
I 5 minutes every 2 hours (10 minutes per hour in mountain-
ous terrain)-—this is figured into the strategic movement
rates given in Table ST-9. A group can travel 8 to 12 hours
aday, 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 roll 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.

Norrnally, the player characters will set a watch in shifts
(usually 3, 4 or S shifts), but the Gamemaster should not
suggest it or remind them. If an encounter occurs, the
Gamemaster should divide the night into a number of parts
(usually based upon the player characters’ shifts) and roll to
randomly deterinine when the encounter occurs. Only the
characters on watch (if any) will be awake and alert when the
encounter begins. Other characters must be awakened by
various actions or noises occurring during the encounter, or
by the specific actions of already awake player characters.

ENCOUNTERS

Basically, at certain times the Gaimemaster makes an open-
endedactivity roll to see how much action thereis inthe area
containing the player characters. Then one of the players
makes an open-ended avoidauce roll to determine how wel
the group avoids any activity. Applicable moditications from
Table ST-10 should be added to both of these rolls.

If the modified avoidance roll is greater than the modified
activity roll, nothing happens. Otherwise, the difference
between these two modified rolls is cross-indexed with the
density of habitation on the Encounter Table ST-10.

This process is called an encounter roll and is normaHy
performed once every 4 hours when a group is moving and
once during each period of sleep (night) when the group

camps.



ST-10 — ENCOUNTER TABLE

Population Density

Encounter
Roll Dense Moderate Light Sparse Waste
01-30 s/— =/= o) 4= -/- =3/
31-50 (/2 sl —/s /s s

51‘60 C/_ s/_ s/s _./s _/_

91-100 h/s ¢/s e/s —~/h ~/h
I0I-120 h/h e/s ¢/h s/h _/h
2

o R i

Note: This table is intended to cover the usual pattern of
encounters between player characters and local inhabitants
or wild beasts. The "Population Density" categories (ie.,
each column) represent the relative density of social beings
or inhabitants. The "Encounter Roll" is the difference
between the GM's Artiviy Roll and the traveling group's
Avcidance Roll (see Section 14.2, p. 66-68).

Resules: The letter codes before the slashes represent interac-
tion with social beings, usually local inhabitants; letrers that
follow the slashes cover interaction with wild beasts. If
there is a letter in both categories, the GM should roll
agawn: a low result (i.e., 01-50) means that there is an
encounter with wild beasts; a high result (i.e., $1-00)
means interaction with social beings.

Encounter Codes:

t = trap or ambush or surprise attack

a = attacking group
h = hostile group
¢ = basic encounter

s = sighting by another group

The encounter codes are meant to be general and
relative. A basic encounter with a group from an outra-
geously brutal or suspicious culture may be more dangerous
than a hostile force of passive people. The GM should take
note of the local folk and beasts to determine which type
will be involved and what their relative strength will be. A
simple rule of thumb: the higher the Encounter Roll (i.e.,
the difference between the Acuvity Roll and the Avoidance
Roll), the more dangereus the encounter. The GM may
wish to increase the number of capabilities of the given
inhabitants or beasts accordingly. Specific Middle-earth
sourcebooks and modules will often give Special Encounter
Tables keyed to specific regions and locales.

Modifications to the Activity Roll:

Terrain Moving In:

+30....Road

+20....Open
-10....Forest
-15....Rough

-30....Forest and Rough

-40.....Mountainous

Aciivity of Inhabitants:

+25 .....Hostile
+50.....Patrolled area
+100....If hue and cry (see Section 14.2, p. 66-68)

+30 ....Night-adapted inhabitants at night
-30.....Night-adapted inhabitants during day

General:
-50.... Traveling at night *
-10.....Perception

variable .....spells used to detect groups

Modifications to the Avoidance Roll:

Group Size: **

-50.....one
20....two
+0....3-4
+100.. S-7
+20.....8-10
+50....11-20
+75....21-50
+100.....51+
Travel Mode:
-50.....Sneaking

-20..... Careful walk
+0.....Normal waik
+10....Jog/walk
+20.....Slow ride
+40.....Fastride
variable....Flying, boat, ship, etc.

General:
-30.....if actively searching for something
variable......spell used by the group
+20.....1f in camp and traveled 12 hours
+40.....if in camp and traveled 16 hours

*

— This can be lowered depending upon the lighting

(esg., moon or stars on a clear night).

** — Rangers, Elves and Hobbits count 1/2.
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EvasioN AND HIDING

Sometimes a group will find itself in the position of being
pursued through the countryside by hostile forces. This may
take the form of being chased by another group (direct
pursuit), or it might take the forin of a general hue and cry
(ie., the countryside is alerted and looking for the group).

A general hue and cry is handled by rollingfor 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 times
they will want to ambush the pursuing group (handle as a
normal combat). Direct pursuit is handled once every hour
as follows:

I) Determine the distanceseparating the pursued group and
the pursuing group.

2) The pursuing group must make a tracking maneuver,
modif ied by adding one pursuing character’s Track bonus
and subtracting 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 the difference in their
movement rates. Each “near success” before a “success”
increases the distance separating the groups by 200’ (most
of the time this can be ignored).

4) If the tracking maneuverisa "partial success,” the distance
separating the groups is increased by the movementrate of

the pursued group.

5) The other tracking maneuver results are self-explanatory
failures.

If the pursuers sight the pursued group, action should be
resolved as a tactical situation (Part I1I, 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

Oftena 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. Searches are more likely to result in encounters.

LookmNnG FOR ADVENTURE SITES
Searching for adventure sites can fall into one of two
diff erent categories:

* Looking for a specific site

* Looking for any random site in the area

A search fora specific site is usually the result of inf orma-
tion obtained in the form of maps, rumors or other clues
(Section 14.1, p. 65). Searches for random sites may be
initiated because of rumors or just a general desire for loot
and adventure. Random sites could consist of animal or
monster lairs, old tombs, abandoned towers and temples, or

deserted ruins of any type.

SearRcHING For HERBS

Characters may go searching for herbs in order to heal 2
group member, for healing during future adventures, or just
to sell to make money. Table ST-5 (p. 256-257) indicates
the climate and type of terrain in which specific herbs are
found. Each hour a group searches in suich a locale, the group
may make one static maneuver on the “Perception & Track-
ing” column of Table MT-2 (notmal perception bonuses do
not apply) to find herbs. When searching for mote than one
herb, add 15 minutes for each additional herb sought.

The following procedure is used:

I) The ditficulty of finding the herb is obtained from Table
ST-5 (p. 256-257), giving a modif ication for the percep-
tion maneuver.

2) The group's roll also receives any of following applicable
maneuver modifications:

-50 ...If searching an area previously searched within
6 months
+20 ....For each 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 Success indicates that 1-5 doses were found

Sureess indicates one dose was found

Near Success allows another roll is made for this hour
and modified by +20

Partial Success or Failure results in no herbs found

Absolute Failure or Blunder mean no more doses will be
found during the rest of the day and the GM may
decide to have the group find a poison or irritant
and mistake it for a healing herb (e.g., they might
find poison oak or poison ivy and mistake it for a

healing herb)

A group may decide to split into smaller groups (or
individuals), allowing a roll for each small gtoup. However
the small groups must cover entirely separate areas for 4 hour
periods, usually out of earshot, and are thus subject to
separate encounter rolls.



@ 14.4° TYPICAL @
ADVENTURES

This section outlines some typical adventures that the
Gamemaster might use in his game. These suggestions are
general and need to be adapted to a specific region and
Crcinstance.

SCENARIOS

These scenarios are adventures that can be keyed to a
specific region or adventure site. The Gamemaster may wish
to make inforination concerning several of these available to
the player characters and hope that they pick one. Alterna-
tively, he may wish to require that a scenario be chosen
because it is the only one that the Gamemaster has available.

Missions

Missions are often adventures in which a non-player
character sends the player characters to an adventure site or
region toaccomplish a certain goal. The non-player character
may or may not accompany the group, and he may or may not
give them all of the information that he has on the mission.
Often the non-player character has ulterior motives and is
willing to pay for the services of the player characters.

Sometimes the player characters have missions of their
ownchoosing. Examples of this might be: rescuing a captured
group member, rescuing a friend or relative, searching for
herbs to heal an injured group member, or searching for a
specific magic item. Basically any goal of the player characters
can be used to 1nitiate a mission.

SCOuUTING

Scouting missions do not necessarily take place in adven-
we sites. They may consist of general investigation of the
counteyside. In a scouting mission the main goal is inf orma-
tion, either for a non-player character or for the player
characters themselves. Such information could later lead to
aspecif icmission. Scouting missions of ten lead to combat in
the form of encounters with hostile guards or patrols.

RAIDING
Raiding is an adventure designed to attack, fight and loot.
ltdoesn't have to be keyed to a specific adventure site. Player
tharacters are out for any appropriate fight with a suitable
reward (treasure and experience points).

LooTING ATTACK
Alooting attack is basically the sameasraiding, except that
the player characters are attacking a specific adventure site.

T OURNAMENTS

Tournaments are staged competitions in fighting, archery,
riding, and other combat skills. These are usually held in
civilized area during fairs and holidays. Cash prizes are
wsuallyotfered, and onrare occasion, magic items are awarded.
Usually the combatants are not trying to injure or kill one
another, but accidents do happen. During tournaments,
unfess a participant is trying to kill someone, all criticals
inflicted are reduced to ‘A’ criticals regardless of the resule
from the attack table.
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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 settled by talking, If neither party feels
inclined to run away and leave town, a duel might result. This
can range from aduel in which the winnet 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 of ten occur when
the player characters encounter somerthing 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. €5) gives a sugge.sted tech-
nique for determining when and what kind of encounters
occur.
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Middle-earth had uniquetiesto the UndyingLandswhich
created a potential for the appearance and use of significant
power (magic). Such power manifested itself on a massive
scale in the First Age, and to a lesser, but significant degree,
in the Second Age. By the time of the late Third Age, it was
quite subtle—except in the cases of Dragons, the Balrog,
Saruman, and (of course) Sauron.

This low-key approach to the utilizatvon of great power
was afactor relating to the nature of those possessing the gif t.
The Valar laid down their direct guardianship of Middle-
earth in stages—at the end of the First Age and with the
downfall of Ndmenor. They still kept watch and intervened
inthe ThirdAge by sending the Istari (Wizards), beings who
themselves had grear 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 masters of magic in Middle-earth employed
their abilities in relative secret. Men and Hobbits were not
great friends of spells and often were unaware of their usage
outside of f airy tales and legends. This created an atmosphere
where magical occurrences were rarely seen and often became
merged or confused with natural events.

Using Magic ™ MERP

This section deals with magic and the use of spells in
MERP. Spell usage falls into two separate tealms, Essence and
Channeling, each of which concerns a different source of
power required ro cast the spell. This spell system is limited
to Istthrough I0thlevelspells and two realms of magic. This
provides a more usable framework for low level adventures,
Section 5.6 (p. 36) and Section 84 (p. 54) present the
mechanisms for learning spell lists and casting spells.

For higher level spells and a more derailed framework,
ICE's Spell Law provides an expanded spell system with three
realms of magic, over 2500 spells, and over 150 spell lists.

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 of Sauron of Mordor—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 15.3 (p. 71) presents a
mechanism for reflecting this danger.

The other danger is the corrupting influence of the use of
significant magic for "non-pure"” goals. Unless a spell is cast
for the purposes of combating Darkness or maintaining the
“Balance.” there is a chance thatthe caster will be corrupted,
“drawn towards darkness.” This is what happened to
Saruman—he used too many powerful spells, too often.
Section 15.4(p. 71)presentsa mechanismf orreflecting such
corruption.

I5.0 » MAGIC AND SPELLS

SETTING RESTRAINTS ON Maaic Use

When constracting the setting for a fantasy role playing
game based upon Middle-earth, a Gamemaster must take
great care to show restraint regarding the use of magic.
Magic-users are relatively rare, although most f olk had some
"magic” in them, and open displays of power are still rarer.
Elves certainly employ magic in daily life, and Dwarves use
spells for a variety of reasons, even for producing wondrous
roys. Nonetheless, such enchanting skills are not necessarily
the norm. Among Hobbits magic is considered the stuff of
legends. Many Men of ten feel 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 more details

for the individual races.

©® 15.1 - ESSENCE @

The Essence realm utilizes the power that exists in every-
one and everything of andin Ardaand, inparticular, Middle-
earth. Essence in Middle-earth has its source in The Song
(The Ainulindalé) which creared Arda and the order of
things. A character who casts spells of the Essence taps this
power, molds it, and diverts it into his spells. Most of the
teuly 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 Eru (God) who came to
Arda to fulfill The Song. The Channeling realm utilizes the
power of the Valar as channeled through characters casting
spells. Since the Valar are not part of The Song (they helped
to develop part of The Song, and Morgorh cortupted part of
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 relatively
subtle and low level (e.g., healing, detection, etc.). More
powerful and higher level spells not included in MERP might
require active consent of the Valar—the Valar include
Morgoth, so evil Channeling spells may be cast if the power
comes from him.

Metal intetferes with drawing power from the Valar.sono
metal armor, metal helmets, or metal greaves may be worn
when casting a Channcling spell.



@ 15.3 *RISKFACTORS @

Oneof the primaryreasons for the subtle and secretuse of
magic and spells is the presence of Sauron in Mordor in the
Third Age. Sauron is not one to resmrain himself when he
deems it necessary to act with great authority. He does act
autiously and quietly. especially when nursing himself af ter
agreat defeat, but he is capable of unbridled explosions.

These who live under his eye are particularly careful nor
ko cause attention to be brought upon themselves. This
feeling may contribute to the restraint found in those who
possess the ability to wield spells. To be sure,some arc weary
ot conceriied 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 dare to combat those most dangerous.

The danger that Sauron and his minions present ro spell
casters is retlecred in MERPby “risk facrors.” Each spell has
arisk factor which reflects the potential of drawing the
attention of Sauron or his servants. Each Gamemaster must
decide whether or not to use risk factors in his game.

Usmvg Risk FACTORS
Each time a character casts a spell, the Gamemaster should
make an open-ended roll and add the Risk Factor for the
spell. This roll may also be modified by a facror based upon

the time period.

Spell Use Risk Roll = open-ended roll
+ Risk Factor + Period Modifier

Early Third Age............
Middle Third Age
Late Third Age.................

FoUnth AGe.. oo, s srmeens e sttt

If the modified result is I00 or more, some sort of
“Shadow-force” has noticed the casting of thespell. A second
open-ended roll must be made on the Spell Use Risk Table
ST-12 (p. 264). Otherwise, nothing unusual happens.

The results on Table ST-12 are guidelines to help a
Gamemaster determine the consequences of the spell being
noticed. The GM should modify the results to reflect the

spectfic area and circumstances.

@ 15.4 « 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 Corruption Points (CPs).
When this happens, the spell caster is allowed to make a
Resistance R ol] against Essence (the attack 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 are received.

A Gamernaster should notapply Corruption Points (CPs)
if an appropriate spell was cast for “pure” goals (ie., directly
working against or fighting evil, protecting the weak and
helpless. healing the sick and injured, etc.). The key word
here is appropriate. Forexample, a Fire Boltis not appropriatc
to use on a bully or a thief but a Skep spell might be.

A GM mayalso wantto have “evil” items give Corruption
Points when they are used. The origins of any itemare very
important, even innocent spell adders and mul¢ipliers—if
an item was made by Sauron or one of his minions, its use
will affect the user negatively even if only in a minor way.
In this case, each time a character uses an evil item, he must
make an RR against Essence (the attack level is 10). If this
RR is successful, no CPs are received; otherwise, one CP is
received. Certain very powerful evil artifacts may give more
than one CP when this RR results in failure.

Note: A Gamemaster who warts a game with magic wsed very
freely may ignore Corruption Poinits alto gether.

The Gamemaster should keep track of each character’s CP
toral as play progresses. Each character’s CP total normally
starts at zero, and increases through spell failure and using
evi] items (e.g. the One Ring corrupted its wearer very
quickly). A GM may also want to assign CPsfor particularly
evil acts by characters. A GM ay wish to allow certain
rituals at certain places to “cleanse” (i.e., remove) CPs fromn
characters.

In general, a character’s CPs reflect his tendency towards
evil. On this scale, a total of zero indicates an “tnnocent” and
a 100+ 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 resultof 100+ 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 evi] 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
agiven day, each RR is modified by an additional +S$ for
every such RR already made that day (e.g., the sixth RR
against evil commands made on a given day would have a

+25 RR modification).
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© 15.5MAGICITEMS @

Certain items are magical in nature; they either have
magical properties or have the capacity to cast spells.

BonNus SpeLL ITEMS
There are two types of magic irems, called bonus spell
items, which enable a character to cast more spells than he
would be able to normally: spell adders and spell multipliers.

Spell bonus items are usually in the forrn of a staff (§' long),

arod (2.5' long), or some other hand-held object of a similar

size.Only onebonusspellitem isusableby a given character
between 8 hour periods of rest. Bonus spell items should be
held or worn.

* A +1 spell adder allows a character to cast one extra spell
between 8 hour periods of rest in addition to those which
he can normally cast by using his power points; a +2 spell
adder allows 2 additional spells; a +3 spell adder allows 3
additional spells; etc.

* A x2 spell multiplier doubles the number of power points
available to a character between 8 hour peryods or rest; a x3
spell multiplier triples his power points; etc.

Maaic Items WrtH BoNUSES

Magic items with bonuses (e.g., a +10 mace, a +§ lock
pick, asetof +15 chain, etc.) add their bonusto the total skill
bonus of any skill thar normally utilizes an item of that type.
For example, the use of a +10 mace would increase a
character's Off ensive Bonus by 10, a +5 lock pick would
increase his Pick Lockskill bonusby 5,andaset of +1S chain
would increase his Defensive Bonus by 15. The use of such
iterns does not usually require a Use Item static maneuver roll
(Section S.4.2, p. 33). Such bonuses apply to any appropriate

rolls by any character using rhe item.

Macic ITEMs CONTAINING SPELLS

Cerrain 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 isstill subjectto the
effects of spell failure (as well as
Corruption Points if the GM is
using that optien).

Nornally in order for a char-
acter to use an (tem or rune, he
must successfully make a static
maneuver roll on the Read Rune
& Use Irem column of Table
MT-2 (p. 243). Irems that a
characterstarts the game with do
not require such a roll from the
character that they are keyed to.
A Gamemaster may wish to in-
clude other special items that do
not require a Read Rune roll or
a Use Item roll, or which casta
spell with no preparation modi-
fications (instantaneous).

Spells from this type of item fall into one of several
categoriest

RunePaper: A scroll withaspell inscribed oniit, the spellmay
only be cast once from the rune paper bef ore it disappears,
A piece of rune paper may be reused by placing another
rune on it by using a spell from the Spell Way list
(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 the 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 certarn number of times each day.

Charge Spell Item: A magic item containing aspell that may
only be casr a limited number of times (called its number
of charges). Then the item is exhausted (lost its charges)
and the spell may no longer be cast. The size of the item
determines the maximum number of charges and the
maximum level of the spell:

Minimun Maximum Maximum

Length # Charges  Spell Level
‘Wand I' 10 2nd
Rod 2.8 30 Sth
Staff S) 100 10th

Magaic ITem RELATIVE VALUES

The open use and availability of magic items is very rarein
Middle-earth. Infacta Gamemaster may wish to prohibit the
buying and selling of magic items, perhaps. only allowing
limited trading of such items. At the very least, we suggest
that magic items only be bought, and sold in large cities orin
special civilized areas. And then, the transacrions must be
handled quietlyand discretely. Normally, no more than 50%
of the relative value of an item may be obrained when selling
it for money.




Note: Many buyers will give no credence 10 a “magic™ weapon.
Ratber, they will want to bear its capabilities and test the weapon
Jor themselves. E ., this sword is sharp, it cleaves chainmail like
buater.

To determine the relative value (i.e. price Jof amagic item,
first check the Equipment and Price Table ST-4 (p. 255) to
dererminethe base price of the item. The base prices foritems
containing spells (not including the cost of the spellitself) are
included in Table ST.7 (p. 260). If a magic item contains
aspell, there is an additional cost added to the base price.

If a magic item has a bonus (sce above) or is especially
lightweigh, its base price (and any additional cost) is multi-
plied by a factor given in Table ST-7.

Example: A few sample magic itemns and their costs follow:

Staff of Firebolts — 500 gp + 5 p
100gp — since it is a “Staff” charge items
5ep — normal Quarterstaff price
00 gp — since Firebolt is a Gth level Spell

Rod of Waterbolts — 180 gp + 3 ¢p
30g — since itisa “Rod” charge item
3¢ — anestimateof a rod price

150 gp — since Waterbolt is a 91 level spell

Wand of Shock Bolts — 40 gp + 1 ¢p
10gp — sinceitisa “Wand” charge item
[ @ — anestimate of @ wand price

30 & — since Shock Bolt is a 2nd level .rpc”

Wand of Calm Il — 80gp + 2 p

Calm I is a 2nd level spell just like Shock Bolt,

bur it is a Channeling spell so the price dowbles
Dagger with Daily II (twice per day)

Levitate Spdl — 245 ¢p + 3 sp

20gp — sinceit is a "Daily” item
3sp — since it is a dagger

225 gp ~— 150 gp since Levitate is a $th level

spell, +75 gp since it is twice per day.
Ring with Daily 11

Levitate Spell — 90 gp + ring price

Price of Dagger above is doubled since a ring is smaller.

Potion of Haste L — 100 gp
10 gp — for a vial of Potion
90 gp — since Haste Lis a 61h level spell

+15 magic Handaxe — 1250 sp = 125 gp
5sp — cost of a mormal +0 handaxe
x250 — nm[n'pk due to +15 bonus

ST-7 — MAGIC ITEM PRICING TABLE

COST =
(Base Cost + Additional Cost) x Muleiplicative Factors

MULTIPLICATIVE FACTOR:

Dhe to Item Bonus Due to Item Weight
[Cx...+5 boms Ix ........ 100% of weight given
50x....+10 bonus 10x ....80-99% of weight given

250x ... +15 bonus S0x ....60—-79% of weight given

[000x ....+20 bonus [00x ....40-59% of weight given

5000x ... +25 bonus

BASE COST:
* A piece of Rune Paper (holds one spell)................. Igp
* A vial of Potion (holds one spell) ..........cccoeenee........ 10 gp
* A Charge Item:
Wand ..cccoooenee 10 gp + the nonnal cost of the item
Rod........ .30 gp + the normnal cost of the item

Staff .......cce0e0.... 100 gp + the nonmal cost of the item
* A Daily ltem ........... 20 gp + the norrmal cost of the item
* +1 spell adder 50gp
* +2 spell adder 100 gp
* +3 spell adder 200 gp
* +4 spell adder ........ 400 gp
* x2 spell multiplier 200 gp
* x3 spell multiplier 400 gp
* A bonus tem e the noninal cost of the item

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

Type of Item Level of the Spell in the Item *

Or Bonus I 2 3 4 6 7 8 9 10

Rune Paper 3 10 20 30 40 60 80 100 125 150
Potion 5 IS 30 45 60 90 120 1SO 200 225
Dolylemt 1S SO 100 400 500 600 7S

Wand 10 30 ‘ — — e

Red 40 80 120 150 200 — — == o =

Staff 100 (R10) 200 250 300

400 500 600 700 800

* - Channeling spells cost double these prices.

Note: Recharging a wand. rod or staff after it has been exhausted costs half of the above—although, finding someone with both
the skill and che willingness to perform such an operation may be difficult.

t —Once per day; add half of factor for each additional time per day.

73

Part IV
The Wordd

Section

I5.5

Summary
Table
ST-7



Part IV
The World

System

Sections:
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 cruel deities and the worship of
Darkness. Other pantheons reflect some local perception of
andbelief in some or all of the Valar. This is particularly true
in northwestern Middle-earth, where the Elves and enlight-
ened Men know of the true nature of those on high.

ERU AND THE VALAR

Eruis Arda’s One God, and the Valar are his servants. Ir
is the Valar who live in Aman. Eru originally assigned them
the guardianship of the world. Although they removed
themselves from direct interaction with Middle-earth fol-
lowing the Downfall of Niimenor in S.A. 3319, they still
attempt to maintain the balance of things. Through their
agents(the Wizards or Istari), they aid the Free Peoplesin the
struggle againstSauron. The Valar feel justified intervening,
since they are doing no more than righting a wrong and
combattingpower with power.Boththe Wizards and Sauron
are lesser Valar, those beings called Maiar.

The Valar include a number of beings who normally exist
as spirits and only take physical form when dealing with
lesser creatures or visiting Middle-earth. Some—Ilike
Morgoth, Sauron, and the Balrogs—have become enslaved

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 major factors in damage to
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 of attacks, fuunbles, failure,
spells, etc. Injury takes rhe form of hits, hits per round,
stunned rounds, subtractions from activity, and specific
injuries to various parts of the body. These injuries are

detailed in Section 8.3.1 (p. 50-52).

DEATH

Death (departure of the soul) occurs in one of four ways:

1) Immediate Death — An injury occurs which causes the
character to die immediately. This usually is che result of
a critical strike from an atcack.

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 depatt after 6
rounds. If someone heals enough of these hits (bef ore the
6 roundsareup)todropthetotal underthesum mentioned
above, then death will not occur due to excessive hits.

48 16.0 * RELIGION
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in their 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 detailed descriptions of the Valar can
be found in Section 1.0 (p. 6-7). It is they who are most
revered by the inhabitants of Middle-earth. Within cheir
group the eight Aratar (“Exalted”) are preeminent: Manwg,
Varda, Ulmo, Aulé, Yavanna, Nimo, Nienna, Oromé, and
Morgoth. Theothersix greater Valar are: Viina, Nessa, lrino,
Esté, Vairé, and Tulkas.

Rememberthat the Valar are worshipped bymany peoples
under different names and with unique belief's. Some folk
revere specific Valar above all others simply because the Vala
has power over locally significant natural influences. For
instance, Ulmo might have more significance to a coastal
race, and he might be called by a totally foreign name.

RELIGIOUS W ORSHIP
Religious practices vary with locale, bur those found in
northwestern Middle-earth are generally inf ormal. Personal
meditation and inf requent communal celebrations dominate
the ritual life of the region. Elsewhere in Middle-earth, strict
or formal religious norms are more widespread.

17.0 « INJURY, DEATH, & HEALING &5k

3) Death After a Number of rounds — Certain injuries (i.e,
usually critical results) indicate that a character will die
af ter a number of rounds pass. If such an injury is healed
before the rounds have passed, the character will not die
due to the injury.

4) Special — Certain special spells or occurrences may lead
directly to death (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, the
body will begin to decay normally. As a body decays the main
effect is the deterioration of stats due to a lack of oxygen flow
to the brain. Each round af ter death has occurred, a roll must
be made on Table IHT-I for each of the character’sstats to
see if thatstat is reduced. The Lifckecping spell will not affe
this type of decay.

Once any stat reaches zero or below, the character’s soul
will not return to his body through noninal means (spellsor
herbs).

If all of the injuries to a character that caused death have
been cured (or a Preservation spell or herb has been used), the
character will be in a coma until his soul is returred. In such
a case, decay still occurs, but it is dramatically slowed. A roll
on Table IHT-1 is only required once a day for each stat.In
thiscase, the column headings ref erring to rounds are used &
refer to the number of days after death.



HEALING

In a fantasy role playing game, healing is very important.
It determines how often characters die and how much time
and money are required for recovery from injury.

NATUrRAL HEALING & FIRST AID
[njuries heal naturally and may be temporarily patched as
fOllOWS:

Hits — One every hour if resting; one every 3 hours if not
testing.

Hits per round — A bandage andcompress willstop 1,20r 3 hits
perround (or reduce a hits perround “wound” by 3}. This
effect will continue only if the character does not domore
thanwalk during the next 8 hours—the hits per round start
again if he does more than walk.

A tourniquet will stop 4 to 1@ hits per round froma limb
wound. Until the wound is healed the tourniquet must be
loosened once every 24 rounds—at which time, the char-
acter takes 3 hits per round for S rounds. If the tourniquet
is not loosened, the limb will be lost.

Subtractions to Activity — These are eliminated and
activity is restored to normal when the Injury causing them

is healed.

An estimate of the average natural recovery time for
specificinjuries is provided in Table IHT-2. These times are
based upon a period of rest and recuperation, and proper
ueatment(e.g., setting of broken bones, bandaging of wounds,
proper nutrition, etc.). The Gamemaster should base the
severity upon the description of the damage.

HeAunNG WITH SPELLS
There are Animist base spell lists that allow them to heal
injuries, preserve the body, and prevent the soul from leaving

the body (Appendix A-4.6, p. 206-209):

* The Preservation spell on the Direct Channel list (p. 206)
slows the decay of a dead body as outlined above.

* The Lifckeeping spell on the same list will prevent the soul
from leaving a dying body (see above). Once a soul has
actually left a body (i.e., death has occurred), Lifekeeping will
not bring it back.

* Lfepivingis required to bring a soul back to a body. Lifegiving
is as least a 12th level spell, and thus is not normally
castable by MERP player characters. A GM may wish to
make this spell available to high level non-player characters
(egs Elrond, Galadriel, Radagast, etc, might have this
spell).

The effectiveness of a Lif egiving spell depends upon the
caster’s level as given in Table IHT-3. For each “death,” a
Lifegiving spell may be attempted a maximum of five
times—once at 1 2th level effectiveness, onee at [Sth, 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
(Appendix A-4.5, p. 203).

If characters wish topay forhealing spells, the Gamemaster
should determine if the required level of Animist s available
(this is part of the development of a civilized area, Section
12.1p.62). The suggested price isat leastthelevel of the spell
times the level of the spell caster (in gp). This price is of ten
treated as a “donation.” Certain Animists may heal all
comers, their own people for free, or those who “donate” all
that they can.

HeaLmGg with HERsS
Healing herbs are another form of healing. Table ST-S (p.
256-257) provides the following inf ormation 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 are
treated as 20ch level Lifeggiving spells for the purposes of

failure, recovery, and limitations on casting.

IHT-I — STAT DETERIORATION TABLE

ROUND AFTER DEATH
Roll [se.6th 7¢h-18th  After 18th
1-10 0 0 0
11-25 0 0 {k
26-50 0 1 2
SI-75 1 ) 3
76-90 I 2 4
91-00 1 3 S
IHT-2 — RECOVERY TABLE
SEVERITY
Type of Injury Light Medium  Severe
Burn/Tissue 3 days 10 days 25 days
Bone/Muscle/Tendon S days 15 days 35S days
Head/Intemal Organs 2 weeks 2 months  vartes

IHT-3 — LIFEGIVING EFFECT & PRICE TABLE

Lvi of % Chance of Days Required Suggested

Caster Failure For Recovery Price
12th  10% xDays Dead 100 x Days Dead  1SOgp
ISth 5% xDays Dead SO x Days Dead  250gp
I7th  2%=x Days Dead 20 x Days Wead 350 gp
20th 1% x Days Dead S x Days Dead 500gp
25th 1% x Days Dead none 300gp

S
75

¥

Part IV
The World

System
|\

5 >

Section

17.0
Injury &
Healing
Tables:
IHT-I
IHT-2
IHT-3



76

L

Part IV
TheWorld
System

Watch-tower

There are many different elements of fantasy role playing
that add detail, flavor, and realism. Many of these elements
of a real world can not be covered. A few of the more
important remaining topics will be discussed in this section.

' Poisons
Poisons are an interesting play aid because they add danger
and excitement to even the most simplistic atrack or trap.
TableST-5 (p. 256-257) givesa selection of usefiil 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 the Dark Lord to decimate the populations of certain
regions. Table ST-5 (p. 256-257) gives a summary of the

source and effect of certain diseases.

Buymc

Many areas of Middle-earth will operate on a barter
system (see boxed text on the next page). Thatis, trading and
exchanging goods of approximately equal value. Cash values
can be a comparative standard f or those using barter. Table
ST-4 (p. 255) can be used for approximating the relative
barter values of various goods. However, it is of ten easier to
handle buying and selling on a cash basis.

SELLING
The prices given in Table ST-4 are those given if charac-
ters are buying goods. The value of magic items can be
determined as described in Section 15.5 (p. 72-73). If
characters try to sell goods in a civilized area they can
automatically get 50% of the normal price: that is, if a buyer
can be found (e.g., abuyer fora staff that casts fireballs might

be hard to find at a country inn).

Section

18.0
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A character can attempt to get more than S0% by making
a static maneuver on the Influence and Interaction section of
the Static Maneuver Table MT-2 (p. 243). This roll can be
modified by any Tradingskillbonus (Appendix A-§, p. 2[2-
213).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 character is trying to get.
* The person he is trying to sell to (e.g., what s his experience
in trading and how much does he want the goods).
* His trading techniques (e.g., if he tries for 80%, gets a

partial success result, and then lowers his asking price to

70%, the difficulty may drop for a 2nd roll.

MonNEy
We suggest that money be in the form of coins, each
weighing 1/ 4 of an ounce (64 to the pound). The coins have
dif ferent values based upon the metal (mithril, gold, silver,
bronze, copper, or tin) that they consist of:

1 mithril piece (mp) = 100 gold pieces (gp)
I gold piece (gp) = 10 silver pieces (sp)

[ silver piece (sp) = 10 bronze pieces (bp)

I bronze piece (bp) =10 copper pieces (cp)
1 copper piece (cp) = 10 tin pieces (tp)

Mithril coins are very rare and may not be taken for ful
value everywhere. In Middle-earth, mithril coins are mere
common in early to mid-Third Age, their value at the time

dropping to 50 gp or even 10 gp.

Note: Except for mithrit coins, the value of each 1ype of coinis 10
tirnes the value of the next fower coin. Thus the value of an armount
of money (of less than 10 gp) can be written as a 5 digit rsamber,
with the lst digit representing gofd pieces, the 2nd silver, the 3rd
bronze, the 9th copper and the last tin (e., 63251 is 6 gp, 3 sp,
2 bp, 3 ¢p,and 1 1p). Then costs and prices can be added and
subtracted as base 10 numbers (see example in Seetion 25.0, p.
92)

WEATHER
Determining the daily weather is important when adven-
turing, Table ST-8 (p. 261 provides a method for determin-
ing the temperature and precipitation of a given day. The
Gamemaster should:

I) Determine the month.

2) Determine the general climate of the area (e.g., warm and
humid, cool and dry, hot and dry, etc.).

3) Determine the temperature.

4) Determine if there is precipitation, how much and wha

kind.

The numbered monthscorrespond roughly to the months
as they are in North America(i.e., [ is January, 2 is February.
etc.). The Elven names for the months are also provided. The
pattern will be the same for different hemispheres and
temperature zones, but the local seasonal cycle may vary by
as much as 6 months.



® ECONOMICS IN MIDDLE-EARTH @

Onlyin the largest cities of Middle-earth (e.g., Minas Tirith,
Minas Ithil, Tharbad, Anndminas, Fornost) is the exchange of
coinage forgoodsusual and commonplace. In the rutal lands of
Amor and Gondor, among different cultures (the Woodmen
and the Woses, to name but two), and in the havens of the
imiortal Eldar, different ways of distributing wealth are used,

Note: InMid dle-ear!b, acofn isa specific measure of a precious metal
rather than « symbof ofa governmml’: promise to vedeem thecoin ( its
materials gmcraﬂ y worth lmle) with somzl.‘u'ng of value (oflm goM
orsi'fw'r). Thus the coins gﬂongfanm &:'ngioms ( such as Nuisnenor )
bave value centserics or millesmiia after the authorities that minted them
bave ceased to e xist.

Barter is the most widespread commercial system employed
in Middle-earth. Goods are exchanged for goods. A Woodman
hetbalist trades her healing salves for a woolen cloak. An
Eriadoran shepherd swaps his bale of wool for a sack of
wheatberries. A Lossoth hunter gives a fresh polar bear carcass
for a reindeer trained to pull his sleigh.

Even in areas where coinage is typically used, people fre-
quently engage in barter-based exchanges. The reverse, how-
ever—coin given in places where barter rules supreme—is not
always possible. The degree of isolation is the key element
determining the outcome.

Isolated societies that don't use coinage have little use for it.
Consider the Easterling warrior off ered gold for one of his fine
horses. The horse can run beside him as he rides his nomadic
arcuit, bur the goldis heavy and would have to be cartied. The
horse, as part of a herd, might gain him a beautif ul wif c—er
alone might be exchanged fora kingly tent. The gold could be
traded for nothing owned by the members of his tribe. And he
enceunters a Gondorran 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!

Wote: Nat all nonadic socicties eschew cainage. The Fasterlings—
raiders who mcasure wealth in horseflesb—do so, However, nomadic
traders, such as the Haradrim, findeoins,gems, and jewelry to bethe

most tOIHPH{! way to transpovf \thb

The other predominant method for distributing wealth rests
upon ties of kinship and sovereign obligation. In this system, a
lord is required by law or by tradition to supply his vassals with
certain commodities-—typically food, shelter, clothing. tools,
and weapons—f or the vassal's family and dependents.In turn,
the vassal provides a portionoftheseitems to retainers and their
families who have pledged fealty to him and to his lord.

Typically. within this “hicrocratic system,” a retainer or
vassal who performs a deed of great courage (or celebrates an
event of strong portent) may receive gifts from the lord in
commernoration of it. Gems, jewelry, fine garments or furnish-
ings, land, a manor, a high-couraged steed, the right to hold
oaths from more retainers---these are examples of such pre-
sents.

Most of the societies and cultures of Middle-carth employ
a unique mixture of the three major systems of exchange. The
Eldaruse the hierocratic systeminits purest form. TheDt'inedain,
heavily influenced by the Elves, mix it with free markets based
on coinage. The Woses rely exclusively on barter to effect
exchanges. The chart below provides specifics.

Dwarves—limited hierocratic exchange (the King to his vas-
sals); widespread free market based on coinage; barter is rare.

Umli—limited hierocratic exchange; exclusively barter other-
wise.

Eldar---exclusively hierocratic exchange (Lord to vassal to
retainer); guests from other cultures must be supported by
gifts, uncil they depart or(rarely) are allowed to pledge fealty.

Avari—varies along a spectrum with hierocratic exchange at
one end and barter at the other; coinage-based free markets
are very rare.

Hobbits—Ilimited hietoeratic exchange (King of Amor to the
Thane); extensive free market based on coinage; some barter.

Beormi'ngs—largely hierocratic exchange; some barter; in the
Third Age, after the Quest of Erehor, Beorning Lords

accepted coinage from travellers.

Black Niimenéreans—verylimited.largelysymbolic.hierocratic
exchange (among the highest nobles); widespread coinage-
based freec market; some barter.

Corsairs—predominant hierocratic exchange; large, supple-
mental coinage-based frec market; some barter.

Dorwinrim---coinage-based free market and extensive barter.

Dhinedain—predominant hierocratic exchange; large. supple-
mental coinage-based free market; considerable barter.

Dunlendings—Iimited hierocratic exchange (typically just
shelter and food); widespread barter; limited amounts of
coinage accepted from outsiders by all but isolated tribes.

Easterlings—varies by tribe; in general, exclusively barter;
coinage not accepte«i.

Eriadorans—widespread barter; limited hierocratic exchange
(Arnorian vassals to retainers);, some coinage used in villages.

Gondorians—widespread coinage-based free market; limited
hieroeratic exchange (Gondorian vassals to retarners); some
barter.

Haradrim—Ilimited hierocratic exchange (division of booty
after raids); widespread free market based on gold jewelry;
coinage accepted.

Lossoth—exclusively barter,

Rohirrim---limited hierocraticexchange (patrvarch co his fam-
ily; weapenry and war gear guarantied by the King to his
Marshalls and their troops); widespread free market based on
silver coinage; widespread barter.

Variags—exclusively barter; coinage not accepted; limited
hierocratic exchange (division of spoils after raids).

Woodmen—exclusively barter; some coinage accepted.

Woses--—exclusively barter: coinage not accepted.

Orcs—pre-dominant hicrocraticexchange (Orc-lord or Sauron
to his minions); supplemented withstealing by violence orby
stealth; coinage accepted willingly.

Wild Trolls—no system of voluntary exchange; all accom-
plished by stealing-—-using violence or stealth

Black Trolls—pre-dominanc hierocratic exchange(Sauronto
his minions); supplemented with stealing by violence or by
stealth; coinage accepted willingly but not truly understood.

Half-trolls-—pre-dominant hierocratic exchange (Sauron to
his minions); supplemented with stealing by violence or by
stealth; coinage accepted and valued as among civilized
mannish societies.
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* PART V o

DESIGNING A CHARACTER |

MERP is a role playing system designed to handle (simu-
late) characters between Ist level and IOth level. It makes
certain restrictions and simplifications that are intended o
make learning fantasy role playing quicker and easier.

People whomasterthe entiresystem and want more detail,
realism and higher level characters should consider ICE's
modularized Rolemaster system. Arms Law & Claw Law details
non-spell combat, with expanded critical table, expanded
armor types, martial arts, and individual weapon attack
tables. Spell Law details and expands spell lists and spell
casting; it contains I I 2 spell lists, over 2000 spells, spellsup
ro 50ch level, IS5 types of spell users, and evil spell lists.
Character Law presents an expanded character development
system, with |9 prof essionsand a more detailed treatmentof
stats and other factors affecting a character.

In a fantasy role playing (FRP) game, you (as a player)
assume the persona of an individual character—your player
character.

If you are not using a character template (see Section 3.0,
p- 21, you must first "design” (i.e., generate or create) your
player character. You must determine your character’s at-
tributes, background, physical appearance, skills, etc. In
shott, you must determine all of the various factors that
control what your character is capable of doing in a fantasy
role playing environment. These factors are described in
detail in Section 5.0 (p. 26-41).

To design your character, you should perf orin each of the
following steps (as described in Sections 19.0-27.0. p. 79-
97):

[) Decide in general 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 saits and background.

6) Develop your characrer’s adolescence skills.

7) Develop your character’s apprenticeship skills.

8) Outfit your character.

9) Total your character’s penalties and bonuses.

10) Develop a persona for your character.

® — These sceps are interrelated and may aftect each other.

THE CHARACTER RECORD SHEET

The Character Record Sheet (Appendix A-9, p. 227) is
the key to designing your character. This sheet is organized
to aid you during the design process. As you follow each step
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 photocopy 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 Character Record
Sheet to keep track of your character.

If the Gamemaster and players wish to avoid the process
of generating characters, they can use the character templates
(Section 3.0, p. 21 and Appendix A-I. p. 113-145). In
addition, the Master Character Table ST-3 (p. 252-254)

gives average bonuses for the various prof essions and levels.

WHAT TYPE OF CHARACTER TO PraAY?

Before beginning to design your character, you should
make a general decision as to what general type of character
you want to play. This decision should concern your character’s
profession, race, and physical and mental ateributes.

Example: The player that will be developing and controlling the
character in this example and the rest of the examples pmtnlld in
PartV basread The Lord of the Rings and wants topla ya characier
similar to Aragorn IL Thus in general, ke wants 1o gererate a
character who is @ Dsinadan Ranger with good physical stats. This
exarmple character will be called Galadhil

Togive the readers an ideaof the differcnt types of characters that
truty be developed, bere are some of the characters from The Lord of
the Rin gs (usually of very high level) and their races and professions
in MERP tenns.

Aragorn II ... Dsinadan Ranger

Etrord......... Half£lf Animist

Eomer Rohir Warrior

Frodo ...... Hobbir Scost

Caladriel Noldo EIf Mage

Gandalf .......... Huran Mage (veally one of the Istan)
Ginbli v.......... Dwarf Warrior

Glorfindel ........ Noldo Lif Bard

Legolas............. Sinda Elf Warrior

Radagast........ Human Animist (really one of the [stari)

LOR Note: A LOR character is designed by choosinga
character type, assigning six skill bonuses, and totaling
the bonuses. In MER Pthis process is a bit more involved,
but is vety similar. Steps 1-5,8, and [0 above correspond
to "choosing acharactertype” in LOR, whilesreps 6 and
7 correspond to "assigning skill bonuses,” and step 9
corresponds to "totaling the bonuses.”




you must generate the stats which detetinine your character’s
mental and physical prowess. Section S.I (p. 27) describes
the six MERP stats;

Stat Abbreviation
Strength ST
Agility AG
Constitution CO
Intelligence " IG
Intuition I4[e
Presences. .. 3w a biun A o e ot PR

To determine the stats for your character, first make six
rolls (1-100) and record thetn on a piece of paper. Ignore
rolls of less 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
record them on your Character Record Sheet.

Note: K‘CP in n]i”d !bﬂ‘ W}JE” a Pmﬁsﬂ.oﬂforyour [bara[tﬂr s
chosen (Section 210, p. 82-83), the value assigned to the “prime
stat” for your character may be replaced with a value of 90. IThus,

it is often a good idea to assign your lowest stat to the prime stat_for

the prof ession you are planning to chose.

Note: In addition, if you plan to play an Elf, you rmust assign a
tertain stat 1o your Presence stat. Fach Noldo Elf ruust assign bis
bigbest stat to bis Presence, eachSinda Elf must assign one of bis o
bighest stats to his Presence, and each Silvan EIf must assignt one of
his three highest stats to his Presence. Flves have certain advantages
over the “mortal” races and in ternis of a fantasy role pla ying game,
this is reflected by this restriction on how they assign their stats.

stat bonuses should also be recorded (Section 27.0, p. 96,
and Table BT-T).

Toobrain your character’s Appearance (AP), make a roll
(I1-100. do notre-roll 01-19). Then add your character’s stat
bonus for Presence (see Table BT-I). Treat results greater
than 100 as 100, and treat results less than one as OI. If the
Gamemaster allows it, your character may exchange his
Appearance with one of his stats. We suggest that this only
be allowed if the character’s Appearance is increased by the
exchange.

You should now have one value (between 20 and 00
inclusive) foreach of your sixstats. Remember, the higher the
statthe more capable your character will be when performing
an action using that particular star. At this point the normal

Example: Our character, Caladhil, makes 6 stat rolls: 91, 98,
07,44, 85, 28. Since the 07 is less than 20, be rolls again and
getsa 63, These are the 6 values thathe may assign to bisstats: 91,

BT-1 — STAT BONUSES TABLE

Power
- Star Bonus Points *
102+ +35 4
101 +30 3
100 +25
- 98%0 gy
1 95.97 +15
90-94 +10
75-89 +5
25-74 0
10-24 5
5.9 -10
3-4 -15
1 25

*—Power points are required for casting spells (see Section
84, p. 54). The number (based upon Intelligence or
Intuition) given above is multiplied by the character's
level to obtain the character's power point total.

98, 44, 85, 28, and 63. The player has read abouns Aragorn the
Ranger and thinks that he wants to be that type of character. Galadhil
wanis to be strong, guick, and still be able o cast sonte spells. Since
a Ranger bas Constititton as a privie stat, he kriows that be will
be able 1o replace one of his low rolls (the 28) with a 90 when he
chooses his profession. So be assigns his 6 stats as indicated below.

He bad to place bis 85 in Inndtion in order to have one power
pointper level (see Tahle BT -1), otherwise he would be unable to
cast spells (Section 5.6, p. 36 ). Galadhilkas also looked s p bis stat
borntuses from Table BT-1 and recorded them.

A 77 is rolled for Appearance, and with a Preserce stat bonus
of +3, Caladhil's Appearance is 82 (fairly good-looking). He
decides not to exchange this 82 with one of his stats.

Noomal
Stat (Abbr.) Value Bonus
Strengch (ST) 98 420
Agility (AG) Ol _+10_
Constitution (CO)  _28 o0
Intelligence (IG) 44 _+0
I[ntwstion (IT) &5 _*5
Ptesence (PR) _63 _+0
Appearance (AP) 82
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Therearea variety of Middle-earth culture/races that you
may choose for your character. These culture/races are

T 20.0 « CHOOSING CULTURE & RACE
L

described in Appendix A-2 (p. 146-179) and are listed

Part V
Dc:':.t..'..g. below. You may not choose to play an Eif if you did not
er assign one of your highest stats to Presence as outlined in

28 ¥ Section 19.0 (p. 79).

Non-Mannish Culture /Races:

Half-elves Dwarves Waild Trolls
Noldo Elves Umbi Olog-hat
Sinda Elves Common Orcs Half -trolls
Silvan Elves Uruk-hai

Hobbits Half-orcs

Mannish Culture/Races:

Beornings Dunlendings Lossoth
Black Nimenéreans  Easterlings Robhirmm
Corsairs Eriadorans Variags
Dorwinrim Gondorians Woodmen
Dtinedain Haradrim Woses

The culture/race you choose affects your character's
bonuses for skills, development during adolescence, special
abilities, appearance, and certain other factors (Appendix A-
2, p. 146-179). Once the race (or culture) is chosen, you
should record it on your Character Record Sheet. You
should also record any stat bonuses and Resistance Roll

Promontory bonuses due to culture/race (Table BT-3, p. 81).
in Rbudaur
ResTricTioNs oN CULTURE /RACE

The Gamemaster may wish to restrict the players’ choices
to certain “acceptable” culture/races. For example, a GM
may not want to allow you to have a player character Orc or
Troll because members of those races are usually subject to
external domination(evil masters, such asNazgilor Sauron).
However, a GM running agame set in the 4th Ageof Middle-
earth (i.e., after the destruction of Sauron and The Ring)
might allow player characters to be Orcs and Trolls.

In order to get a feeling of which culture/races are 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 special modifica-
tions for these races.

The GM may wish to require a random determination of

culture/race using the Culture/Race Table CGT-3 (p.81).

PHYSICAL APPEARANCE

You must determine the factors that make up your
character’s physical appearance: height, weight, hair color,
eye color, gender, age, and so on. Your Gamemaster must
decide whether to assign these factors or whether you may
choose them within the limits given in the racial descriptions

in Appendix A-2 (p. 146-179).
In addition, you may want to give your character a
“demeanor.” Thisis an indicator of the general attitude that
your character seems to present to the world. This is up to
you and your Gamemaster, but typical demeanors include:
calm, aloof, stetn, neutral, angry, sly, greedy, silly, scubborn,
) stupid, rude, etc. For more examples, you can refer to the
Section Personality Role Traits listed in Section 4.0 (p. 24-25) and

20.0 J§ Section 22.0 (p. 86-87).




LANGUAGES
The languages that your character knows are given in the
culture/race descriptions in Appendix A-2 (p. 146-179)
and are summarized in TableST-I (p. 249). Characters may
team other languages as they adventure.

CGT-3 — RACE/CULTURE TABLE

Ist 2nd
Roll Race Roll Raceor Culture
0I-03 Hobbit 01-0S MGnadan
0408 Umli 06—10 Rohir
09-21 Dwarf 11-15 Beorning
22-25 Wose 16-20 Woodman
26-75 Mant 21-25 Dorwindan
76-78 Half -elf 26—30 Lossadar
79-91 Sdvan Eif 31-54 Eriadoran
92-97 Sinda EIf 55-78 Gondorian
9800 WNeldo Elf 79—83 Dunlending
* O 84-86 Easterling
* Uk 87—-89 Haradan
®*  Halforc 90-92 Corsair
* Half-troll 93-95 Variag
*  Wild Troll 9680 8lack Nimendrean
*  Olog

* — These races are not normally player characters.

F— This classification includes many separate sub-races {or
cultures), A second roll may be made to determine the

specific race {or culture).

Example: Still thinking of Aragorn, Galadhil chooses to be a
Dsinadan (the singular of Binedain). He records this in the
“Race” space, and looks up and records his special vacial modifica-
tions from Table BT-3.

After reading the racial description of the Drinadan, the player
decides that Galadhil will be 6’5, 225 Ib., with black hair, grey
eyes, and a stern demeanor. He also records which languages (and

to W}Jﬂf 1’!"1/() a leiﬂdddﬂ ;\’ZIOWS.

Name: Galadhil
Culture/Race: Dunadan
Profession: Age: 23
Realm: Gender: Maie
Height: 65"  Weight: 225 1bs.
Hair: DBlack Eyes: Grey
Demeanor: Stern
Normal Race
Stat (Abbr,) Value Bonus Bonus
Strength (ST) 98 +20 5
Agility (AG) AN _+10 0
Constitution (CO) 28 0 _+l0
Intelligence (1G) “Uop s 0 o0
Intuition (IT) &5 DS _+0
Presence (PR) _63 200 _ 5
Stat Items Special Total
Po'ison RR Bonus: co. 5 _ RR
Disease RR Bonus: CO__ +5 RR
LANGUAGES: Rank
1) Adonate ¥
2) Westron =5
3) Quenya =l
4) Sindarin =

BT-3 — SPECIAL RACIAL MODIFICATIONS TABLE

Stat Bonus Modifications

Resistance Roll Modifications

ST AG CO 1G KL PR Essence Channeling Poison  Disease
Hobbit -20 +15 +*I'S 0 -5 -5 +50 +20 +30 +15
Usnli +5 0 +10 0 -5 -9 +20 0 +5 +5
Dwarf +5 45 +I 3 0 -5 =) +40 0 +10 +10

Half-elf £5 kS

0 0

Silvan EIf 0 +10 0 +5
0 +I0 0 +5

0 +15 +5 +5

Haif -arol! +10 -5 +10 -5 -5

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

0 +10 +100

-5 0 0 +15 +35

Troll +15 -10 +15 -15 -IS -10 0 0 +30 +10
Olog-hai +28 -5 FIS -5 -10 -10 0 0 +20 +10

ST = Strength; AG = Agility; CO = Constitution; IG = lnrelligence; 1T = In uirion; PR = Presence

=
31
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At this point, you must choose one of the six professions
and record it on your Character Record Sheet. The
Gamemaster may wish to restrict certain culture/races from
choosing certain prof essions(e.g., Dwarves and Hobbits may
not be 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).

PRIME STAT
Each profession has one stat which is that profession’s
“prime stat” (see below and Table BT-6). If you wish, you
may replace the value previ'ously assigned to your character's
prime stat with a 90.
The character should also toral his stat bonuses at thts
point and record thar he is Istlevel and has 10000 Experi-

ence Points.

REALM AND PowER PomnTs
You should choose a realm of magic (Section 15.0, p. 70)
at this point. This is automatic for Mages (Essence), Ani-
mists{Channeling), Bards(Essence), and Rangers (Channel-
ing). Warriors and Scouts have the option of choosing either
Essence or Channeling.

21.0 * CHOOSING A PROFESSION

You should also record how many power points (Section
5.6, p. 36) your character has for casting spells. The number
of power points your character gets per level can be obtained
from Table BT-1I, using your Incelligence stat (if your realm
is Essence) or your Intuitron stat (if your realm is Channel-
ing).

Example: Goladhil chooses to become a Ranger. H e records this
along with the other factors detesmined at this time: bis Realm (for
casting spells) is Channeling (since he is a Ranger ), bis levelis Ist,
and he bas 10000 axcperience points. He also (dzwr{y) decides to
replace bis prime stat as a Ranger, Constitstion, with a 90. This
is done and the stat bomes is uppraded fran + 0 to +10. Since bis
Realm is Channeling, bis Power Points are determined by
Tntuition; from Table BT -1, we look upand record that bis Power
Point totalis 1. Finally, Galadbiltotalshis normalsiathonuses and
bis racial stat bonuses to obtain his total stat bonus.

Profession: Ranger Agc 23
Realm:__Channeling Gender: _ Male
Normal Race Total
Stat (Abbr.) Value Bonus Bonus Bonus
Strength (ST) 98 +20 +5 +25
Agility (AG) 91 410 «0 +10
Constitution {CO) _90 +10 +10 +20
Incelligence (1G) 44 +0 0 +0
Intuition (IT) &5 *5 +0 +5
Prescnce (PR) 63 +0 *$5 +5
Current Level: I
Experience Pomts; 10,000
Power Poinss: !
THE PROFESSIONS

Each character must have a profession, somerimes called a
character class. Your character’s prof ession reflects the fact
that his early training has moulded his thought pattesns,
thereby affecting his ability to develop certain skills and
capabilities. A profession does not prohibit the development
of skills, it merely makes some skills harder and others easier
to develop. Any character can develop any skill under this
system. Descriptions of the six professions follow.

BT-6 — PROFESSION TABLE

Scout

Channcllng.

Bard PR

Essence

Prime
Profession  Stat Realm Profession Skill Bonuses (per Level)
Wamor ST Ess.or Chan, (+1)-general skills; (+2)-Body Development; (+3)~weapon skills
AG Ess.or Chan, (+I)-weapons skills, general skills;

(+1)-weapon skills, general skills, subterfuge skills, magical skills, Base Spell OB, Perception




Note: A numberof opn'orml professions are provided inAp pcmfix
A-6.1 (p 214-21 ()

‘W ARRIOR
Prime Stat — Strength

Profession Bonuses — +3 per level on weapon skills
+1 per level on general skills
+2 per level on Body Development

Spell Restrictions — May learn open spell lists from one
realm (his choice). May only cast Ist, 2nd and 3rd level
spells.

AWarrior (or Fighter) is a character trained in the arts of
combat and fighting. His primary areas of skill development
are weapon skills, maneuvering in armor, and body develop-
ment. It is difficule fora Warrior to learn to use subterfuge,
spells, magic items, and languages. He has little interest in or
aptitude for such pursuits.

Scout
Prime Stat — Agility
Profession Bonuses — +1 per level on weapon skills
+1 per level on general skills
+2 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, 3rd, 4th and
Schlevel spells.

A Scout (Thief) is a character trained in mancuvering,
observation, ambush, and combat. His primary areas of
development are subterf uge and general skills,and he can also
develop skills with weapons and armor. However, it is very
difficule for him to learn to use spells or magic items. In
certain societies and circumstances, a Scout makes an excel-
lent thief or assassin.

MAGE

Prime Stat — Intelligence
Profession Bonuses — +2 per level on Read Rune

+2 per level on Use Item

+3 per level on Directed Spells

+2 per level on Base Spell OB
Spell Restrictions — May learn open Essence spell lists

and Mage spell lists.

AMage (Magician) is a character trained in the casting of
spells which draw their power from the Essence, the power
that exis® in everyone and everything. His primary areas of
development are magical skills and learning spell lisss. It is
very difficule fora Mage to learn to use weapons and armor;
the Mage relies on his spells rather than arms or normal
maneuvers. A Mage may not wear any armor, helm, or greaves
when casting spells. This applies to all characters casting

spells of the Essence (Section [5.0, p. 70).

ANIMIST

Prime Stat — Intuition

Prof ession Bonuses — +1 per level on Read Rune
+1 per level on Use Item
+1 per level on general skills
+2 per level on Directed Spells
+2 per level on Base Spell OB
+1 per level on Perception

Spell Restrictions — May learn open Channeling spell
lists and Animist spell [ists.

An Animist (Cleric) is a character trained in the casting of
spells which draw their power from the Valar through
Channeling. His primary areas of development are learning
spells. but he is capable of development in any of the
categories of skills, He may not wearany metal armor, metal
helm, or metal greaves while casting spells. This appliestoall

characters casting spells of Channeling (Section 15.0, p. 70).

RANGER
Prime Stat — Constitution

Profession Bonuses — +2 per level on weapon skills
+3 per level on general skills
+2 per level on Perception
+2 per level on Stalk/Hide

Spell Restrictions — May learn open Channeling speil
lists and Ranger spell lists. However, may only cast Ist,
2nd, 3rd, 4th and Sth level spells from the open

Channeling lists (no restrictions on his Ranger lists).

A Ranger (Tracker)is a character trained in outdoor skills
and combat. His primary area of development is general
skills, bue he can develop respectable fighting skills and can
learn his own Ranger spells and open Channeling spells.

BARD
Prime Stat — Presence

Prof ession Bonuses — +1 per level on weapon skills
+1 per level on general skills
+1 per level on subterfuge skills
+1 per level on magical skills
+1 per level on Base Spell OB
+1 per level on Perception

Spell Restrictions — May learn open Essence spell lists and
Bard spell lists. However, mayonly cast [st, 2nd, 3rd, 4th
and Sth level spells from the open Essence lists (no
restrictions on his Bard lists).

A Bard (jack-of-all-trades)is a character with some train-
ing in almost all of the categories of skills. His only primary
area of development is languages, but he can learn his own
Bard spell lists and open Essence spell lists. He can develop
to a limited degree, weapon skills and maneuveri'ng skills.

Section

21.0
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22.0 * BACKGROUND & ROLE TRAITS

At this point, you have detertnined your character’s cul-
ture/race, profession, and stats. In addition, you have deter-
mined a number of other capabilities based upon those three
factors (e.g., stat bonuses, realm of magic, languages, special
bonuses, etc.). Using the material in this section, you will
detennine your character’s special background options, role

traits (Section 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-
pendix A-2, p. 146-179) and determine which options you
will choose or roll for on Table CGT-2. Table GGT-S5 (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 skill
ranks, stats, and languages. Your Gamemaster may choose to
assign options in his own manner.

SPECIAL ABILITIES
These 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 adventure rather than
stay home on the farm. The Gamemaster may make up
special abilities designed for your specitic 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
possession. Your Gamemaster may create special itemns de-
signed specitically for your character or allow you to roll on
Table CGT-2. Such items are keyed to a specific player
character or to a character’s prof ession and culture/race.

Each time a character attempts to use an item not specifi-
cally keyed to him, he must make a static maneuver modified

by his Use Item skill bonus (Section 5.4.2, p. 33). T his makes

such items much harder te sell. Spells from these items are
always cast with no modifications for preparation time (ie.,
they have instantaneous effect, see Section 8.4, P- 54).

Hossy SkiLL RANKS
These are developed skill ranks that are not necessarily
related to your character’s culture/race or profession. Nor-
mally, choosing such a background option means that:
* The rank of one primary skill (Section §.4.2, p. 31-34)may
be increased by 2, or
* The rank of one secondary skill (Section 5.4.3, p. 35) may
be increased by 5.

MoNEY
This is the extra amount of money that your character can

start with. Each player character normally starts with 2 gold
pieces (Section 26.0, p. 92).

STAT INCREASES
This background option allows your character to enhance
his stats. No stat may be increased to more than 101 through
this method. Nonnally, choosing such a background option
means that:

* The value of one stat may be increased by two, or
* The values of three stats may be increased by one each.

LLANGUAGES
This option allows your character to learn extra languages.
The Gamemaster may wish to restrict which languages your
character may choose. Normally, choosing such a back-
ground option means that your character learns one extra

language to skill rank S.

Ex:unple: Galadhil must nowchoose his barkgromnd option; he bas
3 options sinue he is a Binadan (Table CGT -5 and Appendix
A-2, p. 163-164). He chooses one Special Ability option, one
Special {tern option, and one FHlobby Skitl Rank option.
Gualadhilchooses “Very Observant” as his special ability since be
is a Ranger, and records bis +10 bonus in the “Special” cohunn
of the Track skill row and the Perception skill row. He also writes
“Very Observant” next to “Special” en his Character Record Shect,

Track PR [ _ +l10
Perception ... IT +10

Alignment:

Special: Ver:.f Observant

Caladhil chooses a +13 broadsword as bis special item, and
records a + 15 in the “Itern” column of the 1-H Edped row.

I-H Edged ... ST +15

Finally, be chooses to put his hobby skill ranks into Caving (a
secondary skill, Section 5.4.3, p. 35). Stnce it is a sccondary skill
he Lets 5 skill ranks and records them.

Caving _ DEERE QLQOAQ  QQLQQOQ



CGT-2 — BACKGROUND OPTIONS TABLE

HOBBY SKILL RANKS —

Increase one primary skill rank by 2 ranks
or Increase one secondary skill rank by 5 ranks

STAT INCREASES —

Increase one stat by 2
ot Increase each of three stats by I

LANGUAGES—

Learn one language to skill rank S

SPECIAL ABILITIES —
Roll Ability

0I-50 A special +5 bonus to any one primary skill,
SI-55 A special +15 bonus to any one secondaryskill.
56-60  Empathy with a type of animal: start with one pet

or loyal companion animal of that type (e.g..
falcon, hawk, weasel, cat, dog, horse, etc.). A
special +50 bonus for Animal Handling when
dealing with that animal. Any maneuver on or with
such an animal receives a special +25 bonus.

61-65  Infravision: ability to see sources of heat in
darkness. Range is up to 100’ (alternatively, any
one other sense may be enhanced in a similar
manner ).

66-70  Resistance: a special +10 bonus to RRs against
one type advcrsity, nonnally Essence spells,
Channeling spells, poisons, or diseases.

71-75  Proficient with spells: start having learned one
extra spell list (this background option may only
be obtained once). The type of spell list is still
limited by profession and race.

76-80  Adept at moving maneuvers: a special +10 bonus
to all moving maneuvers.

81-35 Very observant: a specyal +10 bonus to Perception
and Track skills.

86-90  Lightning reactions: +5 to DB and +S5 to all OBs.

91-95  Charismatic: a special +10 bonus to all Influence
Skills.

96-00  Resistant to pain: +3 to each D10 roll for
concussion hits from Body Development skill
development.

SPECIAL ITEMS —
Roll Item

0I-60  +10 bonus magic item: +10 to any skill with
which the item is used (e.g. a +10 mace would
increase its OB by 10 when used in combat, a +10
lockpick would give a +10 bonus for picking
locks, a +10 saddle would give a +10 bonus to
riding, a +10 suit of acnor would increase DB by
10, etc.). The player may choose the type of item.
OR
+1 spell adder item: Allows the caster to cast one
additional spell per day without expending power
points (see Section [5.5, p. 72-73). It is suggested
that such items be at least 3' long and hand-held.

61-89  Daily spell item: an item which allows a spell to be
cast a certain number of times a day without
expending power points (see 15.5, p. 72-73): a Ist
level spell four times a day, a 2nd level spell three
times a day, a 3rd level speil twice a day, or a 4th
level spell once a day. The player may choose any
spell (4th level or lower) and the type of item (if
the GM deems it appropriate), or the
Gamemaster and player may agree on a special
magic item (e.g., a canteen that refills once a day, a
rope that ties and unties itself, a backpack which is
weightless regardless of contents, etc.).

90-00  +1S bonus magic item (as above) or +2 spell
adder (as above).

Note: If multiple rolls or choices are taken from this table, it
is suggested that the player have the choice of having all
of the abilities joined in one item or spread threughout
two or more separate items. The bonuses on items and
spell adders would be cumulative (up to a total of +30)
if taken in one item.
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MONEY OPTION —

Roll Asnount
0I--02.. Igp
03--05 2gp
06--15 Sgp
16—25 10gp
BOEBS i riieennriinsnsnsicsissssronses ISgp
36-45 . 20¢gp
4855 e T s T 30 gp
5665 35 gp
66-70 40 gp
A ) ST e i SOgp
76-80 60gp
81--85 70 gp
BEOO .. 5 iivinnssr TeasWmemsSiorts 80gp
OT=94; misvimirerreresiessssmasomn 100gp
(O I o e A (o 125 gp
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DETERMINATION OF
BACKGROUND DETAILS

Each character template includes a description of the
character’s background and history (see Appendix A-1, p.
113-145 for examples). Y our Gamemaster should develop a
similar general backgcound for the character that you are
dcveloping, although you may have some input.

After you have chosen your character’s background op-
tions and Role T raits, the GM may use these choices to help
develop your character’s general background. For example, if
you chose three money options, an item option, and a
language option,your GM might tellyouthatyour character
is a merchant’s son. If you chose two special capabilities, a
money option, and chose to increase 2 stats, your character
might be a farmer’s son who has left the farmfor adventure.
This is up to your GM, although you may have some input.
The amount of detail that goes into this depends tpon the
amount of effort that the Gamemaster is able and willing to
put into it.

Example: Based upon Galadhi’s choices, the Gamemaster and
player get togetber and decide wpon a brief outline of bis background:

Galadhil's Tale — As longas Irernember, I bave been agrim,
quiel wian. Odd or flawed lbings interest me, as do subtle s{gna(s,
cool colors, and irreverent artistry. I respect restraint and bonor and
drzp passion,

I was born in Arthedain ar Bar Baranorn, in Readuin
(W."Rood"). I was the third child and younger son irs the House
of Galborn. My father, Haldrahir ,and my mother, Alaricn, treated
me warmly, especially after my brotber Androbir was killed by
White-wolves during the awful winter of my fourth year. When
our family was forced 10 abandon owr impoverished estate two years
later, 1 spent most of our days bunting, trapping, and fishing with
my father. At the sarne time, Iprepared myself for service with my
uticle. A Rangerof the North, Galadan led a compan'y that patrolled
the Etternmoors.

Lvents conspired to disrupt my plans, though, when a band of
roving Duninen slew my fatbcr and kiJnapped my sister Elenien
during a warm, rainy night lasi summer. Now, I hope to seitle
tnatters with these vile nmrderers before I make any plans for the

fuure, 1 will find Elenien, and I will recover Carvegil (5. “Red-

sword"), the magic sword of my forcfathers and the symbol of the
ancient noble line of Galborn of the Redeye. I amn a fast friend of
Elves and the litle Halflings, a bitter enemy of Wolves and
Dunlendings.

1 carry a broadsword forged long ago in Anniminas, a gift from
mysncle Galadan. It iscalled Maldavegil (5. “Gold-sword"), and
is the companion blade 1o Carvegil. This weapon is inlaid with
utithriland has a diamond in its pommef which gfows gold whenever

it comes into contact with a barmful poison.

ROLE TRAITS

You and yourGamemastermustdetermine your character’s
role traits as outlined in Section 4.0, p. 24-25. Role Traits
include:

* Personality
* Motivation
* Alignment
Example: Galadbil's player decides the followitsg Role Traits:

“Sevious” and “Focused” for Pevsonality, “Desiroy Evil” for
Morivation, and “Good” for Alignment.

Personality: Serious, Focused
Mouvation: Destroy Evil
Alignment: Good




PERsoNALITY TrarT LisT
Suller, Morose,

SoMbBEr, SEFIOUS wivnereeesiiiiniassiienne Lighthearted, Cheerful, Joyous
Merciful,

Compnssionare, Koirid 1, cn. corisome Uncaring, Mean, Ruthless, Cruel
Austere, Sober, Restrained,

Temperate, Moderate ....couvieernias Unrestrained, Indulgent
M:n'ryr, Ovcr—protective,

Protective .ovvmmmemreeeeessiemeessssssnens Intumidating, Overbearing, Bully
Radical, Liberal,

Open-minded..............ccc.n. Orthodox, Conservative, Reactionary
Loving, Friendly,

Amicable....ieeciisisennnns Quarrelsome, Hostile, Antagonistic
Puident, Patient,

CaULIOUS 1orerresrerreresesinienenns Impatient, Impulsive, Reckless. Rash
Extrovert, Qut-going,

Talkative ..o Reserved, Shy, Timid. Intcovert
Meek, Self -effacing, Medest,

Humble..............Proud, Conceited, Cocky. Pompous, Arrogant

Lethargic, Lazy, Idle, Easy Going,

Laid Bagky «ooveseevene Vibrant. Energetic, Enterprising, Ambitious
Deferential, Respectful.

Courteous, Polite, Civil ....ImpoIite. Rude, Impudent, Insolent
Dacile, Pliable. Amenable, Cooperative........ Stubborn, Obstinate
Confident, Sanguine, Secure ......Netvous, Apprehensive.Daunted
Pacific, Nonviolent, Peacef ul ... Pugnacious, Belligerent, Bellicose

Chatitable, FOrgiving ..........cccimmmienn Vindictive, Vengeful
Bencvolent, Generous, GIving .v..uuvessereess Selfish, Miserly, Greedy
Honest, Bhrect, Trustworthy ........... Shifty. Deceitful, Dishonest
Honorable, High-principled ..o, Dishonorable
Loyal, Faithful, Reliable .......occcicimimsiinian. Treacherous, Disloyal
Lawful, Just, Upright ... Arbitrary, Chaotic, Cornupt
Moral, Ethical, Prineipled ciiceeismmiisssensnccee. Amoral, Imimoral
Pious, Devouit, Religious ..o..oovvvvvvovroecsieaeeins Worldly, Impious
Quixotic, Tdealistic v.cvemrerserarnreennness Practical, Pragmatic, Cynical
Guilble, Trusting ...... ...Skeptical, Suspicious, Paranoid
Cuious, INQUISIEIVE. covrsrsiiiviurivssssssmmmsnssssisistaninnes Apathetic, Incurious
Focused, ATECHTIVE vuvvmnvsrerissasisarnsimeesinees Distracted, Absent-minded

Continent, Chaste ..oovveveeeesesreseenenee: Lustful, Licentious, Lecherous

Quiet, Reserved ummmmsversnmsis Flamboyant, Boisterous, Loud
Valorous, Brave, Bold, Audaciotss ........ Timid, Cowardly, Craven
Passive, Detached, Calm ............. Forceful, Enthustastie, Excitable

Calm, Even-tempered ...

.. @uick-Tempered, Hot-headed

Responsive, Complainer

Stoic, linpassive, Stolid
Seciable; Gregarious uwmmmieassanen Nonsocial, Antisocial, Cold
Optimistic, Upbeat......Uncertain, Cynical, Fatalisitic, Pessimistic

Creative, Inventive, Original ..oeeeevconss Conf ormist, Uncreative
Tolerant, Open-minded............ Snobbish, Prejudiced, Intolerant
Disordered, Messy wurimmmmmssissmmmsssssissssssnns Orderly, Perfectionist

Tolerant, Undersmnding ..Envious, Possessive, Jealous

Dependent, CHNGING vooveeenneoneriiemeeneeereonns Self -relianr, Independent

Mortiva1iON TRAIT LIST
Destroy: evil, Sauronic forces, culture/ race, country, guild, popsdation

center, individual, etc.

Hate 8 Work Against: evil, Sauronic forces, cidiure/race, country,
guild, popui'alion center, individual, etc,

Hate: evil, Sauronic forees, culiure/ race, cowry, guild, population center,
individual, etc,

Dislike: evil, Sauronic formr, mhwe/ race, couniry, gui!d, popufalion
center, individual, etc.

Revenge against: individual, family, clan, cultvre/race, population center,

guifd 5 ele.

Preserve: :'ndividaml,faomily‘ clan, ruler, conniry, mfmre/racz, populalion
center, guild, etc.

Protect: individudl, farm'fy, clan, ruler, countyry, cultvre/ race, yopulation
center, guild, “the weak,” etc.

Serve: individval, family, clan, ruler, coumry, culture [race, population
center, guild, efr.

Promote: peace, freedom, justice, religion, morality, war, free enterprise, elc.
Rebuild/Restart: guild, population center, religion, dan, dynasty, erc.
Fanatic about: spreading veligion, freedom, cleantiness, law & order, ete.

Compulsive about: spreading religion, freedom, cleanliness, law & order,
(278

Fear of (Phobia): beights, darkness, water, etr.
Acquite xxx for yyy: “xxx”is wealth, power, knowldge, magic items,

ete. “yyy" is a nder, country, cultre/ race, guild, religion, clan, population
center, efc.

Acquire Personal: pewer, knowledge, magic items, pleasure, fame, etc.
Acquire and Maintain Personal Honor

Advensure, Thrills, Excitement

Self<centered, general self-interest

Heroism

“Make the World a Better Place”

ALIGNMENT TRraIT LisT

Go0d ceeeerurmrrrrininess Neutral Evil
Laws/Government . Neutral ........ovvveeerareecrronsescoreitennnns Anacchy
Government .............. Neutral ... Rebels/Opposi.ng Government®
Laws/Principles ......Neutral ......... Opportunism, " The End Justifies

the Means" (Machiavellianism)
Religion ..ccuciinninnnns Neutral ... Atheism
Religion Neutral ...oovvrreirranennne Opposing Religion‘f'
Free Enterprise ......... Neutral...cccu. Cartels/Guilds/Monopolies
Free Enterprise ......... Neuwal .... ..Socialism
ASCELICISN wrevsiresnioce, MNeutralii .. RS a GG Hedonism
Altruism e Neutral o Egoism
Spiritual ,..coooooreerriane. Neutral Materialist
Metaphorical .omin.. (NS L et e R Literal

* — This applies to any two ruling groups chat oppose orie other. The
groups can control different countries, fiefs, city-states, cte.; or, they can
be rival groups within the same political or geographical entity (eg.,
rebellion, civil war, etc.). For Example. the Gondorian Kin-strife in
Middle-earth, France vs. England in the 100.years War, York vs.
Lancaster in the War of che Roses, North vs. South in the War of
Noithern Aggression, etc.

t — This applies to any two rehigions chat oppose one anotcher. This
opposition can have a political or dogmatic basis. E.g, Christians vs.
Moslems, Catholic vs. Greek Orthodox, Catholic vs. Protestant, ete.
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23.0 * ADOLESCENCE e Grae

SKILL DEVELOPMENT

During his early years of life (i.e., his adolescence), your
character will develop his skills as indicaced in Table CGT-
5. Each of your character’s skills will increase itsskill rank by
a fixed number of ranks. The exact number of ranks can be
found in che column of Table CGT-5 that corresponds to
your character’s culture/race. The signif icance and mechan-
ics of skills are described in Section 5.4, p. 31-35.

Your character’s skills are based upon his culture/race
background. For example, if a character is raised in an
Dwatvish society, he would use the appropriate Dwarf skiil
development. (i.e., the skill ranks indicated in the “Dwarf”
Column of Table CGT-S5).

LearRNING SpeLt 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 list if you roll I-100
and get a result that is less than or equal to the “% Chance
for learning a spell list” indicated for your culture/race on

Table CGT-S.

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-S.

Note: Some skills are not inclieded in Table CGT -3 becaiseno
race vaclops those skitls dierin 2 adolescence.

Example: Galadhil must now record his skitl ranks, languages,
and spelllists obtained diring his Adolescence (we Table CGT-5)
Galadhil really gets kicky when be 10lls to try and lcamn a spell

list. Needing to roll (1-100) “10” or less, he rolls a “04” and
leams a spell list. He chooses “Moving Ways” and records it.

Spell Lists: Chaxice
1) Moving Ways [X]
2) [ ]

Galadbhil alsogets 6 ranks of language; be chooses one miore rank
in Quenya, 3 ranks in Robirric, and one each in Kuduk (ie,
Hobbitish) and Silvan, He wonld like to bave picked Khuzdul
(Dwarvish), but his GM ruled that he would ot have had the

opportunity during his youth.
Languages:
1) Adanaic
2) Westron
3) Quenya
4) Sindarin
5) Rohirric
6) Kuduk (Hobbitish)
7) Silven S

Catadhil marks his Adolescence skill ranks with “X”s in the
appropriate boxes (see Table CGT -3 ), Hemarks one box each in
No Armor, Rigid Leather, Missile weapons, 2-Handed weapons,
Pole-arms, Ride, Swim, Read Rure, and U'se Itern. He marks two
boxcas in Chain and 1-Har.ded Edged weapons, and three bax es in
Body Developiment.

ool €

I

Skill 5% Ranks
Movement & Maneuver Skill Category:

No Amior [stm)] Maximum
Soft Leather 0Q Number
Rigid Leather W00 ————of
Chain VA QA —Ranks
Plate agaa QQ
Weapon Skill Skill Category:

I-H Edged 4 14 1 O
1-H Concusston 0200 Qa0Vs
2-Handed @00 0Ga0u
Thrown Qa0e O0aaa
Missile nacet aaaaa
Pole-arms 4 I I
General Skill Category:

Climb QOa200a0aaa
Ride a0000 QaaaQ
Swim 200 CaOm
Track Q000a aQaaa
Subterfuge Skill Category:

Ambush 00000 gaadd
Stalk/Hide aa00 a0
Pick Lock Q0000 aodac
Disarm Trap QQ0oAt 23Gaaq
Magical Skill Category:

Read Rune a00mi Q0000
Useltem 4 I I I 1
Directed Spells QQ0aa aaaad
Miscellaneous & Secondary Skills and Bonuses:
Perception 8Q3000 0030a
Body Development  &@¥@0Q0 QQTAQ
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Movement & Maneuver
No Armor L Gk 1 (IR T T T I I 1
Soft Leather O 3 0 @rN-0) N 3 0 Y
Rigid Leather I 3 0 I T I 0 I 3 81 9
Chain 3 0 0 0l=2 @ 0 2 2o 3 1
Weapon Skills:
[-H Edged 0 0 0 0 2 0 0 2 0 4 0
1-H Cone. 4 3 0 O 00 3w
2-Handed 0 1 0 ¢ I O 0 0 01 ©
Thrown I 1 2% I 0 2 3 0 1 1 1
Missile 0 0 2 s 0 1 0O 1 1
Pole-atms 0 0 0 I 1 2 3 % I T .0
General Skills:
Climb 1 0 2 0 s 0 I T 1
Ride 00 0 2 1 0 0 8 01 O
Swim 0 T 0 ¥ E ;L 2 0O 0 O
Subterfuge Skills:
Ambush 0 0 0 OF =OF ) 0 0 I T I
Stalk/Hide 0 I S ¢ 0 2 4 0 0O 0 O
Pick Leck 10 1 0 0 0 0O o0 g Qi O
DissnnTrap I O I 0 0 O 0 0 0O 0 O
Magical Skills:
Read Rune 0 o0 0 01 O 0 0 6 0 0
| Uscltem 00 0 0O 1 0 0 0 0 0O
Miscellaneous:
Perception 2 4 0 0 1 I I 01 0
Body Develop. 3 2 2 I 8 3 3 2 2 LA 82
% Chance of learning
aSpell List* 3 S 0 0 TO: 2 SE 0 0O
# of Addi'tional Langua
Ranks T 4 3 3 SLHLY I 4 2 2. 2
# Background
Options 4 4 S S 3 4 4 S ZL 7L S
* —1f the player rolis equal to or below this number (I-100), his character leams a spell list. The choice of this list must be made
within the restrictions of his profession (see Section 21.0, p. 82-83) and race (see Section 200, p. 80-81).
t- This allows the player to increase the ranks of languages he already knows due to his race (up to a rank of §), Table
or it allows him to choose other languages and develop ranks in them, or a combination of the two possibilities. CGT-5
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24.0 « APPRENTICESHIP

SKILL DEVELOPMENT

After his early years of life (i.e., his adolescence), your
character will develop his apprenticeship skills. Based upon his
prof ession, your character receives a certain number of skill
development points (DPs) in each of the skill categories (Table
CGT-4). The various skills and categories are described in
Section 5.4 (p. 31-35).

Your development points in a given category may be used
towards increasing the skill ranks of any skills in that
category:

* A skill rank may be increased by one by allocating one
development point.

* A skill rank may he increased by two by allocating three
development point.

* A skill rank may not be increased by more than two
ranks during your character’s apprenticeship.

There are only two exceptions to this process: developing
Movement & Maneuver skills and learning spell lists.

PERCEPTION
You may develop Perception skill using DPs from any
skill category or combination of categories (transferring
them on a one-to-one basis).

Lear~NinGg SpeLy Lists

Each developmentpointyouallocate 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 youallocate one to four DPs to learning spell lists, you
may only attempt to learn one list (i.e., all DPs have to go 1o
the same list). However, if you allocate enough DPs to have
a 100% chance of learning a spell list (i.e. S DPs), you
automatically learn thatspell list and you may allocate more
DPs to take a chance of learning one other spell list.

You may only roll once duting apprenticeship to learn a
spell list. However, if youattempt to learn a listand fail, the
DPs carry over to learning thatlist when you next advancea
level (Section 5.5, p. 35).

Your chance of learning a spell list should be recorded on
the Character Record Sheet next to che spell list name.

Your characcer’s profession and culture/race limit which
spell lists he may attempt to learn.

CGT-4 — DEVELOPMENT POINT TABLE

Magical Skills
Body Development 3 1

* — Special see above.

PROFESSION
Category Warrior Mage Animist Scout Ranger Bard
Movemnent and Maneuver 3 0 1 1 2 0
W eapon Skills 5 0 1 3 3 2

CATEGORIES:
Movement &

Maneuver Skills: Weapon Skalls: General Skills: Subterfuge Skills: Magical Skills:
No Annor 1-Handed Edged Climb Ambush Read Rune
Sof t Leather I-Handed Concussion  Ride Stalk/Hide Use Item
Rigid Leather 2-Handed Swim Pick Lock Directed Spells
Chain Thrown Track Disarm Trap
Plate Missile

Pole-anns

SPELL LISTS: Each spell list is learned separately.

LANGUAGES: Skill in cach language is developed separately.

BODY DEVELOPMENT: Deterimu nes a character's hits.

Perception — This skill may be developed with points from any category or combination of categories.

Secondary Skills — DPs from one or more skill categories can be used to develop each Secondary Skill. The skill categories
that correspond co each Secondary Skill are given in Appendix A-S (p. 213) and Section 5.4.3 (p. 35).




MoVEMENT & MANEUVER SKILS
There is no limit on how many of your DPs from your
Movement and Maneuver (M&M) Skills category you may
allocate to any M&M skill. Each DP you allocate to one of
your M&M skills increases that skill's skill rank by one,
regardless of how many points you allocate to thar skill.

SEC®NDARY SKILLS
Developmentpointsfrom one or more skill categories can
be used to develop each Secondary Skill. The skill categories
that correspond to each Secondary Skill are given in Appen-
dix A-5 (p. 213) and Section 5.4.3 (p. 35).

TRANSFERRING DEVELOPMENT POINTS
Development points that you have not allocated may be
transferred toanother skill category. Then those DPsmaybe
beused normally to developskillsin thatcategory. SuchDPs
ate transferred as follows:

*Ifthe category chac the DPs are transferred to has an initial
DP toral that is zero (e.g., Weapon Skills for a Mage or
Spell Lists for Warriors and Scouts), then that category
receives one DP for every four DPs transferred.

* Ifthe 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 several categortes.

*Unused DPs are lost.

Note: This process is also used each timne that a character’s level

increases (Section 5.5, p. 35).

Example: Galadhil st now dzvc[op bis skills dun’ng bis
Apprenticeship. Remerriber that some skills have already had their
tanks increased durin 2 Adolescence skill d:velcpmm!. He checks
Table CCT-4 and finds out how many DPs he gets in each
tategory:
Movernent & Maneuver Skills ..............
Wieeapory Skills. i...vvm. ..o sisssssisssssiv ior
General Skills ............ n
Subterfuge Skills ..........o.ccoviiiiiiiniiecnen
Magical SKills ............ooniiivmmiinnsirenin.
ch{y Developmenit ............ :
LAOUGEES it ivoby e o i i opee oo
Spell Lists ovvcerrorvovvoriseosasisssesse e

Galadhif decides to concentrate his weapon development in 1-H
Edged weapons and allocates all 3 of his Weapon Skill DPs to 1 -
H Edged skill, ircreasing that skill vank by 2. Remember (except
for Movement & Maneuver skills ), normally an allocation of 1
DP increases a skill rank by 1, but an allocation of 3 DPs only
increases a skill rank by 2. He also puts both of his Movement &
Manescver BPs into Rigid Leather, increasing his Rigid Leather
skill rank by 2.

Skill 5% Ranks
Movement & Maneuver Skill Category:

No Aunor 1w Maximum
Soft Leather Q0 Number
Rigid Leather @000 —of
Chain O@A0A0 BO—Ranks
Plate asuul daoe—
W eapon Skill Skill Category:

I-H Edged SuID0 Q0000
I-H Concussion 00000 aaaan
2-Handed 000 aw
Thrown La0a0 0aQ00
Missile T T T T
Pole-arms ARRRO 00Q00

Looking at bis 2 DPs in Subterfuge Skills, be decides to allocate
orie DPto Stalk/ Hide and ore DP to Disarm Trap. He puts one
of his Gereral Skills DPs into Track and one into Climb and
decides 1o transfer the other 2 General Skills DPs to Body
Beveloprmiert, resulting in a total of 3 BPs for Bdy Development
(since DPs nomral{y transfer at a rateof 2 to 1).

General Skill Category:

Climb .4 1 0 o 0 19 T o 1t
Ride 20000 000aQ
Swim NA000 0100a
Track n0a0ag 01000
Subterfuge Skill Category:

Arnbush Q0000 a0
Stalk/Hide 4 O O O I 1 I 1
Pick Lock O I 1 [ [ I

Disarm Trap DR0O0Q Oaadd

He uses the 3 DPs that he bas in Batbr Develo pment to increase
that skill's rark by 2. Since points from any cate gory can be used
for Perception (on a U to 1 basis), he uses his Language DP to

increase his Pzrcfpn'on skitl yark fy ane.

Magical Skill Category:

Read Rune 20000 Aaaa
Use Item aaadQ 0aaa
Directed Spells Qa0 00

Miscellaneous & Secondary Skills and Bonuses:

Perception (-8 [0 L 0 1
Body Development  D&HJTA DOOOOQ

Finally, be uses bis point in Spell Lists to try and learn the
“Nature’s Guises” list. This gives himn a 2096 chartce of learning
the list (rolling less than or equalto 20.). He rolls an 84 and does
not learn the list. However, he records the list and the fact that he
bas a 20% chance to build on when he veaches the next level.

Spell Lists: Chance
I) Moving Ways [ X]
2) Nature's Guises (20 ]
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Youshould developa detailed scheme and outline of your
character’s vole or persona based upon his Role Traits and
background (Section 22.0, p. 84-87). These may be your
own persona, in which your character is basically yourself
placed in the game world and situation. Alternatively, you
may choose a persona entirely different from your own, or
some medium between the two extremes.

25.0 * YOUR CHARACTER’S ROLE

26.0 * READYING YOUR

Example: Galadhil is a noble peyson, devoted to fighting evil in
the formn of the minions of Sauron. Ufjormna?eép, be tends to carry
this to an extreme. To him merc association with a known agent of
Sauron should be punished by quick excecution, Likewise, he feels that
many wewtral people who steal or perform “ewl” acts must be
dmroyed_ His motivation is to become as poweg’ul as passiﬁlz, 50
as to most cffectively thwart the plans of the Dark Lord. He also
wants to find bis father (living or dead ), if it does riot interfere with

his ptrscmaf war agains! evil.

PLAYER CHARACTER

Once you have completed the steps outlined in Sections
19.0-25.0, you need to obtain equipment and supplies for
your character. You also needsto total 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. 146-179).

* Upto two normal weapons of his choice (in additionto any
special items). He must have a skill rank of at least one in
each weapon skill that applies to these weapons.

* One suit of armor if his Movement& Maneuver bonus for
that anmor is -10 or higher.

* Clothes (including cloak and boots), scabbards for his
weapons, 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 equipmentand tosurvive
on until he can get more. In addition, your character may
start with more money from his background options

(Section 22.0, p. 84).

To begin the game, your character may also purchase any
equipmentand supplies that he wishes from Tables ST-4(p.
255) and Table ST-S (p. 256-257) with this cash. If your
character has enough money and your Gamemaster approves,
these purchases may include herbs (Table ST-S)and perhaps
items with magic bonuses (Table ST-7, p. 260) (Section
15.5, p. 72-73). The Gamemaster may wish to make other

equipment available.

BT-S — WEIGHT PENALTY TABLE

Character’s Weight Carri'ed in Pounds (other than armor and clothes)
Weight 16-25 26-35 36-45 46-60 61-80 81-100 i0I1-120 121.140 141-160
41- 60 30 60 NA NA NA NA NA NA NA
61-80 20 35 60 80 NA NA NA NA NA
81-100 1% 25 40 60 NA NA NA NA NA

161-180 S 10 15 %3
181-200 5) 10 15 20
201-220 S 10 IS 20

281-300 0 S S 10
301-350 0 0 &) 10
351-400 0 0 0 S

30 35 45 60 NA
25 30 35 50 60
25 30 35 45 55

15 20 25 30 35
10 20 25 25 35
10 I's 20 25 30

Note: The result is the chavacter’s weight penalty. A character’s Encumbrance Penalty is che smaller of zcro
or his ST Bonus minus his weight penalty (i.e., an Encumbrance Penalty can never be grearer than zero).

Note: An additional penalty of S is added to the maximum penalty above for each 10 Ib. over 160 Ib.




You can keep track of your supplies and equipment onthe

back of your Character Record Sheet.
Insummary, your character starts play with:

* Two weapons (at least skili rank I with each).

* Armor (M&M bonus must be at least -10).

* Clothes, including cloak and boots.

* Scabbards, weapon belt, belt pouch.

* Normal personal effects.

* Two gold pieces (or the equivalent in his culture).

* Any equipment & money from background options.

* Equipment purchased with your starting money.
Example: Galadhil must now determine what equipment and
supplies he will carry, As starting equiptrert, he ma 1y auromatiraf{y

choose to have:

wa;gbt irt b,
His +15 sword (only weighs 3 b) .................... 3
Rigid Leather Artror..........occo.ticiiconciivenncenn
Mhandaxcay . s
A Composite Bow ......
Belt Pouch w/ money ..
Weapons belt .. e e WBGT

Clothes (mc[ua'ex 60015 and doa/e)
andpersonaf effects ... il i, AEAT:
1.5

\‘\\\\;\\W‘

N

Galadhit has 2 gold piaesto 5psnd on o!htrequi pment Cf yorn the
Equipment and Price Table ST -4 ). He decides to bu y:

wei gbr

2 2 bp o in Ib.
0 0 0 0 O Starting equipment LS
0 2 5 0 0 Leather beln wear
0 5 5 0 0 Shdd 5.0
0 3 0 0 0 Dager 1.0
0 1 0 0 0 2Quivers (20 Arrows each) 7.0
0 0 3 3 0 Backpack & Frame 3.0
0 0 2 0 0 Bedroll 3.0
0 0 1 0 0 Tap 4.0
0 0 1 0 0 Flinand steel 0.5
0 2 4 0 0 100 superior rope 6.0
0 0 0 1 5 J5torches 5.0
0 0 0 1 0 Waterskin (full) 1.0
0 0 1 0 0 Trailrations (1 week) 14.0
fo 5020 5 3 73.0 1.

Galadhil decides against arin greaves (- 5 to OB) arid leg greaves
(-5 to Movement & Maneuvess), due to the cost and peralties.
These purchases leave him with 4 silver pieces, 7 bronze pieces, 4
copper pieces, and 5 tin pieces.

CALCULATING YOUR
ENCUMBRANCE PENALTY

After your character has been outfitted, you should total
the weights of all of the character’s equipment and supplies
(otherthanclothesand armor), rounding down to the nearest
pound. If this total is over 1S pounds, an Encumbrance
Penalty may result (Section 5.7, p. 37).

Table BT-S gives the weight penalty for carrying excess
weight based upon the weight of your character. Your
character’s Encumbrance Penalty 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 running movement
(Section 8.1, p.45) and moving maneuvers(Section 8.2.2, p.
48-49).

Example: In the Example in the previous section, Galadhil
equipped himself and figured out bow much weighthe was carrying,
73.0 {b. He checks Table BI'-5, and finds his penalty is -20 (he
weighs 225 16:). Since be is extremely strong, he has a strength
bonus of +25, resulting in an Encumbrance Penalty of O ((it can
not be greater than zero ). For a normal person (with rio stren gth
bonus), the Encumbr ance Penaltywould be -20. Peoplehave teased
Galadhil that he would make a good pack anitnal (the teasing does
1ot usually last long and is seldom repeated )

Galadhil would start incurring a penalty if be picked up 8 more
pounds of stuff, so he tells the Gamemaster that a lot of the heavy
stuff (backpack, waterskin, rope, most of the rations, bedroll, tarp,
and rorcbes) is in his bacltpa(/e. Then even if he enters a fx“gbt or has
to run away carrying someone, he can drop his pack and his
Encumbrance pemdry will not cause him to mﬁe‘r tmuch ( it can
never be greater than Q).

Encumbrance Penalty: 0 = ST +25 —Wrt. Mod._20
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Bonus
Tables:
BT-2
BT-4

BT-4 — SKILL RANK BONUS TABLE

BT-2 — STAT BONUS EFFECT TABLE
Applicable
Skill or Ability Stat
Movement and Maneuver:
No Armor, Soft Leather, Rigid Leather ... AG
Chain, Plate ST
Melec CB Swrrrerrerermerresdomerrmrrrrrersiiversisce v sassssstoss s tostessissn O
Misstle and Thrown OB......cemmncsssssssesssrssssstinsosens AG
Climb AG
R — 1T
Swim AG
Track 1G
Ambush .... none
Stalk/Hide... PR
Pick Lock .orccincccnccscenimmersiine, 1G
Disacin Trap I
Read Rune ......... 1G
Use Item RN S, . L i
Directed Spells ..AG
BT R T ey £ L it IT
Body Development . cO
D O TISINE BOAME. 11217, ceretesesoseton svee gesddetess b ST AT e smsasess AG
Essence Resistance Roll 1G
Channeling Resistance Roll IT
Poison Resistance Roll CcO
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.

SkiL RANK BONUSES
Total the nwnber of skill ranks for each skill and deter-
mine the bonus from Table BT-4. Then record each bonus
on the appropriate skill's bonus line of your Character

Record Sheet.

StAT BONUSES

For each of your stats, the stat bonus from Table BT-1
(79.245)and the racial statbonus moditication from Table
BT-3(p. 81, 244)should already be recorded in the appro-
priate space next to the stats on your Character Record Sheet.
So, add the two values for each stat and record the total in the
appropriate space.

Then you need to record these total stat bonuses in the Stat
Bomus spaces of all of the skills and other capabilities (Table
BT-2).

PROEESSIONAL BONUSES
Each prof ession receives bonuses f or certain skills and skill
categories {Section 21.0, 82, and Table BT-6, p. 82, 245).
Record these bonuses in the Profession Borus spaces of all skills

to which they apply.

ITeM BoONUSES
Certain magic items provide bonuses to certain skills.
Record chese bonuses on your Character Record Sheet.

SKILL RANK BONUS

Skill Nowmnal Only fer Only for Body
Rank Skills ¢ Ambush * Development t
0 -25 =25 roll [-10
1 ] H roll 1-10
2 +10 +2 roll 1-10

6 +30 +6 roll I-10
% +3s +7 roll 1-10
8 +40 +38 roll 1-10

roll.
roll 1-10

+54 i A
+56 +13

8 +66 +18 roll .10
19 +68 +19 roll 1-10
20 +70 +20 roll [-10

# — +1 for each rank over 20 (e.g., +72 for rank 22).
t+ — Roll 1-10 for each rank over 20.

SPECIAL BONUSES
These bonuses can come from background options, spelk,
equipment penalties, etc. Some of these bonuses are already
recorded on your Character Record Sheet.

TOTALING THE BONUSES

Finally, for each skill and capability. you must add to-
gether the individual bonuses and record the result in the Tol
Bonus space on the player Character Record Sheet. These
Total Bonuses are the values that are actually used when
playing.

Example: Galadhil now fills in all of bis boruses and totals them.

His item and special bonuses are a +15 broadsword, -5 to

Perception when wearing a belmet, + 10 to Track and Perreption,

~+35 to Poison RRs and Disease RRs.

His professional bomeses are +2 for Weapon Skills, Perception,
and Stalk/ Hide. He also gets +3 on all Generdl Skills.

The Stat boruuses come straight from bis Character Record She,
and the Skill rank bonuses areobtained from T able BT 4 (-25 for
skill rank O otherwise, 5 times the skitl rank up to rank 10)

Foreach skill rank in Bod y Development, Galadhil rolls 1-10.
Herdis: 5, 8, 4, 3, and 4; for a total of 24. Ttis, plus bis star
bores of +20 and the standard +35, gives Galadhs! 49 hits. Thus
he can take 49 hits in damage before he passes ovd.



16160 16 161 1601 61 1 Y6 Y6 161 16 1 1 1 Y Y6 1 1 Y6

)
Name: Galadhil | Spell Lists: Chan RS-1 — CHARACTER E
Culture/Race: Duinadan 1) _Moving Ways [x] RECORD SHEET
Profession: Ranger Age: 23 2) _Noture's Guises (20] | Languages: Rank E
Realm: Channeling  Gender: Male 3) [ ] Iy danaic 4
Height: 63" Weight: 225 Ib. 4) [ 1| 2) _Westron - 1 E
Hair: Black Eyes: Grey 5) L. 3) _Quenya g
Demeanor: Stern 6) [ 1| 4 _Sindarin . E
Personality: Serious. Facused 7) [ ] 5) _Rohirric 3
Motivation: Destroy Evil 8) [ ]| 6 _Kuduk (Hobbitish) g E
Alignment: Good 9) [ 1] 7) _Silven )
Special: Very Observant | 10) [ ] 8) - E
Nopmal Race Total | Cuscent Level: 1 Shield (+25 DB) &
Stat (Abbr.) Value Bonus Bonus Bonus | Exper'ience Points: 10,000 Helmet (-5 Percprion) ™ E
Strength (ST) 78 +20 5 +25 Power Points: 1 Aim Greaves (-5 OBs)Q
Agility (AG) 71 +10 +0 +10 Armor Worn: Rigid L eather ~ Leg Greaves (-5 MMs)Q E
Comf'mtlon (> 70 210 =10 20 Stac Irenis  Special Total Bonus
Inrdhgcnce (1G) 44 0 +0 +0 Defensive B .
ensive Bonuas (DB): AG_2J0 25 35 OB
Inticion (1T) 85 +5 +0 +5 E ]
ssence RR Bonus: 1G__+0 «0 RR
Presence (PR) 63 +0 +5 +5 Channeline RR Bonus: IT_ +5 F E
anneling onus: 5 RR
Appearance (AP) _82 Poison RR Bonus: CO_+20 *5 *25 RR E
Encumbrance Penaley: _ 0 = ST _+25 - WcrMod._ 20 Disease RR Bonus: CO_+Z20 +5 +25 RR $
Rank Stat Profession [tem Special Special Total @
Skill 5% Ranks 2% Ranks  Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Movement & Maneuver Skill Category: E
No Armor P> [ Maximum +5 AG_+|0 XXXXX —r ——— +0 _+I15 MM
Soft Leather 0QQ Nuwmnber -25 AG_e]0 XXXXX -15 -20 MM
Rigid Leather B3N f +]15 AG_e]0 XXXXX -30 S MM
Chain @RI TA —Ranks +10 ST_+Z5 XRXXX 45 10 MM
Plate 3200 Q00 — =25  ST_+25 XXXXX -60 _-60 MM E
Wtapun Skill Skill Category:
I-H Edged WXRAO 0000 09000 +20 ST_+I5 2 +15 +62 OB E
I-H Concussion Q000 0O000 0O1000 -25 ST_+Z5 *2 2 OB
2-Handed ®IODD 00000 0J000 <5 ST_5 2 32 o8 E
Thrown 02000 02300 SCuneo -25 AG_+l0 *2 -13 o8
Missile 0000 o000 09000 +5 AG_+l0 2 +17 OB
Pole-arms 0000 TN Jaaaa *5 ST_+25 +Z +32 08 E
General Skill Category: E
Climb IGO0 D300 0aoca +3 AG_°l0 +3 +1& MM
Ride 0000 go0Q 03040 +5 Yl *5) +3 +13 MM
Swim /0000 00000 0YO00 +5 AG_+10 +3 +18 MM E
Track 30000 00000 09000 +5 1IG__+0 +3 +10 +1& SM
Subterfuge Skill Cacegory: E
Ambush Q0000 o000 o000 -25 XXxx1xx KXXXX XXXXX -25 SP
Stalk/Hide HO00e D00 U x +5 PR__S5 +2 _*12 mm/sMm
Pick Lock D000 000CL QAaov -25 IG__~0 =23 SM
Disarm Trap NOOEeO awnon QQaov +5 IT__ o5 —*10 SsM
Magical Skill Category: E
Read Rune ®OO00 00000 00000 +5 1G__+0 +5 SM
Use ltem WOOE GO0T0 UAaQQ +5 IT__+5 +10 SM E
Directed Spells COBnes Juoee 1000V -25 AG_+l0 -15 OB
Miscellaneous & Secondary Skills and Bonuses: E
Perception K000 00000 0a0aa +5 IT <5 +Z -5 +10 +17 SM
Body Development RIEXINHE 003030 03000 24 CO_+20 +5 49 sp E
Base Spell OB XXXXX XX xxxxx +0 OB
Cnvlng . 1 0 N I O i T 1 +25 G +0 +25 SM/MM
ao00a 0odda  aaoad E

@W@@MM@M@MW@MM@MMMM@M@
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27.0 * KEEPING TRACK OF

YOUR CHARACTER

Each player must keep track of the factors defining and
affecting his character. The Gamemaster must keep track of
all of the non-player characters. 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. 21I) covers the Character Templates.

YOUR CHARACTER RECORD SHEET

The Character Record Sheet (CRS) has spaces for all 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 step 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 end of the row. When this process is completed, your
character is ready to play. All of the bonuses which can aff ect
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 (INPCs), 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 “I"s on the sample CRS on the s1ext page).
Skill bonuses are the numbers added to various rolls which
determinethesuccess of events and actions during play. They
tepresent how capable your character is performing various
activities. The basic classifications for skill bonuses are:

* Offensive Bonuses (OB)

* Defensive Bontses (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 54 (p. 3I).

Each skill bonus is the sum of several specific bonuses,
each of which has a column under “Skill Bonuses" on your
Character Record Sheet. The specific bonuses include:

¢ The skill rank bonus ........ccccccun.. (Section 5.4.1, p. 31)
® The stat bonus weoevevceceeeceeen. (Section S.1, p. 27)
* The profession bonus .................. (Section 21.0, p. 82)

* The item bonuses ...........

(Section 15.5, p. 72)
(Section 26.0, p. 94)

* Any special bonuses

Ifa bonus space contains a series of “X"s, thatspecifictype
of bonus doesn't apply to that skill. If a space already hasa
number in it, then it is a fixed bonus and does not change.

When a skill rank is increased by one through skil
development(Section 24.0, p. 90-91), the increase is marked
on your Character Record Sheet by placing an “X" inthe firs
open box on the row for that skill.

Movement & Maneuver skiil ranks are limited by the
number of boxes on your Character Record Sheet. Skili
without boxes (i.e., Base Spell OB, Defensive Bonus, and al
of the Resistance Rolls) never have a skill rank. All other
skills are not limited as to how high the skill rarks can go—
space considerations allow only 1S boxes to be includedon

the Character Record Sheet.

DEFENSIVE EQUIPMENT

There is a section of the Character Record Shect witha
space forthetype of armorbeingworn (marked with *2"son
the sample CRS on the next page). There are also boxes m
check inorder to indicate whether or not your characteris
using a shield, a helmet, arm greaves, and/or leg greaves. If
worn, arinor, helmets, and greaves do not count for encum-
brance purposes.

OTHER CAPABILITIES

Other information should be recorded on your Character
Record Sheet. This information is not used as much during
play as the skill bonuses, but i is still important.

STATS

Your character’s stats and star bontses should be recorded
in the stat section of your Character Record Sheer (marked
with a "3" on the sample CRS on the next page). Stats are
numbers between I and 101 that represent the physical and
mental capabilities of the character (Section S.I, p. 27).
These values are placed next to the stat names and abbrevz
tions in the column marked “value." Each stat value has;
normal bonus (Table BT-1, p.245) and arace bonus (Tabk
BT-3, p. 244). Each of these bonuses is placed in th
appropriate column. The sum of these two bonuses is placed
in the "total” column.

LANGuAGES
There is a section of your Character Record Sheet marked
"Languages:" (marked with a “4" on the sample CRSon th
next page). You should use this section to record each of dx

languages that your character knows and the “rank” to whic:
he knows each one (Section 5.4.1, p. 34).

ENCUMBRANCE PENALTY
There is a section of your Character Record Sheet marked
“Encumbrance Penalty” (marked with a “S" on the sampl
CRS on the next page). In this section, you should record
your character’s Weight Modifier, Strength stat bonus, and
his resuiting Encumbrance Penalty (Section 5.7, p. 37).



17

10160 100 0 1 1 Y

01 01 1 1 1 1 Y Y6 Y6 Y0 0T Y

ORI RORCAOLC)

Y6 61 6T Y6 1 T 6 1 T X 1 T Y

Name: Spell Lists: Chance RS-1 — CHARACTER
Culoure /Race: 3] ) RECORD SHEET
Profession: Age: 2} [ ]| Languages: Rank
Realm: Gender: 3) 1= D .
Height: 0 Weight: 4) [ 11 2)
Hair: Eyes: 5) @ [ 11 3}
Demeanor: () [ 11 4 e -
Personaliry: 7 [ 1] % —
Motivation: 8) Ty 6) ——-
Alig % LI % —
Special: 10y [ 11 & — — s e AT
Normal Race Total | Current Level: Shield (+25 DB} 0
Stat (Abbr) Value Banus Bonus Bonus | Experience Points: e Helmet (-5 Pe 3a
Steength (ST) = ey Power Points: Arm Greaves yi=]
Agitity(AG) ——= = — — | Armor Worn: 9 Leg Greaves (-5 MMs) O
C““:f""“"“f(?@ = = ﬂ = = Seat Items  Special Total Bonus
bice _h_g‘"a: A — T | Defensive Bonus (DB): AG, DB
dsiton(TL) — —= — — | Essence RR Bonus: IG RR
Presence (PR I P —_— g -
s S Channeling RR. Bonus: [T RR
ppearance (AP) Poison RR Bonus; o RR
Encumbrance Penalty: ‘_m__- W Mad.___ | Disease RR Bonus: co_____ o RR
Rank Stat Profession  Item Special  Special Total
Skill 5% Ranks 2% Ranks  Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Movement & Maneuver Skill Category:
Mo Armor ad Maximum =—" AN — XXX —— e +0 MM
Soft Leather U232 —— Number == NG KRAXR i — -15 — MM
Rigid Leather Q0002 o AG SxxEx 30 MM
Chain Q0000 OO —Ranks __ BT ANAXK I 45 - MM
Plate Qo000 U000 — ST wxx =60 MM
Weapon Skill Skill Category:
I-H Edged Q0000 Q0000 020002 ST, OB
I-H Concussion = Q00000000 Q0000 ST e e —
2-Handed QDDOO000aa 000020 ST — === — EE— OB
T hrown QoOoDo00000 00000 0 AG____ === A== —— = O
Missile Q0000 00000 000ad AG, e e e
Pole-arms Qo000 00000 0000 ST —_— OB
General Skill Category:
Climb Q0000 00000 00Jaa AL, = o TN
Ride i [ o i O i | R PP P MM
Swim QoOOUD 00000 Dauala _ AG e = I MM
Track Q000 00200 Dalaa ora=— e —— = M
Subterfuge Skill Category:
Ambush OO0 00000 0O00d _ XXxomx XXX Xaxxx —— — P
Sealk/Hide 0000000000 Q00da PR e e —— = — MM/SM
Pick Lock Q0000 00000 Qo 1G —— e e e SM
Disarm Trap QOoOo0ooaa 00000 I e S SN S
Magical Skill Category:
Repd Rune go0a0000a0 Q0o . 16 e e . SM
Use Item LoD 00000 0oaaD | 1 T A sM
Directed Spells Q20000 00a0a 00Jaa AG N ‘oﬁ OB
Miscellaneous & Secondary Skills and Bonuses:
Perception DOoO000000 0000 . T ey — et — M
Body Development D330 Q200 Q0000 CO. - - +3 —FF
Base Spell OB XXAXX KX axnxnx = — - (0]}
Qo000 0000a 00000 — = —— — ———
Qo000 Q00Ja Ja0Jd

T T TV S B T QT DT TV Y DY YT T T T OTOT I

72) L1010 15010 1L L 0L L L L L LT L 1 0L L 1

SpELL LISTS

hance” box.

LEvEL, EXPERIENCE, AND POwER POINTS

Your character has a Current Level, an Experience Point
total {Section 6.0, p. 38-41), and a Power Point Total
(Section 5.6, p. 36). These should be recorded in their
wespective sections on your Character Record Sheet (marked
with a “7” on rhe sample CRS on this page).

There is a section of your Character Record Sheet marked
"Spell Lists:” (marked with a “6” on the sample CRS on this
page). You should use this section to recordeach of the spell
lists that your character is learning and has learned (Section
$4.2, P 34). You should put an “X" in the “chance” box to
theright of the spell list if your character has already learned
thespell list. If your character has not completed learningthe
spelllist, you should pur his percentage chance of learningthe
spell list in the “c

CONSTANT INFORMATION

record.

Certain information concerning your character is rela-
tively constant and unchanging. Your Character Record
Sheet provides spaces f or this inf ormation (marked with an
“8” on the sample CRS on this page). This information
includes your charactet'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
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. * PART VI
=vl | A SAMPLE GAME SETTING

Serting

Note: The Garremaster, not the players, showld read these scenarios thoroughly. As the players adventure, the GM should describe

the people, creatures and settings detailed in this section,

vefoioloioiolol CIVILIZED AREAS — Hefaiolniniunink
THE INN AT THE LAST BRIDGE

The Last Inn stands on the eastern bank of the river and the easternmost structure on the Great East Read,
Mitheithel (Hoarwell) and just off the Great East Road  within view of the Inn. Travel along the road is eurtailed but
leading from the Elven haven of Rivendell to the settled steady. Guests at the Inn are plentiful (if somewhat seedy),

Ist Floor of western lands and the town of Bree. The Last Bridge, so called  although some may appear a bittoo eager to learn more of the
the Last Inn because it is the southernmost bridge across the Mitheithel  treasures whispered about over an ale in the public room.

s T s Now, inT A 1640 (nearly 1400years before

. fr%!l ;Q 3 gt . % 5%1,‘“”) f ‘?E‘é : _,;;,“\ the events that rake place in The Lord of the Rings),

gg & ,,,‘\-_.- ; -S4 f“""?ﬂ the rugged, rocky, and heavily-wooded region

. & = -C‘
> f
" oo«

e [
s ey T s
i o
s dlo
?;‘;‘?':J_ ;

of fallen Rhudaur known as the Trollshaws is 2
dangeteus area to travel. Hill-trolls wandering
south from the Ettenmoors (near Angmar) have
gathered in large numbers and roam the forests
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
events taking place in a once-abandoned castle
half way between the the Last Inn and the old
Hillmen city of Cameth Brin regularly reach the
perked-up ears of those adventurers, schemets
and fortune-seekers brash or foolish enoughto
listen, reflect and make plans.

The Last Inn itself is a relatively safe, clear
and roomy establishment wun by the Grumm
family for generations. The current owners,
Rubb and Bura Grumm, are honest and indus-
trious men.

Note: For character capabilities, check the Master
Character Table ST-3 (p. 252-25%). More
specific stats forall NPCs in Part VI can be found
in the Non-player Character Summary Chart on
the rext page.

The Grumms employ theirtwo youngsonsas
stable hands, and their daughters Minna, Banwie,
and Gleefa cook and clean. Bura is also recog-
nized as a fine nurse and employs healing herls
and potions with a skill that has caused some ts
call her a magician. (She is really an Animist.)

In addition to the stables and courtyad
behind it, the first floor of the Last Inn boasts
a spacious public room, a smaller tavern fa
serious drinking and gossiping with the loca,
two smallbooths with curtains, a 13-by-13 fox



NON-PLAYER CHARACTER SUMMARY CHART

Weapoa/ Weapon/ General Subterfuge
Name /Location Level Hits Armor DB Shield  Melee OB Missile OB Skills Bonus Skills Bonus
THE LAST INN:
Rubb Grumm 3 66 none 0 none cub/64 long bow/S5 36 15
Bura Grumm S 61l none S none quarterstallf/45 shortbow/40 26 12
Leddon Grurmun 4 56 none 1{0] none shortsword/7Q  composite bow/60 44 25
TRAVELERS;
Turlin (Ar-Ghilar) 9 ~-=see stats for Ar-Célar -
Golding 2 64 none 10 none mace/46 bola/38 2y 28
Falen 2 56 none S none short sword/44  composite bow/32 22 22
THE TROLLSHAWS;
Typical Hillman 4 88  rigid leather 10 none spear/52 short bow/76 27 38
Ote 3 79 chain 30 yes handaxe/63 short bow/ 40 13 12
Tough Troll 12 134 rigid leather 30 none club/106 thrown rock®/108 31 6
Average Troll 10 112  rigid leacher 20 none club/88 thrown rock*/90 26 4
Young Troll 8 90 rigid leather 20 none club/70 thrown rock*/72 21 3
Female Troll 6 72 ngid leather 20 none club/56 thrown rock®/57 17 2
Baby Troll I 35 rigid leather 10 none club/29 thrown rock®/40 12 I
Stoor 3 48 none 20 none short sword/22  short bow/38 2] 45
HERUBAR GOLAR:
Ar.Giilar 9 72 none 55 none dagger/45 composite bew/3S 67 65
Thuk, Ore Captain = S 9S chain 35 yes scimitar/ 89 composite bow/77 45 11
Galem 1S 190 plate 40 none mace/110 none 0 0

room (with a secret exit to the shadowy shrubbery at the
eascern edge of the Inn) for private discussions, and a large
kitchen that set-ves the best roast fow! east of the river. The
Grumm family also lives on the first floor in rather cramped
quarters.

The second floor of the Inn of fers four comfortable and
well-heated private bedrooms and two very large communal
slecping rooms. Let the frugal be forewarned, however:
thievery is common in the larger reoms, and rogues who are
proficient pickpockets regularly travel the Grear East Road
and prey upon unsuspecting souls looking to save a copper
piece or two by sleeping in the large. bare, chilly rooms with
their fellow wayfarers. Because of the Grumms' fundamental
dccency, brawls and muggings are rare but occasionally
unavoidable.

Many travel the Greatr East
Road regularly and stop at the
Lust Inn en route to Bree, the
towns of Rhudaur or, occasion-
ally, Rivendell. Unquestionably
the most popular visitor is the .
wandering minsrrel Turlin, a2  %&F " %
handsome and charming fellow %;
who is as free with his money as
heiswithyarns and songs. Turlin
sleeps at the Inn every forrnight o)
arso on his way west to Bree or “
porth to Cameth Brin, where S
song-loving Hillmen have gath- & =
ered. Some say the ballads of the e ?u.ﬂ

]
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honey-voiced Turlin couldchann
the scales off a Troll's back!
Another regular guest at the
tast Inn is Falen the Trader, a
man of jmixed Dtinedain and

Basterling blood, who (itisjoked) | .

couldsellsunlightto an Orc. Only Turlin knows moreabout
the goings-on in and around the Trollshaws than Falen does.

A third regular at the Inn s the herb-and-potion salesman
and would-be healer, Goldang, who was run out of Gondor
years ago after inadvertently poisoning a noble household.
Goldang also possesses a wealth of inf ormation about Cameth
Brin, where he regularly travels, and declares chat the scary
tales of the once-haunted castle in the woods are true. For a
few copper pieces, Goldang will tell more, but only in the
privacy of a booth or a room.

Orher wayfarers travel the Great East Road and stay atthe
LastInn, but most mind their business and are gone before
anyone notices that they've acrived.

Note: For information about Hiring Non-player Characters, see
Section 11.5 (p. 61).
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Because of the Inn's location and distance from centers of
population and production, prices for accessories tend to be
abitsteepfor mosttraveler'stastes, aboutone and a half times
the normal price. Food and lodging are available at normal
prices, but only the most common weapons can be pur-
chased, usually from travelers looking to make a quick score
of copper pieces. Crude clothing can be purchased from
Falen, who also deals in arrows and bows. Magic items are
rarely seen around the Inn. Bura Grumm keeps a few healing
herbsinalockedchestinherkitchen pantry, but these are not
for sale. The only means of ground transport available are a
light horseand apony kept at the Inn's stables. Each sells for

one and a half times the normal price.

Note: For moreor prices, rcfer to the Equipmenit and Price Table
ST-4 (p. 255).

The first-time raveler will noticea gloom in the air at the
Inn, for the Grumm's eldest and brightest son, Leddon, has
disappeared and is feared held prisoner by Trolls in the
nearby Trollshaws. The Grumms are offering a reward of
two gold pieces plus a lifetime of free meals and lodging to
anyone who safely returns with Leddon or more sadly, who
produces what can be identified as the remains of their
belovedson, who has been missingforalmostaweek. Leddon
wears a distinctive ring made of bone carved in the shape of
a male goat rearing on his hind legs and bears anugly 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 rumored to be unoccupied and full of treasure. One
drunken fellow known as Grepp, insisting that he alone
knows the true tale of the castle, tells of a crude but detailed
map leading one to the booty hidden deep within the
stronghold. He even inc'mates that for one gold piece, he
could locate and hand over a copy of the treasure map.

According to Grepp, a hard-drinking fartner and local
gossip, the castle long ago belonged to a well-born but
mysterious Edain nobleman, a Mage whose experiments with
animals were much talked about and feared. Grepp calls the
castle Herubar Gdlar, 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
there, he might be the richest and most powerful man in all
the Trollshaws. When someone laughs at his tall tale and asks
why he, Grepp himself, does not claim the booty, Grepp only
shakes his head and says: “T am too old and too cowardly fa
that."

Those too spooked by Grepp's tales or by the warnings of
others to mount an exploratory expedition to the castle in the
woods may want to gather a few like-minded friends and
tackle a simpler goal, like scouting a Troll-lair and, if all goes
right, raiding it. Such lairs are hollowed out of the rocks in
the deep woods bordering the Inn, and most hold substantial
booty.

Stouter-hearted adventurers may take up the Grumms on
their off er and search for 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 elms and oaks of the Trollshaws,
many adventures await. Rest at the Inn and learn as much as
possible, for once within the woods, you will discover why
this land 1s unsettled, and why men call it the Trollshaws.
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FORESTS AND HILLS OF THE TROLLSHAWS

Three grave dangers await those courageous or greedy
enough to scout and move about the dark and dangerous
woodlands called the Trollshaws: rude and superstitious
Hillmen, the roving Orc patrols of Angmar, and the creatures
who give the 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 encountering friendship in the precipitous countryside
north of the Great East Road is the rare, face-to-f'ace meeting
with a Hobbit, for a few Stoors still inhabit the Trollshaws.
The only problem is that a Stoor clumsy enough to bump
into is likely to be drugged, half-dead or wholly insane.

Note: Formore mformation on moving about the Trollshaws in
search of action, and what happens when you f ind 1t, see Section
142 (p 66-68). The Encowiter TableST-10 (p. 262) will
also prove bep fuL

THE HILLMEN

Hillmen, descendants of Dunlendings and just as hospi-
table, fought the Witch-king when he subdued (some might
say razed) Rhudaur hundreds of years ago. Now they fight
for him, at least when "asked.” Lovers of copperjewelryand
loud, bawdy songs, Hillmen relish the outdoor life, scaling
seeep cliffs like mountain goats. Superstitious and xenopho-
bic, Hillmen fear darkness and prefer to spend the long
winter nights in their homes, talking too loud, screaiming
‘nsultsand curses at each other, and laughing at misf ortunes
and missteps that might bring tears to a kinder race of men.
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Amongthemselves, HillmenspeakDunael, although most
know Westron well enough. They also offer sacrifices to
their vengeful, despicable deities and deeply despise Woses,
Dwarves and Duinedain(allrarely seen in these parts}, as well
as Orcs and Strawheads (the Rohirrim).

Hillmen are great trackers, all but impossible to lose or
throw of f your trar], and are quiet as mountain cats. They
know the Trollshaws so well they could give guided touts
blindf olded, but of course they would never trust youenough
to even turn their backs on you. (A wise adventurer would
treat them the same.)

THE HILL-TROLLS

Trolls are huge, tough, ugly, stupid and bloodthirsty, and
the Hill-trolls of the Trollshaws, although a bit more
intelligent than most of their brethren, are no exception.
Hill-trollsdospeak a bitof Westron, usuallyenough to make
you understand that you are in great danger and have but a
moment to make friends or die. Trolls relish nothing more
than the grinding of flesh and bone in their ghastly teeth,
although they prefer fattening 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 fellow-Trolls into paroxyms of uncon-
trollable, hideous laughter.

THE PATROLS OF ANGMAR
The Witch-king keeps a close eye on the Trollshaws. His
Orcsand Wargs regularly scout Rhudaur, snif fing for news
and fresh meat traveling to and from the settled West.

A Sarople
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AN ABANDONED CASTLE

Three days north of the Last Inn and just off a eributary
of the Mitheithel stand the crumbling, eerie ruins of a once-
magnificent castle, Herubar Gfilar, the Dwelling of the Lord
of High Sorcery.

The stream that once fed a moat shielding the stronghold
from frontal attack has now cut through the wall 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
thart 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 the 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 to the
Orcs of the castle as Ar-Galar. (The perceptive PC may
recognize the handsome evil-doer from his regular appear-
ances at the Inn, where he sings and charms audiences as
Turlin, the wandering minstrel.) Ar-Gdlar is, in actuality, a

fallen Edain noble, the bastard son of a powertal 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 Edam
nobility. Thus was he led by fate to the dark gates of the
Witch-king's realm.

Ar-Gtilar's duties are threefold: first, to gather all the
information he can about the region's inhabitants and their
movements and aims; second, to cause them as much trouble
as possible while seizing all the wealth he can; and third, 1o
report all he learns and to surrender to the Witch-king most
of what he gains through his perfidy and black magic.

The obvious entrance to the castle is up the road or along
the stream bed, taking care to stay behind the generous cover
oftreesandshrubbery. At leasttwo Orc lookouts areon duty.
From the second floor of Tower I, where the Orcs sleep, and
the third floor of the hexagonal keep, where a ruined
observatory provides a broad view of the landscape bef ore the
gates, Orcs are ever-vigilant after dark. During daylight
hours, Orc guards don't see very well and rely instead upon
their keen sense of hearing.

Note: Connected stairwarys and secret passages are tnarked by
co7rejporldin ¥4 capim[ letters.
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Those adventurers with enough guts to enter the crum-
b]ing castle walls may first want to explore the four decaying
towers, to 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.

I. Tower I. Tower I is flooded at basement level, the star'ts
broken and dangerous. A corroded, gold-colored chest rests
ona ledge ten feet below the water line line of the forty-foot
deep pool that fills this tower. The brightness of the "gold"
may catch one's eye, but the stinging fish and small kraken
(wwenty-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
corroded to the point that it cannot be pulled up without
desroyingit. The first diver into the pool risksa 10% chance
of disturbing the kraken; each dive thereafter increases the
chance of provoking the creature by 5%. Each successf ul dive
brings up [-100sp worth of jewels and money. The stinging
fish are merely nuisances and inflict no damageother than an
ugly rash. (The PCs don't know this and may
suspect the fish to be poisonous.)

Note: Seethe Creatures Summary Table ST -2 (p. 251)
and Appendix A-3 (p. 183), For more information on the

kraken.

2 Tower 2. This structure is in ruins; only scat-
tered human bones, a skeleton with an arrow
through the rib cage, and a beastly stench greet the
entering hero.

3. Tower 3. Here the 10-12 Orcs who call the
castle home sleep, keep their weapons handy, and
argue about who can swallow a live Stoor faster. At
least five Orcs are always present here; one to seven
more may appear depending upon the time of day
and the level of activity in the region. Those not
sleeping or lying around on the second floor of
Tower 3are off on patrol or in the Lookout Tower
(formerly an Observatory) on the third floor of the
Castle Keep. However, they will respond to any
alarm or disturbance. Like most Orcs, those of the
castle fear water as well as 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 tirst level of the underchambers of the keep.
This passage is known only to the Or¢ commander

and to the evil lord Ar-Gtilar himself.
Note: PCs tnust nake a Hard (—10) perception rall to

determinne whether or not they discover this secret passage,

4. Tower 4. Crebain have claimed Tower 4 as their
own, Here up to thirty-three of the large blackbirds
live as they spy for their lord and squabble all day
long. At any one time, only 3-30 of the birds are
present. Crebain also pick up baubles and small
gems, saving them for their master, Ar-Galar. Each
of the birds’ twenty nests contains 1-10 sp worth

of booty. Crebain will fight to protect their nests and raise a
racket likely to rouse all the Orcs of the castle in a moment
or two (20% chance each round). Crebain are also very fast
tliers, cruising at 140 feet per round. They can travel at four
times that speed when rushing secret messages to Ar-Gilar,
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 chat 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" about four feet abovethe floor, there
rests a simple leather-covered box with an Easy (+20) lock.
Inside the box is a duplicate key te the treasure chest lying
deep within lower chambers of the castle, on Level 3. A
Medium(+0)stabbingtrapprotects thebox;anyone pulling
at the covering brick who doesn'tduck below the level of the
brick will bemet with a blade driven deeply into him. (An'A’
Slash and a 'C' Puncture Critical.) On the other hand, a
typical Dwarf or Hobbit will merely chuckle tohimselfas the
bladejuts harmnlessly above his head.
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FIRST FLOOR
w The ground floor of the 120’ by 80" hexagonal keep was
Part VI once an elegant hall of striking proportions a.nd beauty.
A Sample (Obvious to anyone but an Orc, a wealthy Edain baron or
Setting 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

OL‘::E‘ d: observatory.
SECOND FLOOR
A balcony overlooks the Great Hall, where balls and feasts
enlivened and enlightened the structure long ago. Guest THIRD FLOOR
Quarters and the remnants of icons in the now-empty ]
- Ceremonial Chamber take up the rest of the second floor. L. Lord's Bedrqom. This 38" by 24' chamber holds iotLlE
15t floor passageway (built into the wall) thar leads to the Library,
N bypassing the Servants' Chambers.
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2, Servants' Chambers. A 30' by 13' room
where the Mage-lord's personal servanx
slept and stood ready to serve him at any
hour.

3. Library of Lore. Floor-to-ceiling book-
shelves line much of the Library's walls.
Looted, yellowed maps and ripped-up
books arestrewn aboutthe floor andtables
Dust has settled over everything. (The
Libraty, approximately SO' by 28" also
contains a secret, uniooted room and two
secret passageways discussed further in #'s

6,7, and 3.)
4. Obsewatoty/[pokout. A 37 by 0

room with windows looking out upon the
road leading to the castle gates. The tele-
scope in one window is functional, butche
glass is smudged. Orcs use this roomasa
lookout station; the watch changes evety
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

minute perfod.

5. Laboratory. This 65' by 20" chamber
holds aged texts, papers, and puzzling ex-
perimental devices, all in disarray. A tmy,
secret room (further discussed in # 9
stands undisturbed, hidden behind floor-

to-ceiling bookshelves.

6.Secret Passage (Bedroom). This narrow
hall built into the wallleads directly to the
secret passage hidden behind bookshelva
in the Library.

7. Secret Room. Only Ar-Galar (Turlin,
knows of this narrew room hidden behind

bookshelves in the Library; he keeps &



8. Secret Passage. This winding and narrow
stairway leads down to the Mage-lord's lower
bedroom hidden on the first level of the
keep's Underchambers. To discover this
passage requires a successf ul Very Hard (-

20) Perception Roll.

9. Secret Room. This tiny chamber, hidden
behind boolshelves in the Laboratory, is
unknown to Ar-Gdlar and the Orcs. Here
the Edain lord of old stored papers docu-
menting his experiments in altering the size
and functions of various beasts native to the
region.(T he handwritten text ends abruptly,
suggesting that the Mage-lord gave up his
studies suddenly.) The papers total 10
pounds and would be worth [0-160 gp to
the right people in the right place—a big
city, most likely. The room is Extremely
Hard (-30) to discover; Ar-Gilar does not
itexists and believes that the Library's secret
room holds all the secrets of old.

meact both as a lure and as insurance, should the
Witch-king turn agamst him or cast him out. (Ar-
Gtilar also wants to keep his identity as a magic user
and an agent of Angmar a secret, of course.) Theroom
holds regional maps and assorted histories and
bestiaries of interest to travelers in the Trollshaws;
spread across a table are ten Black Nimendrean
sarcery texts. Each tome weighs just over [0 pounds
and would bring 30 gp in Fornost or in another city.
(The very bold might want to try selling the volumes
in Cam Diim, which ts closer but much riskier.)
Several rhymes written on charred and dusty scrolls
both wam and beckon those who find and examine
thisroomn, which is Extremely Hard (-30) to discover.
One such poem lies exposed on the table:

Down deep, dacp down,

Traasure will be found.

Dast the beasts and near the pools

Wealth greets the wise, Death welcomes fools!

Note: The CM is advised to make fuu use of the

uformarion and clues contained in this secvet chambey,
many of which will lead to_further adventures both within
the castle and otside it.
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©® THE LOWER CHAMBERS ©
OF THE KEEP

LEVEL ONE

L. Arena. The first level below the ground once housed an
elegant arena of battle and well-lighted stage for perfor-
mances of song, dance and drama. The sunken arena now
holds the booty taken by the Orcs from travelers and others
foolish enough to travel in the Trollshaws. 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-well-
fed black bear known affectionately to the Orcs as GRRR.
The bear is a 3rd level beast and takes 150 hits. (See Table
ST-2.) All Orcs must deposit their booty here (under the
watchful eye of their commander), and all do. The loot
strewn across the floor of the arena includes: S000tp, 2000bp,
5000cp, S00sp, and 30gp.

2. Storage Room and Wine Cellar. Looted and wrecked,
this chamber is useless, holding only cobwebs and empty,
broken wine bottles.

3. Hall of Heroes. Down the stairs and to the left, one finds
the shadowy Hall of Heroes. This long and narrow passage
is lined with slashed family portraits of the original inhabit-
ants of the castle and at first glance appears useless to the

0 Ceen

treasure-seeker. However, a closer look will reveal grimy,
dust-shrouded, and crude mapsofthe castle's underchambers.
(Orther messages urge one to seck greater treasure in the
deeper depths of the keep.) Tucked into the frames of three
paintings at the end of the hall near the great stone statue is

jewelry totaling SOgp.

4. Statue. This eight-foot tall stone giant s in facta sleeping
golem. Even a light tug atone of the three portraits hiding the
family gems will bring to lif e the imposing golem, The golem
will not rest until those who dare to disturb the portraits leave
the Hall or join their ancestors in oblivion. See the Non-
player Character Surnmary 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 platform bed near
a chest of magic items.

Items in the chest:

I. A +IS chainmail of gleaming golden metal which
contracts 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+I0arrows and one, similar in appearance to the
others that, when shot, returns to attack the archer
instead of hisf oes. Theattack is resolved normally; the
archer rolls any resulring crit f or himself.

3. One pair of shiny boots that don't leave tracks
behind you when you walk but which, af ter & hours
of constant wear, rush off with the unwary wearer
in an easterly direction for one hour. (Inscribed in
the leather of both 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, drawings, and papers of lore which appear
very important but which in fact are fakes. For
example, verses written in an elegant Sindarin
script appear to give clues to further secrets of the
castle keep but in fact lead one to death traps in the
lower levels.

6. One +15 magic dagger that bleats like a sheep
when Orcs are within I00 feet of the holder.

7. One genuine +20 arrow, reusable if recovered, for
the slaying of fell beasts. (Roll any Critical nor-
mally and roll as "Slaying” on Table CT-10.)

8. A potion that, when swallowed, gives the Gift of
Underchamber-Visionto the imbiber. Swallowing
the contents of the tiny vial gives one a brief vision
of the lowest chamber of the castle; dangerous
areas are marked in red, and places where booty is
kept appear as yellow. The PC wih a good memory
(Intelligence, or INT) will thus be able to draw a
detailed layout of Level 3 of the Underchambers,

9. A clear potion like that described in #38 above,
except that it provides a false vision of Level 3.In
fact, this vision reverses the areas of booty and

danger.



6. Anins Storage Area, The overflow of arms and weapons
seized in bartle and ambush are kept to the right of the stairs
in this long, narrow chamber. Orcs cannot or will nor usc
these items which are piled here in haphazard fashion.

Items in the Arms Storage Area:

l. Piles of 2-20 of each type of normal but rarnished
weapons and armor.

2. Two +5 broadswords.

3. One +5 morning star (the weapon, nor the celestial
body).

4. A +5 magic javelin chat returns to tts throwerafter its
fiest use during a etwenty-four period (i.c., once pert
day). (For more information on Magic [tems, sce
Scction 15.5, p. 72-73)

S. A long bow with three +5 arrows.

6.A + 10 battle-ixe that weighs only 60% of the average
weight of similar axes.

7. Storage Hall. Spare clothing and junk are piled here.

8. Hallway and Stairs.

LEVEL 2-A

l.Herband Poison Storage Room. Located to the lefrof ehe
swmirs, this artificially lighted chamber, 100 fcet by 14,
sprouts mushrooms galore. Ten varieties of herbs and
poisons (some healing, some noxious) also grow in
abundance.

Note: PCs should rollone dic; the inmber rolled represents the

herb chosen. Check the Herbs, Poisons, and Diseases Table ST-

5 (p. 256-257) for merc information.

Herbs & Poisons:

). Arfandas. 2-20 doses grow per month.

2.Culkas. 1-10 doses grow per month.

3. Belan, 1-10 doses grow per month.

4. Gariig. 1-10 doses grow per imonth.

S. Artanar. 2-20 doscs grow per month.

6. Degiik. 1-10 doses gtow per month,

7. Arnuminas. 2-20 doses grow per month.

8. Kilmakur. 1-10 doscs grow per month.

9. Kly. I-5 doses grow per month.

10. Uraana. 1-5 doses grow per month.
1 Torture Chamber. This SO' by 43" chamber is the
focusof thislevel of the keep. Herethe Orccaptainand
histwo most trusted followers persuide uncommuni-
ctive captives to reconsider their commitment to
continued silence. A variety of devices, including heated
tongs, tongtie clanps, and cye gougers aid them in their
quest for information. Those who refusc to talk or
remain of interest to the Orc commander or his lord are
held in che four small dungeon chambers.

3.Dungeon Chamber # 1. Here. a prisoner withhold-
ing desired information is held and fed a steady diet of
mildly poisonousand hallucinogenicmushrooms. (Ores
of the castle commonly carry antidores to the poisons

invials labelled in Orcish.)

4. Dungeon Chamber #2.
S. Dungeon Chamber #3.
6. Dungeon Chamber #4.

7. Hall of Essence Inhibition. Here, power points can be
drained. For example, each time a character enters the Hall of
Essence [nhibition, one half of his remaining power points
are drained (round down).

8. Hall of Essence Enhancement. On the other hand,
entering the Hall of Essence Enhancement maximizes one's
power pomts, but only once each twenty-four hour period.

9. Secret Passage. Narrow, dark stairs lead down to Level
Three of the Underchambers, where the great treasures of the
castle remain hidden. This passage is guarded by a flame trap
and, in the spring and suummer, by a vicious family of horse
flies. The flame trap fills the room with fire (giving everyone
1.5 'B' Heat Crits) if cvery person entering the four-f oot high
oval stonc doordoes notfirstutter the Elvish words inscribed
in dusty stones above the doorway:

Down 1 go and down T dunce
To seck my gofdm inagic chance

10. Secret Stairs. They lead up to Level One of the
Underchambers.
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Note: The accompan ying illustration marks areas where there is
a good chance of being bitten, indicates the percentage chance that a
PC will be bitten each round he spends in that particular chamber,
and tells what kind of bite be will suffer, shorld his luck desert him.

a = 5% Spiders
b= 20% Asps (Snakes)
¢ = 5% Bas

= 10% Lizards

1. Stairway. Down these stairs, the audacious adventurer
reaches Ar-Gilar’s favorite chambers, what he calls his "game
room.” For on this level reside the hardy offspring of the
warped experiments perforined so many years ago. A dark,
wide stairway crumbling into 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 the
Mage-lord of old first bred the outsized spiders, snakes, bats,

lizards and hounds that thrived in the gloom of this level of
the dungeon keep. (And myth has it that in this dank cell the
lord met his death, swallowed by his own misshapen beasts.)

3. Passage. Located near the wide stairway, this passage leads
up to Level One and down to the treasure of Level 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 I-S B!
Puncture Criticals and are Very Hard (-20) to disarm. When
the door is opened normally, rhe traps operate mechanically
by shooti'ng out a dozen razor-sharp, thin, knife-like blades
from a pair of hidden receptacles on either side of the door
to the walkway.

4. Secret Passage. This narrow passageway winds up to the
Mage-lord's lower bedroom on Level One of the
Underchambers.

5. Hall of Hounds. The Hall of Hounds is silent now. No
beasts remain, but the enormous skeletons of two hounds are
visible to the torch-carrying explorer.

6. Hall of Lizards and Bats. A score of small
poisonous lizards and bats inhabit this chamber
(see Table ST-2, p. 250, for swatisties). This
chamber has a secret passage leading down to
Level 3. Venom from these creatures can be used
to poison-tip arrows, but of course the beasts
involved are unlikely to cooperate. The effect of
a poisonous bire varies: a bat-bite leads to paraly-
sis while lizard venomn causes the loss of use of the
limb struck. Antidotes are available in Cameth
Brin, and the Orcs of Herubar Giilar commonly
carry them in vials about their necks.

7. Hall of Snakes. Dozens of poisonous asps
(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 atfected lunb.

8. Hall of Spiders. Hundreds of spiders ranging
in size from minute (i.e, small) to a pair the size
of a two-man tent (i.e., large) live in this danger-
ous den (see 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 the keep.

There is little reason to tarry at rhis level: no
one but Ar-Giilar does, for these are his petsand
his agents of assassination. Even Thuk, captain of
the Orc-guard, prefersnor to accompany his lord
as he visits this twisted zoo.



LEVEL THREE

L. Stairs. On this level, one finds some of the greatest
treasures of the western Trollshaws—and one faces the
grevest dangers. None of the Orcs evercomes to this level of
the keep: Ar-Giilar alone enters these dark chambers. The

staits 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

% magic items and treasures hidden elsewhere on this floor.
For example, behind the wall-to-ceiling tapestry of a battle
scenie one will find hidden in a crack in the wall a slender,
plable key chat will unlock a gold chest in the Great Weapon
andTreasure Room down the hall.(To find the key requires
1 Very Hard (-20) Perception Roll.) Messages inscribed on
the wall warn all who enter to leave the way they came or to
surrender unro death and damnation.

3.Great Weapons and Treasure Room. This most valuable
t00m lies beyond the flooded Loading Platform and holds
fine weapons, some of them magical, stored in gold-plated,
locked vaults. The lock on the door is Very Hard
(-20) to unlock. Simple but valuable jewelry is
kept in a plain bronze chest on the floor. Other
ites adorn the walls. A pit trap ac the exit to the
!nllway may dump the greedy or spooked trea-
sure-seeker into a 20 deep, spiked pit below: PCs
must make a Hard (-10) Perception Roll to avoid
the I-5'C' Puncture Crits inflicted by the pit trap.

{tems int the Chest:
1. A +1S broadsword.
2. 100 gp of jewelry and gems.
3. One +10 chain mail with no movement
encumbrance.
4. Mithril ring; +10 to wearer's DB.
S. Wand of herblore that allows instant analy-
sis and knowledge of healing herbs,
6. A +15 set of rigid leather armor.
7. Five + 10 arrows.
4.Room of Jewels and Magic Vaults. This very
dingerous chamber lies just off the Hall of Runes.
The lock on the door is Routine (+30) to pick.
Inscribed on the door is the following warning:
Once inside, the wise will not tarry;
For dangcf will be !ougb to parry.

When someone enters, the door slams shut behind him
once every 12 rounds, or every two minutes. T he adventurer
with a good sense of time can manage to leave the room
before the two minutes expire and can reenter if he is quick
enough. Thereis no handle on the inside of the door and no
other exit. Once the door is shut, the walls begin moving in
on the trapped fortune-seeker; the walls can be stopped and
the door opened by reciting the two-line verse inscribed on
the door. The walls give each charactertrappedwithin I-S'E'
Crush Crits. The walls move back automatically after the
crush criticals are delivered. The large, gilded vaults in this
chamber hold cheap, fake jewels and magic items (worth 10
sp in total) designed to lure one away from the Great
Weapon and Treasure Room further on.

5.Room of Luring Light. This chamberis 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 unti! 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 mesel lie quiet and cool.

8. Dock. Flooded and rorted now. this dock srill provides
access to the underground stream that flows around the

lowest depths of the keep.

9. Loading Platf orm. This waterlogged seructure also off ers
escape 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 further on, the
stream joins the aboveground river which flows through and
by the castle’s walls. The swift current makes swimming
upstream a verydifficultand dangerous maneuveratbest.) The
boats nearby are rottedand warped. There s just enough dry
wood lying around the higher areas of the platform to build
a raft.

10. Vault of Runes. T his underwater chamber contains both
cursed 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 first dive,
a PC will swallow water. Every following dive increases the
chance of ingesting the tainted water by 5%. Scattered about

the bortom of the 12 deep pool are magic items and a
valuable book.

Note: Each timnea character dives, he volls a 1-10 to see what be
comes wp with. If the PCrrolls 8,9, or 10, he volls @ 2-20 o s
how many gp's be has grabhed. A PC who rolls an item that bas
alread y been takens receives 2-28 gold pieces.

Tiems at the bottom of the pool:

1. A handsome, lightweight cloak that allows the wearer
to invoke invisibility(see the spell with the same name
on p. [95) up to three times every twenty-four hours.

2. A Book of Runes (sealed in a small, watertight chest)
with all Mage-only spells to the Tenth level.

3. Two + 10 magic Shields of Wolf-Coming that cause
sword attacks against the bearer to 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
lycanthropic state lasts for [0 minutes.

4. A Bow with ten Arrows of Itching that, when striking
a fae, cause him to scratch incessantly for ten minutes,

S. A Ring of Friend-finding that glows when the wearer
is within 50 feet of a potential ally.

6. A Neckerchief of Invisibility (4th Level) that allows
the wearer to become invisible (see the spell with the
sune name on p. 195). The neckerchief can be used
only once a day under normal restrictions.

7. A Magic Staf fthat divines the nature and worth of all
metals in a ten foot radius. An added bonus allows the
bearer a +10 defense against Elemental Spell Attacks.
The staff does not work underwater.

8. A toral ofSOng of gems, jewels, and gold pieces for
the having lie scattered about the bottom of the pool
With each dive, the sure-handed adventurer is likely to
grab 2-20gp worth of valuables.

9. Gold Pieces.
10. Gold Pieces.

I L. SecretStairs. Located inside the Jewel and Magic Vauli
Room, thesestairs lead up to Level 2-B of the Underchambers.
The stairs require a Very Hard (-20) Perception Roll o

discover.

I2. Secret Exit. A hidden hole in the wall just two feet by
three feet allows access to the underground stream which
circles the underchambers of the keep. A short swim down-
stream leads one to the river and a good chance at escaping.

No lower levels exist, and no more treasures or traps areto
be found in this, the decaying but deathly-dangerous Castle
in the Woods, Herubar Glilar. Enterif you dare, adventurer,
and may good fortune light your path! (And the best of luck

to your widow and children.)



A HILL-TROLL LAIR

The Hill-trolls holding Leddon Grumm captive have built
their larr within a stony hill surrounded by deep woods. The
lair is occupied by six Trolls: three adult males, one adult
female, 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
ave is set well below the ridge (see map) and is blocked by
aboulderthat takes two or threessrong men to roll aside. One
male Troll norinally guards the cave entrance after dark—
when he manages to stay awake-—while inside the other
Trolls sleep. Unknown to the rock-brained Trolls, a secret
entrance exists just 160’ feet away from the boulder-blocked
opening they use, The secret passage is blocked by teees and
tocks but accessible to skilled and hardy climbers.

2. Living Area. The path from the Entrance leads to the
shadowy,smelly cell the Hill-trolls call home. Here fourmale
Trolls sleep on rough wooden pallets, eat, drink and brag. A
fire usually burns in the center of the chamber; a hole in the
toof of the cave allows the escape of smoke. Their most
commonly-used arms are kept handy here too, near their
bedsides. Empty and smashed bottlesand bones arescattered
over the floor of the cave.
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3. Torture and Holding Cell. Here Leddon and an-
other man (who claims to have been to the Castle in the
Woods) are held captive. Ironically they are chained just
afew feet from the secret exit, a jagged hole which is
completely 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
check on them and their chains. The four male Trolls
who occupy the lair are trying to fatten the lean Leddon,
but their offerings—half-cooked rabbit and raw veni-
son—have met with marked resistance from the plucky
young man. Due to a recent influx of careless fortune-
seekers, the floors of thiscell and of thelargerliving area
are listered with bones and skeletons. But for this stroke
of good fortune, Leddon Grumm and his fellow captive
would already have joined their fleshless comrades in an
uneasy, eternal rest.

4. Beer, Wine and Food Storage Cell. Shelves are
"stocked" with the best and worst Dorwinion vintages,
bottles of Bree beer and sundry supplies.

Hill-trold
lair —
outside

Hill-troll
lair —
overview
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S. Treasure Cell. Except a meal times (when it is left
unguarded), this chamber is usually guarded by a single male
Troll. Alarge 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 of loot.

Ltems in the Pile.
1. Two gold-plated helmets, gaudy but worth about 3 gp

each.
2. A dozen discarded belts and bloodstained tunics.
3. Two bejewelled bracelets worth I-10 sp each.

4. A necklace of rare stones worth 5-50 sp.

5. A pair of matching €" by 6" by4" jewelry boxes filled
with trinkets and a handful of silver pieces, each box
worth 1-10 gp.

6. Scattered rings(including Leddon's)worth I -1 @sp 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 hetb is contained
within each pouch.)

6. Arms Storage Area. A few battered shields and axes of
normal capabilities are scattered about the floor. A half-
dozen short swords lay nearby,
one is +35, and another is only
50% of the normal weight of a

short sword.

7. Path to lower halls. This
long, winding, and dark passage
leads down to the dank cell
where a lone and weary female
Troll lives with her only off-
spring. (Adultmale 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
strean to exit the Troll lair
about 160 feet from the en-
trance the Hill-trolls themselves
use. A large, round stone blocks
the way.

Be forewarned, adventurer,
that entering a Troll lair, how-
ever quietly, is a dangerous un-
dertaking, and the word "un.
dertaking" is used with all due
premeditation.

WNote: Refer tothe Herbs, Poisons,
and Diseases Table ST -5 (p256-
257) to determinewbichberbsand
how 1much of them arc found in the
berbpouches mentioned in the Trea-
sure Cell Also, check the Non-
player Character Swmnary Chart
on page 99 for more infortnation
about the levels and (apabi(ities of
the Trolls of this lair.
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THE APPENDICES

Middle-carth Role Playing contains a number of dif ferent
types of reference material which can be very useful to the
Gamemaster and playets during play. There are ten MERP
appendices, each of which covers one type of reference
material:

Appendix A-I — The Character Templates— This section
contains sixteen ready to play, completed developed

C AT ACEETS of s .8 So2 ot obh  evesssase s suses e aoeh e s LA TP p- 113-145
Appendix A-2 — The Cudture/ Races — This section

contains complete descriptions for all of the cultures

and races listed in Section 20.0 (p. 80). ........p. 146-179
Appendix A-3 — The Creatures — This section contains

complete descriptions for unique Middle-earth beasts

and monsters. .p. 180-189
Appendix A-4 — The Spell Lists — This section

contains the descriptions and parameters of the

MERP spells. p. 190-211
Appendix A-5 — The Secondary Skills — T his section

contarns the descriptions of all of the secondary

skills and secondary skill Groups listed in

Section 5.4.3 (p. 35). p- 212-213
Appendix A-6 — Optional Material— This section

contains optional material for Gamemasters who want

more detail and flexibility in their games. .....p. 214-219
Appendix A-7 — Conversion Notes — T his section

contains suggestions f or converting MER P material to

and from: Rolemaster™, Lord of the Rings Adventure

Game", Fantasy HERO™, and AD&DP. ..........p. 220-225
Appendix A-8 — Selected Readings— This section

contains a MERP bibliography....c..cecoeecvocnvnneeiurecene p- 226
Appendix A-9 — The Record Sheets — T his section

contains a number of record sheets and hexgrids

that may be photocopied f or your personal use

during play TR IR ey p. 227-231
Appendix A-10— The Tables— This section contains

all of the MERP tables, ranging from the tactical

combat resolution tables to the summary and strategic

tables f or weather, treasure and prices............ p- 232-265

defeteleleolelil APPENDIX o A-1  Beoiolekiololok
THE CHARACTER TEMPLATES

The following thirty-two pages contain sixteen character
templates, each on two facing pages. Each of these templaCes
is a ready to play, completely developed MERP character.
Section 3.0 (p. 21 )outlines what inf ormation is contained in
acharacter template and how to use this inf ormation.

I} Black Ntamenérean Warrior (p-114-11IS y—
Indrizor is a male warrior, a haughty, mercenary outcast
from Umbar.

2) Rohir Warrior (p. 116-117) — A cool, but deeply
passionate, femnale warrior, Léowyn is an aspiring shield-
maiden.

3) Dwarf Warrior (p. 118-119)— Balt Redhelm is a
pugnacious Dwarven male, a warrior from the Iron
Hills.

4) Sinda Eif Warrior (p. 120-121) — Camthalion is a

calm, nature-loving Elf-warrior.

5)Dunlending Scout (p. 122-123) — Belefleca is a fiery
and gregarious male Wunlending. He fancies himself as
author and poet.

6) Hobbit Scout (p. 124-125) — Boffo Northtook is an
adventuresome Fallohide male who hails from the
Northfarthing.

7) Dwarf Scout (p. 126-127) — Dwalin is a sober and
suspiciotts male who makes his home in the Blue
Mountains.

8) Silvan EIf Scout (p. 128-129) — Léthiniel is a
cheerful, fun-loving Elf-maiden from northern
Mirkwood.

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

I0) Woodman Ranger (p. 132-133) — Skutillais a
reserved but perceptive male who lives at Woodmen-
town in southern Mirkwood.

IT) Dorwinadan Bard (p. 134-135) — A woman of
Riavod, a port on the Sea of Rhiin, Widonu is a hardy,
wily, and f riendly adventurer.

12) Noldo Elf Bard (p- 136-137) — LLélindir is a proud,
creative male who makes his home in Lérien.

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

14) Dénadan Mage (p. 140-141) — Mirwen is a serious,
but inquisitive female who is enamored of jewel-craft.

15) Half -elf Animist (p. 142-143) — Elbragol is a
thoughtful and reserved Peredhil male who was raised
by the Noldor of Forlindon.

16) Beorning Animist (p. 144-145) — Beralath is a
rugged, jovial Beijabar male who lives in the western part

of the Anduin Vale.
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1 41 Culture/Race; Black Nimenérean -= Jndrazor == Profession: \Warrior I l
LEVEL BONUS (Skill Bonus fer Rank+Stat+Prof ession)
Level 1 Level 2 Level 3 Level 4 Level S Level 6 Level 7 Level 8 Level 9  Level 10
Skill /Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,0600 30,000 40,000 50,000 70,000 90,000 110,000 30,000 150,000
Movement & Maneuver:
No Armor 430 +33 +3S5 +3S +35 +3S§ +3S +35 +35 +3§
Soft Leather 1) -15 =TS ) SES o -1S _Is ETTS) -18
Rigid Leather -30 -30 -30 =30 -30 -30 -30 -30 -30 -30
Chain -5 +5 +5 +5 +S +5 +5 +5 +5 +5
Plate =70 *70 -70 -70 -70 -70 -70 -70 -70 -70
‘Weapon Skills:
I-H Edged +43 +56 +69 +82 +92 +99 +106 +I113 +120 +125
1-H Concussion +33 +36 +39 +42 +45 +48 +351 +54 +57 +60
2-Handed +3 +36 +39 +42 +45 +48 +51 +54 *57 +60
Thrown +33 +36 +44 +52 +60 +68 +76 +84 +92 +100
Missile +33 +36 +39 +42 +45 +48 +S1 +54 +87 +65
Pole-arms £33 +41 +49 =Sy +6S +73 +81 +89 +97 +105
General Skills:
Climb A=3] +32 +38 +39 +45 +46 +52 +53 +S59 +60
Ride +6 e/ +8 +9 +10 +11 +12 -3 +14 *IS
Swim +41 +42 +43 +44 +45 +46 +47 +48 +49 +50
Track -24 +7 +8 +14 +1.8 +21 +22 +28 +29 +35
Subterfuge Skills:
Ambush 25 29 =25 =2 25 _25 25 <25 -25 .25
Stalk/Hide +10 +10 +10 +10 +I5 +15 +20 +20 +25 +25
Pick Lock 2 =25 +5 +5 +5 +5 +S +5 +5 +5
Disarm Trap +0 +5 +5 +I10 +I10 +1S +1S +20 +20 +25
Magical Skills:
Read Rune -25 £2)S =25 -25 -25 25 -25 2.5 =25 _25
Use Item -25 XK -25 -35 =25 2.8 23 =25 25 -25
Directed Spells +0 +0 +0 +0 +0 +0 +0 +0 +0 +0
Miscellaneous & Secondary Skills and Bonuses:
Perception +5 +10 +1S5 +20 +25 +30 +3S +40 +45 +50
Body Development 44 +57 +70 +83 +96 +109 +122 +135 +148 +161
Power Points 0 0 0 0 6] 0 0 0 0 0
Boat Handling +30 $3S +40 +45 +50 +55 +60 +65S +70 +75
Gambling +£25 +25 +30 +35 +40 +45 +50 +52 +54 +56
Rope-Mastery +5 +5 +5 +5 +S +5 +5 +5 +5 +S
Sky-Watching -25 -25 +5 +10 +15 +20 +25 +30 +35 +40
Indrizor’s Tale—1I was raised to bebetterthan other Men. My father Angaroth Tota wu'ghl: 7451b — without ba:ipade —~ 30Ib
and r.nymother Zirabel knew no other way, for we are the teue hcirs of Elros ;{nd Encumbrance Penalty: +0: 0.60 Ib; -S: 61-80 Ib; -10: 81-100 lb;
the line of Westernesse, the noblest of all the Secondbom. It is b?(h a blessing _15: 101-120 {b; -25: 121-140 Tb; -35: 141-160 Ib
and a burden to have such hallowed blood fiow through your veins. F .
I was born two dozen years ago at Karab-tarid, the “Horse-spire,” on Tol Chain Armor Steel Helm ('5 to Perception)
Glingal near Umbar. There. I Tearned to sail, swim, fish, and read the stars I'de Arm Greaves (-S toall OBs)
asailor wed to the sca. When [ was seven,I went awayto Umbar. where I studied Broadsword (+10 OB) (3 Ib) Spear (S 1b)
the arts of language, commecce, and war among others of my station. Many of Handaxc(s lb) Dagger (1 1b)
us clashed with our so-called Ditnadsn instructors, the self-styled “Corsaics” | Shield (+25 DB, special: see background) (1S5 Ib)
frot'n Gondor. They questioned the purity of ous blocd!ines. We questioned Clothes & Personal Effects (indudes R b weapons belt)
theirs, and they beat us; but, we resolved to take the punishment and later get v
even. Thate them like 1 hate the Eldar. INo one 15 better than 1, save my ancestors. Belt Pouch (w/money, Flint & Steel) —9sp. 3 bp, Sep, 2tp (1)
When I reached twenty-one, I became both a man and outcast. While riding | Backpack & Frame (holds 45 b, weighs 3 Ib)  Bedroll (5 1b)
on a raid agains tsome rebellious Haradrim, my company was ambushed and 1 Tent (9 Ib) Lock Pick Kit (0.5 Ib)
was knocked unconscious. I was unjustlyaccused of becraymgmy Lord Nilardu, 50' superior rope (31b) 9 torches (9 Ib)
The vile Corsair Prince in charge of my fate remembered my manner and SWatdrskin (1 Ib) Tedil R &ond (l week) T4 Ib)
condemned me. Off ered the choice of exile or execution. | chose the former. |
have wandered ever since, serving as a mercenary and hoping to find enough
wealth to go back home, repurchase my citizenship, and reclaim my honor.
Although I could not see my family before leaving Umbat. I was allowed to
see my younger brother. He brought me my blue-black mail. andthe sharp-edged
round-shield forged by my grandfather’s father. This enchanted shield floats
atopany kquid (will also float up to S00Ib.), as stable as a wide boat, and serves
me well on seas and streanss alike.
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== Indrazor =-

Prof ession: Warrtor ‘%

—
| Culture/Race: Black Niimenérean
A\

Current Level:

Experience Points:

i

+ — Take the Level Bonuses for the Current Level from the previous page.

Level Item  Special Toral
Skill/Ability Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Armor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
I-H Edged +10/-5 OB
I-H Concussion -5 OB
2.Handed =5 OB
Thrown -5 OB
Missile = oB
Pole-anns -5 OB
General Sk’ills:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush SP
Stalk/Hide Sp
Pick Lock SM
Disarm Trap SM
Hcighc 64" LvII New Ranks/ Magical Skills:
Weight: 225 Ib. Language Rank Level Learned Read Rune SM
Hair /Eyes: Black/G Adéinai 5 o A ks
G 3:// ch' Macl /ZS“Y Wun ¢ < Directed Spells -5 OB
ender/Age: Male estron - - .
1 kills:
Realm: Channeling Haradaic S If;dlsce Sdaie & Secardary Skiits s At
- erception = syt
Demeanor: Haughty Apysaic 2 Body Development sp
Personality: Confident Black Speech 2 Power Points Sp
Motivation: Selif Interest Varadja - Boat Handling SM.MM
Alignment: Self Centered — — Gambl:ﬂg SM
Rope-Mastery SM
Stac  Value Bonus Spell Lists Level Learned | Sky-Watching M
Steength 90 +I10 I Special Bonuses:
Agilicy 100 +25 2) Essence RR: +0 RR
Consitution 79 +I0 | 3) gh?nnegrg RR: :105 i:
: + otson RR:

Inthlxg'er-'lce 58 0 4) Disease RR¢ +15 £
Intuition 36 0 S) Defensive Bonus (DB): +15 +2§§ DB
Presence 62  +S5 6) Base Spell OB: +0 -S -G8

Appearance 96 =+ 7) Encumbrance Penalty sp

Egs | EqQuiPMENT & MONEY NoTes |
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|| 1 i]I Culture/Race: Rohir e Léowyn o Profession: Warrior * |
LEVEL BONUS (Skill Bonus for Rank+Stat+Profession) | —1
Level 1 Level 2 Level 3 Level 4 Level § Level 6 Level 7 Level 8 Level 9  Level 10
Skill/ Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90.000 110,000 130,000 150.000
Movement & Maneuver:
No Armor +25 +25 +25 +25 +25 +2S +2S +2S +2S +25
Soft Leather -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Rigid Leather -5 =5 -S -S -5 -5 43 -S =5 =S
Chain -15 ] +5 +5 +S +5 +5 +5 +5 S
Place -70 -70 -70 -70 -70 -70 -70 -70 -70 -70
Woeapon Skills:
1-H Edged +38 +51 +64 +77 +82 +87 +92 7 +102 +107
[-H Concussion -7 -4 -1 +2 +5 +8 +11 +14 +47 +S0
2-Handed -7 -4 -1 +2 +S +8 +11 +44 +47 +55
Thrown -2 +1 +4 oz +10 +13 +16 +49 +57 +6S
Missile +33 +41 +49 +57 +70 +83 +91 +96 +101 +106
Pole-arns +28 +36 +44 +52 +60 +68 +81 +89 +94 +99
General Skills:
Climb -4 -3 -2 +29 +30 +31 +32 +33 +34 +35
Ride +46 +S2 +95 +58 +61 +64 +67 +70 +73 +76
Swim #26 +27 +28 +29 +30 +31 oK) +33 +34 +3S
Track -19 -18 +13 +14 +15 +16 +22 +23 +24 +30
Subterfuge Skills:
Ambush 25 -2S -2S5 -25 -2§ -25 -25 -25 -25 =25
Stalk/Hide +S +5 +5 +10 +15 +15 +20 +25 +25 +30
Pick Lock -20 -20 +10 10 +I'S +20 +20 +25 +30 +30
Disann Trap -25 =S +5 +10 +10 +1S§ +20 +20 +25 +30
Magical Skills:
Read Rune -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Use ltem -25 -28 -2S5 -2§ -25 =25 -25 =25 -25 -25
Directed Spells =5 -5 -5 -5 -5 -5 -5 -5 -S -S
Miscellaneous & Secondary Skills and Bonuses:
Perception +10 +15 +20 +2S +30 +85 +40 +45 +S50 +S52
Body Development 29 36 44 Sl 59 66 74 81 89 96
Power Points 1 2 3 4 S 6 7 8 9 10
Animal Handling +S +5 +5 +5 +10 +10 +10 +10 +1S 1S
Contortions -5 £S5 -5 +25 +30 +35 +40 +4S +50 +55
Horseback Gymnastics -5 -5 -5 +BS +30 £35 +40 +45 +50 +5S
Firse Aid -20 +10 +10 +10 +10 +15 +15 +15 +20 +20
Foraging +5 +10 h1S +20 +25 +30 +35 +40 +45 +S0
Sky-Watching +S5 +10 +kS +20 +25 +30 +35 +40 +45 +S0
Léowyn’s Tale — As a youth riding near my home in Aldburg, 1 knew that | Total wcr'gb!: 40 |lb — withow mdlﬂ:!mg; - 23:51b
control asteed and wield a 'sword better than my{giﬁed brother. 1 resentedthe | g o0 Pendlty: +0: 0-35 Ib; -10; 36-45 1b; -20: 46-60 Ib;
fact that 1 could not fight with the muster of my kind. It scemedstrange that the -25: 61-80 Ib: -30: 81-100 Ib: -35: 101-120 Ib
wild Dunlending women could run to battle, while the daughters of the Mark : X b ' ]
stayed home tending the hearth. Chain Armor Steel Helm (-6 to Perception)
My restlessness led me to secretly mimic my brother's martial training and, Shield (+20 DB) (8.5 [b) Broadsword (+15 OB) (3 Ib)
by the time boys began to notice my f air f orm, I could wrestle and throw a spear Composite Bow (3 1b) 2 Quivers (20 Arrow each) (7 Ib)
like a young Cairl. Twice 1 threw my brother for a fall as we tustled over Dagger (l Ib)
Mid.w.inter pydding. L:éofen. my father, soon became disturbed with mY | Horse & Equipment (GM discretion)
ambition to ride as a shield-maiden, so he sent me west to my aunt Breawyn's .
home in the Deeping Coomb. There, at the Snotorn manor, 1 was te learn hew Clothes & Personal Effects (includes boots, cloak, weapons belt)
to be a good woman and wife, The widow Breawyn understood my passions, Belt Pouch (w/money, Flint & Steel) — 17 sp,2bp, 3 cp, 41p (1 [b)
though, andallowed memy time. She was good to me.She evengave me herson'’s Saddlebags (holds 15 Ib., weighs 1.5 1b)
fiese mail hauberk, as well as the helm and weaponry of his youth. Bedroll (3 Ib) Eosks Pick 1€ic (05 Ib)
1 fell in love with Argulf. the third son of Breawyn's nearest neighbor. We 75 subets 15 b 5 hes (S Ib
disagreedat times, buthe too respected my aspirations. He loved me and 1 loved pEL TS ( ’ ) to.rc £ ( )
| B 5 Y 2SE Waterskin (1 Ib) Trail Rations (2 days, 4 Ib)
him,andwerodeandsangandjoked together off and on for two wonderful years. ( 4
Then, while with ourpeople’s envoy in Gondor, he was murdered. [t was said
that one of his fellow Rohisrim may have killed him for the locket | gave him.
A day after | heard of his passing, | bid farewell to Breawyn and rode eastward
to the South Kingdom. T have sent messages home to both my mother and my
aunt, but Thave yetto look back, Now I ride to find Atgulf's murderer. r—
| CHARACTER BAckGROUND & HistorY STARTING EQurement & MonNEY |J




EQuIPMENT & MONEY

NoOTES

Culture /Race: Rohir H— LéOW’YIl s Profession: Warrior | # |
N— Current Level: Experience Points:
t — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Total
Skill /Ability Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
1-H Edged o+ ____ ______osB
1-H Concussion OB
2-Handed OB
Thrown OB
Missile OB
Pole-anns OB
General Skills:
Climb MM
Ride MM
Swim MM
Track SM
Subrerfuge Ski s:
Ambush Sp
Stalk /Hide SP
Pick Lock SM
Disarm Trap SM
Magical Skills:
Read Rune SM
Height: 5's" Lvil New Ranks/ U.f»e ftem SM
Weight: 130 b, Language Rank Levelleamed Directed Spells OB
Hair/Eyes: Blonde/Blue Robhirric 9 Miscell.aneous & Secondary Skidls:
Gender /Age: Female/27 Westron S Perception -5 _— M
Body Development sp
Realm: Essence Dunael S .
) Power Points sp
Demeanor: Formal Silvan 2 Animal Handling M
Personality: Cautious — == Contortions MM
Motivation: Preserve Clan — - Horseback Gymnastics MM
Alignment: Neutral — - First Aid SM
Foraging SM
Stat  Value Bonus Spell Lists Lvl Learned Sky-Watching SM
Strength 90 +IS 1) Special Bonuses:
Agility 99 +20 2) Essence RR: +5 RR
Constitution ~ 87  +5 3) Channeling RR: +0 RR
Ineligence 79 45 | 4) Cobonishe e i
T 54 +0 5 Disease RR: +S RR
AL ) Def ensive Bonus (DB): +20 +20 o]
Presence 47 +0 6) Base Spell OB: +0 OB
Appeatance 94 - 7) Encumbrance Penalty Sp
|




Culture/Race: Dwarf

= Bali Redhelm =-

Profession: Warrior

]

118
k_l LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)
Level T Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level 9  Level 10
Skill /Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 S0,000 70,000 90,000 [ 10,000 [30,000 1S0,000
Movement & Maneuver:
No Armort +3 * S +10 +10 +10 +10 +10 +10 +10 +10
Soft Leather -40 -40 -10 -10 -10 -10 -10 -10 -10 -10
Rigrd Leather -25 =25 -25 25 =25 =25 =25 =25 =28 -25
Chain +S +T5 +1S +1S +15 +IS 1S ofelfiS; RIS +1S5
Plate -60 -60 -30 -20 -10 +10 +10 +10 +10 +10
Weapan Skills:
I-H Edged +3 +6 +39 +42 +45 +48 +SI +54 +S57 +60
[-H Concussion +58 T +84 +89 +94 +99 +104 +109 ot T4 D
2-Handed £33 +41 +49 +62 o 7 +88 +96 +10J +106 +111
Thrown +8 +11 +14 +17 +20 +23 +26 +29 +32 +3S
Missile +8 +11 +14 +22 +30 +38 +S1 +64 LA +83
Pole-arms +3 +36 +39 +42 +45 +48 +SI +54 +57 +6S
General Skills:
Climb +6 +7 +8 +9 +1S +16 +22 +28 +34 +40
Ride +1 +2 +3 +4 +5 +6 +7 +8 +9 +10
Swim -19 -18 -17 -16 -18 -14 =13 47/ -11 -10
Track 24 33 +8 +9 +10 +11 +12 +13 +14 +15
Subterfuge Skills:
Ambush =25 =25 =25 -25 28 -25 =25 £25 =2 -25
Stalk/Hide +0 +S +10 +I'S +20 +2S5 +30 +3S +40 +45
Pick Lock +10 +I0 TS +1S +20 +20 +2S5 +25 +30 +30
Disarin Trap +0 +3 +5 +10 +10 +1S +1S§ +20 +20 +25
Magical Skilts:
Read Rune -2S -25 -28 =25 425 225 =25 =28 S 25,
Use [tem =30 -30 -30 -30 -40 -30 -30 -30 -30 -30
Directed Spells =25 =25 =25 =25 2% =25 =25 -28 =25 -25
New Spell Lists — - — — —— — — — — —
Miscellaneous & Secondary Skills and Bonuses:
Petception +S +5 +5 +10 +10 +IS +LS +20 +20 +25
Body Development 60 74) 86 99 [12 125 138 ISl 164 177
Power Points 0 0 0 0 0 0 0 0 0 0
Caving =25 +S +5 AN +10 +10 H5LS 3 5¢5) +20 +20
First Aid -30 +0 +0 +0 +0 +0 +0 +0 +9 +0
Foraging .25 VS +5 +10 +10 +IS +1S +25 +35 +45
Bali Redhelm’s Tale -—1 grew up in the Iron Hiils, near the headwaters of the Total weigh: S7 b —  withosd batkpacfc — 201b
rwcrd?a;rncn- ﬂ*;re-cl Iivﬁ wich my lfather j\lé}n and SPERt ) SWAMERS O | Encunibrance Penalty: +0: 0-60 b; -5: 61-80 Ib; -10:81-100 Ib;
expeditions into the Grey Mountains. 1t was during my tenth such sojoumn that . R
ths lee-drake Lomaw clayimed Nain's life. His defth glaccd the famijly mantle -ZIO: TQI=3e0dbi 33 T2A1 A0 )
upon my shoulders and, though 1 have resalved to slay the beast and claim his Chain Annoc (+10 DB) Shield (+25 to DB, 8.5 Ib)
trove has my fathet’s head-price, Iunderstand thatl must bide my titmeand refine Leg 8 Atm Greaves (-5 OBs, -5 M&M bOﬂUSCS)
my skills. Others of my kind find my restraint strange, but I respect and follow | Steel Helm & Blue Hood (-5 Perception, special: see background)
the ways of my father’s forefachers. We are never rash. Our fires run too deep. | Battle-Axe (+1s OB) @3 Ib) War Hammer (S Ib)
Now,] wander in search of a Dragon-slaying axe. so that | can fell Lomaw Sling (0.5 Ib) Pouch (20 stones) (3 Ib)
and complete my quest. My brother Gali remains at home, acting in my stead Eothes B Dersonal BIF era (ind.. anmor, boots cloak weapons belt)
while 1 leam new ways and finish my long search, He is a stalwart Fighter, and i | 4 .
1 trust him more than anyane. Belt Pouch (w/money, Flint & Steel) — 7 gp, 7 sp, 7 bp. 7 tp (I Ib)
Likes!l Naugrim, 1 tolerate the Norchmen and suff er the company of other Backpack & Frame(holds 45 1b, weighs 3 Ib) Bedroll (5 lb)
Hildor fairly well, I am suspicious of sof, city folk and pretentious Elves— Tarp (4 1b) Lock Pick Kit (0.5 Ib)
eS]:iecialijhc Ntflldor. it;“' 1 will deal with anyone who helps further my goal 50" superior rope (3 Ib) 7 torches (7 1b)
and accords me honorable respect. o . ]
1 walk where others ride, biaring the arms of my l'ine with pride. Unfortu- Wctrskin (.63 TEaf oA (X weck, 1.41H)
nately, 1 find myself compelledto keep my magic helm in my pack. Instead of
scaring travellers with my ferocious-looking steel cowl. T cover my head with a
deep bluehood. However, whenever I wear this enchanted hood. 1 can summon
my helm to my head and any weapon on my belt to my hand with a simple
command: “Now be rzad y”

CHARACTER BackGrounD & HisTory

StAaRTING EQUIPMENT & MONEY




-= Bali Redhelm =

Prof ession: Wartior

—_
Culture/Race: Dwarf
S

Current Level:

%]

Experience Poins:
t — Take the Level Bonuses for the Current Level from the previous page.
Level Ieem  Special Total
Skill /Abiiity Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor ) MM
Soft Leather ) MM
Rigid Leather I =5 MM
Chatn -5 MM
Plate 5 MM
Weapon Skills:
I-H Edged -5 OB
I-H Concussion ) [ J:;
2-Handed +10/-5 OB
Thrown ) OB
Missile -5 OB
Pole-anns -5 OB
General Skiils:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skilis:
Ambush sp
Stalk/Hide sp
Pick Lock SM
: 1o Disarm Tra ™M

Height: 4'10 LvlT New Ranks/ Maoi lSk'El‘l ;

Weighe: 165 Ib. Language Rank Level Learned AgicaloKilly:

: Read Rune M

Hair /Eyes: Black/Grcy Khuzudul 5 Useltem ™

Gender/Age: Male/25 Westron S Dirccred Spells o8
Realm: Channeling SHTASY S Miscellaneous & Secondary Skills:

Demcanor: Sober, Quiet Umit'c 2 Perception 5 M
Personality: Pugnacious Silvan 2 Body Development SP
Motivation: Protect Race - - P OWET Points sp
Alignment: Laws/Principles — - g&:trf‘ d SN;'::M

Stat  Value Bonus Spell Lists Level Learned | Foraging SM

Strength 98 +25 1) Special Bonuses:
Agilicy 77 +0 2) Essence RR;: +40 RR
Constitution 93 +25 3) ghfmne;x;% RR: +_§5 ﬁ

Yncell . g oison RR:
n(tlllgf‘lilcc 63 0 4_13] Disease RR: +35 RE
Intuition 55 -5 =) Defensive Bonus (DB): +0C +20 DB
Presence 43 S 6) Base Spell OB: +0 OB
Appearance 49 E 7) Encumbrance Penaley sp
ﬁi | EquipMENT & MONEY NoTes L ;gi _




120 Culture/Race: Sinda Elf -m Camthalion = Prof ession: Warmior

<)

LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)
Level I Level 2 Level 3 Level 4 Level S Level 6 Level 7 Level 8 Level 9  Level 10
Skill/Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus

Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000

Movement & Maneaver:

No Annor +35 +35 +35 +35 +35 +35 +35 +35 +35 +35
Soft Leather 5105 -1% -15 -15 -15 -15 -15 -15 -1§ -18
Rigid Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 -30
Chain -60 -60 -60 -60 -60 -60 -60 -60 -60 -60
Plate 78 -75 -75 -75 7S 25 -75 C7A 7S a7/
Weapon Skaills:

1-H Edged +23 +31 +39 +47 +60 +73 +81 +86 +91 +96
1-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
Missile +48 +61 +74 +87 +92 +97 +102 +107 +112 +117
Pole-arms +18 +21 +24 +27 +30 +33 +4] +49 +57 +6S
General Skills:

Climb +31 +32 +38 +39 +45 +46 +52 +53 +59 +60
Ride +21 +22 +23 +24 +25 +26 +27 +28 +29 +30
Swim +36 +37 +38 +39 +40 +41 +42 +43 +44 +45
Track +6 +7 +8 +9 +10 +11 +12 +13 +14 +15
Subterfuge Skills:

Ambush -25 -25 -25 25 -25 B2 -25 25 =25 -25
Stalk/Hide +40 +45 +50 +55 +60 +65 +70 +72 +74 +76
Pick Lock +5 +5 +10 +10 +15 #15 +20 +20 +25 +25
Disann Trap -10 +20 +20 +25 $235 +30 +30 +35 +35 +40
Magical Skills:

Read Rune +5 +5 +5 5 +5 +5 +5 +5 +5 +5
Use ltem +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Directed Spells 40 +0 +0 +0 +0 +0 +0 +0 +0 +0
Miscellaneous & Secondary Skills and Bonuses:

Perception +35 +40 +45 +50 +55 +60 +65 +67 +69 +71
Body Development 28 36 43 SI 64 77 90 103 116 129
Power Points 1 2 3 4 5 6 7 8 9 10
Acrobatics +30 +35 +40 +45 +50 +5S5 +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
Meditation -5 +25 +25 +30 +30 +35 +35 +40 +40 +45
Sky-Watching +20 +25 +30 +35 +40 +45 +50 +55 +60 +65

Camthalion’s Tale — 1 have always loved to Follow the beasts thatclimb and | Total weig’l: 25.5lb — withour sutchel— 16 Ib
leap through the high boughs of the forests near my home in Lindanuar. Theze, o ¥rance Pmafiy: +0: 0-35 b -5: 36-45 Ib; -10: 46-60 Ib;
amiclst the great trees of Hatlindon, I learned to live close to the stars. -15: 61-80 [b; -20: 81-100 Ib: -25: 101-120 Ib:
Like my twin brother Haldamir, | have one green eye and one blue eye, 40 121_140'. _50: 141-160 i !
although mine are swr'tched. My right e ye has a sky-colored hue, the same shade ’ ! :

found in his left cye. Our mentor, the bard Arovessé, used to say that we could Dagger (l Ib) Long Bow (+10 OB) € lb)
know the “other side of each other,” the feeling deep behind each other’s words. Broadsword (4 1b) 2 Quuvers (20 Arrows Each) (7 Ib)
1 only know that, however far we separated, we could feel each other's mortal Clothes & Personal Effecs (incIudes boots. cloak, weapons belt)

pains and fears. This is why 1 know my brother is dead. .

Haldamir lcfthometwo);lcars ago. }-}llc planned to ride ro Lérien, and then on Belt Pouch (w/moncy, Fthnt 8 Steel) —3 Sp ( l Ib)
to Belfalas in southern Gondor. He soughta bell, which was created by ourgreat Satchel (h(’lds 101b, welghs l lb) I Torch (l lb)
uncle for the Lady Goladriel, for it is said that within this mystical instrument S0' superior rope (3 Ib) Lock Pick Kit (0.5 Ib)
is a mirror that answers the dark questions of the spirit and absolves all lament. Waterskin (1 1b) Greatbread (I week, 4 1b)
Deeply troubled by his Sea-longing and the loss of his young love Lessicn,
Haldamir Felt compelled to prove the veracity of this tale. Now he is lost. I have
resolved to find him.

1 love beascs and other Elves, but I mistrust Men. | hate thetr disdain for
nature, and their thirst to settle every comer of the land. Still. 1 can weather any ~
storm ifit’s necessary. Bearing the magiclongbow Haldaraic presented meupon
his departure, I am confident enough to tackle the crowded highways of

northwestem Endor, ——
| s , CHARACTER BacrGrouno & HISTORY StarRTING EQUIPMENT & MONEY |5




== Camthalion =-

Culture/Race: Sinda EIf

Prof ession: Warrior %

Current Level: Experience Posnts:

t — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Total
Skill /Abilicy Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Armor MM
Soft Leather MM
Rigid Leather MM
Charn MM
Plate MM
Weapon Skills:
I-H Edged OB
I-H Concussion OB
2-Handed OB
Thrown OB
Missile +10 OB
Pole-arms OB
- == General Skills:
Height: 'S Lvll New Ranks/ Climb MM
Weight: 1921b Language Rank Level Learned Ride MM
Hair /Eyes: Blonde/Bl-Gr. | Sindarin 5 ) Swim MM
Gender/Age: Male/27 Westron 5 Track SM
Realn: Channeling Silvan 5 Subterfuge Skills:
Demeanor: Calm, Quiet Quenya 4 Ambush Se
Personality: Calm, Content | Waildyth Z Stalk/Hide i
b T st Pick Lock SM
Mo{txvatlon: Alturistic Rohrr'nc 2 Disarm Trap SM
Al'gnment: Good Nahaiduk 2 Magical Skills:
Stat  Value Bonus Spell Lises Level Learned E“‘: Rune SM
pe se Irem SM
Strm-g_th 90 10 I) Surface Ways Ist Diteeted:Spells o
Agility 9% +25 2) Misecll ¥ -
Corithlion 76  +10 3) iscellaneous & Secondary Skills:
. Perception SM
Incelligence 44 + 4) Body Development SP
Intuition 90 +15 5) Power Points sp
Presence 92 420 6) Acrobatics MM
Appearance 87 _ 7) Boat Handling MM .SM
First Aid M
Foraging SM
Meditation M
Sky-Watching M
Spec’ial Bonuses:
Essence RR: +0 RR
Channeling RR: +15 RR
Poison RR: +20 RR
Disease RR: +110 &R
Def eusive Bonus (DB): +25 DB
Base Spell OB: +0 OB
Encumbrance Penalty SP
s EquipMENT & MoONEY NoOTES i s \




-= Belefleca =

Prof ession: Scout |

;:; il Culcure/Race: Dunlendinﬁ

LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)

e

Level I Level 2 Level 3 Level 4 Level 5 Level 6 Level7 Level 8 Level 9  Level 10
Skill /Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110000 130,000 150,000
Movement & Maneuver:
No Armor +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Soft Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 -30
Rigid Leather -1 -1§ <18 -1S -15 LS -1S -18 -1S -1S
Chain -60 -60 -60 -60 -60 -60 -60 -60 -60 -60
Plate YA ~%5 -75 -7S -75 -75 -75 -75 -75 -75
Weapon Skills:
1-H Edged +16 +22 +28 +34 +40 +46 +52 +58 +64 +70
1-H Concussion +16 Gk +18 +19 +20 +21 +22 +23 +24 +25
2-Handed -14 -13 -12 2141 -{0 -9 -8 7 -6 -5
Thrown +26 +32 +38 +44 +50 +56 +62 +68 +71 +74
Missile +16 e/ +18 +19 +20 +21 +22 +23 +24 +25
Pole-arms +26 +32 +38 +44 +50 +56 +62 +68 +71 +74
General Skills:
Climb +61 +67 +73 +79 +85 +388 +91 +94 +97 +I100
Ride +11 +12 +13 +14 +15 +16 +17 +18 +19 +20
Swim +16 +17 +18 +19 +20 +21 +22 +23 +24 #25
Track +6 +12 +18 +24 +30 +36 +42 +48 +54 +60
Subterfuge Skills:
Ambush 1 2 3 4 S 6 7 8 9 10
Stalk/Hide *22 +29 +36 +43 +50 +57 +64 +71 +75 +79
Pick Lock +7 +14 +21 +28 +35 +42 +49 +56 +63 +70
Disarm Trap +12 +19 +26 133 +40 +47 +54 +61 +68 iy )
Magical Skills:
Read Rune =25 =25 =28 -25 -25 -25 .25 -25 =25 =25
Use [tem -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Directed Spells -15 LS -Ts -18 -1§ -15 -15 31'S ) -1S
Miscellaneous & Secondary Skills and Bonuses:
pcrception +18 +26 +34 +42 +50 +58 +66 +74 +82 +87
Body Development 3/, 43 48 54 59 6S 70 76 81 87
Power Points I 2 3 4 D 6 7 8 9 10
Acrobatics +5 +3S +40 +45 +50 +5S +60 +6S +70 +75
Acting +30 +30 +35 +35 +40 +40 +45 +45 +50 +50
Contortions IS #+ 15 +I1S +20 +20 +25 +25 +30 +30 +35
Foraging -20 +10 +10 +15 +15 +20 +20 +25 +25 +30
Public-Speaking +30 +35 +40 +45 +50 +5S +60 +6S +70 +75
Singing +30 +30 +35 +35 +40 +40 +45 +45 +50 +50

Belefleca’s T ate — My mother Malbicca used to say: “never be afrnid of smakes,
especially the Men of Rohan,”1 used to laugh at all her wonderful stories and adages,
but remember this one most. Oddly enough, though, [ failed to take her advice
to heart. I still shudder at snakes, and I still fear the Rohirrim. I'll pet any wolf,
no matter how feral, and I'll duel any Troll or Or¢, butI will not walk among
snakes or confront a Man from Rohan. It is a strange fear borne out a song I
heard while I still a stumbling child. T cannort shake the feeling:

Nonetheless, I love to travel, especially in the wild, and 1 have resolved to
chronicle my journcys in both song and prose. It is for this reason that I left my
ancestral home in Cillien-o-Cilstrem in Dunfearan. Equipped only witha stout
spear, a shield, a handaxe, and a book of precious writing skins, I now seek an
adventure worthy of lore. It is my hope tossake a place in the rich history of my
people. My sister Mara predicted my fame, and Iam sure that winding journeys
will prove her visions true.

Without doubt, I am brash and boisterous and given tosingingsongs with
the slightest suggestion or whim. My fellow Dunmen consider me gregarious,
but other peoples label me loud. Perhaps the Men of the Hills arr loud by their
standards, but we are hardly as dull or tiresome as these dour complainers. Ilaugh
when I hear them complain.

Totad weght: 44.5 b — withow fuu/epa(/e - 261b
Encumbrance Penalty: +0: 0-35 Ib; -5: 36-4S Ib; -15: 46-60 Ib;

-20: 61-80 Ib; -25: 81-100 Ib; -3S: 101-120 Ib; -S0: 121-140 Ib
Shield (+25 DB) (15 1b) Spear (+15 OB)(4 1b)
Handaxe (S Ib) Dagger (I Ib)

Clothes & Personal Effects (includes boots, cloak, weapons belt)
Belt Pouch (w/ money, Flint & Steel) — 2 sp, 9 bp, 6 ¢p, 7 tp (1 1b)
Backpack (holds 20 Ib, weighs 2 Ib)  Bedroll (S Ib)

Lock Pick Kic (0.5 Ib) Book of Writing Skins (1 Ib)

S0' superior rope (3 Ib) 2 vorches (2 Ib)

Waterskin (1 Ib) Trail Rations (2 days, 4 Ib)
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-~ Belefleca ==

Lﬂl Culture/Race: Bunlending

Profession: Scout | $ |
Current Level: Experience Points:

1‘ — le: l'}'lt LCV:I Buﬂmfs FOT 'I:h: C\'."T!nr LCWI Fl'om lh: pr':viol.u Plgc-
Level Iteor  Special Total
Skill/Ability Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
I-H Edged OB
1-H Concussion OB
2-Handed OB
Thrown oB
Missile (o]
Pole-arms +1S5 (0] ]
General Skills:
Climb MM
Ride MM
Swim MM
Track M
Subterfuge Skills:
Ambush SP
Stalk/Hide SP
Pick Lock SM
Disann Trap SM
Heighe: 5'10" Lvl] New Ranks/ Magical Skills:
Weight: 175 b, Language Rank Level Learned Read Rune M
Hair/Eyes: Brown/Brown | Dunael S Us‘e Item SM
Gender /Age: Male/20 Wessron S A gl 2L
Real: Channeling Pikael I Miscellaneous & Secondary Skills:
Demeanor: Animated — - Petception -
A i Body Development P
Personality: Emotional — = Woid et Rdints sp
Motivation: Self-centered — - Acrobatics MM
Alignment: Religion — - Acting SM
Contortions MM
Stat  Value Bonus Spell Lises Level Learned Foraging M
Steength 76 +10 I Public-Speaking SM
Agilicy 90 +I10 2) Singing SM
Constitution 91  +I0 3) Special Bonuses:

Intelligence 36 +0 4) EssenceRR: +0 RR
Intuition 79 +5 S5) lC)h'annelFi{rl'lf RR;: _:-150 g
Presence 81 +5 6) D?;se‘;:e RR': +10 RR

Appearance 52 ke 7) Defensive Bonus (DB): +10 +25 DB

Base Spel OB: +0 OB
Encumbrance Penalty sp

|
i
| ‘%- EqQuiPMENT & MONEY
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IZ41| Culture/Race: Hobbit (Fallohide) -= Boffo Northtook = Profession: Scout Wﬂ
= LEVEL BONUS (Skill Bonus for Rank+Stat+Profession) ||=
Level 1 Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level9  Level 10
Skall /Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000
Movement & Maneuver:
No Armor: +50 all levels — Sofi Leather: +0 all levels — Rigid Leather: -10 all levels — Chain: -90 all levels — Plate: - 105 all levels
Weapon Skills:
I-H Edged _14 -8 2 +4 +[0 +16 +22 +28 +34 +40
I-H Concussion -44 -43 -42 -41 -40 -39 -38 -37 -36 _35
2-Handed -44 -43 -42 41 40 -39 -38 -37 -36 -35
Thrown +351 +.52 +53 +54 +5S +56 +57 +58 +59 +60
Missile +56 +62 +68 +74 +80 +86 +92 +98 +101 +104
Pole-anns -44 -43 -42 -41 -40 -39 -38 -37 -36 -35
General Skills:
Climb +56 +62 +68 +74 +80 +86 +92 +98 +101 +104
Ride +6 +7 +8 +9 +10 +11 +12 ) ) +14 +15
Swim +46 +47 +48 +49 +50 +S51 +52 +53 +54 +55
Track 24 +7 . ]'3 +19 +25 +31 +37 +43 +49 +85
Subterfuge Skiills:
Ambush +1 +2 +3 +4 +5 +6 +7 +8 +9 +10
Stalk/Hide +27 +34 +41 +48 +55 +59 +63 +67 +71 S
Pick Lock =197 +29 +41 +53 +60 +64 +68 +72 +76 +80
Disaan Trap +12 +19 +26 +33 +45 +57 +64 +68 +72 +76
Magical Skills:
Read Rune 2§ -2S 25 .25 S -25 -25 -25 -25 -25
Use Item -25 -25 =25 -25 25 -25 -25 =25 .25 -25
Directed Spells Il 15 +15 +1S5 =S +15 +15 +15 =i +16
New Spell Lists — — — = — — — — — —
Miscellaneous & Secondary Skills and Bonuses:
Perception +28 +36 +44 +52 +60 +68 +73 +78 +83 +88
Body Development 47 52 S8 63 69 74 80 85 91 96
Power Points 1 2! 3 4 S 6 i 8 9 10
Acrobatics +1S +45 +45 +50 +50 +55 RS +60 +60 +6S
Appraisal L85 S S D 10 10 10 15 1s 1S
Contortions +16 +15 +45 +45 +50 +350 +55 +S5§ +60 +60
First Aid -25 -28 =25 S S ) 10 {0] 10 Is
R ope-Mastery -25 -25 5 §) D) 10 10 10 15 1S
Trickery -30 -30 -30 -30 -30 -30 0 S 10 )€
Boffo Northtook’s Tale — My name is Boffo Northtook, for I am of the line Total weight: 150 Ib — without satchel — 6.0 1b
ofO;{[bar(on Tooks andmys-[oried undle, Boffo T ttk, was mymot.herlsumelia's Encumbrance Penalty: +0: 0-15 1b; -20: 16-25 Ib; -35: 26-35 Ib;
favorite. He once roamed with the Rangers of the North, helping guacd the -60: 36-45 Ib; -80: 46-60 Ib
frontier beyond the Hills of Evendim. and my mom thought he was as grand as o e
a warm, double-cream cake on a cos! winter morning. Sling (0.5 Ib) 1 Pouch (20 stones) @ Ib)
We Tooksare Fallohides. We're tall and fair and slender and rare by Halfling Dagger (+5 OB, | Ib)
standarc.is. and we like to BXPIOKE about. Thcy say wte'rc full.of‘wand_erlus'[. This Clothes & personal Effects (includes boors. cloak, weapons bglt)
is ?spec.la'lly teue of us Northtoolss. Unlike our kinsmen in Westtarthing, we Belt Pouch (W/moncy. Flint & Steel)— 7 sp, 3bp, 2 cp, 6 1p (1 lb)
enjoy living on the edge of the cold, empty Norchlands. ; ; y 1
Why 1 Ieft home, I'm not too suce. 1 chink it's because T like riddles so much | Lockpick Kit (+10 to Pick Lock & Disann Trap) (0.5 1b)
that1 had to find dhereason behind my undle's strange bequese. He only leftme | Satchel (holds 10 Ib, weighs 1 Ib)
three things: a magic sword (acually a dagger), a pouch full of enchanted tiver- Redroll (small, 3 ]b) P,‘Pe and Pipcwecd (0‘5 ]}3)
rocks, and a scroll that beating these words: 25' superior rope (1.5 Ib)
“He reaches of ar, Shaking hands with bis nose. Woaterskin (1 1b) Greatbread (1 week, 2 1b)
Which susnnsons rain, Whenever be blows, Pouch with 12 "River-rocks" (special: see background)
He blesses stones, With bis pose.”
I have resolved to solve this puzzie, regardless of how far I must travel. After
all, 1 carry my uncle’s naine.
Note: Unbcknowst to Boffo, each of bis stones anbodies a Ust-3rd level spefl—f his
chaice—ihat's cast when the pebble is thrown and affects the place of striking. The pebbles
hai!from farqﬁM:imal’an‘ andwere anchanted Eiy Mimathiniir, the Olipb«uru—]dn £
So. I'm off to Gondor, where Boffo Ttk once madeand lost a fortune. | hope
to meet an EIf or two along the trail, and 1 hope to avoid those nasty Mountain
Wolves. We'll see.

CHARACTER BAacKkGrOUN® & HISTORY

STARTING EQUiPMENT & MONEY




~= Boffo Northtook =-

M)
Culture/Race: Hobbit (Fallohide)
\

Current Level:

Profession: Scout |‘ + ||
Experience Points:

[+

t — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Totl
Skill/Abilicy Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Soft Leacher MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
[-H Edged +5 OB
I-H Concussion OB
2-Handed OB
Thrown OB
Miissile OB
Pole-arns OB
General Skills:
e Climb MM
& Ride MM
: N Swim MM
Track SM
Subteruge Skills:
Ambush SP
Stalk/Hide sp
Pick Lock +10 SM
Disarm: Trap G o () S
Magical Skills:
Read Rune SM
Heighe: 3'9" il New Ranks/ U.se Item M
Weight: 62 lb. Language Rank Level Learned Directed Spells Of
Hair /Eyes: Brown/Brown | Kuduk 5 Miscellalneous 8 Secondary Skills:
Gender /Age: Male/31 Westron S Perception sk
: Body Development Sp
Realm: Channeling Dunael 2 P amai i .
Demeanor: Carefree Silvan [ Acrobatics MM
Petsonality: Cheery — - Appraisal SM
Motivation: Curiousity — - CflntorFiOns ______SMMM
Alignment: Good = - FirscAid Y
RopmMastery SM
Stat  Value Bonus Spell Lists Level Learned | Trickery SM
Strength 56 -20 I) Special Bonuses:
Agilicy 100 +40 2) Essence RR: +50 RR
Constitution 92 425 3) gh'anntll{r;{g RR: Igcs) ii
; + oison :

Inrell(g.en:xce 69 0 4) Disease RR 140 RR
Inuition 78 +0 5) Defensive Bonus (DB): +40 DB
Presence 49 -5 6) Base Spell OB: +0 OB

Appearance 61 - 7) Encumbrance Penalty Sp

EquipMENT & MONEY NoTES




126 n Culture/Race: Dwarf = Dwalin o= Prof ession: Scout r| .§.
L J L —

LEVEL BONUS (Skill Bonus for Rank+Stat+Prof ession)
Level I Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level9 Level 10

Skill/Abikty Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Expcrience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000

Movement & Maneuver:

No Armor +10 2ily) +10 +I10 +1S +IS +LS +=I'S +T1%6 +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 +I0 +10 +10 +10 +10 +I0 +10
Plate -6S -65 -65 -5 -65 -6S -35 -30 2S -20
Weapon Skills:

1-H Edged -4 -3 -2 +29 +30 +31 +32 3 8 +34 33
I-H Concussion +51 +62 +73 +76 +79 +382 +85 +88 +91 +94
2-Handed -4 -3 =) +29 +30 +31 +32 +33 +34 +35
Thrown +11 +12 +13 +14 IS +21 +27 +33 +39 +48
Missile -19 -18 -17 -16 +1S +16 +17 +18 +19 +20
Pole-arms -4 -3 -2 il +30 +36 +42 +48 +54 +60
General Skills:

Climb = IT +17 +23 +29 +35 +41 +47 +5H3 +59 +63
Ride -19 +12 +13 +14 +1S +16 +17 +18 +19 +20
Swim -14 -13 -12 -11 -10 9 -8 o -6 25
Track st['] +12 =13 +19 +20 +26 +27 +33 +34 +40
Subterfuge Skills:

Ambush -25 -25 25 1 =5 -25 -25 25 I 2
Stalk /Hide +2 +9 +16 423 +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
Magical Skulls:

Read Rune -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Use Item -20 -20 -20 =20 -20 -20 -20 =20 -20 -20
Ditected Spells -20 -20 -20 -20 -20 -20 =20 -20 20 -20

New Spell Lists = = — - — =t —t e— . ==

Miscellaneous 8 Secondary Skills and Bonuses:

Perception +23 +31 43S +47 +5§ +63 71 +79 +84 +89
Body Development 42 47 53 58 64 69 75 80 86 91

Power Points 1 2. 3 4 ) 6 W 8 9 10

Appraisal -20 +10 +15 +20 +255 +30 +35 +40 +45S +50
Caving +10 +10 +10 +10 +15 +15 +20 +20 +25 +25
Diplomacy -20 +10 =10 +20 +20 25 +25 +30 +30 +3S5
First Aid -20 -20 +10 +10 +10 +10 +10 +10 +10 +I10
Foraging =10 +10 +20 +20 +25 +25 +30 +30 +35 +35

Bwalin’s Tale — T am Bwalin, son of Dritin; I hail from theNan Naugeim, the | Totaf weight: 61.5 1b — without backpack —~ 23.5 Ib
“Dwacven Vale” tucked intothe eastern flank of the 8lue Mountains. [grewup Ensbrance Penalty: +0: 0-45 1b; -10: 46-60 Ib; -15: 61-80 Ib;

thereand in the hill-mines of nearby Numeriador. [ bexame acquaintedwith both 50 ’T. f . -

the Eldar and the Diinedain while still a youth, andI bear no prejudice against 2.0' 81-100 Ib; -40: 10I-120 b

these noble peoples. On the other hand. I feel nothing butmalice toward the Ores Ch'.‘-un Armor 2 Daggers (2 1b)

and Trolls that occasionally haunted my hemeland. Shield (+25 DB) (I S lb) Mace (+lS OB)(S Ib)

1am like most of my kind, in that I take my friends and enemu'es seriously. Lockpick Kit (+10 to Pick Lock & Disarm Trap) (0.5 [b)
Thus, when my childhood companion, Biin.asked me along ontwo expeditions

to the Iron Hills, I went ashis scout. He rewarded me with some gold and a few Clothes & Personal Eff ects (lncludcs boors, cleak, WEEP#T bdt)

new trading contacts, not to mentioned his own good company. Belt Pouch (w/money, Firnt & Steel)— 7 gp, 4 sp. 8 bp, 7 cp (1 Ib)
Biin saved my life when we were assailed by Giant-spiders in Mickwood, | Backpack & Frame (holds 45 Ib, weighs 3 [b)

along road the Elves call the Way of Dwarves. Thus, | owe him my life. Now he Tarp (4 1b) Bedroll (5 Ib)

is ceippled, however—the result of a skirmish with some Hill-trolls i the 100’ superior rope (6 Ib) 5 torches (S Ib)

Coldfells—and he has asked me to filfill my obligation by recovering the Waterskin (I Ib) Trail Rations (1 week, 14 Ib)

hammer he lost in the fray. A magic symbol of his lincage, the Dragon-slaying
hammer embodies the spirit of his forebearers. Bain belteves it is in a Troll-lair
somewhere in Rhadaur. I can only hope that it hasn't been lost or traded. My
current travels lead me to complere chis appointed quest, but it may take some
time before I have the serength and aptirude necessary to undertake the task.
Now, T travel in search of the power, experience, and tools 1 need,

| i I CHARACTER BACKGROUND & HisTorY STARTING EQUIPMENT & MONEY | * n




= Dwalin e=-

@Cultu:e/ Race: Dwarf
h—

Current Level:

Experience Points:

Prof ession: Scout rr ]
—— =~

} — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Total
Skill /Abilicy Bonus f Bonus Bonus Bonus/Type
Movement & Maneuver:
No Aanor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
I-H Edged OB
1-H Conaussion +15 OB
2-Handed OB
Thrown OB
Missile OB
Pole-arms OB
General Skills:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush Sp
Stalk/Hide Sp
Pick Lock +10 SM
Disarm Trap 40 ____ ___sMm
Magical Skills:
Heighe: 4'9" Lvi1 New Ranks/ Read Rune SM
Weighe: 150 Ib. Language Rank Level Learned gfe lte;ns 1 Sot\;
Hair /Eyes: Black/Brown Khuzudul 5 |.recte L -
Gender /Age: Male /23 W irai 5 ]l;'hsccllgneous & Secondary Skills: o
. ) . . erception
Realo: Channeling Sindarin £ Body Development ®
Demeanor: Sober, Quiet Umitic 2 PowerPoints Sp
Personality: Suspicious Silvan 2 Appratsal M
Motivation: Materialistic — Caving SM.MM
Ali t: Neutral — = Diplomacy sM
i e Fiest Aid M
Stat Value Bonus Spell Lists Level Learned Foraging SM
Strength 96 +2@ I) Special Bonus s
Aglicy 90 +5 24) Essence RR: +45 RR
Constitution 56 +I5 3) Channegng RR: :_755 RR
. Poison RR: < RR
Inlefllgc?cc 77 +5 4) Disease RR: +25 BR
Intuition 92 +5 S) Defensive Bonus (DB): +5 +25 DB
Presence 41 -5 6) Base Spell OB: +0 OB
Apprarance W/ - 7) Encumbrance Penalty SP
EquipMENT & MONEY Notes il §
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128 | Culture /Race: Silvan Elf -= [Sthiniel = Prof ession: Scout ‘+|

\_l LEVEL BONUS (Skill Bonus for Rank+Stat+Prof ession) —y—A
Level 1 Level2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level 9 Level 10
Skill/ Abilicy Bonus Bonus Bonus Bonus Benus Bonus Bonus Bonus Bonaus Bonus

Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000

Movement & Maneuver:

No Armor +30 +30 +30 +30 +30 +30 +30 +30 +30 +30
Sof t [eather -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Rigid Leather -35 -35 -3S -35 -3S -3S -35 =35 -35 -35
Chain _70 -70 .70 -70 -70 -70 -70 -70 -70 -70
Plate -85 -85 -85 -85 -85 -85 -85 -85 -85 -85
Weapon Skills:

1-H Edged +11 +17 +23 +29 RS +41 +47 +53 +59 +62
I-H Concussion 24 =23 =22 =21 -20 -19 -18 -17 -16 -15
2-Handed -24 -23 -22 -21 -20 -19 -18 -17 -1e -15
Thrown -4 -3 -2 -1 +0 +I +2 +3 +4 +5
Missile +41 +47 +53 +59 +65 +71 +77 +80 +83 +86
Pole-arms -24 -23 -22 =21 -20 -19 -18 -17 -1¢ -1s8
General Skills:

Climb +81 +32 +33 +34 +85 +36 +37 +38 +39 +40
Ride +21 +22 +23 +24 +25 +26 +27 +28 +29 +30
Swim +36 +37 +38 +39 +40 +41 +42 +43 +44 +45
Track +16 +22 +28 +34 +40 +46 +52 +58 +64 +70
Subterfuge Skells:

Ambush -25 1 2 3 4 S| 7 8 9 10
Stalk/Hide +47 +54 +61 +68 +75 +82 +86 +90 +94 +98
Pick Lock 422 +29 +36 +43 +50 +67 +64 +71 +78 +85
Disarm Trap +17 +24 +31 +38 +45 +52 +59 +66 A +90
Magical Skills:

Read Rune +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Use Item +15 +1I5 +15 +15 +15 +15 +1S +15 +1S +15
Directed Spells -5 -S -S -S -5 -5 25 =S -5 .S
Miscellaneous & Secondaty Skills and Bonuses:

Perception +33 +41 +49 +57 +65 +73 +81 +86 491 +96
Body Development 21 27 32 38 43 49 54 60 6S 71
PowerPoints 2 4 6 8 10 12 14 16 18 20
Acrobatics -5 +2S +30 8 S +40 +45 +50 +SS +60 +6S
First Aid +20 +25 +30 +3S +40 +45 +50 +5S +60 +65
Foraging +1S5 +20 +25 +30 F3S +40 +4S5 +50 +38 +60
Meditation +15 +I5 +20 +20 +25 +25 +30 +30 +35 33
Play Flute +35 +40 +40 +45 +45 +50 +50 +SS +5S +60
Trickery +5 +3S +40 +45 +50 +55 +60 +6S +70 +45

Léthiniel’s Tale— Asmy name implies, 1 [ove flowers.] have always gloried in Total weigh: 17 Ib — without satchel— 11 1b

the blooms in the glens that dot my forested homeland. They enliven my spirit Encumbrance Penalty: +0: 0-15 [b; -10: 16-25 Ib; -15: 26-35 Ib;
and make me sing. So. every Spring for as long as I can remember,I have waked -20: 36-45 Ib: _'30. 46-60: _35_ 61-80: —40'I8 1-100: -68: 101-120

a wide-reaching circuit near the Woodland Realm from which T hail. T wander

far outside the Greenwood, to the shores of the Long Lake, the foothills of the ComPOSi[e Bow (1 lb) Quiver (20 Arrows) (4 lb)
Grey Mountains, and Anduin Vale, all the while tending the fragrant blossoms Flute (0.5 Ib) Broadsward (4 Ib)

given birth by the Sun. My father, Aroniril, once walked beside me, teaching me Dagger (0.5 Ib, if held in left hand, acts as a shield against
the ways of the scout. Now 1 go alone or with my sister Calmiriel. melee attacks only: +25 DB)

Last year, I discovered an awful truth: that someone or something was slowly Clothes 18 Personal Eff ects (includes boots Gloak, weapons belt)

poisoning the flowersof Rhovanion. Resolving to uncovet and end their heinous i .
plot, | equipped myself to gosouthward through the forest. Before 1 could leave, Belt Pouch (w/monCY' Flint & Steel) —3sp.9bp, 3 cp, 6 tp (I H’)

though, my father took me to the Elf -king, who explained the depth of the danger Satchel (holds 10 Ib, weighs 1 lb) 1 Torch (I !‘a)

and tried to disuade me from my appointed plan. 1 listened, but 1 refused to 28 Rope (LS Ib) Lock Pick Kit (OAS lb)
abandon my course. My father then spoke of a potion called Olviale. When Waterskin (I 1b) Waybread (1 week, | Ib)
sprayed upon a stalk, it could cure any ill thac might theeaten the plant.

I now travel in search of this storied medicine, which is reputed to be as rare
as any herbal remedy. My quest may seem strange or futile, but I do not care.
Others may label me foolish or naive, but | revel in my simpleoptimism and love
For lost causes. 1 bear no malice for anyone or anything, save those who would
cause hanin to the defenseless—especially my beloved blooms.

Tcarrylictle. Nevertheless, my Father bequeathedmeagood, light bowand
amagic dagger of defense. Together, they sheuld insure a successful sojourn.

i CHARACTER BAckGrROUND & HiIsTORY StArRTING EQUIPMENT & MoONEY ¥|




) PRE T
> ! ‘\ Culture /Race: Silvan EIf -= Lothiniel =- Profession: Scout (I' ! ']|
S - Current Level: Experience Points: L
J‘W& t — Take the Level Bonuses for the Current Level from the Pprevious page.
W& Level Item  Special Total
f"gﬁg& Skill/Abilicy Benus ¥ Bonus Bonus Bonus/ Type
r%z Movement & Maneuver:
%’&"- No Armnor MM
g)g&’(f . Soft Leather MM
l’%’l«,‘ £ Rigid Leather MM
ra‘g{:;.‘- . Chain MM
% e Plate MM
&% e Weapon Skills:
AL 1-H Edged 0B
&}%}S’ 1-H Concassion OB
l’% 2-Handed OB
W A Thrown OB
;ﬁ{:ﬁ{a& ) Missile OB
W’&ﬁ‘ Pole-arms OB
N G -
X eneral Skills:
” Climb MM
A Ride MM
7 Swim MM
t Track SM
\‘ Subterfuge Skills:
Ambush Sp
Stalk/Hide sp
- Pick Lock SM
: .
. ENEFCFEDU Disarin Trap M
Secfachy i
a2 Magical Skills:
Read Rune M
Height: 5'9" LvlI New Ranks/ aeten L
Weight: 1151b Language Rank Lvl Learned CuffcoRi e -
Hair /Eyes: Sandy/Blue Silvan 5 M.Escellanenus & Secondary Skills:
Gender /Age: Female/29 Westron 5 Perception SM
) Body Development SP
Realm: Essence Quenya 4 Poan Dofits sp
Demeanor: Cheerful Sindarin 4 Acrobatics MM
Personality: Fun-loving — - First Aid SM
Motivation: “Life is a game”| — == Foraging SM
Al t: Good . _ Meditation SM
_iowms — Play Flute SM
Stat  Value Bonus Spell Lists Lvl Learned Trickery SM
Strength 43 +0 I) Unbarring Ways Ist Special Bonuses:
Agility 90 +20 2) Essence RR: +15 RR
Constitution 78 45 3) Chfinneling RR: +10 RR
Intelligence 95 +I15 4) IPDC:;Z:::F{{%{:' -:&)55 iﬁ
Intition 79 +10 | §5) Defensive Bonus (DB): 420 +25 DB
Presence 87 +I10 6) Base Spell OB: +0 OB
Appearance 94 - 7) Encumbrance Penalty SP

EquipMENT & MONEY
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Culture /Race: Diinadan -m (Galadhil &= Profession: R;mq
LEVEL BONUS (Skill Bonus for Rank+Stat+Prof ession) —
Level 1 Level 2 Level 3 Level 4 Level S Level 6 Level 7 Level 8 Level 9 Level 10
Skill /Abiliey Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,080
Movement & Maneuver:
No Annor +15 +15 +15 +15 +15 +15 +T5 +15 +15 +15
Soft Leather -30 -30 -30 -30 -30 -30 -30 -30 -30 =30
Rigid Leather -5 +5 +5 +5 +5 35 +5 +5 +5 +5
Chain -10 -10 +0 +10 +15 +15 +15 H{§ o I'S +15
Plate -60 -60 -60 -60 -60 -60 -60 -60 -60 -60
Weapon Skills:
I-H Edged +47 +59 +71 +83 +87 +91 +95 +99 +103 +107
[-H Concussion +2 +4 +6 +8 +10 +Hi2 +14 +16 +18 +20
2-Handed +32 +34 +36 +38 +40 +42 +44 +46 +48 +50
Thrown 413 -11 -9 -7 £5 -3 =] +1 +3 +5
Missile +17 +19 +21 +23 +30 +37 +44 +51 +58 +6S
Pole-arms +32 +34 +36 +38 +45 +52 +59 +66 +783 +80
Generat Skills:
Climb +18 +26 +34 +42 +50 +58 +66 +74 +82 +90
Ride 18 +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
Subterfuge Skills:
Ambush 425 25 =3 =23 -25 -25 -25 25 2's =25
Stalk /Hide +12 +19 +26 +33 +40 +47 +54 +61 +68 +75
Pick Lock 25 5) 5 10 10 I5 I5 20 20 25
Disarm Trap +10 +10 *19 i) +20 +20 +25 +25 +30 +30
Magical Skills:
Read Rune =3 +5 +5 +S +5 +5 +5 +5 +5 +S
Use Item +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
Directed Spells 'S =115 =15 -15 ] 21’5 23S =I5, -15 =[S
Miscellaneous & Secondary Skills and Bonuses:
Perception +22 +29 +36 +43 +50 +57 +64 +71 +78 +85
Body Development 49 55 61 67 73 79 385 91 97 103
Power Points I 2 3 4 3 6 /! 8 9 10
Acrobatics -15 -IS -1S -TS 3TS +1S5 +1S +15 +15 +15
Caving +25 +25 +2S5 +25 +25 +25 +30 +39 +40 +45
Cookery -20 -20 +10 +10 +10 +10 1 0) +10 +10 +10
Fletching -15 -15 -15 B 1S £15 4§ IS, +15 +15 +15
Rope-Mastery .25 =25 2 25 +5 +S +S5 +5 +5 +5
Sky-Watching -20 +10 +10 +10 +10 +10 +10 +10 +10 +10

Galadhil’s Tale — As long as I remember, Lhave been 2 grim, Quiet man. Odd
or flawed things interest me, as do subtle signals, cool colors, and itreverent
artistry. I respect restraint and honor and deep passion.

Iwasbomin Archedain at Bar Baranorn, in RéGaduin (W."Rood”). I was the
third child and youngerson in the Houseof Galborn. My father. Haldrahir, and
mymother, Alarien.createdme warmly, especially aftermy brother Androhir was
killed by White-wolves during the awfu! winter of my fourth year. When our
family was forced to abandon our impoverished estate two years later, I spent
mastof ourdays hunting, trapping,and fishingwith my father. At che sametime,
Iprepared myself for service with my uncle. A Ranger of the North, Galadanled
a company that patrolled the Ettenmoors.

Events conspired to distupt my plans, though, when a band of roving
Bunmen slew my father and kidnapped mysister Elenien during a warm, rainy
night last summer. Now,  hope to settle matters with these vile murderers bef ore
1 make any plans for the firture. I will find Elenien, and 1 will recover Carvegil
(S. "Red-sword"”), the magic sword of my' forefathers and the symbol of the
ancientnoble line of Galbom of the R edeye. T am a fast friend of Elves and the
little Halflings, a bitter enemy of Wolvgs and Dunlendings.

I carry a broadsword forged long ago in Anntéiminas, a gift from my uncle
Galadan. It is called Maldavegil (S. “Gold-sword™), and is the companion blade
to Carvegil. This weapon is inlaid with mithrilandhasa diamond in its pommel

Total weight: 73 b —  without backpack — 35 Ib
Encumbrance Penalty: +0: 0-100 Ib; -5: 101-120 1b; -10: 121-140 Ib;

-20: 141-160 Ib
Rigid Leather Aanor
Shield (+25 DB) (15 Ib)
Composite Bow (3 1b)
Dagger (1 1b) Handaxe (5 Ib)
Clothes & Personal Effects (includes boots, cloak, weapons belt)
Belt Pouch (w/money, Flint & Sceel) —4 sp, 8 bp, 7 ¢p, S tp (1 Ib)
Backpack & Frame (holds 45 Ib, weighs 3 1b)

Tarp (4 1b) Bedroll (S 1b)

100" superior rope (6 Ib) S torches (S Ib)

Waterskin (1 Ib) Trail Rations {1 week, 14 Ib)

Leather Helm (-5 to Perception)
Broadsword (+ 15 OB) (3 Ib)

2 Quivers (20 Acrows Each) (7 Ib)

CHARACTER BacgkGrROUND & HisTORY

which glows gold whenever it comes into contact with a harmful poison.
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” f.°, ” Culture/Race: Diinadan - (Galadhil = Profession: Ranﬁcr " 'O'I
Current Level: Experience Points: —
#— Take the Level Bonuses for the Current Level from the previous page.
_____ Level Item  Special Tocal
Skill/Ability Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Sk'ills:
1-H Edged _ +1s _ __ s
1-H Concussion oB
2-Handed OB
Thrown OB
Missile o8B
Pole-arms (o]}
General Skills;
Climb MM
Ride MM
Swim MM
Track SM
Subterfusge Skills:
Ambush sp
Stalk/Hide sp
Pick Lock SM
Disarm Trap SM
Magical Skills:
Read Rune SM
Heighe: 6'S" LviI New Ranks/ U,Se Item SM
Weighe: 225 lbs. Language Rank Level Learned Directed Spells S22
Hair/Eyes: Black/Grey Addnaic 4 Miscelia.neous & Secondary Skills:
Gender /Age: Male/23 Wesrtron S l;el;:e%mon] e o :ﬁd
O evelopment
Realm: Channeling Quenya 2 +1/10ch Pow);r PointsP =
Demeanor: Stemn Sindarin 4 Acrobatics MM
Personality: Serious, Focused | Rohirric 3 Caving SM,MM
Motivation: Destroy Evil Hobbitish I +1/7th,9th Cookery SM
Alignmene. Good Silvan I +1/6th8th Fletching (craft skill) M
Rope-Mastery SM
Stat  Value Bonus Spell Lists Level Learned | Sky-Watching M
Strength 98 +25 1) Moving Ways Ist | Special Bonuses:
Agilicy 91 +10 2) Nature’s Guises 3td | Essence RR: +0 RR
Constitution 90  +20 3) Path Mastery 6th Ch'annelmg RR: +55 L3
Incelligence 44 +0 4) Nacure's Way 8th PD Ry = i
28 tsease RR:
I:murlon 85 +5 5) Surface Ways IOth Defensive Bonus (DB): +10 +25 DB
Presence 63 45 6) Base Spell OB: +0 o8
Appearance 82 — N Encumbrance Penalty sp
EquipMENT & MONEY NoTEes




ll Isﬂl Culture/Race: Woodman -=o Skutilla &= Phobs 0 R i[bgjl
LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)

Level 1 Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level 9 Level 18
Skill/ Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus

Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000

Movement & Maneuver:

No Armor +20 +25 +35 +25 B S +25 +25 +25 A +25
Soft Leather +15 S +15 +15 +I5 +15 +15 +15 +15 +15
Rigid Leather -1.5 = -15 -15 LS 1S =T -15 =[S -15
Chain -35 35 35 -35 -35 -35 -35 -85 -35 =35
Plate -50 -50 -50 -50 -50 -50 -50 -S0 -50 -S0
Weapon Skills:

1-H Edged +17 +19 +21 +23 +25 +27 +29 +31 +33 +35
1-H Concussion +17 +19 +21 +23 +25 +27 +29 +31 +33 +3S5
2-Handed +17 +24 +31 +38 +45 +52 +59 +66 o+ 23 +80
Thrown +22 +29 +36 +43 +50 +57 +64 +71 +78 +85
Missile +27 +34 +4] +48 +55 +62 +69 +76 +83 +87
Pole-arms +17 +I19 +21 +23 +25 27 +29 +31 +33 +35
General Skills;

Climb +58 +66 +74 +82 +90 +98 +106 +111 +116 +121
Ride +18 +21 +24 +27 +30 +33 +36 +39 +42 +45
Swim +23 +26 +29 +32 +3S +38 +41 +44 +47 +50
Track +8 +16 +24 +32 +40 +48 +56 +64 +72 +80
Subterfuge Skills:

Ambush -25 -25 -25 -25 -25 -25 -25 25 'S =35
Stalk /Hide +27 +34 +41 +48 +55 +62 +66 +70 +74 +78
Pick Lock +5 +5 +10 +10 +15 +15 +20 +20 +25 +25
Disann Trap 'S +15 +15 +20 +20 +25 +25 +30 +30 +35
Magical Skills:

Read Rune -25 S -25 -25 =25 =26 -25 -25 e 2% -25
Use Item =15 ) 1 +15 +15 +15 +15 +15 +15 +15 +18
Directed Spells -10 -10 -10 -10 -10 -10 -10 -10 -10 -10
Miscellaneous & Secondary Skills and Bonuses:

Perception +22 +29 +36 +43 +50 +57 +64 +71 +78 +82
Body Development 32 37 43 48 54 59 6S 70 76 81
Power Points 1 2 3 4 S 6 7 8 9 10
Acrobatics +40 +45 +50 +55 +60 +65 +70 +75 +80 +85
Animal Lore +25 +2S +25 +30 +35 +40 +45 +50 +52 +54
First Aid -25 +5 +5 +10 +10 +15 HI5 +20 +20 +25
Foraging +25 +30 +35 +40 +45 +50 EESS, +60 +65 +70
Plant Lore +25 +25 +25 +30 +35 +40 +45 +50 +52 +54
Sky- Watching -15 =1§ +16 +15 +20 +20 +25 +25 +30 +30

Skutilla’s Tale — 1 believe in the ancient Northman creed, which say's: “Leave it Total weight: 34.5 b — without baci'}m:k - 141b

be s it would be naore. "My people, the W oodmen of Rhovanion, would pecishbut | £y1 yumbrance Penalty: +0; 0-35 Ib; -5: 36-45 b; -10: 46-60 Ib;

for this rule. We are few and we are poor in material wealth. _15- 61 790 81 . €. - .
My mother, Skudaswiinth, gave birth to me on the trail between Buhr Widu _AIKS) ?; 18.(1) 4I 8, ég ?: ll-(l)gb CATGR LR

and her home in Woodmen-town, which is in the dark forest of Mirkwood.
Superstition has it that anyone borm on the trailsl-all live on the trail, and itseems Soft Leather Artnor (+ 1S DB)

that this true. While 1 am anything but a friend of strangees, much less rew Quartetstaff(-f—lo OB) (3 lb) Handaxe (5 lb)

cultures, I have spent most of the recent years traveling far and wide. Short Bow (2 Ib) 1 Quivers (20 An‘ows) (4 Ib)

Not long ago, 1 travelled to ste a somewhat reclusive kinsman who lived in Clothes & Personal Effects (includes boots, cloak, weapons bclt)

flet just south and west of the great East Bight, His name was Borvacer, and we h
sreiw up tgether [earning theodd waps of ér's MAgE.” W udied wood- Belt Pouch (w/moncy, Flint & Steel) —2 sp, 4 bp, 3¢p, 7 tp (11b)

magic and haa]ing for five years. Backpack (ho]ds 20 Ib, Weighs 2 lb)

My trip ended in sorrow. I found myself witness to the aftermath of a great Bedroll (S 1b) Lock Pick Kit (0.5 ib)
tragedy for, as 1 came upon Borvacer's tree-home, 1 saw smoke. Sneaking to-the 50" superior rope (3 ]b) S rorches (s 1b)
base thebroadoakthatharbored the flet, | stumbled uponmy friend’s mutiliated Waterskin (1 1b) Greatbread (1 week, 4 Ib)

corpse. There were other signs of a violent struggle, and indicatrons that
Borvacer's wif ¢ and two children had been taken by the attackets. Wounds and
footprints told me that a band of Easterling raiders had slain my compaariot and
enslaved his family. A fter burying my fallen friend I swore an cath to free his kin
and avenge his death.

Now. bearing my magic quarterstafF, [ tavel southward, toward the coasts of

D—I Gondor-—all the while following the twisting trail of the Easterling slavers.
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Culture/Race: \WWoodman = Skutilla o= Profession: Rangtr || b,b. I
\ Current Level: Experience Points: ——
+ — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Total
Skill / Abilicy Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Amior MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
I-H Edged OB
1-H Concussion OB
2-Handed +10 OB
Thrown OB
Missile OB
Pole-anns OB
General Skills:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush Sp
Stalk/Hide Sp
Pick Lock SM
Disann Trap SM
Magical Skalls:
Read Rune SM
Height: 6'1" LvlI New Ranks/ Hiekem S
Weight: 195 Ib. Language Rank Level Learned Directed Spells s
Hair /Eyes: 8londe/Green Nahaiduk S Il;’Iisccllfmcous & Secondary Skills:
erception SM
Gendtlr/Age. Male/ I? \’.Vcstrc.m 5 Bo d;PDeveIopment 7
Realm: Channeling Sindarin J) Do us Do op
Demeanor: Reserved — - Acrobatics MM
Personality: Reclusive — - Animal Lore SM
Mouivation: “Live&Let-Live” | — - First Aid SM
Alignment: Neutral = = Foraging M
Plant Lore SM
Stat  Value Bonus Spell Lists Level Learned | Sky-Watching ____SM
Strength 78 10 I) Path Mastery 2nd Special Bonnses:
Agility 95 IS 2) Surface Ways Sth | Essence RR: +0 RR
Constitution 20 10 3) Meving Ways 7th gh?n“eg\rl'% RR: iig }fiz
: ; " oison RR:

In[31|,g¢n;e 54 0 4) Nature's Guises 10th DiseaseRR: +10 RR
Intuition 93 10 5) Defensive Bonus (DB): +1S  +I5 DB
Presence 46 0 6) Base Spell OB: +0 OB

Appearance 53 - 7) Encumbrance Penalty sp

b& EquipMENT & MONEY NoTEs
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Profession: Bard

134 'Culture/Race: Dorwinadan
[ ||

&

to follow inhisdusty wakeand rectaim the heirloom.So, Isearchand explore.

LEVEL BONUS (Skill Bonus for Rank+Stat+Ptofession)
Level 1 Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level 9  Level 10
Skill/Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000
Movement & Maneuver:
No Armor: +20 all levels — Soft Leather: +0 all levels — Rigid Leather: - 10 2ll levels — Chain: -65 all levels — Plate: -80 all levels
Weapon Skills:
1-H Edged +I1 +12 +13 +14 $5KS +16 L7 +18 +19 +20
1-H Concussion +11 +17 +23 +29 +3S +41 +47 +83 +59 +65
2-Handed -19 -18 -17 -16 -15 -14 <13 Nl -11 -10
Thrown +21 +22 +23 +24 +25 +26 +27 +28 +29 +30
Missile +26 +32 +38 +44 +50 +56 +62 +68 +74 +77
Pole-arms +11 +12 TPyt +14 +1S8 +16 +17 +18 +19 +20
General Skills:
Climb +21 +22 +23 +24 +25 +26 +27 +28 +29 +30
Ride +11 +12 sHEd +14 +1IS +16 +17 +18 +19 +20
Swim +21 +22 +23 +24 4525 +26 +27 +28 +29 +30
Track +21 +22 23 +24 +2S5 +26 +27 +28 +29 +30
Subterfuge Skills:
Ambush -2S5 -25 =25 -25 -25 225 -28 =25 £2S =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
Disarm Trap +6 +7 +8 49 +10 RISl T2 +13 +14 +15
Magical Skills:
Read Rune +21 +22 +28 +29 +35 +36 +42 +43 +49 +50
Use ltem -24 +7 +8 +14 +15 +21 +22 +28 +29 +3S
Directed Spells 0 -8 -7 -6 A5 -4 =3 -2 -1 +0
Miscellaneous & Secondary Skills and Bonuses:
Petception +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 OB +1 +2 +3 +4 +5 +6 +7 +8 +9 +10
Acting -15 -18 +15 +20 5 743) +30 +3S +40 +45 +50
Appraisal -10 +20 +25 +30 +35 +40 +4S +50 +8S +60
Diplomacy -1§ +IS +20 +25 +30 +38 +40 +45 +50 +E3S
First Aid -10 +20 +25 +30 +*35 +40 +4S L) +*55 +60
Play Harp (Arc Skill)  +30 +3S +40 +45 +50 +52 +54 +56 +58 +60
Love Skill #1 t +20 +20 +25 +25 +30 +30 +35 +35 +40 +40
Lore Skill #2 ¢ +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'’s Tale— 1 live for inusic, goodred wine, fast friendships,and the joy | T — The GM must choose (or allow the player to choose)) four Eore
of finding an undiscovered pleasure. My mother Tardonu was the same way, as Skills for the chatacter.
was my father Wagyora. Before they pershed in the stoniny waves of the great
Inland Sea, che “Sea of Casks,” they taught me to embrace life Iike it wasa lover Total weight: 25 b —  without satchel — 14.5 Ib
in need of a full-blown bug. , , Encumbrance Penalty: +0: 015 Ib; -10: 16-25 Ib; -15: 26-35 Ib;
Twasbomandraisedin thecity of Riavod. An old, cosmopolitan port situated -2S: 36-451b: -3S: 46-60: -5S: 61-80
neartheconfluence of the River Running and the Sea of Rhén, it is often called ) ' ’ ! :
the “Cressreads of Endor.” Myriad cultures character'ze this lively harborage, Composite Bow (3 Ib) Mace (4 Ib)
a place where a one-block stroll might mean meetings with tribesmen bearing a Quiver (20 Arrows) (4 Ib) Harp (+2 spell adder, 2 Ib)
dozen different banners and speaking as many tongues. Dagger (0.5 Ib, ifheld in left hand, acts as a shield against melce attacks
It is hardly surprising, then, that T grew up fast. By the age of fourteen, T was on]y: +25 DB)
tunning with friends all night at times, and earning my keep by playingsongs on Glothes i \Personal (Eff ects (indudes boots, cloak, weapons bel)
my enchanted harp. My father, who traded in wine, at first sought to reinmein "
a bit; but, in theend he conceded metothe streecs. His frequent journeys kept Belt Pouch (w/money. Flint & Stegl) — 10 sp, 8 bp, 3 cp. 2¢p (11b)
him away mest of the time, and my mother saw little reason to intervene in my Satchel (holds I0 Ib, weighs 1 Ib) Bedroll (3 Ib)
affairs. She had grown up the same way. So, I grew up strong and established Lock Pick it (0.5 ]b) 1 torch (1 Ib)
myself as a credible songstress. ' Waterskin (I 1b) Greatbread (1 week, 4 Ib)
Not long ago, I met a channing young man from the Land of Gondor. His
name was “Himramir.” Weshared a few meals and plays and spoke of eravelling
together. Hedisappeared suddenly, though, taking a copperand sapphire broach
my grandmotherhad giventomesoon after mybicth. Feeling betrayed, 1 decided
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Experience Points:
+ — Take the Level Bonuses for the Current Level from the previous page.

Level Item  Special Total

@ | Culture/Race: Dorwinadan -+ Widonu = Profession: Bard @I
|—‘ Current Level: e e

Skill/ Ability Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Amior MM
Sof t Leather MM
Rigid Leather MM
Weapon Skills:
1-H Edged (0] ]
[-H Concussion (o]
2-Handed OB
Thrown OB
Missile (o]}
Pole-anns OB
General Skills:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Stalk/Hide SP
Pick Lock SM
Disarm Trap SM
Magical Skaills:
Read Rune SM
Use Item SM
Directed Spells OB
Miscellaneous & Secondary Skills:
Height: 572" Lvlil WNew Ranks / Perception SM
Weighe: 110 Ib. Language Rank LevelLearned Body Development Sp
Hair/Eyes: Dk.Brown/Grey | Logathig 5 Po“f'“ Points — F2adder e o SP
Gender/Age: Fcmale/26 Westron 5 2‘:“"8_ : SWM
Realm: Essence Silvan 3 +1/4thoth DP[)Iralsa
iplomacy SM
Demeanor: Hardy Black Speech 2 +1/2nd.7th ER Al ™
Personality: Friendly Adtinaic I +I/lst,6th Play Hacp (Art Skill) SM
Motivatior: “Live&Ler-Live” Dunael 1  +1/3:d8th Lore Skill #I t M
Alignment: Neutral Robhitric I  +I1/5thlI0th Lore Sk'." #21 hd
Lore Skill #3 1 SM
Stat  Value Bonus Spell Liscs Level Learned Lore Skill #4 t SM
Strength 53 +S5 1) Controlling Song Ist | Special Bonuses:
Agility 95 +IS 2) Itern Lore 2nd Essence RR: +[5 RR
Constiturion 82  +S5 3) Sound Control 4th Ch_anneh'ng RR: +0 RR
lnteIligence 9¢ +IS 4) Essence's Way éth g:;:::l{{}}&:: ig 2;’:
Ineu tion 42 +0 5) physmal Enhancement _7t}1 Defensive Bonus (DB) +15 +25 DB
Presence 90 +I0 6) Unbatring Ways 9th Base Spell OB: OB
Appearance 97 — 7) Encumbrance Penalty sp
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Profession: Bard

l 136 || Culture/Race: Neldo EIf

3

= LEVEL BONUS (Skill Bonus far Rank+Stat+Prof ession)
Level I Level 2 Level 3 Level 4 Level S Level 6 Level 7 Level 8 Level9  Level 10

Skill /Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110,000 130,000 150,000
Movement & Maneuver:

No Amior: +20 all levels — Sof Leather: -25 all levels — Rigid Leather: —AQ for levels — Chain:—70 all levels — Plate: -85 all levels

Weapon Skills:

I-H Edged +6 +7 +8 +9 +10 +11 +12 +13 +14 +15
I-H Concussion -24 -23 -22 =21 -20 -19 -18 -17 -16 -18
2-Handed +6 +7 +13 +14 +20 +21 +27 +28 +34 +35
Thrown -9 -8 -7 -6 -S -4 -3 -2 -1 +0
Missile +21 +27 +28 +34 +3S +41 +42 +48 +49 +SS
Pole-arins -24 -23 -22 221 -20 -19 -18 -17 -16 -15
General Skills:

Climb +21 +22 +23 +24 +2S +26 +27 +28 +29 +30
Ride +16 ol 7/ +18 +19 +20 +21 +22 +23 +24 +25
Swim +26 +27 +28 +29 +30 =W +R2 +33 +34 +3S
Track +26 +27 +28 +29 +30 +31 +32 +33 +34 +3S
Subterfuge Skills:
Ambush -25 -25 =25 -25 -25 -2§ -2S -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 +3S
Disatin Trap + 11 102 +13 +14 +15 +16 +17 +18 +19 +20
Magical Skills:
Read Rune +36 +42 +48 +54 +60 +66 A2 +78 +81 +84
Use Item +41 +47 +583 +59 +6S +71 +77 +83 +389 +92
Directed Spells -9 -8 -7 -6 -5 -4 -3 -2 -1 +0
Miscellaneous & Secondary Skills and Bonuses:
Perception +31 =3P +43 +49 +SS +61 +67 +70 +73 +76
Body Development 27 33 38 44 49 53 60 66 71 7T
Power Points 2 4 6 8 10 12 14 16 18 20
Base Spell OB +1 +2 +3 +4 -7 +6 +7 +38 +9 +I10
Acting +S +S +35 +35 +40 +40 +45 +45 +S0 +S0
Appraisal -5 +25 +25 +30 +30 +3S =33 +40 +40 +45
First Aid =5 +25 +25 +30 430 +35 +3S +40 +40 +45
Meditation +5 +3S 4285 +40 +40 +45 +4S +50 +S0 65
Trickery +35 35 +40 +40 +4S +45 +50 +S0 55 +5S
Diplomacy +5 +35 +3S5 +40 +40 +4S +45 +S0 +S0 +S5S5
Public-Speaking +5 +5 +3S £3S +40 +40 +45 +45 +S0 +5S0
LoreSkill #1 1 +25 +30 +85 +40 +45 +50 +SS +60 +6S +70
Lore Skill #2 1 +2S +25 +30 +30 +35 +3S5 +40 +40 +4S +45
Lore Skill #3 ¥ +25 +25 +30 +30 +3S +35 +40 +40 +4S5 +45
Lore Skill #4 T -5 +25 +25 +30 +30 +35 +35 +40 +40 +4S
Lalindir’s Tale — Although I was born in Mithlond, in Linden. I grew up in T — The GM must choose (or allow the player to choose) four Lore
Lérien. There, the Noldor are few, but my father, Taurnil, doesn't care. He isa Skills for the character,

fast friend of Celeborn. -

1 like to think of myself as a poet and a scholar of music. My carly studies Total weight: 23.5 Ib — without satchel— 13 Ib

focused on the Noldo and Sinda heritage, but 1 have now started studying the | Encumbrance Pendlty: +0: 0-15 1b; -S: 16-25 Ib; -10: 26-35 Ib;

rich, oral teaditions of the Dunlendings. The boisterous, melodic Dunmen -15: 36-45 1b; -20: 46-60; -25: 61-80; -30: 81-100;
fas%’:iz;:}:;c predilictions, ] recently journeyed across the Misty Mountains to BRI o TG (25 1215169

Dunf earan. I studied in a remote area with a blind Dunnish loremaster named Lor'ng Bow (3 Ib) Quarterstaff (+1 spell adder, 4 1b)
Bron. Although she taught me mauch abeut her people’s tongue. their fegends, and Qu'}"'“ (20 Arrows) (4 Ib) Dagger (11b)

their music, Bron asked nothing in return. Still, she mentioned a flute she once Rig*d Leather Breastplate (magzcal, wears as a regular shire, does not
heard, an instrument called the “Mountain Grebe.” Taken long ago, it was a interfere with spell casting)

pr:!wefﬁll Ifocus of Dunlending readition. I have since decided that, some day, 1 | Clothes & Personal Eff ects (includes beots, cloak, weapons belt)
e Aokey Belt Pouch (w/money, Flint & Steel) — 2 sp. 3 bp, 8 cp. 7 tp (I b)

Satchel (holds 10 Ib, weighs 1 ib) Bedroll (3 Ib)
Lock Pick Kit (0.5 Ib) 2 Torches (21b)
Waterskin (1 Ib) Waybread (I month, 4 Ib)
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Culture/Race: Noldo Elf

= [ §lindir =~

Current Level:

Profession: Bard ” m'll
el
Experience Points:

t — Take the Level Bonuses for the Current Level from the prcviuus Page.
Level Item  Speaal Total
Skill /Ability Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Weapon Skills:
I-H Edged OB
1-H Concussion OB
2-Handed OB
Thrown OB
Missile OB
Pole-arms OB
General Skills:
Climb o
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush SP
Stalk/Hide sP
Pick Lock SM
Disarm Trap SM
Magical Skills:
Read Rune SM
Use Item SM
Directed Spells OB
Miscellaneous & Secondary Skills:
. = Perceprion SM
Height: 6'7 Lvll New Ranks/ Body Development sp
Weighe: 218 Ib. Language Rank Level Learned Power Points T adAde Sp
Hair /Eyes: Black/ Grey Quenya 5) Acting SM
Gender/Age: Male/33 Westron 5 Appraisal 5
Realm: Essence Sindarin 5 Fn‘sc; _Am,{ £
Demeanor: Proud Addnaic 7 +1/1st,6th ?e l:(tatlon o
) rickery SM
Personallty: Haughty Dunael 2 +1/2nd,7th Diplomacy SM
Motivacion: Learn & Create Haradare 2 +1/ 3cd,8th Public-Speaking SM
Alignment: Good Logathig 2 +1/4th,9th Lore S‘kﬂl HIT SM
Black Speech 2 +1/5th,10th Lore Skill #2 f SM
Lore Skill #3 ¥ SM
Stat  Value Bonus Spell Lisss Lvl Learned Lore Skill #4 SM
Strmgth 3—7 +0 l) Itemn Lore Ist SPecial Bonuses:
Agiliy 57 +15 2) Controlling Ways Ist | Essence RR: +20 RR
Constitution 61 +10 3) lllusions 3rd | Channeling RR: +10 RR
Intelligf:fltc 95 420 4) Sound Control Sth | PD?;:;[}KRR :—IZIOO ﬁﬁ
Roagon T 10 ) Lose Gth | DefensiveBonus (DB): +15 DB
Presence 97 +30 6) Spell Ways &th Base Spell OB: o8
Appearance 100 - 7) Essence Ways 9th Encumbrance Penaley Sp
|_
EQuiPMENT & MONEY NOTES L@




Level I Level 2 Level 3 Level 4
Skill/Ability Bonus Bonus Bonus Bonus

I38J Culture/Race: Silvan EIf ~= [_amalas =~
LEVEL BONUS (Skill Bonus for Rank+Stat+Prof ession)

Prof ession: MaEc “ ﬁiﬂ

Level 5 Level 6 Level 7 Level 8 Level 9  Level 18

Bonus Bonus Bonus Bonus Bonus Bonus

Experience Points: 10,000 20,000 30,000 40,000

50,000 70,000 90.000 110,000 130,000 150,000

Movement & Maneuver:

No Armer: +20 all levels — Soft Leatber: +0 all levels — Rigid Leather: -10 all levels — Chain: -65 all levels — Plate: -80 all levels

Weapon Skills:

I_H Edged +5 +5 +5 +5 +5 +5 +5 +5 +5 +5
1-H Concussion =25 »S 25 25 23 25 25 25 =29 -25
2-Handed 25 =25 -25 -25 -25 -25 -25 =25 25 -25
Thrown -1S8 -1S IS -18 -18 -IS -1S -15 -1§ -15
Missile +2$ +25 +25 +25 +25 +25 +25 +25 +25 +25
Pole-arms 26 229 25 -25 -28 -25 =25 =25 _25 'S
Generai Skills:

Climb +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Ride +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Swim +25 +2S5 +25 +25 +25 +25 +25 +25 +25 +25
Track = 9 =5 -5 xS 5 = -5 =3 -5
Subterfuge Skills:

Ambush 25 -25 =25 25 -25 -25 -25 19I5 %) -25
Stalk/Hide +30 +30 +30 +30 +30 +30 +30 +30 +30 +30
Pick Lock 5 -5 -S =5 =5 -5 £5) 3) -S -5
Disatin Trap -10 -10 -10 -10 -10 -10 -10 -10 -10 -10
Magical Skills:

Read Rune +32 +39 +46 +53 +60 +72 +84 +88 +92 +96
Use Item +22 +29 +36 +43 +50 +57 +64 +76 +83 +87
Directed Spells +23 +36 +49 +62 +75 +80 +35 +90 +97 +104
Miscellaneous & Secondary Skills and Bonuses:

Perception +3S +40 +45 +50 +5S +60 +6S +67 +69 +7!
Body Development 11 17 22 28 33 39 44 S50 S15) 6l
Base Spell OB 2 4 6 3 10 12 14 16 18 20
Power Points 2 4 6 8 10 12 14 16 18 20
First Aid +25 +25 +30 +30 +3S +35 +40 +40 +45 +45
Lore Skill t -5 +25 +30 +30 +35 +3S +40 +40 +45 +45

Lamalas’ Tale —1 was born Lamalas son of Celahir at Acadhtynd, the Halls of
theElven-king, in Greenwood the Great. Studying under the tutelage of the Avar
mage Ardumir, I became a learned fellow ata very young age. Unfortunacely, T
also became exceptionally restless. ] pined forthe wide woodlands and the star-
filled nights that captivated my peers.

So, I abandoned my studies, resolving to learn my ceaft among my carefree
compatriots in the cool green woodlands. 1 roamed for many a year, from the
Misty Mountains to the lron Hills, discovering the gifts of the Tand.

Recently, however, the Elven-king has tired of my ways—however well-
meaning —and he ordered me home. Commanding me to bear a sealed packet
tothe Court of Rohan in Edoras, he probably hopes to channel my passions and
reclaima valuable subject. Pechaps he will.

t— The GM must choose (or allow the player to choose) a Lore Skill
for the character.

Tora weight: 21.0 Ib — withow! satchel — 9.5 Ib
Encsanbrance Penaliy: +0: 0-15 Ib; -10: 16-25 1b; -15: 26-3S Ib;

-20: 36-45 Ib; -30: 46-60; -35: 61-80; -40: 81-100; -60: 101-120
Composite Bow (3 1b) Quiver (20 Arrows) (4 Ib)
Dagger (1 Ib) Necklace (+2 spell adder, 0.5 i)
Clothes & Personal Eff ects (includes boots, cloak. weapons belt)
Belt Pouch (w/money, Flint & Steel) — Ssp, 4 bp, S ep. 3 ¢p (1)

Satchel (holds 10 Ib, weighs T 1b) Bedroll (3 Ib)
Lock Pick Kit (0.5 Ib) 2 Torches (2 Ib)
Waterskin (I Ib) Waybread (T month. 4 Ib)

@ !I CRARACTER BackGrROUND & HisToORY
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@T Culture /Race: Silvan EIf ~= [amalas e Profession: Mage % \I
= Current Level: Experience Points:
+ — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Spectal Total
Skill/Abilicy Bonus t Bonus Bonus Bonus/Type
Movement & Maneuver;
No Armor MM
Sof t Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
1-H Edged OB
I-H Concussion OB
2-Handed OB
Thrown (0):}
Msssile OB
Pole-arms OB
General Skills:
CLmb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush sp
Stalk/Hide sp
Pick Lock SM
Disarm Trap SM
Magical Skills:
Read Rune SM
Height: 6'0" Lvl] New Ranks/ U.se Item SM
Weight: 153 Ib. Language Rank Level Learned Directed Spells OB

Hair/Eyes: Sandy/Green Silvan $ Miscellaneous & Secondary Skills:

Gender /Age: Male/26 Westron S Perception SM

Realm: Essence Quenya 3 Body Dchlopmcnt =

) ) Power Points 42 adder SP

Demeanor: Guarded Sindarin 3 First Aid e

Personality: Fun-loving Adtinaic 3 Lore Skill SM
Motivation: Pleasure — - Special Bonuses:

Alignment: Good — = Essence RR: +20 RR
Spell Lists Level Learned Stac  Value Bonus 1()::;]::1}({3; R i} (5) ::I:
1) Lofty Bridge Ist Strength 33  +0 Disease RR¢ +100 RR
2) Spirit Mastery Ist Agility 52 +I0 Defensive Bonus (DB): +10 DB
3) Lighe Law 2nd Constitution 46 +Q Base Spell OB: o8
4)Essence Hand 2nd Intelligence 98 420 Encumbrance Penalty sP
5) lllusions 3rd Intuition 92  +I1§
6)Water Law 4th Presence 76 +10
7) Unbarring Ways 4th Appearance 86 -

8) Living Change Sth
9)Fire Law 6th  13) Essence’s Perceptions___8th
10) Spell Ways 6th 14) Essence's Ways __ 9ch
11) Ice Law 7th 15) Wind Law 10th
12) Earth Law 8th 16) Physical Enhancement _10th
S
EquipMENT & MONEY NoTes %




Ir‘io I Culture/Race: Diinadan
_I|

e

-= Mirwen =

Prof ;ion: MagcT N é
(&

LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)

Level I Level 2 Level 3 Level4 Level 5 Level 6 Level 7 Level 8 Level 9  Level 10
Skill /Abikiey Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Pomes: 10,000 20,000 30,000 40,000 50,000 70,000 90,000 110000 130,000 150,000
Movement & Maneuver:
No Armor: +15 all levels — Soft Leather: -30 all levels — Rigid Leather: -15 for levels — Chain: =S5 all levels — Plate: -80 all levels
Weapon Skills:
I-H Edged +15 +15 +15 +1'5 +15 +15 IS5 +I5 +I5 +15
1-H Concussion -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
2-Handed +10 +10 +10 +10 +10 +10 +10 +10 ey (0] +I10
Thrown -15 -15 -15 -15 -1§ -15 -15 -18 -15 glS
Missile +15 +15 +15 +15 +15 +15 +15 +15 + 15 +15
Pole-arms +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
General Skills:
Climb <18 +15 LS +15 1S IS +15 15 +15 + LS
Ride +10 +I0 +10 +10 +10 +10 +10 +10 +10 +10
Swim +15 +15 +15 +15 +15 +15 +15 +*I5 +15 +I5
Track -5 +25 +25 +25 +25 +25 +25 +25 +25 29
Subterfuge Skills:
Ambush .25 =7)3 -26 -25 -25 =29 28 =28 25 =25
Stalk/Hide +10 +I0 +10 +10 +10 +10 +10 +10 +10 +10
Pick Lock -5 €S -5 -5 -5 -5 -5 -5 -5 -5
Disarm Trap -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Magrcal Skills:
Read Rune +32 +39 +46 +53 +60 +67 +74 +81 +88 +92
Use Item +T7 +24 +31 +38 +45 +52 +59 +66 *Z3 +77
Directed Spclls +18 +26 +34 +42 +50 +58 +66 +74 +82 +90
Miscellaneous & Secondary Skills and Bonuses:
Perception +10 +il3 +20 +25 +30 +35 +40 +45 +50 +55
Body Development 37, 43 48 54 59 65 70 76 81 87
Base Spell OB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20
Power Points 2 4 6 8 10 12 14 16 18 20
Appraisal -5 -5 25 +25 +25 +25 +25 +25 +25 +25
First Aid =% -5 +25 +25 +25 +25 +25 +25 +25 +25
Signaling 5] S -5 +25 +25 +25 +25 +25 +25 +25
Lore Skill #1 t =2, +30 +35 +40 +45 +50 55 +60 +65 +70
Lore Skill #2 t 5 +25 +30 +35 +40 +45 +50 +55 +60 +65
Lore Skill #3 t -5 +25 +30 +3S +40 +45 +50 +55 +60 +65
Lore Skill #4 t ] =5 -5 +25 +30 +35 +40 +45 +50 +55
Lore Skill #5 1 -5 -5 ) -5 +25 +30 +35 +40 +45 +50

Mirwen's Tale — They call me Mirwen, the “Jewel-maiden,” for I was born
bencath the light of an enchanted gem. This peerless emerald adorned the ring
on my mother Mirien's finger, the same ring that my grandmother and my
grandmothet’s grandmother proudly wore.

Later in ife, Ilearned that the jewel, the MirGalen, and thering, the Corlaiqa,
originally hailed from ancient Ndmenor. They were rescued by Miriphel, a
prescient Seer inthe House of Elendi] the Tall. Itissaid that she who wears the
Corlaiqa shall find blessing in her magic and curiosity in het soul,

1 inherited these gifts, along with the ring, the day my mother died. I also
becameheirtoa strange legacy: a quest to find thelost Book of the Green Light,
which was written in the Elder Days by the Noldo scholar Rdmil of Tirion. A
giftfromtheNoldorto Elros—the first Kingof the Dénadan of Westernesse—
the tome purportedly teaches readers much of what was once known about
Noldo jewel-czaft. It isbeyond price, and legends warn that it should never fall
into unrighteous hands.

Naturally, I seek Rimil's book, justas | seek a proper peace for my kind.

t — The GM must choose (or allow the player to choose) five Lore
Skills for che character.

Total weight 15.0 Ib — withowt satche!— 5.0 Ib
Enesmbrance Penalty: +0: 0-15 Ib; -5: 16-25 Ib; -10: 26-35 Ib;
-15: 36-451b; -25: 46-60; -30: 61-80; -35: 81-100; -55: 101-120
Quarterstaff (+10 OB, 3 Ib) Dagger (1 Ib)
Ring (+2 spell adder)
Clothes & Personal Effects (includes boots, cloak, weapons belt)
Belt Pouch (w/money, Flinc & Steel) — 12 sp, 6 bp, 3 cp, Stp (1 1b)
Satchel (holds 10 Ib, weighs 1 Ib)

Bedroll (3 Ib)
Waterskin (1 Ib)

I Torch (1 Ib)
Greatbread (1 week. 4 Ib)
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START NG EQuPMENT & MONWEY




&‘?é Culture/Race: Dinadan -= Mirwen = Profession: Maﬁe ‘ &3&'
Y A | ™
S ~ Current Level: Experience Points:
t — Take the Level Bonuses for the Current Level from the previous page.
Level ltem  Special Total
Skill/ Abilicy Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Armor MM
Soft Leather MM
Rigid Leather MM
Chain MM
Plate MM
Weapon Skills:
1-H Edged o8
[-H Concussion (o}:}
2-Handed (o)}
Thrown OB
Missile (o}:}
Pole-arms o8
General Sk'ulls:
Climb MM
Ride MM
Swim MM
Track M
Subterfuge Skills:
Ambush Sp
Stalk/Hide sp
Pick Lock M
Disarm Trap M
Magical Skills:
] — Read Rune SM
Height: 510 Lvl1 NewRanks/ Use ltem SM
Weight: 150 Ib. l.angu;.;ge Rank Level Learned Directed Spells o8
Hair/Eyes: Brown/Hazel Adginaic . Miscellaneous & Secondary Skills:
Gender/Age: Female/27 Westron ) Perception M
Realm: Essence Sindarin 'S Body Dcvclopmen( Sp
Demeanor: Serious Quenya 5 Power Points +2 adder SP
Personality: Inquisitive — — ?.Pprals.;l =
Motivation: Curiousity — - N P.“ Fhet
- Signaling M
Alignment: Neutral — - Lore Skill #1 t M
Spell Lists Level Learned Stat  Value Bonus I]:ore g:’;: z; I Ssz
[)Essence Perceptions __ 1st Strength 39 +S LZ:: Skxi[[ 4t SM
2) Spirit Mastery ___ Ist Agility 90 +IO Lore Skill #5 + M
3) Light Law 2nd Constitution 43 +10 Special Bonuses:
4)Essence Hand 2nd Intelligence 99  +20 Essence RR: +20 RR
3) Essence’s Ways 3rd Intuition 78 +5 Channeling RR: +5 RR
6)Spell Ways 4th Presence 57  +S Poison RR: +15 RR
. Disease RR: +1$ RR
Nl Sth A 64 -
8)1 u:-xons 6:h i Defensive Bonus (DB): +10 DB
Jee aw+ ; o Base Spell OB: o8
9 Lofty Bridge _ 7th 1T} Living Change 9th Encumbrance Penalty Sp
10) Earth Law 8th  12) Unbarring Ways ___10ch
~
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zﬂ Culture/Race: Half -elf = Elbragol o Profession: Animist JL'Q.;JJ
—| LEVEL BONUS (Skill Bonus for Rank+Stat+Profession) ]_
Level 1 Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level 9  Level 10
Skill/ Abilicy Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40.000 50,000 70,000 90,000 110,000 130,000 150.000
Movement & Maneuver:
No Armor. +15 all levels — Soft Leather: -30 all levels — Rigid Leather: -15 for levels — Chain; -35 all levels — Plate: -80 all levels
Woeapon Skills:
1-H Edged +10 +I0 +10 +10 +10 +10 +10 +10 +10 +10
1-H Concussion -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
2-Handed +10 +I5 +20 +25 +30 +35 +40 +45 +50 +55
Thrown -15 =t -18 -15 -15 -16 -T'3 =1 -I's -15
Missile +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Pole-anns -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
General Skills:
Climb +16 =] 7 +18 +19 +20 +21 +22 +23 +24 +25
Ride +21 +22 +23 +24 +25 +26 +27 +28 +29 +30
Swim +16 +17 +18 +19 +20 +21 +22 +23 +24 +25
Track +16 + 17 +23 +24 +30 +31 +37 +38 +44 +45
Subterfuge Skills:
Ambush -25 -25 =25 -25 -25 -25 =25 5 -25 -25
Stalk/Hide +15 +15 +20 +20 +25 +25 +30 +30 +35 +35
Pick Lock -10 +15 +15 +15 +15 ard (4] PN} +15 +15 +I1.§
Disann Trap +20 +20 +20 +20 +20 +20 +20 +20 +20 +20
Magical Skills:
Read Rune +16 +22 +28 +34 +40 +46 +52 +58 +64 +70
Use ltemn +21 +27 +33 +39 +45 +51 +57 +63 +69 +7S
Directed Spells +17 +19 +21 +23 +25 +27 +29 +31 +33 +35
Miscellaneous & Secondary Skills and Bonuses:
Perception +26 +32 +38 +44 +50 +56 +62 +68 +74 +77
Body Development 21 27 32 38 43 49 54 60 65 71
BaseSpell OB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20
Power Points 2 4 6 8 10 12 14 16 18 20
Animal Handling -20 +10 +10 +15 +15 +20 +20 +25 +25 +30
Boat Handling -10 +20 +20 +25 +25 +30 +30 +35 +35 +40
Firse Aid +15 +15 +20 +20 +25 +25 +30 +30 +35 +35
Sky-Watching -10 -10 -10 +20 +20 +25 H25 +30 +30 +35

Elbragol's Tale— 1 am Elbragol. the "Sudden Star,” the son of the Sinda Elf-
maiden Silimarwen and the Arthadan Ranger Orodhil. My mother bore me some
thirty-one yearsago, as she laydying in che smoldering ruins of my Father'skeep.
Thus,1 was orphaned at birth. Rescued by Amboron of Vinyathrad, | was raised
by the Noldor of Forlindon. They taught me to respect the cultures of my
parents, as well that of the High-elves of the House of Finwé.

1 cake pride in my Peredhil roots, and walk proudly among any people. Yet
1 am most comfortable in the wilds,as if I could remember and fec] the same
passions that drove my father to the frontier of northern Eriador-

Sarangely, my enchanted staff, Amimorn, is reputedly the property of the
Man whoslew my parents. It is fashioned in the Dénadanstyle,andserves asa
constant reminder of cthe treachery fomented by jealous, greedy hearts.

It is my dearest wish and chosen purpose to serve the Lords of both Lindon
and Arthedain, 1 hope to lend my skills 353 speil <aster to rach of their causes.
First, howevee, | shall embark on a journey to find an Arthadan Scer named
Nimradan, the man who killed my family in order to fulfill an evil pledge.

Total weight: 22 |b — without satchel — 12.5 Ib
Erncumbrance Pmaf@: +0: 0-25 [b: -5: 26-35 Ib: -10: 36-45 [b;

-15: 46-60; -20: 61-80; -25: 81-100; -30: 101-120;

-45: 121-140; -55: 141-160
Quarterstaff (+2 spell adder, +10 DB, 4 [b) Dagger (1 1b)
Long Bow(3 Ib) 1 Quiver (20 Arrows) (3.51b)
Clothes & Personal Ef ects (includes boots, clozk, weapons belt)
Belt Pouch (w/ money, Flint & Steel) — 4 sp. 8 bp. 5 cp, 2 tp (1 Ib)
Satchel (holds 10 Ib, weighs 1 Ib) Lock Pick Kit (0.5 Ib)

Bedroll (3 Ib) I Torch (I Ib)

Waterskin (1 1b) Waybread (1 month. 4 Ib)
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= Elbragol e

Profession: Animist |

L&J' Culture/Race: Half-elf

(¥

Current Level: Experience Points:
t— Takerhe Level Bonuses for the Current Level frem the previous page.
Level Item  Special Total
Skill/Ability Bonust Bonus Bonus Bonus/Type
Movement & Maneuver:
No Annor MM
Weapon Skills:
1-H Edged OB
I-H Concussion OB
2-Handed OB
Thrown oB
Missile OB
Pole-arns OB
General Skilis:
Climb MM
Ride MM
Swim MM
Track SM
Subterfuge Skills:
Ambush Sp
Stalk/Hide SP
Pick Lock SM
Disarm Trap SM
Magical Skills:
Read Rune SM
Use Item SM
Directed Spells OB
Miscellaneous & Secondary Skills:
Height: 6'3" Lvil NewRanks/ Perception SM
Weight: 200 Ib. Language Rank Level Learned Body DevFIopment sP
Hair /Eyes: Black/Gr«:y Sindarin S Povaer Ebings : Fladdee 5P
Animal Handling SM
Gender/Age: Male/31 Westron S Boat Handling SM
Realm: Channeling Quenya 4 First Aid SM
Pemeanor: Reserved Silvan 3 Sky-Watching SM
Personality: Thoughtful — - Special Bonuses:
Motivation: Preserve Culture - - Essence RR: +10 RR
Alignment: Good . _ Channeling RR: +15 . RR
Potson RR: +10 RR
Spell Lists Level Learned Seat  Value Bonus Disease RR: +55 RR
1) Calm Spirits Ist Scrength 53 +3 Defensive Bonus (DB): +10 +10 ___ ___ DB
2) Surface Ways Ist Agiliy 83 +10 e ) o
3) Creations 2nd Constitution 46 +5 T AR
4} Blood Ways 2nd Intelligence 92 +I0
5) Bone/Muscle Ways___ 3rd Intuition 95  +15
6) Direct Channeling ____4th Presence 64 +5
7) Sound/Light Ways ___ 4th Appearance 91 —
8) Natute's Movernent ____Sth
9) Detection Mastery _____ 6th 13) Nature's Lore 8th
10) rotections Geh 14) Purifications 9th
1T) Organ Ways 7th [S) Animal Mastery_____ 10ch
12)Spell Defense 8th 16) Planc Mastery 10th
|
~ S
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Culture/Race: Beomjng

- Beralath =

LEVEL BONUS (Skill Bonus for Rank+Stat+Profession)

Profession: Antmist “ $ ”

Level 1 Level 2 Level 3 Level 4 Level 5 Level 6 Level 7 Level 8 Level9  Level 10
Skill/ Ability Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Experience Points: 10,000 20,000 30,000 40,000 50,080 70,000 90,000 110000 130,000 150,000
Movement & Maneuver:
No Armor: +15 all levels — Soft Leatker: -30 all levels — Rigid Lzather: - 15 for levels — Chain: -35 all levels — Plate: -80 all levels
Weapon Skills:
I-H Edged -20 -20 -20 -20 -20 -20 -20 20 -20 -20
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 +10 +10 +10 +I10 +10 +10 +10 +10 +10 +10
Missile -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Pole-arms +20 +25 +30 +35 +40 +45 +50 +55 +57 +59
General Skills:
Climb +16 + 7 +18 +19 +20 +21 +22 +23 +24 +25
Ride +31 +32 +33 +34 +35 +36 +37 +38 +39 +40
Swim +16 187 +18 +19 +20 +21 +22 +23 +24 +25
Track +6 +12 +18 +24 +30 +36 +42 +48 +54 +60
Subterfuge Skills:
Ambush -25 -25 =25 .25 -25 =25 -25 -35 25 -25
Stalk/Hide +20 +20 +2§ +30 +35 +40 +45 +50 +50 +50
Pick Lock -25 +5 +5 +S +5 +5 +5 +5 +10 +15
Disann Trap +30 +30 +30 +30 +30 +30 +30 +30 +30 +30
Magical Skills:
Read Rune +31 +37 +43 +49 +55 +61 +67 +73 +79 +85
Use Item +6 +7 +13 +14 +20 +21 +27 +28 +34 +35
Ditected Spells -18 +14 +16 +23 +25 +32 +34 +41 +43 +50
Miscellaneous & Secondary Skills and Bonuses: o
Perception +36 +42 +48 +54 +60 +66 +72 +78 +84 +87
Body Development 32 38 43 49 54 60 65 7L 76 82
Base Spe“ OB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20
Power Points 3 6 9 12 1S 18 21 24 27 30
Animal Handling +30 +30 +85 +35 +40 +40 +45 +45 +50 +50
First Aid -25 EE ) &5, +10 +10 +15 FS +20 +20 +25
Foraging +30 +35 +40 +45 +50 +55 +60 +65 +70 +75
Sky- Watching +30 +35 +40 +45 +50 +5S +60 +65 +70 +75

Beralith’s Tale—1am part of asmall, secretive Northmanpeople, che so-called
“Bear-folk of Rhovanion.”” We call ourselves Beijabar. Eldachroniclers speak of
us as the "Beomings.” or Children of Beom.,

I grew up to the west of the Great River, not far from thehallowed Carrock,
at Long-spring House. There, justbelow the High Pass, 1 leamed the lore of my
people and the ways of wilds. My facher, Berasefa, was aSkin-changer, He taught
me to conjure. Before long. | found comfort and courage in Nature-magic and
the powers of the almighty Béma. The Huntsman gave me strength and blessed
my spells.

Like all my people. my family is entrusted with a Watch. The Free Peoples
rely on us to keep the Misty Mountain passcs and the adjoining trails open and
saf e, wextherpermitting. Our Watch extends northward and westward from che
Carrock, and includes the old Or<-hold at Goblin-gate. Between the Yrch and
cheir crude traps, many of my brethren have perished.

While the Beijabar are a reclusive let, ourservice as the caretakers of the gates
into Rhovanion dermands that we deal with other nations. Thus, ] have been
appointed te deliver word of the recent elevation of my father to the post of
Waildanbair. 1 plan to travel farand wide, spreading good tidings on behalf of
my kinsmen, and learning the ways of other peoples.

Total weight: 43.51b —  without backpack — 24.5 1b
Encumbrance Penaf!y: +0: 0-251b; -5: 26-35 1b; -10: 36-45 Ib;

-15: 46-60 Ib; -20: 61-80; -25: 81-100 Ib; -30: 101-120 Ib;

-40: 121-140; -50: 141-160
Shield (+25 DB) (IS Ib) Spear (+10 OB) (2 Ib)
Handaxe (5 Ib) Bracelet (+2 spell adder, 0.5 Ib)
Clothes & Personal Effects (inciudes boots, cloak. weapons belt)
Belt Pouch (w/money. Flint & Steel) — 2 sp, 3 bp. 2 cp, Stp (1 1b)
Backpack (holds 20 lb, weighs 2 [b)  Bedroll (S Ib)

Tarp (4 Ib) Lock Pick Kit (0.5 Ib)

25" superior rope (1.5 Ib) 3 Torches (3 Ib)

Waterskin (1 1b) Greatbread (3.5 days, 2 Ib)

CHARACTER BACKGROUND & HISTORY

[«

STARTING EQUIPMENT & MoONEY




Culcure /Race: BeorninE

- Beralath o=

Profeession: Animist

Current Level: Experience Points:

t — Take the Level Bonuses for the Current Level from the previous page.
Level Item  Special Tortal
Skill/ Ability Bonus ¥ Bonus Bonus Bonus/Type
Movement & Maneuver:
No Ammor MM
Weapon Skills:
I-H Edged OB
I-H Concussion OB
2-Handed OB
Thrown OB
Missile (o}
Pole-anns +10 OB
General Skaills:
Climb MM
Ride MM
Swim MM
Track M
Subterfuge Skills:
Ambush sp
Heighe: 6'4" LvlI New Ranks/ Stalk/Hide sp
Weight: 220 Ib. Language Rank Level Learned pif?k Lock SM
Hair/Eyes: Red/Green Atliduck 5 Disann Trap *M
Gender/Age: Male/22 Waildyth 5 Magical Skills:
Realm: Channeling Westron S EeadItRune' SS;:A/I
. se Item
;?em::;or: Chfe;ﬁxl [;;haldUk j Directed Spells OB
ers? .uyz Jodis Hvan Miscellaneous & Secondary Skills:
Motivation: Preserve Culcure — - P -
g erception SM
Alignment: Neucral — = Body Development sp
i P
Spell Lists Level Learned Set Value Bonus ii:::lpl?[::zﬂing — Yhadde . — EM
1) Animal Mastery Ist Strength 61 +5 F oA SM
2) Calm Spil‘its Ist Agllll’y 78 +5 Foraging SM
3) Surface Ways 2nd Constitution 88  +5 Sky-Watching SM
4) Nature's Lore 2nd Incelligence 49 +0 Special Bonuses:
§) Planc Mastery 3d Intmivon T00 +25 Essence RR: +0 RR
6) Direct Channeling 4th Presence  SI +0 gh?""e:{“l% RR: "355 R
oson H RR
7) Blood Ways Sth Appearance 59 = Disease RR: 5 2
8) Bone/Muscle Ways _6th Defensive Bonus (DB): +5 +25 DB
9) Organ Ways 7th 11) Protections 9th Base Spell OB: OB
10)Sound/Light Ways __8th 12) Creations 10th Encumbrance Penalty Sp

4]

EquipMENT & MONEY
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APPENDIX e A-2 wsaknfofaininlek

CULTURE AND RACE DESCRIPTIONS

Thefollowing ategeneral descriptionsofthepredominantraces

@ A-2.1 - DWARVISH RACES @

f::,,}fi of I\:iliddle-euth. Natm‘;léy, certain inc‘{iiv‘iidfuais will diffelt; to vary-
ing degrees. Certain modifiers are included for purposes of realism,
B bugr GI%IIIZ should fecl free to omit them if chey Eonlzxder themtobe DWARVES
unwieldy. (Pl. Khazéd, sing. Khazad)

The inf onnation is intended to serveasa guideline for equipping The Dwarves are descendants of the Seven Fathers. the origul
and developing both player characters and powerful or otherwise  |ords crafted from the earth by the Vala Aulé. He is the Smith of
significant non-player characters. The outfitting options and the 1o Valar, the giver of mountains and master of crafts, and the
background options have been generated to enhance the. processby  Dwarves call him Mahal (Kh. “Maker”}. They were created firs,
whichthe living peoples of Middle-earth are translated intoagame ;¢ Ery foreed his servant Aulé to delay their awakening until afer
WEGE : _ the coming of Elves and Men. Following their birth the Seven

The options listed under each race correspond to the generalities Kings formed tribes based on their lines and separated. Although
described or extrapolated from The Hobbit and The Lord of the Rings.  these Seven Tribeshave since spread across Middle-earth, theyhaye
However, individual characters may stray from the norins of their remained close and have spawned a universal reputation fa
race. A GM may decide to allow a character to possess a weapon ruggedness, practicality, and unwavering loyalty. Most groups
typically not favored by his or herrace or to learn alanguage usually  fy0r che rocky highlands and deep caverns of the mountains, for
oflittleinterest to Elves or Bwarves, etc. How much deviationfrom  the Dwarves, perhaps more than any race, remember their origin
the notms is to be allowed is up to the GM. And when a character ;g heritage.
does not follow the norins, the GM needs to include plausible p C
reasons for che differences in the character’s personal history and HYSICAL CHARACTER
background. Build: Short, stocky, strong, with exceptionally strong limbs. Maln

Players developing their characters should follow the normal average 150 pounds; females, 135 pounds.
procedure for outfitting and utilizing background options de-  Coloring:Black,red, ordark brownhair. Fair toruddy complexion.
scribed in Section 22.0 (p. 84). Whete dice rolling is required  Epndurance: Tremendous. They can carry great burdens over long
(special abilities, special items, extra money), the information diseances wich/ & TosR
ls:l;))w should be inserted into or paired with Table CGT-2 (p. Height: Males average 49" females, 4'5".

Remember that adventuring characters will come into contact Llfe‘span: 200_4_00 years. ) )
with peoples and cultures unknown to them in their fonmative Resistance: Resistance against flame and ice: +30 DB and RR
years. A Lossoth wartior might speak only Labba and Westron bonuses versus heat and cold attacks.
upon leaving his native lands and carry only his fishing spear. Six ~ Special Abilities: Dwarves see well in extrerne darkness. In che
months later (possibly second or third level), he may have picked dimmest light, they can see 50' perfectly. and fartly wellupteo
up a smattering of Sindarin and be wielding 2 long kynac! 100'". They cansee 10" in total darkness (non-magical).

CULTURE
Clothing & Decoration: Beards, somctime
ERU braided. Long hair. Heavy garb with color-
VALF/ MAIAR ful hooded cloaks. Crenelated erimwork is
popular.

Alln, . MORISOTH 5 AUE WiZARDS Fears & Inabilities: Open water and the Vaha
| Ulmo (Lord of Waters). They do not nor-
Dwagves Saruman mally swim.(-50 to Swimming maneuvers)
[ | | | : Lifestyle: Dwarves are superb miners and
Mo  Ebes Euts L craftsmen, and unsurpassed stoneworkets.
= They live in tightly-knit groups and faver
Unldi underground cities which are usually au

into rugged hills or mountains.

Marriage Patteen: Monogamous. Onlyathird
of the race is female. The line is traced
through the male,

Half-ores

Religion: Dwarves believe thac each lineage
has a common spirit which permeates than
all and ties them together. They revere thei
ancestors above all other things but Ault
their maker, and believe that in each Kigy
exists a part of his predecessors. Those of
“Durin’s Folk." the Dwarves of Moria and
the highlands of Wilderland, believe ther
Kings to all be one Dwarf—Dunn #
Deathless.




OTHER FACTORS

Demeanor: Sober, quiet, possessive, suspicious, pugnacious, intto-
spective, and often very greedy. Tenacious warriors, they fighe
without quattet and never retreat. Each Dwarf treass his kind as
brothers and non-Dwarves as lesser beings who, one way or
anocher, are a constant chreat. Their blood is thick and their
bonds are deep. They enter into agreements with extreme care
but, once made, honor themn to the letter. The old adage is t1ue:
“no friend ever did a Dwarf a favor, no enemy a wrong, without

being repaid in full.”

Language: Starting Languages: Among themselves, Dwarves speak
Khuzdul (Rank 5), a guarded tongue known by virtually no one
but themselves. When in public or about in the wild, Dwarves
speak Westron (Rank S), the Common Speech, or one of the
Elvish tongues: Bethteur (Rank 3) or Sindarin (Rank 3). Skitl
Development; Dwarves also have the opportunity to learn: Atliduk
(Rank 3), Dun‘el (Rank I), Logathig (Rank 3), or Naharduk
(Rank 3).

Prejudices: Orcs, Wargs, and Dragons are the sworn enemies of all
Dwarven-kind. Above all other races, they despise these the most,
although they are extremely suspicious of mages and Elves. They
have suff ered too much as a result of magic. No Dwarf will ever
Fowget the sly words of Sauron, one whose conjuring enslaved
many of their great lords.

Restrictionson Prof essions: No Dwarven Magesor Bards. Taught
and blessed by the Vala Smith Aulé, Dwarves practice a plain,
practical Earth-magic. They know of spells and enchantinents,
but generally scoff at the ways of Elves or other conjurers,
preferring mstead tousesuch power in themakingof permanent
physical items. Traditional Mages and Bards are unheard-of;
mstead they produce alchemists and engineets.

OUTFITTING OPTIONS

Weapons: Dagger, handaxe, short sword, club, war hammer, mace,
cossbow, battle-axe, spear. RM options: throwing axe, heavy
aossbow, light crossbow, war mattock, pole ann.

Armor: Any. Dwarves favor chain madl. Lamellar (treat as Chain -
S vs. melee, +5 vs. missilc) and scale (treat as Plate) are also
available. Target shields (+20 vs. melee, +10 vs. missile, half
1onnal weight)and wall shields (+-30 vs. melee, +40Q vs. missile,
2x normal weight) are popular,

Clothing: @ucr garb: detachable hood with flaps sewn into it
pennitting the face to be covered; heavy cloak fastened with a
decorated brooch;tall boots of heavy leather; these garments are
bright solid colors—scarlet, forest green, indigo blue, golden
yellow, royal purple. Imer garb: 2 leather jerkin or woolen tunic of
a deep hue (maroon, pine green, navy blue, brownish black); a
wool or linen shirt (usually a deep hue, sometimes white); close-
itting trousers of deep-hued leather or wool; shaes or inner-
boots of soft leather.

Money: 2gold piecesora gem(aquamarine, topaz,garnet, peridot,
spinel) of comparable value.

BackGrROUND OPTIONS

Dwarves get four background options.

Special Abilities: Replace the range 56-60 with: ability to sense the
presence mechanical traps S0% of the time (GM should have the
player roll dice without telling the reason whenever he or she
knows the character is proximate to a trap). Replace the range
71-7S with: superior orienting abilities underground; character
always knows the direction of true north and the approximate
elevation of his or her location.
Special Items: Spell adders not available. Spell items must not
contain spells from the following lists: [llusions, Spell Ways,
Spirit Mastery. all Mage lists except Living Change, Controlling
Songs. Calm Spirits, Sound/Light Ways, Creations, Light-
stonesorrune-keysare available. Any weapons will be of superior
workmanship and forged of steel.
Extra Money: 1-200 gold pieces or a gem (emerald, amethyst,
ruby, sapphire, diamond) of comparable value.
Hobbies: Primary Shills: moving & maneuvering in any armor, I-
handed concussion weapons, 2-handed weapons, pole arms, use
ite, disarm trap, perception. body development. Sacondary Skills:
caving, contortions; ArtisticSkills: insecumental music; Craft Skills:
smithing, trap-building: Influenee Skills: public speaking.
Stace Increases: Only Constitution and Strengeh may be increased
by 2. All other stats may be mcreased by 1 at most.
Extra Languages: In addition to the tongues listed above, a Dwarf
mightinunusual circumstances leam: AdGnaic (Rank 2), Apysaic
(Rank 2), Labba (Rank 2), or Umitic (Rank 3).
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= UMLI =
The Umli live in the Far North of north-central Middle-earth,
east of the Lossoth. They arc a race of short folk who apparently
came from an ancient union of Men and Dwarves. lcgends call
them Half -dwarves.
PHvsical. CHARACTER

Build: Strong and compact, with large features and considerable
Facial hair. Males average 150 pounds; females, 135 pounds.

Coloring: Ruddy skin and red hair, with penetrating pale blue eyes.

Endurance: Exceptional in cold climes; average in temperate areas;
poor in warm or hot climates.

Height: Males average 4'9"; females, 4'5".

Lif espan: 100-200 years.

Resistance. Umli have +30 DB and RR bonuses versus cold/ice
attacks and -15 DB and RR bonuses versus heat/fire attacks.
Special Abilities: Umlineed sleep but threc hoursa day. Inche cold
(below 35°F), they halve any encumbrance penalties; above

90°F they suff er double encumbrance penalties,

CULTURE

Clothing & Decoration: Fur-lined skin coats, shirts, pants, boots,
and hoods.

Fears & Inabiliti'es: None.

Lifestyle: Hunters, gatherers, and fisherinan, they move from site
to sitc depending on the season. Most reside in caves of under-
ground settlements. Many mine, and the Umli are accomplished
smiths and artisans.

Marriage Pattern: Monogamous. The line ts traced through the
male.

Religyon: Somewhat fonnal. They worship Eruand the Valar, and
reverc Aulé (who they call Mahli¢) above all others,

OTHER FACTORS
Demecanor: Possessive, persevering, stubborn, fierce, and yet quiet.
Language: Starting Languages: They speak Umitic (Rank S). Some
Umili know a little Labba (Rank 2), Westron (Rank 2), or
Khuzdul (Rank I). Skill Development: Umli also have the opportu-
nity to learn: Logathig (Rank 2). and Bethteur (Rank 3).
Prejudices: They hate Dragons and Wargs above all other races.

Restrictsons on Professions: None.

OuTrrrTing OPTIONS

Weapons: Dagger, handaxc, short sword, club. war hammer. mace,
whip, bola, composite bow, short bow, sling, battle-axe, flail,
quarterstaff, javelin, spear. RM options: knif ¢, war mattock. hat-
poon,

Armor: Any. The Uml: favor ngid leather annor made from the
peles of the polar bear. northern elk, seal, or whale hide.

Clothing: Outer garb: long, fur-lined coat made from the pelesof the
polar bear, seal, whitc fox, arctic hare. or snow lion; large leather
hood with long, fur-ltned “wings"” that wrap around the neck as
a scarf; soft felt or knitted cap of yarn spun from animal hair;
heavy, fur-hned leacher mittens over lighter, knicted liner-mit.
tens; leather pants; heavy, thigh-high leather boots. Inner garb:
shire of sueded leather; jerkin of knitted yam spun from animal
hatr; leg hose of sueded leather or knitted yarn; sof t leathershoes
or half-boots. None of their gannents are dyed, remsining the
beige or neutral shades natural to the wild.

Money: Goods which may be bartered or sold for coinage: a skin
of spermacen (important ingredient in ointments and candles)
worth 20 silver pieces; 7 leaves of Darsurion (a leaf heals 1-6
concussion hits) worth 3 sp each; 4 seal peles worth 5 sp cachior
10 carved tninkets of narwhal ivory worth 2 sp each.

BAcxGrROUND OPTIONS
Umli get four background optons.
Spccial Abilities:All available. Replace range 91-93 with: exccllent

memory; remembers spoken or wntten words exactly asheard or
seen.

Special Items: All available. Most should be constructed from
matcnals common m the Far North: hides, bone, wood. bronae,
won.

Extra Money: A selection of herbs (Arfandas, Edram, Jojojopo.
Darsurion, Gefnul, Mirenna, Winclamie, Arlan, Delrean,
Melandar, Olvar, Aldaka, Febf endu, Atigax. Kathkusa. and/or
Zur) worth 1-200 gold pieces.

Hobbies: PrimarySkills: moving and maneuvering in any anmor, any
weapon skills, tracking, any magical skills, seatk /hide, percep-
tion, body development. Saondary Skills: caving, foraging. rope-
mastery, sky-watching; Artistic Skills: dance, storyrelling; Athl
Skills: ice-skating, skiing; Crafr Skitls: bone-carving, leather-work.
ing, smithmg, trap-building, wood-carving; Tnfbeence Skills: public
speaking.

Stat Increases: Any stat may be increased.

Extra Languages: 1n addition to the tongues listed above, Umli
might in unusual circumstances learn: Black Speech (Rank 2),

Nahaiduk (Rank 2), or Orkish (Rank 2).



©® A-2.2 *ELVISH RACES ©
(Quendi)

Elves were the first to awaken and venture into Middle-earth.
Theyarea gracef ul and noble race of immortal beings whoresemble
Men, but shine with an inner glow which betrays the spirit of
uniquethoughtsand gif ts. No race has been blessedmore, orcursed
so much, by the hand of Fate,

Though basically similar to mortal men, Elves have several
mportant, if subtle differences. As a race they are taller than
humans, but they are unif otmly slender and have less body hair.
Elven men have no beards. Fine features and fair, unmatred skin
@mbine with sparkling eyes to give the Elf an enchanted aura. A
smange def tness and ease of mavement give them agraceful quality,
and it 15 not surprising that they are very agile and so light afoor;
they leave few traces of their passing and can walk on the surface
offrcshly fallen snow. Their gentle physical appearance belies great
stwengths, however, for they are highly resistant to the crippling
:flfects of extreme temperatures, and are immune to disease and
illness.

They are also immortal, and age in a graceful, nearly impercep-
tble mannet. Elves commonly die from only two causes: through
wolence or as a result o fa weariness of the world. In the latter case
s Elfts simply overcome with grief over the course of time, thereby
losing the will to live. All the Elves who pass away ate gathered in
the Hallsof Mandos, the Placeof Awaitmg, in the farwestof Aman
(Valinor). Thete they await the End of the World, or are released
back into the world to replace another of their Ime who has
penshed. In a sense, Elves are often reborn as descendants of
themselves.

The Elves revere the Valar (Q. “Powers") and many know their
naturc well. Still. they have no formal religion; instead they show
theit respect through poety and song and gather to celebrate life
and the gifts from on high. This respect for the way of things is
largely tied to their acceprance of their close ties to the Fate set
down in the Songof Creation, although much of it also stems from
an understanding and joy regarding the creations of nature which
kave been handed down and overseen by the Valar. Above all but
Eruthey worship Varda, Queen of the Valar and fairest of all in
acanion, She is the bnanger of light, and they call her “Lady ofthe
Stars” (Elentari or Elberech)

Elves do not need sleep. Instead. they receive rest through
meditation involving memories, past events they recall with re-
markable vividness. Normally they go into thistrance-like state for
approximately two hours each day, although they can function for
nany days with little or no relief. While in their meditative state,
Elves are cxeremnely difficult to awaken; they rise ac a point
previouslydecided. This mannerof resc is inkeepingwith the Elven
fondness for the night. Men have often referred to them as people
of the stars with good reason, for Elves see as well on a star-lit
exeningas aman would at the height of day. Elven sight is ideal for
the partial darkness of the shadowy forest or cloudy sky, andallows
them amobility unlike that of any other race. In absolute darkness,
however, they suffcr as others do; they can not see at all.

Their sense of hearing is also superb, and no doubt accounts for
the Elven skills with music. Their reverence for song is unparalleled
and has affected their language and way of keeping precious
tecords, The Elves were first to use spoken words and have taught
theother races of the gift of speech: thus their own name for their
kind: “Quendi”—rthe “Speakers.” All of their speech hasa musical
qulity when spoken properly, lending itself well to verse. Elven
fards, then, have had little trouble in maintaming the histories and
epics of their race as a collection of wondrous songs and spoken

poetry.

There are two majorgroupings of Elves in Middle-easth. Their
split in the early First Age forined the basis for the development of
two separate Elven cultures. The mosc exaltedgroup is the Eldar,
the three kindreds (Noldor, Vanyar, and Telert) which made the
Great Journey across Middle-earth during the First Age. Most
settled for a time in Aman(the Undying Lands), oralong the shores
of now-sunken Beleriand. Only the Noldor (High-elves) and
Sindar (Grey-elves who are a group of Teleri) remained in Middle-
earth following the War of Wrath that ended the First Age. All
other Elvenkindredsare counted as Avari or Silvan Elves. They are
commonly called ¥Wood-elves.

From these culturescame the three groups which form the Elven

races of Middle-earth: (1) the Noldor, (2) the Sindar, and (3) che
Silvan Elves.

—— = THE NOLDOR & ———
(sing. Noldo)

The Noldor are often called “High Elves” ostensibly because
they are considered to be the most noble of the Quendi in Middle-
earth. 1In reality, they are so named because they are the only Elves
livingin Endor who haveeverresidedinthe Blessed R ealmof Aman
across the sea. This exalted status is accentuated by their close ties
with the Valar, a relationship which accounts for their unique
cultural and linguistic roots. Other names for the Noldor include
Deep-elves, Golodhrim or Gelydh (Sindarin labels), and Némin
(Adan label).

Finwé was the first King of the Noldor, which is counted among
the Eldar as theSecond Kindred. Finwé's sons—Féanor, Fingolfin,

and Finarﬁn—produced the three traditional lines which compose
the whole of the Noldor.

PHYsicaL CHARACTER

Build: OFf all the Elves, the Noldor are the strongest and sturdiest
of build, although theyare still simmer than Men. Males average
215 pounds; females, 175 pounds.

Coloring: Most are dark haitred and have greyish eyes whichbetray
aprouddemeanor.Descendantsof the Fingolfin and Finarfinare
of ten fair haired and blue eyed, for their blood contains Vanyar
influences.

Endurance: They do not caery great burdens, but they are capable
of traveling 16-20 hours a day. The Noldor do not sleep; instead
they restin atrance for 1-3 hours a day (this restores any Power
Points used casting spells).

Heighe: Males average 6'7"; females, 6’3",

Lifespan: They areimmortal and will only die due to violence or
if they weary of lif e and lose the will to live.

Resistance: They cannot become sick or scarved and are virtually
immune todisease. +20 DBand RR bonuses versus cold attacks.

Special Abilicies: No race sees better outside during the darkness
of night than the Elves. Noldo vision under moonlight or
starlight is as good as a Man’s during the height of day. I n other
sttuations when there is any light source, Noldor can see at least
SO’ perfectly and fairly well up to 100'. In absolute darkness,
however, they are no better than Men (ie., they can't see at all).
Their hearing range is three times the norm. Noldor are unpar-
alleled at understanding and working with crafts. +20 for Use

ltem rolls.
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CULTURE
Clothing & Decorati'on: They favor rich clothing and fine
craf tmanship, and often have the appearance of great wealth.
Fears & Inabili'ties: None,
Lifestyle: Of all the Elves of Middle-earth, the Noldorare the most

ordered. While their brethren are content to wander or mark
time in quiet diffusion, the Noldor seek to build communities
and states in beautiful, guarded places.

Marriage Pattern: Monogamous and fer life. They sometimes
marry mortal Men. Such unions produce Half -elves.

Religion: Infonmal and centered around communal celebration
and personal meditation. Like the Dwarves, the Noldor are ﬁcry
craftsmen who are fast friends of Aulé. The Smich imbued them
with a heightened respect for physical objects. It is not surpnsing,
then, to find that the Noldor revere Aulé more than any other
Vala, save Varda herself. Like all Elves, they worship Vardaas
giver of Light and maker of the stars.

OTwER FACTORS

Demeanor: Regardless of the line, all Noldor are noble of bearing
and carry themselves with assurance. They are haughty and often
appear to be arrogant. Of all the Elves, they are the most
inquisitive and passionate, being f ull of a desire for experience
and expertise inthe arts and the ways of the world. Because of this
thirst for knowledge, the Noldor have of ten fallen prey to lust,
corruption, and strife.

Language: Startin p Languages: The Noldorin tongue is called Quenya
(Q. “The Speech;” pronounced Kwen-ya), and they embrace it

as their true tongue (Rank 5), but largely confine itsuse to their

own environs, It is still the exclusive language of ceremonies,
writings, and oral traditions, regardless of circumstance.

For speech outside of their own quiet tetr.tory, the Noldor
employ the language of their more numerous Sinda cousins,
Sindarin (Rank 5). When dealing with Men or races unac-
quainted with Sindarin, rhey rer on the Common Tongue of
Westron (Rank S)or,morerarely, the Adfinaic of the Diinedain

(Rank 3). Skill Development: Noldor also have the opportunity te
learn: Labba(Rank 3)or the Silvan Tongues, Bethteur(Rank4),

Prejudices: The Noldor hare Orcs, Trolls, and Dragons above all
creatures. Due to their pride theytend to look down upon non-
Ddnadan Men.

Restrictions on Professions: None. The term Noldor means
“Wise” or "Knowing,” and serves as a fine label for the Second
Kindred. For this reason, they produce the greatest number of
Elven bards and loremasters.

OUTEITTING OPTIONS

W eapons: Dagger, broadsword, mace. composite bow, long baw,
flail, two-handed sword, quarterstaff, javelin, lance. RM options:
falchion, foil, main gauche, rapier, bastard sword, irgaak, kymac,
long kynac.

Armor: Any. Noldorpref er to derive the protection given by anmor
from magical items (rings, bracelets, tiaras) where such are
available rather than from encumbering leather or metal.

Clothing: Males: fine linen, cotton, or silk shirt or blouse often pure
white in color; jewel-hued velvet or silk tunic (sapphire, emerald
ruby, amethyst, topaz), sometimes with slashed sleeves revealing
the shirt beneath, sometimes sleeveless, usually embroidered o1
appliquéd with geometric or weapon-inspired motifs: velvet or
brocade mantle with wide sleeves, cape-like body, and varying in
length from the hip to the ankles: elose-fitting hose; soft boots
rising only to the ankles or as high as the knee.

Females: fine linen, cotton. or silk shift often pure white i
color; jewel-hued silk or velvet gown. somerimes with slashed
sleeves to reveal the sleeves of the shift underncath, sometimes
sleeveless, often embroidered or appliquéd at the neck, hem
sleeves; belt of silk, velvet, or decorative cord that encircles the
waist and the hips to be knotted or otherwise secured in frong
sof t slippers or ankle boots; velvet or brocade mantle with wide
sleeves, cape-like body. and hanging to the ankles. Females who
leave the Elven havens to go adventuring of ten don garb simila
to that worn by males.

Money: Gems (peridot, aquamarine. beryl. citrine, rounmlme‘)
worth a rotal of 2 gold pieces.

BacxGrouns OPTIONS
Since the Noldor are Elves and tied by their immortality tothe

Song of Creation, they are strongly bound to Fate and getonlytwo

background options.

Special Abilities: All available. Replace range 61-65 with: sensin've
to the Essence, the way it pools and flows; this sensitivity causes
the character to be immediately aware of the presence of any
enchantments or spells (cast by Essence-users only, not Channel-
ing) within SO feet.

Special Items: All available. Most should be constructed fromtine
or rare materials: ardarcer, arborang (high steel), arheled (high
glass), borang (low steel), silver, galvorn, gold. mithril, gems.

ExtraMoney: Gems (amethyst, diamond, emerald. opal, sapphire)
worth a total of 1-200 gold pieces.

Hobbies: Primary Skills: any weapon skills, ride, read rune, use item,
directed spells, perception, body cevelopment, spell lists, fan-
guages. Secondary Skills: acting, meditation, sky-watching; Artis
Skills: dance. instrumental music, poetry, singing; Craft Skillx
embroidery, sewing, metal-smithing, jewel-smithing; Influow
Skilts: leadership, public speaking; Lore Skilli: history of famous
weapons and other enchanted creations.

Stat Increases: Any stat may be increased.

Extral.anguages: In addition to the tongues listed above. a Noldu
might in unusual circumstances learn: Black Speech (Rank 3),

Logathig (Rank 3), or Rohirric (Rank 3).



—— THE SINDAR =
(sing. Sinda)

The Sindar or “Grey-elves” are Eldar and were originally part of
thegreatkindred called the Teleri. Unlike the Noldor, Vanyar,and
bulk of the Teleri, the Sindar chose not to cross over the sea to
Aman; instead they stayed in Middle-carth. They, like the Silvan

Elves, are part of the Moriquendi, the “Dark Elves” who neversaw

the Light of Valinor.

Puysicar CHARACTER

Build: Thin when comparcd to Men. the Sindar ace nearly as rall
as the Noldor but ave generally slighter of build. They are morc
muscular than the Silvan folk. Males average 190 pounds;
females, 1SS pounds.

Coloring: Most have fair hair and pale blue or grey eyes. Like the
Noldor. they have light skin.

Endurance: They do not carty great burdens, but they are capable
of(ravelmg 16-20 hours a day. The Sindar do not sleep; instead
they rest in a trance for 1-3 hours a day (this restores any Power
Points used casting spclls).

Height: Males average 6'5"; females, 6'1".

Lifespan: They are immortal and will only die due to violence or
if they weary of lif e and lose the will to five.

Resistance: They cannot become sick or scarred and are virtually
immune to disease. + IS5 bonus versus cold attacks.

Special Abilities: Sinda vision under moonlight or starlight is as
good as 3 Man's during the height of day. In other sinsations
whenthereis any light source, Sindar can see at least SO' perfectly
and fairly well up to 100". In absolutedarkness, however, chey are
1o better than Men (i.c., they can't see at all).

The Sindar are less musical than the Vanyar or Silvan Elves,
and are less skilled in forging or crafts than the Noldor.
Nonetheless, they are adept at all the arts and excel in theivspecial
provinces. No race builds better boats or ships.

CULTURE

Clothing & Decoration: Sinda clothing is exceedingly well made,
yetsubtle and uuilitarian. They do not favor the rich garb of their
Noldor cousins. Greys and silvers are their chosen colors.

Fears & Inabilities: None.

]_ifestylc: The Sindar are the most open and cooperative of
Middle-earth’s Elves. They are great teachcrs and borrowers and
have an interest in the works of all races. This is in contrast to the
more inquisitive Noldor. who are quick to scoff at things which
ace subtle or modest in appearance or utility. Grey-elves are a
settled people and enjoy the company of others. Unlike the
Silvan Elves, they butld towns and havens and gather in close-
knic communities. Many of the Sindar feel a kinship to the sea.
They build superb ships and are renowned sailots,

Marriage Pattern: Monogamous and for life. They somecimes
marry mortal Men. Such unions produce Half -elves.

Religion: Infonnal and centered around communal celebration
and personal meditation, just as chose of other Elves. Like the
Naldor, they revere Eru and see Varda as their patron Vala.
Given their love for saling and the sea, they also have a special

respect for Ulmo. the “Lord of Waters.”

OTHER FACTORS

Demeanor:Ofthethree Elvenraces of Middie-earth, the Sindar are
the quietestand calmest, and appeartobe the most content. They
are less frivolous and playful than the Silvan Elves and are less
fiety and passionate than the Noldor. Sindar feelings are deep
and not easily aroused, but when they are they eannot be stayed.
This is the root of their Sea-longing.

Language: Starting Languages: Their own speech Sindatin (Rank S)
has become the principal speech of all che Elves of northwester
Middle-earthand has heavily influencedmannish tongues. None-
theless, the Sindar know Westron (Rank 5), Bethteur or Silvan
Elvish (Rank 4), and some Quenya (Rank 3). Skitf Development:
Sindar also have the opportunity to learn: Addnaic (Rank 3),
Atliduk (Rank 4), Logathig (Rank 4), Nahaiduk (Rank 4), or
Rohirric (Rank 3).

Prejudices: The Smdar are great friends of most races and have
remained parriculacly close to Dwarves. Theirchief enemies are

Orcs, Wargs, and Dragons.

Restrictions on Prof essions: None.
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OuTrirninGg OpTIONS

W eapons: Dagger, broadsword, composite bow, long bow, flail,
quarterstaff, two-handed sword, javelin, spear. RM options; kynac,
falchion, foil, dag, main gauche. rapier, bastard sword, gé,
yarkbalka.

Armor: Any. Sindar prefer to derive the protection given by annor
from magical clothing(robes, capes, gauntlets, belts, veils) where
such is available rather than from encumbering leather or metal
suits.

Clothing: Smock of gauze or light silk; close-fitting vest or tunic
of fine linen, cotton, or heavy silk--—tunics vary in lengch from
shorr garinents barely extending below the waist to long ones slic
up the sides for freedom of movement; leather or metal belt or
asashof linenorsilk; close-fitting hose orasarongskirt of lucent
organdyor heavy silk reaching from mid-calf to the ankles; boots
or decorative open sandals; hip-length cape. The colors of the
gannents are all variations on white and grey: cream, eggshell,
ivory, pearl, lemon, charcoal. taupe. blue-grey, rose-grey, green-
grey, smoke, silver, beige, etc. Embroidety and appliqué are used
sparingly, usually to create texture or pattem {as with whire on
white or cream on lemon) rather than for contrast (white on
charcoal or blue-grey on ivory).

Money: Gems (clearquartz, blond chalcedony, zircon, mother-of -
pearl, white spinel) worth a total of 2 gold pieces.

BackGROUND OPTIONS
Since the Sindar are Elves and tied by their immoztality to the

Song of Creation, they are strongly bound to Fate and getonly three

background options.

Special Abilicies: All available. Replace range 61-65 with: profi-
cient at learning languages; character receives an additional 10
ranks to be distributed among the languages of his or her choice
(subject to GM approval); additionally he or shereceives I extra
language rank at each level.

Special Items: All available. Most should be beautdully crafted,
bearrng floral or leaf motifs, and constructed from fine or
relatively rare materials: steel, silver, mithril, ctystal, close-
grained wood, marble, agate, amber.

Extra Money: Gems(fire opal, diamond, pearl, moonstone) worth

a total of 1-200 gold pieces,

Hobbies: Primary Skills:any weapon skills, swim, read ruine, uscitem,
stalk/hide, perception, spell lists, languages; Secondary Skills: act-
ing, boat-handling, meditation, rope-mastety, signaling, sky-
watching; Artistic Skills: instrumental music, poetry, singing; Cra fi
Skills: wood-crafts, weaving, spinning, sewing, embroidery,
fletching, ship-building; Influence Skills: public speaking, leader-
ship; Lore Skills: navigation, lettering sysremws and alphabets.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed above, a Sinda
might in unusual circumstances learn: Apysaic (Rank 3), Black

Speech (Rank 3), Haradaic (Rank 4), or Orkish (Rank 3).

—3 SILVANELVES =——

{Avari)

When the Eldar departed from the original Elven homeland
during the Elder Days, anumber of their brethren remained behind.
They decided not to seek the light of the Aman and were labeled
as the Avari (Q. "Unwilling, Refusers”). These kindreds were ltft
to fend for themselves during the days when Morgoth’s Shadow
swept over the East. In these dark times they were forced into the
secluded safety of the forests of eastern Middle-earth, where they
wandered and hid from the wild Men who dominated most of the
lands. They beeame known as the Silvan or Wood-elves.

Although initially willing to seek the West, some of the Teler
stopped short of theirgoal and never came to the Undying Lands.
Their communities eame to include Avar Elves. and some confu-
sion arose as to the identityof Silvan kindreds. Many of the Telen
have been called Wood-elves, but here the term is only applicable
to the Avari.

PHYsICAL CHARACTER

Build: Most are slight of build, and all are thin by mannish
standards. Males average 150 pounds; females, 125 pounds,
Coloring: Ruddyof complexion, with sandy hair and blue orgreen
eyes. General'zations are difficult, however, since they are many

kindreds and there is wide vanation among them.

Endurance: They do not cany great burdens, but they are sapable
of traveling 16-20 hours a day. Silvan Elves do not sleep; instead
they restina trance for [ -3 hours a day(this restoresany Pawer
Points used casting spells).

Height: Males average 6'0"; females, 59".

Lifespan: Theyareimmortal and will only die due to violence or
if they weary of life and lose the will to live.

Resistance: They cannot become sick or scarred and are virrually
immune to disease. +10 bonus versus cold attacks.

Special Abilities: Their vision under moonlight or starligh 15 a:
good as a Man’s during the height of day. In other situations
when there ts any light source, Silvan Elves can see at least S0'
perfectly and fairly well up o 100" In absolute darkness,
however, they are no better than Men (i.¢., they can’t see arall),

The Silvan folk are superb musicians and have tremendous
hearing, even for Elves. +10 to Base Spell attacks from Bardic
spells. They are also elusive: +10 for Trickery and Stalk/Hide

rranenvers.

CULTURE

Clothing & Decoration: Their pref erred clothes are usually forest
green, grey, or brown, and range from functional designs ta
fanciful expressionsof individual creativity. Theirgannents lack
the formality and pomp typical of Noldo garb.

Fears & Inabiltties: None.

Lifestyle: The culeure of the Silvan Elves is best charactenzed &
unstructured and rustic by Elven standards. but rich and relz-
rively advanced when compared to the ways of Men. They haye
always been independent, but as of late many have settled in
kingdoms ruled by the Noldor orSindar. Scill, all the Silvan folk
enjoy a good journey or adventure and most look at life much as
a game to be played. Music and trickery are their favont:
pastimes. The Silvan Elves are also masters of the wood and
know much of wood-craft and wood-lore.



Marriage Pattern: Monogamous and for life. They sometimes
marry Men. Such umons produce Half -elves.

Religion: Inforinal and centered around communal celebration
and personal meditation. Like all Elves, they worship Varda as
giver of Light and maker of the stars. The principal difference is
their strongattachment to the Vala Oromé, the “Huntsman and
Tamer of Beasts.”

OTHER FACTORS

Demeanor: They are afun-loving butguarded f olk. Outward mirth
often hides their grim intentions.

Language: Starting Langua ges: Silvan tongues. which are of ten called
Wood-speech (Bethteur), are their favored languages (Rank 5).
TheSilvanElves of Mirkwood and places furtherwest, however,
generally use Sindarin (Rank S) as their native tongue. Because
all Elvish has a song-like quality. however, the slightly unique
Silvan vocal pattern betrays their racial origin, even when they
employ the tongues of the Eldar. Most know Westcon (Rank 4)
and a lictle Queny.1 (Rank 2). Skil Development: Silvan Elves also
have the opportumty to learn: Adfinaic(Rank 2), Adiduk(Rank
4). Logathig (Rank 4), Nahaiduk (Rank 4).

Prejudices: The Silvan Elves seclude themselves more readily chan
the Eldar, for they have a less friendly history of eelations with
Men. They despise Orcs. dislike Dwarves, and are suspicious of
Men.

Restrictions on Professions: None, Of all the Elven groups, they
are the quickest to employ spells, and of ren use magic for simple
usesor mere tricks. Stll. they are not normally prone to use magic
of great power.

OUuTFITTING OPTIONS
Weapons: Dagger, handaxe, broadsword, short sword, whep, bola,

long bow, short bow, quarterstaft, two-handed sword, javelin,
spear. KM options: main gauche, shang, raprer, gé. kynac, boomer-
ang, net, boar spear, throwing stars.

Armor: Any. Silvan Elves are a varied group. Some prefer en-
chanted leatherarmor, while others favor no protectivegarb, and

guard themselves instead with Shield spells.

Clothing: Weapon-users: Silk or cotton blouse {whire, beige, pale
green, or pale grey); trim-fitting tunic (length varies from mid-
calf to mid-thigh) of heavy silk/cotton or lcather worked so
finely as to drape like fabric(bark brown, leaf green, stonngrey):
bandoliers crossing the chest, belt around the waist, straps
around the limbs to accommodate weapon sheaths; leggings of
sturdy canvas or supple leather: sandals or sof t boots.

Norn-wwapon-users. f| lowinggauze blouse or smock (white, beige,
pale green, or pale grey fabric with embroidery from a similar
color spectrum), sometimes restrained by a gauze or silk sash,
otherwise hanging free; silk leggings. flowing gauze pants sumilar
to a divided skirt, or a many-gored gauze skirt (marching the
blouse/smock or bark brown, leaf green, storm grey), heavy silk
orgauze mantle fashioned ltke a cloak with sleeves or elongated
‘shoulder to watst) ann openings, usually falling to the ankles,
often erubroidered all over to create a leafy texture; sandals
ocamented with gens or carved wood.

Money: Possessions tobe bartered or sold: Elvenrope (100" wotth
20 sp; holds up SO0 Ibs., weighs only 3 Ibs.), Eiven silk (length
of 3 yards worth 2 gp), or an assortment ofpreciousstones(lapis
lazuli, malachite, agate, turquoise, onyx, amber) worth 2 gp.

BackGrounD OpPTIONS
Since the Silvan Folk are Elves and tied by their immortality to
the Song of Creation, they are bound to Fate and get four
background options.

Special Abilities: All available. Replace range 61-65 with: special
affinity with trees and woodland foliage; all physical activities
pcrformed by the character are ata + [5 bonus when in forested
terrain.

Special Items: All available. Due to the Silvan fondness for
woodland, many items should be fashioned from fine or en-
chanted wood, even weaponry typically metal in other cultures.
Steel, silver, white gold, tasarang, and bronze are also possible
materials.

Extra Money: Gemns (aquamarine, black opal, bloodstone, earne-
han, gamnet, fire opal, blue topaz, jade, star sapphire) wortha total
of 1-200 gp.

Hobbies: Primary Skills: moving and maneuvering in soft or rigid
leather, any weapon skills, climb, swim, track, use item, directed
spells, ambush, stalk/hide, perception, spell lists, {anguages.
Secondary Skills: acrobatics, acting, animal handling, boat-han-
dling, cookery. first ad, foragmg. meditation, rope-mastery,
signaling, sky-watching. Artistic Skills: instrumental music, sing-
ing. Atbletic Skills: skiing, skating, sutfing, rappelling. Craft Skills;
wood-crafts, leather crafts, fletching, spinning, weaving. Lore
Skills: plant lore, animal lore, ecology.

Stat Increases: Any stat may be increased.

Extra languages: In addition to the tongues listed above, a Silvan
EIf might in unusual circumstances leam: Apysaic (Rank 2),
Black Speech (Rank 3), Varadja(Rank 3), or Waildyth (Rank
3).
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———= HALF-ELVES e—

(Peredhil)

Half-elves are a tare breed, cthe offspring of Men and Elves.
While the Dianedain, Corsairs, and Black Niimendreans 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
have one Elven parent and one Mannish parent.

Upon reaching adulthood, a Half-elf must decide whether to
live as a mortal Man or animmortal EIf. Elrond of Rivendell chose
thelatter course, while his brother Elros—first King of Niimenor—
opted for mortality. Those who become Men receive the Gift of
eath and are not bound to Fare like theit Elven kin.

PHYysicAL CHARACTER

Build: Strong and slender, thinnerthan Men but stouterthanElves.
They have thin, angular feacures. Males average 190 pounds,
females 135S pounds.

Coloring: Fair, generally wich brown or black hair and grey eyes.

Endurance: Considerable. Half -elves need but 4 hours rest a day:
sleep for mortals or meditation for the immorrals.

Height: Males average 6’3", females S'T1"™.
Lif espan: Mortal Half -elves live 250-500 years,

Resiistance: Half -elves are virtually immune to disease and natural
illness. They have a +5 bonus against cold attacks.

Special Abilities: Half-elves can see extremely well in the dark.
Under moonlight or starlighe they can see perfectly for SO0". In
other darkness situations they see as Elves do (50" to 100" if a
light source is available).

CULTURE

Clothing & Decoration: Varics, although it is generally well-made
and beautifully and subtly adorned. Favored colors are deep
blues and greens, greys and grey-greens, silver, and white,

Feaxrs & Inabilities: None.

Lifestyle: Varies, although they generally live in secluded retreats
or havens, or among Elvenkind. Their culture 1s much like that
of the Sindar, although they are constantly concerned with the
ways of Men,

Marriage Pattern: Monogamous. The line is traced chrough the
male or female.

Religien: Quiet, personal, and involving meditation. They respect

Eruand the Valar and revere Varda and Oromé above all others.
Those who live by the sea hold Ulmo dear.

OTHER FACTORS

Demeanor: Patient, reserved, considerate, balariced, mellow, and

thougheful.

Language: Starting Lan guages: Most speak Sindan'n (Rank S) as therr
first congue. They all know Westron(Rank S) and some Quenya
(Rank 3). Skilt Development: Half -elves also have the opportunity
to leamn: Adtinaic(Rank 5)and Silvan Elvish, Bethreur(Rank 5)

Prejudi’ces: Orcs are their sworn enemies.

Restricti'ons on Prof essions: None.

OuTterrnNG OPTIONS

Weapons: Dagger, broadsword, long sword, war hammer, mace,
morning star, composite bow, crossbow, battle-axe, flail,
quarrerstaff; two-handed sword, lance, spear. RM options: falchion,
main gauche, rapier, dag, armored fist, heavy crossbow, war
mattock, bastard sword, boar spear.

Armor: Any. Half -elves are comf orrable in plate, scale, and lamellar
armor.

Clothing: Mals: silk blouse or tunic, often with full, gathered
sleeves (grey, silver, or white); brocade, damask, velvet, or heavy
silk tabard (deep azure or verdigris or a subtle pactern combining
these hues) varying in length from the hip to the knees: elegant
belt of silver, white gold, bronze, or polished steel; silk trousers
with a tapered leg or close-fitting hose (grey, silver, blue, or
green); sof t leather slippers or anklc boots worn instde sturdiet
leather boots rising to the knee or to mid-thigh (various hues of
grey, blue, orgreen); long, full cloak of deepest blue, dark green
or charcoal grey silk lined with another lighter shade (sky blue,
seagreen, pearl grey, white).

Females: lighe silk shift (grey, white, or silver) worn under a
foryn fitting gown of velvet, damask, brocade, or heavysilk (deep
azureor verdigris or a subtle pattern combining these tints) with
a generous, flaring skirt; bele of silver, white gold, bronze, or
polished steel; slippers or ankle boots of soft or sueded leather;
mantle of velvet, heavy silk, or brocade (deep sapphire or indigo,
emerald, jade, or moss green) with elaborate sleeves fancifully
tailored, gathered, slashed, or falling open to drape around che
arm while feaming it; long, full cloak of dark blue, pine green,or
smoke grey silk lined with another lighter shade (pastel blueor
green, dove grey, white),

Money: 20 silver pieces or Amorian or Gondorian mint.

BACKGROUND OPTIONS
Because of their strong cultural and racial ties, Half -clves only
get three background options.

Special Abilities: All available. Replace range 61-6S with: sympa-
thy for the Free Peoples of Middle-earth; character senses when
their enemies (minions of Sauron, either knowingly or unknow-
ingly) are near (within 500 feet).

Special Iterus: All available. Finely wrought metals are a popular
material for such.

Extra Money: 1-200 gold pieces or Arnorian or Gondorian mint

Hobbies: Pritnary Skills:moving and manetvering in any armor, any
weapon skills, ride, swim, track, any magical skills, ambush,
stalk/hide, any miscellaneous skills. Secondary Skills: acrobatiss,
acting, animal handling, boat-handling, first aid, f oraging, medi-
tation, sky-watching. Arfistic Skitls: storytelling, instrumental music
sing'ing. Athletic Skifls:skiing, skating, sprinting. Craft Skilks: flecchung,
sewing, Influence Skills: public speaking, diplomacy, leadershp.
Lore Skills; culrural/racial history. geography-

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed above, a Half-
elf might in unusual circumstances learn: Labba (Rank 3),

Logathig (Rank 3), Nahaiduk (Rank 3), or Rohirric (Rank 3



@ A-2.3 * HOBBITS @
(Kuduk)

Hobbits have an unclear origin, although it appears they arose
wn the East in the First Age, atabout the same time as Men. Indeed,
they are said to be related to Men. Their habits, however, are
anique: they burrow and dig and reside in “holes"; thus their name
Kuduk, which means “hole-dweller” (from che ancient Rhovanion

Hobbutish k{id-diikan).

PrHysicaL CHARACTER

Build: Smallest of the speakingpeople, Hobbits average between 2
and 4 feet in height, andtendto befat or pudgy. They have large
and hairy feet—to the point of being furry.

There are three principal variettes, or tribes, of Hobbits: the
Harfoots, Stoors. and Fallohides. The Fallohides are the rallest
(average: males, 3’9", 65 pounds: females, 3'7”, 62 pounds).
They have fair skin and, of all the groups, resemble Men the
most. Their numbers are small, however, and some observers
have confused them with nearby mannish groups.

The most common Hobbits are Harfoots. They are are the
snallestin size(average:males, 3'5”, 54 pounds; females 33", 51
pounds) and the darkest i1 color, having brown skin 2nd hatr.
Neat and unif onmly beardless, they are in many ways the picture
of the average Hobbit.

The Stoors are the stockiest Hobbit folk and often appear
shorter than some of the Harfoots because of their wide profile.
Generally, however, they are taller than Harfoots and shorter
than Fallohides (average: males, 3'7", 66 pounds; females 3’5",
62 pounds). Theircolorationis also somewhat of a compromise,
although they have curly brown hair whichresemblesthatof their
shorter cousins. Nonetheless, the most distinguishmg features of
Stoors are their huge hands and feet (large even by Hobbit
standards) and frequent beard growth,

Endurance: Hobbits have a subtle ruggedness which ts akin to that
of Dwarves and Orcs. When pushed, they can travel long
distances over tough terram, despite the fact that therr notmal
routine requires frequent meals and relaxation.

Lifespan: 90-I 10 years. They become adules at 3@.

Resistance: Their feet and hands are almost immune to heat and
cold. Accordingly, they are almost always barefoot. Their innate
simplicity and innocence gives them heightened resistance to
magical atcacks.

Special Abilities: Dexterous, they move nimbly and quietly. Their
long, scrangely slender fingers allow them to craft fine handiwork
and help explain their fine reputation as thieves.

CULTURE

Clothing & Decoration: They wear linen or wool garb—shirts,
pants which fall to the upper ankle, and brightly colored vests.

They occasionally don has, but rarely wear shoes or gloves.

Fears & Inabilities: Hobbuts shy away from the bizarre or unusual,
but otherwise have normal dispositions.

Lifestyle: They are capable craftsmen, but are not friends of
complex machines or magic. Their vices are few: six hefty meals
aday, pipeweed smoking,. and bright apparel. Still, regardless of
this dull and insular [if estyle, the Hobbits’ steady approach to lif e
has proved successful; in the face of wars, plagues, and famines,
they have survived relatively undisturbed.

Some Hobbitsare curiousenotigh to travel or adventure a bit,
and the Fallohides have produced a considerable number of
rather bold individuals. Each Hobbit tribe has its own favorite
locale: Fallohides enjoy the woodlands found in cool northern
climes: Harf oots favor hillsides andhighlands;andStoors pref er
riversides and flatlands. Accordingly, their preferences have had
an effect on their living patterns. The conservative Harf oots, for
instance, have always had sites for their traditional smials or
Hobbit-hole houses, while the Stoors and Fallohides have begun
relying on surface dwellmgs of wood, brick, or stone.

All the Hobbits enjoy the simple life of farmers, millers, and
craftsmen. Workshops and sheds dot their territories, unif otsuly
low structures, for the halflings hate towers and rarely build
above the fiest story.

In the Shire (K. “Stiza") the traditional office of the ling
Thain (s hereditary.
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Marriage Pattern: Monogamous. Harfoots and Fallohides trace
their lines through either the male or female. Stoors trace theirs
through the female.

Religion: Hobbit religion is without exception low-key and infar-
mal. It is actually a series of joyful celebrations centering on the
gifts of Nature. Mid-years (midsummers) is the time for the
summer festival, while the two Yule days at the beginning and
end of the year mark the beginning of the return of the Sun and
the march toward Spring. Harvest times, of course, are always of
special note.

OTHER FACTORS

Demeanor: Hobbits are basically cheery, conservative, unassum-
ing, and peaceful folk. Ambition is not part of their makeup.
Most are conforrmists who avoid the unknown and shun adven-
ture, preferring instead co stay within the comforts of neat,
humble villages.

Language: StartingLan gua ges: Hobbit.s speak their own subtle variant
of Westron (Rank §) which is modern Hobbitish. This adop-
rion of the Common Speech is indicative of their subcle adapt-
abilicy, for the whole of the tribes abandoned the original Kuduk
tongue when they migrated out of Rhovanion in the 13th and
I4th centuries of the Third Age. The tradits'onal Westron name
for HobbitsisBanakil (W. “Halfling™). Skitl Development: Hobbits
also have the opportunity to learn: Adinaic (Rank 4), Kuduk
(Rank 5), Sindarin (Rank 4).

Prejudrces: Fallohides are the most prone to mingle with Big
People. Stoors rarely deal with other races, andthe Hatf oots, for
the most part, prefer to interact with the grim Dwarves. All
Hobbits share in hating Wargs and Orcs.

Restrictions on Professions: Hobbits produce no Mages, Ani-
mists, Bards, or Rangers.

OuTtHTTING OPTIONS

Weapons: dagger, handaxe, short sword, club. short bow, sling. RM
options; blackjack, jo, pilun, throwing stars.

Armor: None or soft or rigid leather. Only in rare circumstances
will 2 Hobbit acquire something like Bilbo's shirt of Elven chain
mail.

Clothing: Males: white or cream linen shirt; colorful (royal blue,
scarler, gtass green) waistcoat or vest, often embellished with
embroidery or made from an ornate brocade; leather belt with a
pewter, gold, orbrass buckle; loose woolen trousers with legs that
reach anywhere from just below the knee to just above the ankle,
often stripped (bright yellow, green, blue, orange), always vi-
brantly dyed.

Females: white or cream linen blouse and petticoat; dirndl-
styled woolen jumperina bright hue (lemonyellow, fuchsia pink,
sky blue, apple green, turkey red), reaching to mid-calf; bodice
(in a contrasting color) that laces up the front; lace or crocheted
shawl knotted around the top of the shoulders; white or cream
linen apron.

Money: 20 silver pieces of Arnorian mint.

BAackGROUND OPTIONS
Those Hobbits who dare venture away from home are assumed
to be extraordinary, and therefore get five background options.
Special Abilities: Range 71-75 not available (re-roll).

Special Iterns: Spell addets and items that cast spells not available.
Only iterns that perf orina natural task ina superior way(weapon,
saddle, rope, lockpick, etc.) would be present in Hobbitish
SOCle(yn

Extra Money: [-200 gold pieces of Amorian mint.

Hobbies: Primary Skitls: moving and maneuvering without anner,
missile weapon skills, climb, track, stalk/hide, perception. -
ondary Skiffs: acrobatics, animal handling, appraisal, boat-han-
dling, cookery. rope-mastery, sky-watching. Artistic Skills
storytelling, dancing. Athletic Skills: skating, juggling, stiltwalking,
Grafr Skills: wood-crafts, metal-crafts (horse-shoes, hinges. tools,
etc.), leather<crafts, fletching, sewing, earthworks (digging Hobbit-
holes). Influence Skills: entertaining, public speaking, Lore Shilk:
plant lore, genealogy, local geography.

Stat Increases: Strength and Presence may be increased by 1 a
most. All other stats available for normnal background option
iNcrease,

Extral.anguages: In additionto the tongues listed above. a Habbit
might in unusual circumstances learn: Atliduk (Rank 3), Dunad
(Rank 2) Nahaiduk (Rank 3), Orkish (Rank I), Rohimt
(Rank 4), or Silvan Elvish, Bethteur (Rank 4).

@ A-24 - MEN ©
(Hildor or Atuni)

Men were the Secondborn and first arose in the Utter Easi
during the Fitst Age. There, inaland called Hildérien, they awoke
to find a wild continent, and it was some time before they first
encountered the Firstborn, or Elves. The Eldar gave them the natue
Hildor (E. "Followers"), although they are now more commonly
called Arani (Q.) or Edain (S.) whichboth mean “Second People.”

Mendiffer from the Elvesin many ways, the least subtle of which
is their “Gift of Death.” Men arc mortal and live their brief lives
with a fire and passion unlike any other race. They are also mor
varied in nature and often flawed and vulnerable. Uniike the
Firstborn, they are quite susceptible to disease and temperature
extremes. In the First, Second, and Third Ages, however, theyrarely
weary of life.

There aretwo greater groupingsof Men: the High Men, whoate
commonly called Eda’in: and the Common Men,those whodidna
ally themselves with the Elves in the wars against Morgoth. Some
speak of the Northmen as a third group, Middle Men, who are
racially close to the Edain, but did not benefit from any contactor
alliance with the Elves.

Blessed by their faith in Exiand his Vala servants, the Adan line
is special. High Men are exceptionally large, averaging 6'3" to 6'7"
and weighing 200 to 275 pounds. Their great bones and muscu-
lature gives them a grand appearance; only the Noldo Elves nivi
their strength. They are not as nimble or resilient as the Elves,
however. The hair of High Men is dark-brown or coal-black—
their eyes blue, grey, or black—and they tend toward fair skin,
Those of pure blood live as long as 250-300 years.

Common Men are more numerous and less blessed. Stockyand
relatively short (8" to 6'4'"), they have produced a wide vartety of
types. Their hairand skin colors vary from the deepest brown and
blacks to the lightest shades of blond and cream. Unlike the High
Men, many wear beards and mustaches, From their ranks comethe
vast majority of Middle-earth’s mannish lines.



— = BEORNINGS =-

Alsa called Beijabar or Bajaegahar, this dispersed group of large
men has a confused ozigin. They area Northman branch related to
the Woodmen, [.ake-men, and Dale-men of Rhovagion, although
thcy apparcntly became distinct in elder times, probably bef ore the
Northman migrations out of Eriador. Their numbers arefew, and
some have distinguished them as a clan rather than a separate
people. Culturally, andto some degree physically, however, theyare

unique,

PHysicaL CHARACTER

Build: Physically, the Bearnings are the largest of the Northmen,
and all are strong of build and bone srruccure. Men are exceed-
mg]y ha:ry; they average 215 pounds. Women average 145
pounds.

Coloring: Thetr complexions are fair, but unlike most Northmen
(who are usually are blond), che majority have reddish hair.

Endurance: Bearnings need sleep only twice every chree days.

Height: Men average 6'4"; women, 5'7".

Lifespan: 80-100 years.

Resistance: Average.

Special Abilities: Wild animals will not attack a Beorning unless
actively provoked.

CULTURE

Clothing & Decoratian: They are extcemely harty, and their
tendency to wear furs gives them an “animal-like” appearance.
Favonng rugged tunics, capes, and woolen pants with leggings,
they rarely wear any traditional armor.

Fears & [nabilities: They shy away from cwvilized areas.

Lifestyle: Beornings have traditionally lived in simall groups or
single families on well-tended "manors.” Some, like Beorn'sline,
1ve favored relative lowlands, while the majority reside in the
passes and foothills of the Misty MountainsorGrey Mountains.
Ineach case, theirpresence is extremely subtle. Beorning families
tend both chemselvesand their surrounding manors with the aid
of 2 wide variety of friendly animals, membets of the household
which appear tame to the outsider. Males leave their manors for
extended periods in order to conduct militaty, religious. orsocial
aftairs.

Marriage Pattern: Monogamous. The line is traced through the
male.

Religion: Centers on the ancient Cult of the Bear(Rh. "Bairakyn™).
The head of the Cult, or Waildanbair (Rh. “Ruling Bear™), is
also the hereditary lord of the whole Beorning clan and is the
foremost of the famous Shape-changers. During their secluded
ceremomes, these Men take the form of beacs and recreate cheir
ancient legends and epics using complex dance rituals. These
gatheringsoccur at specific holy places which have some connec-
tion to their patron Vala Oromé (whom they call Araw).

OTHER FACTORS

Demeanor: Beornings are loners by nature, but enjoy their rare
moments with others. Generous and nortally quiet and intro-
spective, they can become jovial and explosive when in social
situations. Their deep, thundering laughter is legend. As war-
riors, Beornings are ferce and often uncontrollable. This is
particularly true of the rare Shape-changers, for they have a
tendency to rransfonn into Bears when outraged or ovetly
stimulated. Once Bears, they can attack with tremendous force,
but they have little more than single-minded instinct to work
upon.

Language: Starting Languages: Beornings generally use two forins of
communication: their standard language Acliduk (Rank 5) and
the system of Nature-signals called Waildyth (Rank S). The
lateer can be used to speak overlong distances without betraying
one's presence, since the sounds are merely variations on the
noisesof the wild---beasts, the wind, and the like. Most Beoraings
also know Westron (Rank 5) and the Woodman tongue
Nahaiduk (Rank 5). Skill Develogment: Beornings also have the
opportunity to learn: [.ogathig(Rank 4), Sindarin (Rank 4), or
Silvan Elvish, Bethteur (Rank 3).

Prejudices: Beornings hate Orcs, Wargs, Trolls, Giants, and
Dragons.
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Restrictions on Prof essions: Beornings produce no Mages. A few,
however, areShape-changers who can change from Man to Bear-
form, but have limited control over this process. See Appendi'x

A-G.1 (p. 217) fora method of handling such Shape-changing.
OUTFITTING OPTIONS

Weapons: dagger, handaxe, broadsword, club, mace, whip, bola,
short bow, sling, quarterstaff, RM options: woodsman's axe, cud-
gel, jo, cabis.

Armor: None or soft or rigid leather,

Clothing: Males: sof t or sueded leacher cunic (with sleeves reaching
from mid-forearm to che wrist) rimmed with fur (rabbit, beaver,
mink, marten, sable) at che neck, waist, wrists, and hem; leggi ngs
of soft or sueded leather; stout leather boots; cloak made from
a dear, bear, or cougar pelt.

Females: che same garments described above with che addition
of a full suede skirt (Falling to mid-calf or the ankles) trimmed
with furs at its hem; or a caftan-stylecl gown of soft leather with
its plears hanging from a yoke and possessing long wide sleeves.
Varying shades of tan, brown, and red are the favored colors for
Beorning gannents. Small spots of yellow. white, or sky blue
occasionally are used ornamentally in a yoke at neck or waist.
Women who go adventuring of ten wear leggings without a skirt
if they must be prepared for combat.

Money: Goods o be bartered or exchanged for coinage: 10
deerskins, finely worked, worth 2 sp each; S otter peles worth 4
sp cach; 4 beaver pelts worth § sp each.

BACKGROUND OPTIONS
Those Beornings who leave their tight society are assumed to be
special, and get five background options.

Special Abifities: All available. Modification to range 7[-75: the

spell list leamed must be within the realm of Channeling.

Special Items: No items casting Essence spells or enhancing
Essence-using abilities areavailable. Channeling spells, although
tare, may be present, as may the enhancement of Channeling
abilities. Beorning craftsmanship is excellent, although cheir
work is rustic and {acks the refinement typical of Elvish crafts.

Extra Money: A selection of pelts worth 1-200 gp (black fox. S gp;
marten, 8 gp; black sable, 10 gp: ermine, 13 gp; golden sable, [ S
gp: mink, 11 gp: red sable. 12 gp; white fox. 7 gp).

Hobbies: Primary Skills: moving and maneuvering in no armor, sof t
leather, or rigid leather, any weapon skills except two-handed or
pole anns, climb, ride, swim, erack, ambush, stalk /hide, percep-
tion, bady development, Channeling spell lists. Secondary Skitls:
acrobatics, animal handling. boat-handling, caving, cookery. first
aid, foraging, signaling, sky-watching, Artistic Skl painting,
storytelling, dance, chanting. Athletic Skills: rappelling, Craft Skills:
wood-crafts, leather-crafts, fletching. Inflience Skills: publicspeak-
ing, trading. Lore Skills: animal lore.

Stac Increases: Any stat may be increased.

Extra Languages: In additton to the tongues listed above, a
Beorning might in unusual circumstances learn: Labba (Rank 3),

Orkish (Rank 3).

——3a BLACK NUMENOREANS -

Theterm “Black Nédmenérean” (S. “Mormumenedain®) is used
to describe Men of Dtinadan stock who are descended from the
“Unfaichful” Ndmendrean colonists and conquerors who came te
Middle-earth during the middle and lace Second Age. These
Unfaichful had broken with the Valar and Elves who bequeathed
them the island kingdom of Ntimenor at the beginning of the
Second Age. Many worshipped their own idols or paid homage to
the Dark Lord Sauron. Gradually. the Unfaithful came to conttol
Numenor and her colonies, the greatest of which was centered
around the Havens of Uinbar. When Numenor was destroyed by
Eru in S.A. 3319, many of the Unfaithful survived in their refuges
in Middle-earth.

Black Nimenéreans, cherefore, are actually very similar in
physical and culrural character to the Dinedain. Certam changes
have occurred after cheir centuries of separate development, but
both groups have actively sought to remain relatively pure and true
to their origins.

PrysicaL CHARACTER

Build: Strong and imposing, with angular features. Men average
225 pounds; women, 150 pounds.

Coloring: After longyears in theh ot South, the Black Ndnendreans
havetanned, grey-brown skin, and black hasr. Their plercingeyes
are various shades of grey.

Endurance: Considerable.

Height: Men average 6’4" women, 5’10".

Lifespan: 90-175 years.

Resistance: Average.

Special Abilities: +25 to boat-handling maneuvers. +10 comelee
Offensive Bonuses; -10 to Defensive Bonus.

CULTURE

Clothing & Decoration: Black and gold are their favored colars
They wear rich clothing made of dyed silk and cotton. Gems and
feathers add elaborarion. T he karma—UN@menor's famous over-
lapping scale helm surmounted by a colored leather fish crest—
is still in use.

Fears & Inabilities: T hey fear Death, but not inbattle. Confideace
and passion lead them to believe chey can overcome any known
physical enemy.

Lifestyle: Black Numenorean culture reflects a rigid slant. Theit
societies are well-ordered and ruled by force of personality,
backed by harsh law. Dictators and oligarchs hold sway over the
people, most of whom are subject races who serve and pay tribute
to the Black Numendrean upper elass. Warriors are considered
theelite,andmost Men serve inthe anny at one time in their lives.
This has enabled them to almost always be at war. Superb
craftsmen and fighters, the Black Ntimendreans arc experts at
ship-building and naval warfare.

Marriage Pactern: Monogamous. The line is traced through che
male.



QOuTrrring OPTIONS S|
Weapons:Dagger, sanutar, broadsword, short sword, mace,mormn- I 5 9
ing star, composite bow, battle-axe, flail, quarterstaff, two-
handed sword, lance, spear. RM options: bastard sword, cat of nine w
tails, armored fist, falchion, harpoon, pole arm, long sword,
shang. Part VII
Armor: Any. Prefer scale mail armor. Appendices

Clothing: Males: silk or cotton blouse of rich hue (wine, purple, =X
cobalt, absinthe) with beadwork otnamenting the neck (seed
pearls; beads of jade, carnelian, malachite, agate, or lapis lazuli);
tabard orover-tunic of silk, black or gold preferred, omamented
with embroidery in metallic thread (gold, electrum, bronze);
wrist bracers of gold or bronze with geomettic engraving; beltof
metal or leather with exrensive metallic ornamentation; silken
hose; leather slippers decorated with metallicembroidery; cloak
of spangled gauze or of feathers.

Females: silk or cotton gown of nch hue (burgundy, wiolet,
indigo, cerulean) with beadwork ornamenting the sleeves. neck,
and hemline (seed pcar]s; beads of jade, carnelian, malachite,
agate, or lapis lazuli; gemstone spangles of diamond, ruby,
emerald, topaz, etc.); tabard or over-tunic of silk, black or gold
preferred, ornamented with embroidery in metallic thread (gold,
electrum, bronze)and gold, onyx, or black opal beadwork; belt
of metal or leather with extensive metallicornamentation; leather
slippers with beadwork or embroidery over theit enure surfaces;
cloak of spangled gauze or of feathers.

Money: 2 gold pieces.
BackGROUND OPTIONS
; Due to their stratified society and rigid upbringing, rthey get
pi 'I' ..I A : three background options. ff‘fd :
LT.',,I" | ,,|| ) . il Special Abilities: All avarlable. Modification to range 56-60: the i ol
antmal with whom the character feelsan cmpathetic bond should
R:]igionl Organized rel.igion is the norm amo ng| glack be a predator; i.e., a hawk, not a songbird; a ferret, not a ground
Sl S s e e
B bt i anc‘i e R Special Items: All available. Ntimenérean workmanship is superb
N; P rPh Iv Val o d cal ' and favors geometric motif's as well as strong contrasts such as
SPASINC- QIR No' TARCOGAES Tespects ) . that shown by the favored juxtaposition of onyx and gold.
Most revece their own local heroes or gods associated with E M . 1.200 vold oi
war, power, terror, and the unknown. They see the untamed xtra‘ Oney:1 25 go pl-eces. o
Darkness as the only frontier they cannot mastet; theref ore they Hobbies: P rimary S_]'ill‘: moving f‘"d mancuveringgu anyioL,-any,
worship it. Those few that still worship the Valar favor Tulkas weapon, 5k‘“§' climb, ride, swim.rany magical skills, amb%xsh.
the Strong, the greatest master of strength and deeds. It is the stalk/hide, pick Ic')ck, P"“P“O"' body dev.elopment, .SPEH lists.
ilways-laughing Tulkas who best embodies the spirit of raw Secondary S.""u" acting, 3PP”‘5_31- boa.t~handlu1g, gamblmg,. TopEs
strength, for heis quick tomake war, weak of counsel, forthright, mastery, signaling, sky-watching, trickety. Arn’:rir Skills: painting,
and sworn of passion and honor. ;ijipting. }ewei_ry makbing..d/l{ble!}:;kiflf: s;;}ztrpg, jumPing. C;']y."
itls: metal-crafts, embroidery. Influence Skills: impressing, public
. 8. e OTHER FACTORS i - speaking, seduction, trading, i)r,'ltertogation. ]eaderi'ship Iis Skills:
emeanor: Blac| timendreans are gencrally haughty and self- geography, navigation.
tentecred—rash, confident, and full of pride. They believe in Statlhoreases Any stat except Incuition may Belthoteasedl
their own superiority and support the view that it is the destiny E I . I additi h ik Black
of their race to rule Middle-eatrth. Their views have made them xtr? A e Pa.0 t. TR T RDond DR
; k . . ) Nudmenérean might inunusual circumstanceslearn: Black Speech
quick to strske a blow; warlike and single-minded, they enjoy a (Rank 4) or Silvan Elvish (Rank 3)
fight. When in a superior position they will rarely offer quarter. :
language: Starting Languages: They have a strong passion for tradi-
tion and have, therefore, maintained the Addnaic tongue of
Nimenor 1n a relatively pure form (Rank S). Most also know
Westron (Rank 5) and Haradaic (Rank 5). Skifl Devlopment:
Black Nimenoreans also have the opportunity to learn: Apysaic
{Rank §).
Prejudices: Black NUmenodreans are biased against nearly e !
:)thcr people, but their prejudices against gthe Elves a{ndv:}z QP;e"d‘x

Dinedain are particularly vehement.
Restrictions on Profeessions: None. Cultures

/Races



S
160

Part VII

Appendices

Corsairs

Appcndix
A-2
Cultures

/Races

———a CORSAIRS =-

The Corsairs are descendants of the Dénadan rebels who fled
from Gondor in the wake of the Kin-strife of T.A. 1432-47. Most
settledinUmbarin T.A. 1447andbegan along sttuggle for control
with the stronger Haradan and Black Niimenérean elements. Since
that time, modest inbreeding with the locals has created a some-
what distinct group, although their Dinadan roots remain strong.
Their heritage as sailors and merchantmen from southern Gondor
still influences their culture and [ifestyle. They long to reclaim
Gondor as their own,

PHysicAL CHARACTER
Build: Strong of build. Males average 215 pounds; women, 145
pounds.
Coloring: Corsairs are generally fair skinned and have grey or
bluish eyes and black or dark brown hair.
Endurance: Considerable. Theydonotget seasick.
Height: Men average 6'3"; women, 5'9".
Lifespan: 95-190 years.
Resistance: Norrnal.
Special Abilities: +25 bonus for sky-watching
activity.
CULTURE

Clothing & Decoration: Corsairs favor purple,
red, and gold clothing made from silk or fine
cotton. They wear tunics and only rarely don
leggings. Men wear gold collars, while women
are well-adorned with jewelry.

Fears & Inabilities: Disease and illness, and their
own natutal mortality.

Lif estyle: Corsair culture reflects the conservative
elements found among Gondor's aristocracy,
only it is carzied to an extreme. The warm coastal
influence of Umbar has added some additional
influences, mostly Black Numenorean, and the
resule is a theowback to the ancient marine
culture of Numenor.

Marriage Pattern: Monogamous. Line is traced
through male.

Religion: Corsait religion s preoccupied with
Death and Darkness, and largely revolvesaround
ancestor and hero worship. Great Numenorean
Kings are revered as godlike. Ceremnonies dwell
on the perpetuation of the life of the individual
and. moreimportantly, the lineage. Thedead are
buried with claborate fanfare and are laid to rest
in a preserved state, one of pronounced splen-
dor.

Some revere Nimo, the Keeper of the Dead,

or Varda.

OTHER FacTors

Demeanor: Aggressive, haughty, determined, embittered—the
Corsairs have the attitude of royalty in unjuse exile,

Language: Starting Languages: The first tongue of the Corsars is
Adfinaic (Rank S), since they identify it with Niimenor and the
Ime of the Dénedain. All themn speak Gondor’s Common Specch,
Westron (Rank S), as well as the Haradaec (Rank 4) of Umbar's
citizenty, Skill t- Corsairs also have the opportunity e

learn: Apysaic(Rank 4), Atliduk (Rank 3), Nahaiduk (RankS).
or Rohirric (Rank 3).

Prejudices: The Corsairs are a minority group and are locked ina
constant struggle with their allies the Black Numenéreans and
Haradrim. They look upon both groups with suspicion and
some disdain. The Black Numenéreans, like the Diinedain,have

in many cases married subject peoples and the Corsairs consider

i




this a sign of weakness. They view the Hatadrim as yet another
nf enor race, one which must be tolerated. T heir greatest enemy
is the Northmen {Rohitrtm, Woodmen, Beornmgs, etc.), be-
cause they are held to blame for the Kin-stnfe.

Restrictions on Professions: None.

OUTFITTING OPTIONS

Wzapons: Dagger, scimitar, broadsword, short sword mace, mom-
ingstar, whip, bola, composite bow, long bow, short bow, flail,
quartetstaff, two-handed sword, lance, spear. RM options: armored
fist, bastard sword, boar spear, cat of nine tails, cutlass, falchion,
harpoon, main gauche, net, pole arm, sabre.

Armor:Any. Corsaits who are wealthy adom their armor with gold
chasing or engraving. Some favor weartng a modified version of

the old karma helm.

Clothing: Males: silk or cotton blouse in the rich colors favored by
the Corsairs {scarlet, purple, gold), usually with embroidered
borders at the wrists and neck: silk or cotton tunic (also in a rich
hue), of ten worn without a shirt, reaching to anywhere between
the ankles and just above the knee, possessing an elaborate hem
(fonged, crenelated, scalloped); belt of heavy gold plates en-
graved with seamotifs; collar of engraved gold plates; sandals or
leather boots.

Fendles: silk or cotton blouse with revealing neckline often
worn off the shoulder, usually in cthe rich colors favored by the
Corsairs (crimson, violet, gold); ankle-length silk or cotton
underskirt. often pleated orgathered into a yoke at the hip, again
i rich hues; short over-skirt of silk or damask, falling to mid-
thigh or to the knee, with an elaborate hemline (crenelated,
fonged, scalloped); bodice with showy laces; ornamental gold
beli; sandals or silk slippers.

Money: 2 gold pieces.

BACKGROUND OPTIONS
Nonnal, five background options.

Special Abilities: All avadable.

Special Ttems: All available. Corsairs favor weapons and tools
omamented with gold.

Extra Money: 1-200 gold pteces of Umbarean mint.

Hobbies: Primary Skills: moving and maneuvering in armor, any
weapon skills, climb, ride, swim, track. any magical skalls,
ambush, stalk/hide, perception, body devclopment, spell lists.
Secondury Skills: acrobatics, acting, appraisal, boat-handling, first
aid, rope-mastery, signaling, sky-watching. Artisiic Skills: painting,
sculpring, dance. Arbleic Skills: sprinting, rappelling, jumping.
Craft Skills: wood-crafts, metal-crafts, embroidery. Influence Skills:
public speaking. trading, leadership. Lore Skifts: cultural history,
gmgraphy, navigation.

Stat Increases: Any stac except Intuition may be increased.

Extra |_anguages: In addition to the tongues listed above. a Corsair
might in unusual circumstances learn: Black Speech (Rank 4),

Orkish (Rank 3), Sindarin (Rank 3), or Silvan Elvish(Rank 3).

— = DORWINRIM »—
(sing. Dorwinadan)

The Dorwinrim occupy the lower Camen and Uldona valleys
and the hilly region running south from the Redwater to the
northwest shore of the Sea of Rhitn—the land calied Dorwinion.
Theyare a mixture of Northman and Easterling stock.

PHYsicAL CHARACTER

Build: Dorwinzim axe slightly larger than most groups labeled as
“Common Men.” Males average 1SS pounds; females, ITO
pounds. Overall, they are somewhat stocky and have wide
features; narcow noses and eye slits are the only exception.

Coloring: Their far, slightly yellowish complexion is unique. They
have subdued eyes which are usually brown (like their straight
hair), although some are blue or green.

Endurance: Average.

Height: Men average 5'9"; women, 5'2".

Lif espan: 60-80 years.

Resistance: Normal.

Special Abilities: +30 bonus to RR versus poisons. +15 for
situations involving acting or public speaking. +10 for boat-
handling mancuvers.

CULTURE

Clothing & Decoratson: A wide vartety of wools and linens. They
wear shirts and pants and adom themselves modestly.

Fears & Inabilities: None.

Lifestyle: They are traders and nver-men who abandoned their
nomadic past in favor of an urban, albeit rustic life. Dorwinion
is known for its fine wines and strong oils. Hardy vines cover the
land and provide the principal sources of income: grapes and
wine. Trees produce olives and olive oil. Additional revenue
comes from the Sea of Rhin; shellfish products, food, and dyes

bring good money to the Dorwinrim.

Macriage Pattern: Monogamous. The line is traced through the
male or female.

Religion: Dorwinadan religion isa prominent and stable element.
It is a unifyring force among a people who have no fonnal law and
equate authority with power. Bonu, a local manifestation of
Yavanna, is thc Queen of their pantheon. She is their one
“Mother Goddess.”

Worship centers around tribal and clannish totems {L.
“Igana™), holy symbols which represent deified heroes blessed by
Donu. The heroes are believed to have power overthe places they
influenced during life and hold sway over their descendants.
Therefore, a famtly or dan guards its ternitory religiously. The
toremsare also crucial. since they are believed to havereal power
and are the sole means of communtcation with the hero they
represent.
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OTHER FACTORS

Demeanor: The Dorwinrim areknown for their hardy. hospitable
character. Most favor strong drink and story-telling and never
shy away from a celebration. Their distinct rolling laqghter and
physical closeness (e.g, hugging) adds to their reputation of
friendliness, although it is somewhat deceiving; a Dorwinadan
mayappear closer than hereally is. The Dorwinrim are amazingly
loyal to friends, and distinctly short or eruel with enemies.

Language: Starting Lan guages: The Dorwintim are well-versed in the
commercial tongues of northwest and north-central Middle-
earth. They speak fluent Westron(Rank S)and Logathig (Rank
5). the lacter their ownhome tongue. Since they frequently deal
with the Silvan Elves, many have acquainted themselves with
Silvan speech ot Sindarin (Rank 3). Skill Development: Dorwinrim
also have the opportunity to learn: Atliduk (Rank 4), Haradaic
(Rank 3), Labba(Rank 3), Nahaiduk (Rank 4), Varadja(Rank
3).

Prejudices: Renownedas explorers, traders, and travelers, they have
learned much of the spirit of others and enjoy dealing witha wide
variety of Elves and Men alike.

Restrictions on Professions: None.

OuTFITTING OPTIONS
Weapons:Battle-axe, broadsword, club, dagger, halbard,

javelin, long bow, quarterstaff. scimitar, short bow,
sling. two-handed sword, RM options: irgaak, jo. katana,
long sword, no-dachi, throwing stars.

Armor: Any. Dorwinrim prefer the lighter types of
armor, although a warrior garbed in a full suit of chain
or plate mail is not unknown.

Clothing: Males: linen shirt or blouse, usually creamor
white; short woolen vest, sometimes with decorative
points at the hem, sometimes cut straight, usually with
panels of fabric in contrasting earthy hues (rust and
black, soft brown and dull yellow. brick and dark
brown, etc.); loose woolen trowsers in subdued colors
(black, dark grey, tan, sienna, bone, taupe, umber, etc);
linen sash or leacher belt; wooden clogs or sturdy
leather boots; long, full coat, often with quilting and
trapunto to provide protection in the severe weather
thae visits the area in winter.

Females:linen shirt or blouse, usually cream or white;
woolen vest, usually more form-fitting on women of
marriageable age, looser on children and matrons, wich
panels of fabric in contrasting earthy shades (orange
and charcoal, black and bone, taupe and dark brewn,
etc.); full woolen skirt in subdued colors (rust, dark
grey, tan, sienna, brick, dull yellow, umber. etc.); linen
sash or leather belt; wooden clogs or sturdy leather
boots; long, full coat, with elaborate quilting and
trapunto.

Money: 20 silver pieces or 10 kysdri, the unique ivery
coinage of the Dorwinrim.

BackGrRoOUND OPTIONS
Nowmal, five background options.

Special Abilities: All available.

SpecialItems: All available. The Dorwinadan aesthedc

sense prefers exquisite simplicity over elaborate orna-

mentation. Their weapons and tools are beautifully
made and possess graceful lines, but little carving er engraving.
They do emnploy gems for insets, however.

Extra Money: 10-2,000 silver pieces or 5-1,000 kystri,

Hobbies: Primary Skills: any weapon skills, climb, swim, any magical
skills, ambush, stalk /hide, pick lock, perception, body develop-
ment, spell lists, languages. Secondary Skills: acrobatics, acting
appraisal, beat-handling, cookery, first aid, gambling, rope-
mastery, teickery. Ariisiic Skills: storytelling, sculpting. Atblstic Skils
surﬂng, skiing, skating, juggling. G fi Skills: wood-crafts, stone-
crafts, metal-crafts, leather-crafts, sewing, fletching. Influme
Skills: public speaking, diplomacy, seduction. trading. Lore Skl
geography. navigation.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed abeve ;
Dorwinadan might in unusual circumstances learn: Apysaic
(Rank 3), Black Speech (Rank 3), Orkish (Rank 2), Rohimi
(Rank 3), or Umitic (Rank 2).



——— = DUNEDAIN =

The Diinedain are descendants of the Edain who settled on the
istand kingdom of N¢menor during the Second Age. 1t was their
Namenorean forefathers who colonized and conquered much of
Middle-earth. When the Islc of rhe West sank into the sea during
the Downfall of S.A. 3319. two groups survived: the Black
Nilmenéreans and the Fajehful Diinedam. The latter settled Amor
and Gondor, the Realms m Exile. Like all thetr brethren, chey have
traces of Elven and (cven a little) Maia blood.

Note: Use this cutagory of Men for the member s.of the royal and princely
bowsesof Arnorand Gondor (eg., Stewards like Denetbor [Land Princes
like Turahil of Dol Awroth), as well as their divect descendants (g,
Rangns like /lmgom).

PuysicaL CHARACTER

Build: T2l and strong. Men average 225 pounds; women, 150
pounds.

Coloring: Fair skin and black or dark brown hair. They have grey,
hazel blue, or green cyes,

Endurance; Considerable.

Height: Men average 6°S"; women, S'10".

Lif espan: 100-300 years.

Resistance: Normal.

Special Abilities: None,

CULTURE

Clothing & Decoration: Rich and well made, with
elaborate collars. The Diinedain of lowland Gondor
wear light tunics and often go without leggings.
Thoseof colder areas wear more. They favor feathers
and white symbols on dark fields.

Fears& Inability es: The Dimedain fear Death, for they
are acutely aware of their own grear skills and
potential.

Lifescyle: Comfortable and centered around cosmo-
politan aties and towns.

Marriage Pattern: Monogamous. They often macry
folk of other races. The line is traced through the
male.

Religion; Restrained and personal. The Diinedain
tevere Evuand ali the Valar, especially Manwé, Araw
{Otomé) and Varda. They have elaborate burials

nvolving preservation of the body.

OT1HER FACTORS

Dewmeanor: Noble, confident, impatient, proud, and
otten haughty.

Language: Siarting Languages: Their original tongue is
Adiinaic (Rank 4), but most speak Westron (Rank
5) Many also speak Sindarin (Rank 4) and a little
Quenya (Rank 1), Skilt Bevelopment: Diinedain also
have the opportunity to leam: Dunael (Rank 3),
Haradaic (Rank 4), Kuduk (Rank 4), Rohimc
(Rank 4).

Brejudices: The Diineclain hate the Corsairs, for they
blame themn for the Kin-strife, Gondor's ctvil war.
They also despisc the Black Ntmenoreans. The
Dunlendings, Haradru1:, Wargs, and Ores have al-
ways been cheir encmics.

Restrictions on Professions: None. Theyare well-suitedto magic,
although the Dinedain of the North (those from Amor and her
regions, particularly Arthedain) use spells and enchantments
morc often than any other group. However, in both North and
South. the royal lines, court artisans, and court seers practice
various forms of traditional and blessed magic (e.g., sword-
makmg and obsecvations through Seeing-stones).

OuTtETTING OPTIONS

Weapons: Battle-axe, broadsword, composite bow, dagger, flail,
halbard, lance, long bow, mace, morning star, quarterstaff, short
sword, spear, two-handed sword. war hammcr, RM oprions: ar-
mored fist, bastard sword, boar spear, dag, falchion, foil, kynac,
long kynac, main gauche, rapicr, war mattock.

Armor: Any. Diinadan warriors have access to some of the best
annor made, as well as the powerful physique necessary to feel
comfortable in the heavier types.

Clothing: Arnorian males: linen, silk. or woolen undershirt, in a rich
color (maroon, celestial blue, purple, navy blue), with close-
fitting sleeves; woolen under-hose; silk or woolen outer hose;
flowing silk or woolen tunic (rich hues) with wide, flowing
sleeves omamented with fine embroidery and appliqué; decora-
tive leather belt often set with precious srones; silk or woolen
collar covering the shoulders and often the neck. decorative
bands of embroidcry at the top and bottom edges; sof t slippers;
stout outer boots; quilted cape with generous hood and wide
sleeves; fur over-cloak.
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Amm’ianfenm[zs: linen, silk, or woolen undershift, inarich color
(royal blue, deep red, sky blue, violet, midnightblue ), with close-
fitting sleeves; woolen hose; flowing silk or woolen gown (rich
hues) with wide, flowing sleeves ornamented with fine embroi-
dery and appliqué; decorative leather belt orgirdle of tenset with
precious stones; silk or woolen collar covering the shoulders and
often the neck, decorative bands of embroidery at the top and
bottom edges; headpiece of lace or embroidered fabrie, crescent-
shaped, with one point hanging onto the forehead; soft slippers:
leather ankle boots; quilted cape with generous hood and wide
sleeves; fur over-cloak.

Gondorian tnales; silk or cotton undershirt, usually white or a
pastel; rich-hued silk or cotton waistcoat with elaborate sleeves
(gathered, slashed, multiple puffs), close-fitting bodice, and
wide skirt pieces; belt of finely dyed leather and gold or silver
links; decorative collar, elaborately embroidered. covering the
shoulders but revealing the neck; sandals or sof t shoes; quilted
cape with generous hood and wide sleeves.

Gondorian fenales: silk ot cotton undershift, usually white or a
pastel, often sleeveless; rich-hued silk or cotton gown with
elaborate sleeves (gathered, slashed, multiple puffs) and close-
fitting bodice; silk sash or girdle; decorative collar, elaborately
embroidered, coveringthe shoulders but of ten revealing the neck
and chest; ormamental headpiece; sandals or soft shoes; quilted
cape with generous hood and wide sleeves.

Money: 20 silver pieces.

BackGROUND OPTIONS
The Btinedain are traditional and well-educated. They have a
wellorganized society. This, combined with the fact that rheirearly
days are so filled with learning, gives only three background
options.

Special Abilities: All available.

Special Items: All available to Arnorian Ddnedain, Gondorian
D¢medain should not have spell adders or daily spell items (range
61-89).

Extra Money: I-200 gold pieces. Lower sumns (1-10 gp) are more
likely to be in the form of silver pieces (10-100 sp).

Hobbies: Primary Skills: moving and maneuvering in attnor, any
weapon skills, ride, swim, track, read rune, stalk/hide, percep-
tion, body development, languages. Sccondary Skills: animal han-
dling, boat-handling, first aid, meditation, rope-mastery, sky-
watching. Artistic Skills: poetry, singing, playing a musieal instru-
ment. Athletic Skills: skiing, skating, sprinting, jumping, pole
vaulting. Craft Skills: stone-crafts, metal-crafts. sewing, embroi-
dery, fletching, Influence Skills: public speaking, diplomacy, lead-
ership. Lore Skilis: history, Elven lore, miIitary tactics.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed above, a
Dtnadan might in unusual circumstances learn: Atliduk (Rank

3).Labba(Rank 3), Logathig(Rank 4). or Nahaiduk (Rank 3).

~—= DUNLENDINGS s———

Also called “Hillmen,"” this group of Common Men tradition-
ally lives in the hills and highlands west of the Anduin valley. Most
have become settled fanners and herders and make up majority
populations in Eriador. Others temain pureand live in the foothills
and mountain vales.

PHysicAL CHARACTER

Build: They are of medium to stocky build and rugged, with little
body hair. Men average 175 pounds; women, 135 pounds

Coloring: They have a tanned or ruddy complexion and brown
hair.

Endurance: They are superb mountaineers and handle tough
terrain with little additional effort.

Height: Men average S'10": women, 5'6™.

Litespan: Short; about 5S0-80 years.

Resistance: Norninal.

Special Abilities: +20 for climbing and acrobatic maneuvers. +20
for public speaking and acting activity.

CULTURE

Clothsng & D ecoration: Crude wool and hide runics with leggings
They also wear rough over-coats, short cloaks. and fur hats. The
woolens are woven in bright plaids, the colors indicating the
wearer's family lines and clan. Ritual tattooing is widespread.

Fears & Inabilities: Numerous superstitions, notany a fear of
Darkness centering around the spirits in the earth and plants
(which come forth at night).

Lif estyle: Dunlendings are herders, hunters, and gatherers who live
in extended families and reside in villages and fortified elan-
holds. They use chariots, Extremely theatric, they are gifted
poets, musicians, singers, and storyrellers. Pugnacious, theyo&m
settle disputes by raiding, fighting, or even warring on one
another (and of course others).

Marciage Pattern: Monogamous, but one must maty outside the
family. Political marriages common. Line traced through the
female.

Religion: Superstitious rituals devoted to a complex grouping of
vengeful petty deities. Many are vaguely basedonthe Dunlendings
peculiar interpretations of the Valar, @ral traditions are crucil
to the keeping of histories and law. Sacrifices are widespread and
the clergy are both revered and feared.

OTHER FACTORS

Demeanor: Suspicious and self-centered, yet vocal and animated,
They love to talk, laugh, sing, and scream.

Language: Starting Lariguages: They speak their native tongue Dunael
{Rank §) annd Westron (Rank 4). Written Dunacl is rare. fora
premium is placed on oration and the performing arts. Sk
Beuvelopment: Dunlendings also have the opportunity to leam;
Robhitric (Rank 4).

Prejudices: Dunlendings generally hate the Rohirrim and Woss
above all, although many also despise the Diinedain, Dwarves
and Orcs.

Restrictions on Prof essions: None.



OuTFITTING OPTIONS

Weapons: Broadsword, club, dagger, handaxe, javelin, short bow,

spear. RM options: cudgel, baw, cabis,
Armor: None or soft learher, Some elite warriors fight naked.

Clothing: Males: woolen (vibrane plaid in a variety of colors: forest
green.scarlet, royal blue, white, yellow,dark blue, orange, etc.)or
nmidetunic; breechesora shoreskitt of wool orhide; shott woolen
jacket or cape worn over one shoulder; stout leather belt;
decorative torque around the neck; hide leggings; soft leather
footgear permitting superb maneavering in rough terrarn; fur
over—coat and hat; hair worn in a braid or many small braids or
bleached with a lime-wash causing it to clump in spikes standing

away from the scalp like a fistful of daggers.

Females: linen or woolshirt (usually white or cream);

full woolen skirt (vibrant stripes or plaid); woolen
bodice (sometimesa solid color); woolen jacket or cape
wotn over one shoulder; sof t leather footgear or stout
boots; fur over-coat and hat; hait worn long, usually in
multiple braids which are then woven togetherto forin
elaborate buns or twists,
Money: Goods to be bartered or exchanged for coin-
age: 10 deerskins, finely worked, worth 2 sp each; §
skunk pelts worth 4 sp each; 4 red fox pelts worth 5 sp
each; a bale of carded wool worth 20 sp.

BAckGrOUND OPTIONS

Dunlendings get four background options.
Special Abilities: Al available.
Special Items: Alf available. Dunnish wockmanship is
rather crude, although it has aesthetic appeal to those
with rustic tastes; it is usually of materials that do not
long endure (bronze, copper, tin, leather, yarn, wood).
Extra Money: A selection of pelts (black fox, S gp;
marten, 8 gp; black sable, 10 gp; ermine, 13 gp; golden
sable, IS gp; mink, 11 gp; red sable, 12 gp; white fox,
7 gp) ox a selection of herbs worth 1-200 gp (arkasu,
bursthelas, aloe, kelventan, cewk, thurl, attanac,
amnuminas, arpsusar, terbas, berterin, yaran, suranie).
Hobbies: Primary Skills: moving and maneuvering in sof t
leather armor, any weapon skills, climb, ride, swim,
track, use item, directed spells, ambush, stalk/hide,
petception. body development, spcll lists. Secondary
Skills: acrobaties, act'ing, anumal handling, caving, forag-
ing, sky-watching, Artstic Skills: body painting, tattoo-
ing, poetry, smging, storytel[ing, playing an mstru-
ment. Athletic Skills: sprimming, jumping, Craft Skitls: metal-
crafts, leather craf ts, Influence Skills: publicspeaking. Lore
Skills: Bunnish history, local geography.
Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed
above, a Dunlending might in unusual ciccumstances

learn: Pdkael (Rank 4).
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—> EASTERLINGS

This term refers to a collection of peoples who live in north-
central Middle-carth, the areato the castof the western shore of the
Sea of Rhin. These nomadic confederations are ever in search of
territory and wealth and periodically invade the lands of their
neighbors. The Balchoth and Wainriders are two such peoples.
Each group hasits ownsubculture and language, although mostare
related. The following is a general view: where specifics are
mentioned, the discussion centers on the westemmost Easterling

people—the Sagath.

PHYsicaL CHARACTER

Build: Compact and agile. Men average 135 pounds; women, 95
pounds.

Coloring; Swarthy, with a tan or yellowish/r_an quality.

Endurance: Normal, although they can ride horses, wagons. or
chariots for long periods without exhaustion.

Height Short to mediunt. Men average 5'6"; women, 5’1",

Lif espan: Short, about 40-65 years.

Resistance: Normal.

Specia} Abilities: They are superb with riding animals and produce
fabulous horsemen. +1@® benus to Offensive Bonuses when
fighting from a horse or chartot. +20 to animal handling with
regard to horses,

CULTURE

Clothing & Decoratson: Colorful linen cloaks, woolen tunics,
leather pants. and lower leg protectors. They also wear fur hats
with car flaps, or f ur-covered pot helms. Some groups paint their
upper bodies and faces.

Fears & lnabilities: Darkness and thunderstornis.

Lifestyle:They are nomads who live in mobile camps and move
their camps using great wagons (wains). Warriors all, they also
herd horses and cattle. The leaders travel in, and fight from,
rugged war chariots.

Y

Marriage Pattern: Men may rake more than one wife, but thisis
rare and costly since they must pay a bride-price. The liness
traced through the male.

Religion: Supetstitious rituals concerning nature spirits and heroic
ancesteal deities, Many worship Darkness and Morgoth.

OTHER FACTORS

Demeanor: Cold, determined, brave to the point of foolhardiness
They relish, or are at the least unconcemed with. death in battle.

Language: Stariing Languages: Most speak a Logathig dialect (Rank
5), as well as a smattering of Westron (Rank 2). Skill Beveloprient
Easterlings also have the oppottunity to lear: l\pysaic(RankJ),
Black Speech (Rank 4), Haradaic (Rank 3), Varadja (Rank 4).

Prejuds’ces: Easterlings have little regard for anyone except their
own people. They hate the Diinedain.

Restrictions on Professions: None.

QurrittmNng OPTIONS

‘Weapons: bola, dagger, javelin, scimitar, short bow, short swod,
sling. RM options: long sword. usriev (8-f oot long cross between
alance and a long, thin two-handed sword—razor-sharp 4-foot
blade--—use two-handed sword table, changing Krush cits to
Puncture crits).

Armor: None but shicld and helm.

Clothing; Malt: woolen or linen tunic(white, cream, lemon, ov buff
with bright crewelwork on the collar and along the front
opening) with long, close-fitting sleeves, stand-up collar, 3 back
vent for ease on horseback, opening in front from neck to hem
with buttons or individual ties at intervals to secure it closed;
leather weapons belt; leather pants; soft, unfitted, knee-high
leather boots with lacing on the outside calf to snug them to the
leg; colorful linen cloak pieced together from scraps dyed a
variety of colots (red, blue, green, yellow); fur hat with car flaps,

Femnales: woolen or linen ankle-length smock (white, cream,
lemon, orbuffwith bright crewelwork onthe collar andalongthe
front opening) with long, close-fitting sleeves, stand—up collas,
opening in a front placket extending from neck to the lowerrbs
with buttons or individual ties at intervals to secure 1t closed; soft
unconstructed, knee-high leather boots with lacing on the aur-
side calf to snug them to the leg; colorful linen cloak pieced
together from scraps dyed a variety of colors (red, blue, green.

yellow); fur hat with ear flaps.
Money: Draft-kine worth 20 sp.

BAckGROUND OPTIONS
They get four background options.

Special Abilities: All available except range S1-5S. Expand range
56-60 (empathy with an animal) to becomne 51-60.

Special Items: All available. Easterling crafts involve shapely
creations from bone, leather, iron and bronze.

Extra Money: Livestock and possibly a wain (wagon) or a war
chariot, the total worth 1-200 gp (draft-kine, 20 sp each; light
horse, 45 sp each; wain, 6 gp; war chariot, 25 gp).

Hobbies: PrimaryStills: moving and maneuvering without armer, I-
handed edged weapon skills, 2-handed weapon skills, throwa
and missile weapon skills, ride, track, use item, directed spells
ambush, stalk/hide, perception, body development, spell lists
Secondary Skills: acrobatics, animal handling, contortions, foraging
signaling, sky-watching. Artistic Skills: body painting, storytelling.
Craft Skills: leather-craf'ts, bone-carving, crewelwork, fletchirg,
Lore Shills: animal lore, war tactics.

Stat Increases: Any stat except Intuition may be increased.

Extra Languages: In addition to the tongues listed above o
Easterling mught in unusual circumnstances learn: Labba (Radk

2), Orkish (Rank 3), Rohirric (Rank 2), Silvan Elvish(Rme},



————a ERIADORANS e——

This is a generalized label for the rural folk of Eriador, the
Common Men inhabiting the lands that once comprised the
kingdom of Arnor. Eriadorans contain varying degrees of
Dunlending, Northman, and Dtmadan blood. They bear close
resemblance to the rural inhabitants of Gondor, save that many
tural Gondorians possess some diluted Harnadan lin-

woolen breeches or full waolen skirt over wool leggings; boots;
long, hooded, wool cloak. Linens are undyed, unbleached soft
white. Woolens are subdued green, grey, or brown.

Money: Livestock which may be sold for coinage: a milk cow (20

sp) a pair of sheep (10 sp each), four goats (S sp each), or ten
geese (2 sp each).

eage. However, the material presented below applies

equally well to the rural folk of both Eriador and
Gendor,

Note: Use this caragory  for cbaraters born and raised among

the farms, graziug lands, and small bamlets of Arthedain,
Rbudaur, Cardolan, and Gondor.

PHysicAL CHARACTER

Build: All types, but normally medium. Men average
160 pounds; women. 125 pounds.

Coloring: Variations of fair to tan or olive skin. All
colors of hair and eyes.

Endurance: Average.

Heighe: Males average 5'10", women 5°4".

Lifespan: Moderatc, averaging 60-80 years.

Resistasce-. Nonnal.

Special Abiliti'es: None.

CULTURE

Clothing & Decoration: Practical wool and linengarb,
including cloaks, boots, etc. Tunics are wom in
warmer areas; shirts belted over pants or skirts and
leggings predominate in cooler locales.

Fears & Inabilities: None, aside from local supersti-
tons.

Lifestyle: These rural folk are mostly fanmers and
herders with little contact areas outside their village
or region.

Marriage Pattern: Monogamous. The line 1s traced
through cither the male or female.

Religion: Vanations of subdued rituals. Most have
reverence for local spirits, alchough the principal
worship focuses on Eru and the Valar. Araw (the
Vala Oromné) is the patron spirit of Corimon Men.
As farmers, they often pray to Yavanna, the Queen

of the Earth. They call her “Dalam” or "Ardalam.”
OTHER FACTORS
Demeanor: Practical, hard-workmg, quiet, loyal, and often shy.
tanguage: Stariing Languages: The Common Speech. Westron, is
their cluef tongue, although local dialects abound. Skilt Develop-

ment: Eriadorans also have the opportunity to learn: Kuduk
(Rank 4).

Prejudices: Eriadorans are suspicious of most outsiders and might
be in awe of some. They hate no race, aside from the Orcs and
Wargs.

Restrictions on Professions: Eriadorans produce no true Mages.
Bards, Animists, and Rangers are exceedingly rare.

OuTrrrTING OPTIONS

Weapons: Dagger, handaxe. club, throwing dagger, sling,
quarterstaff. RM options: fishing spear (treat as -5 javelin),

Armor: Sof t leather or no annor.

Clothing- Warm bocale: knee-length linen tumc and wide leatherbelt

or short tunic belted over a full, linen skirt; boors; short wool
cape. Coollocale: linen shirt undera woolen tunic; wide [eatherbelt;

BAckGROUND OPTIONS
Eriadorans recetve 5 background options, the nortnal amount.
Special Abilities: All available except range 71-75 (re-roll).
Special Items: Spell adders and daily spell iterns not available.
Weapons and tools made by these rural folk are usually crude,

but serviceable. VWood, bronze, iron, leather, wool, and linen are
the most abundant materials.

Extra Money: 2-200 bronze picces, roll 1D100.

Hobbies: Primary Skills: moving & maneuvering in no armor or soft
leather, climb, swim, track, stalk/hide, perception; Secondary Skitls:
acrobatics, animal handling, caving, cookery, foraging, rope-
mastery, sky-watching, Artistic Skills: dance; Cmfr Skills: leather-
working, woodcarving.

Stac Increases: Any stat except Presence eligible for increase.

Extra Languages: In addition to the tongues listed above, a rural
Eriadoran might in unusual circumstances learn: AdGnaic{Rank
2) and Dunael (Rank 3), more commonly encountered in
southeastern Eriador.
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— 3 GONDORIANS &=———

The town folk of Gondor are representarive of all Common
Men dwelling in the cities of northwestern Middle-earth. The
inf ormation summarized below applies to the ordinary residents of
Calembel, Dol Amroth, Linhir, Pelargir, Osgiliath, and Minas
Tirith. Amorians, people from Anniiminas, Fomost, Bree, and
Tharbad also fit this description. These folk contain varying
degrees of Harnadan, Dunlending, Northman, and Dinadan
blood.

Note: Use this catagory for characters who are 1ot of pure Diinadan
blood, but are born and rased in any of the major cities of Arthedain,
Cardolan, or Gondor.

PHysicAL CHARACTER

Build: All types, but normally medium. Males average 155 pounds;
women, [25 pounds.

Coloring: Variations of fair to tan or olive skin. All colors of hair
and eyes.

Endurance: Average.

Height: Males average 5'10"; women, 5'4".

Lif espan: Moderate, averaging 65-85 years.

Resistance. Normal.

Special Abilities: None.

CULTURE

Clothing & Decoration: Various types of claborate or practical
wool and linen garb, including cloaks, boots, etc. Tunics are
worn in wanner areas; shirts and pants or leggings are worn in
cooler locales. Some imported silks and fine cottons are in
cvidence.

Fears & Inabiliti'es: None, aside from local superstitions.

Lif eseyle: Urban folk are a varicd, rather cosmopolitan lot. Many
are from mercantile or guild backgrounds and some have dealt
with enchantments.

Marri'age Pattern: Monogamous. The line istraced through either
the male or fernale.

Religion: Variations of subdued rituals with some ozganized cults
and shrines. Most haverevercence for local or community spinits,
although the prinaipal worship focuses on Eru and the Valar
Araw (Oromg) is the patron spirit of Common Men. Many ot
the elite revere Varda. People from ports honor both Vardaand
Manwé.

OTHER FACTORS
Demeanor: Practical, aggressive, hard-worki'ng, and nquisitive,
Language: StartingLan guages: The Common Speech Westron(Rank
S) is their chief tongue, although local dialects abound. Skl
Doevelopment: Gondorians also have the opportunity to leam:
Adtinaic (Rank 4), Haradaic (Rank 4), or Sindarin (Rank 4),
Prejudices: Urban folk are worldly enough to deal with most
outsiders. They hate no race, aside from the Ores and Wargs.
Restrictsons on Professions: None, alrhough Mages, Bards, An-
mists, and Rangers are rather rare—particularly outside of the
largest cities.

OUTFITTING OPTIONS

Weapons: Battle-axe, broadsword, composite bow, dagger, halberd,
javelin, long béw, mace, morning star, quarterstaff, short sword,
spear, two-handed sword. RM options: bastard sword, foil, main
gauche, rapier.

Armor: Any. Inhabitants of the larger cities (Minas Tirith, Tharbad,
Fornost) have morereliable access to to chain and platemarlthan
do those in towns or small cities.

Clothing; Wann locale: knee-length tunic (linen. fine cotton, or silk.
of ten finely embroidered) and wide leather belt or short runic
belted over a full skire (linen, fine cotton, or silk); boots; shor
wool cape. Cool locale: shirt (linen or silk) under a tunic (wool or
silk); leather belt; woolen breeches or full skirt (woolor silk over
a wool petticoat) over wool or silk leggings: boots; long, hooded,
wool cloak. Colors depend on the wealth of the wearer. Poorer
folk wear linens an undyed, unbleached sof t white and woolens
a subdued green, grey, or brown. Wealthier individuals display
snow-white linens and woolens and silks tinted with expenstv
dyes—maroon, purple, forest green, deep brown, indigo.

Money: 20 silver picces of Gondorian or Arnorian mmt.

BACGKGROUND OpTIONS
Nonnal, five background options.

Special Abilitics: All available except range 71-75 (re-roll);

Special Items: All available. items made by urban Gondorians and
urban Eriadorans display high quality craftsmanship andinclude
durable materials of ten unavailable in more rural societies (steel
being a prime example). Enchanted metals {mithril, eog, ctc, Jare
not avatlable, however.

Extra Money: I-200 silver pieces.

Hobbies: Primary Skills: moving and maneuvering in any armor, any
weapon skills, climb, ride, read rune, ambush, stalk /hide, pick
lock, disarm trap, perception, body devclopment, languages.
Secoridary Skills: acrobaties, acting, animal handling, appratsil,
boat-handling(a choice available only to Gondorians in cities on
the river or shore), contortions, cookery, first aid, gambling,
trickery. Artistic S ills: painting, sculpting, playing an instrument,
dance, singing. Athletic Skills: juggling, stile walking. tight!opc
walking. Crift Skitls: wood-crafts, stone-crafts, smithing, leather
craf ts,scwing, embroidery, trap building, flecching, InfluenceSkith
public speaking, diplomacy, seduction, trading, interrogation.
bribery. Lore Skills: city history, local geography.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongucs listed above, ;
Gondorian might in unusual circumstances learn: Dunael(Rank

2), Kuduk (Rank 3), Logathig (Rank 4), or Quenya (Rank2)



— = HARADRIM &—
(sing. Haradan)

This is a collective name for the peoples who occupy the great
and and semi-arid lands south of Harondor and Mordor, the land
called Harad. Since this is rough and unblessed territory, their
greatest populations lie beside the seacoast, rivers, bays, and myriad
vases, However, Harad contar'ns little truedesert, and sparse groups
settle or roam the whole region. Haradrim (S. “Southmen™) are
alsa called "Southrons” or “Haradwaith" (a tenn also referring to

the land).
PrysicaL CHARACTER

Build: North and contral desent: most groups are small and wiry,
particularly those of the open country; males average 130
pounds; women, 95 pounds. Coastal areas and Far Flarad: most are
related to the Men of Mtimakan, and are tall and wiry; males
average 190 pounds; women, 150 pounds.

Celoring: Northern groups have light/medium grey or brown
skin; straight black hair; and dark brown eyes. Southern groups
have dark grey, brown, or black skin; straight or curly black hair;
and dark brown or black eyes.

Endurance: Haradrim can travel great distances in hot climes and
nced little water. They are slowed only slightly by sand. They
aperate poorly in the cold.

Height: Northern groups: males average 5'5"; women, 5'0". Southern
groups: males average 6'S"; women 6'1".

Lifespan: Northern groups: average, about 80-100 years. Southern
groups: short, about 40-60 years.

Resistance: +10 DB and RR bonuses versus heat/fireattacks; -10
DB and R R bonuses versus cold/ice attacks.

Special Abilities: Their eyes are attuned to extremely bright light,
and they are unaffected by brilliant displays which might blind

others.

CULTURE

Clothing & Decoration: Red, purple, and gold are favored colors,
although white and black are used in practical cases. Both men
and women wear their wealth, mostly in the form of gold.

Fears & Inabilities: None.

Lifestyle: Laughter, partying, and violent games are common.
Although some groups are nomads, most are used to urban life.
Generally well traveled, they are used to interaction with foreign
Men. Many areorwere involved with the caravan trade, and most
ride well: horses and camels in northern Harad, horses and
clephants in southern Harad, There is a distinct separation
between males and females and very strong bonds between
members of families and clans.

Marriage Pactern: Men may take more than one wife, but this is
expensive since it involves a bride-price. The line is traced
through the male.

Religion: Elaborate rituals in service to idols which represent
various “high gods.” Altars for household gods are carried
everywhere.

OTHER FACTORS

Demeanor: Passionate, fiery, and instilled with a fierce but peculiar
honor, Some consider them cruel and vengef ul, particularly since
life is not particularly valued.

Imguage; Starting Lanpuages: Northern groups speak Haradaic
(Rark 5). their home tongue, as well as Westron (Rank 5) and
Apysaic(Rank 4). Southetn groups nonnallyuse Apysaic(Rank
$) Westron (Rank 3), and Haradaic (Rank 3). Skill Bevelopment:
Haradrim also have the opportunity to learn: Logathig(Rank 4)
and Varadja (Rank 3).

Prejudices: Most hate the Drinedain, Elves, Dwarves, and anyone
who looks particularly diff erent-—although they are suspicious
of most peoples.

Restrictions on Professions: None.

OuTeErTTING OPTIONS

Weapons: Dagger, scimitar, short bow, short sword, spear. RM
opiions: blow gun, boomerang, darts (throwing).

Armor: None.

Clothing: Long-sleeved cotton, silk, or gauze blouse (white or
cream) with embroidered (red, purple, gold) neck yoke and wrist
cuffs; cotton pants with leather panels on the inner leg for riding
protection; stout leather boots; loose cotton tunic (white or
black) falling to the knees or ankles ornamented with tassels and
embroidery at the neck opening, across the shoulders, at the
wrists of the wide sleeves; leather weapons belt; cotton headwrap
with trailing portions that protect the neck from the sun; gold
bracelets and torques.

Money: Gold bracelets worth 2 gp (unset with any gemstones).

BACKkGROUND OPTIONS

Normal, five background options,

Spectal Abilities: All available.

Special Items: All available. Haradrim favor gold ornamented with
elaborate engraving but bare of gems.

Extra Money: Gold bracelets and/or gold torque worth 1-200 gp.

Hobbies: PrimarySkitls: moving and maneuvering with no arinor; 1-
handed edged weapon skills, thrown and missile weapon skills,
ride, track, any magical skills, ambush, stalk/hide, disann trap.
perception, body development, spell lists. Secondary Skills: an'tmal
handling, appraisal, foraging, sky-watching, trickery. Artistic Skitls:
storytelling, singing. Athletic Skills: sprinting, jumping, pole vault-
ing. Craft Skills: metal-crafts, gold smithing, fletching. Inflience
Skills: leadership, bribery. Lore Skills: animal lore, local geography,
war tactics.

Stat Inczeases: Any stat may be increased.

Extra Languages: In addition to the tongues listed above, a
Haradan might in unusual circumstances learn: Black Speech

(Rank 3) or Silvan Elvish (Rank 3).
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— > LOSSOTH »———

(sing. Lossadan)

The Lossoth live in the Far North of western Middle—earth and
are of ten called “Snowmen” or “Forodwaith” (the lacter ts also a
name for thetrland). They are a sparsely settled, nomadic f olk who
move with the seasonal megrations of big game and rarely interact
with other Men.

PHysiCAL CHARACTER

Build: Stocky and hard, with pronounced muscles. Theyhave wide
feacures and large, pudgy hands and feet. Men average 175
pounds; women, 135 pounds.

Coloring: Fair, with reddish highlights. They have pale blue eyes
and far hair.

Endurance: They are extremely nigged and can travel great dis-
tances with little or no rest.

Height: Short: men average 5'5"; women, 5’3"

Lifespan: Men about 50-60 years: women about 75-90 years,

Resistance: +20 bonus versus cold/ice attacks. -20 bonus versus
heat/fire actacks.

Special Abilities: They have an acutesense of smell and perception.

They can pick up a Man's scent a mile downwind and 100 feet
upwind (1000 feet otherwise). +10 bonus to Perception.

CULTURE

Clothing & Decoration: Fur, leather, and sea-mammal hides. Some
possess one colorful, patterned coat made of spun fabric and
lined with fur. All wear colorf ul, lined, conical hoods.

Fears & Inabilitics: Many fear Darkness.

Lifestyle: The Lossoth are poor, nomadic huntets and gacherers.
They use stonework, bone, and limited amounts of wood and
mctal (mostly copper). Most are primanilyfisherf olk, employing
light (but steady), occan-ready boats called “meriki.” Some herd
reindeec and all make use of hunting dogs. Furty horses or
reindeer draw their sleighs, although the dogsled 1s used in areas
of extreme cold. Extended families and bands are nornally the
largest groups.

Marriage Pattern: Monogamous. The line is traced through the
female.

Religion: They worshipNature-spirits who they believe to be akin
ro enchanted or godlike beasts, Dance and story-telling rituals
make up the bulk of ceremonial life.

OTHER FACFORS

Demeanor: Generous, quiet, slow-paced. reserved, and shy—but
fearless and persevering.

Language: Starting Languages: The Lossoth speak Labba (Rank 5)
and do not write. Some speak a little Westron (Rank 2) or
Sindatin (Rank 2). Skill Development: Lossoth also have the
opportunity to learn: Atliduk (Rank 2) or Logathig (Rank 3).

Prejudices: They hate Wargs, Dragons, Giants, and Trolls above
all chings. Those that know of Ores also hate themn.

Restrictions on Professions: None.

OuTriTTING OPTIONS

Weapons: Dagger, javelm, net, short bow. spear. RM options: hac-
poon, ice knife (treat like +5 gagger), fishing net, 1ce axe (treac
as 2 baw), trident.

Armor: Their normal clothmg aces as soft leather arinor. Other-
wise, none.

Clothing; Soft. suede tunic decorated with beadwork; sof t, suede
pants also baasting beadwork; females wear a beaded suede skirt
over plainer pants; soft, leather moccasins; heavy, fur-lined
leather or wool coat trimmed with designs embroidered using

animal hair, £ ninged leather, and beadwork; heavy, fur-lined
leather outer pants; antmal (snow hare. snow fox, rodent} pelt
pouch(sometimes skinncdso that the beast’s mouth servesasthe
opening) on a leather thong or stzap worn over the shoulder;
thick, fur-lined outer boots; heavy fur-lined mittens attached at
the wrist to a cord which passes through the sleeves and body of
the coat, preventing the loss of a mitten; conical, fur-hned hood
with elaborately beaded, fringed. and embroidered extenor
surface.

Money: Goods which may be bartered or sold for counage: a skin
of spermiacen (important ingredicnt in ointments and candles)
worth 20 silver pieces; 7 leaves of Darsurion (a leaf heals 1.6
concussion hits).worth 3 spi cach; moose orelk peit worth 20sp;
or a whole dricd fish worth 20 sp in markets of lower latitude.

BAackGROUND OPTIONS
They get four background options.

Special Abilities: All available.

Special ltems: All avaslable. Lossoth favor items of copper or
leather omamented with fur, finge, and beads.

Extra Money: A selection of herbs (Arfandas, Edram. Jojojopo.
Darsurion, Gefnul, Mirenna, Winclamit, Arlan, Delrea,
Melandar, Olvar, Aldaka. Febfendu, Atigax, Kathkusa, and/or
Zur) or a quantiry of stuggeon roe worth 1-200 gold pieees.

Hobbies: Primary Skills: moving and maneuvering in soft leather, any
weapon skills except -handed conaussion, track, use wtem,
directed spells, ambush, stalk /hide, perception, body develop-
ment, spell lists. Secondary Skills: amimal handling, boat-handliog,
fiest aid, foraging, signaling, sky-watching. Awtistic Skills: dance,
storytelling. Athlesic Skills: skiing, skatmg. Craft Skills: coppar-
smithmg, leather crafts, beadwork, fletching. Lare Skitls: snow loe,
animal lore, Lossoth htstory.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues lisicd above,
Lossadan might in unusual circumstances learn: Unitic(Rank

3).



= ROHIRRIM s————
(Riders of Rohan; sing. Rohir)

The Rohirrim (S. “Masters of Horses") are the Northmen of
Rohan and have a complex ancestry. They setcled in Rohan (then
Calenardhon) about T.A. 2570 at the request of Cirion, the
Ste ward of Gondor. Thegrant was areward forthe Northmen’said
inthe def eat of the Easterling Balchoth.

Between T.A. 1977 and 2510, the ancestorsof the Rohimm—
then called the Eothéod—lived in the northern Anduin Valley.
Dunng theperiod T.A. 1857-1977,these Northmen lived further
south in the Anduin Valiey, between the Old Ford and the Gladden
Fields(S. “Loeg Ningloren™). Priorto T.A. 1857 they were called
the Eothraimof R hovanion and lived south and east of Mirkwood.

The Rohimim call Rohan the “Riddermark.”

PHysicAL CHARACTER
Build: Average to stocky and strong. Men average 190 pounds;
women, 130 pounds. The mien have considerable facial hatr.
Coloring: Blond, with fair skin and blue eyes.
Enduranee: Average. although they canride as long as their mounts
can endure, and as long as they can stay awake.
Height: Men average 6°1''; women, 5'5".
Lifespan: 60-8S5 years.
Resistance: Average,
Special Abilities: +20 bonus to melee Offensive Bonus when
fighting from horseback.
CULTURE

Clothing & Decoration: Linen and/or woolen shirts, medium
length pants, and leggimgs. W arriors commonly wear chain mail
and carty shields bearing the symbol of their folk, a white horse
on a green field.

Fears & Inabilities: None.

Lifestyle: Herders and horse-masters, they spend much of their
year living in various scmi-permanent camps et out on a circuit
of pastures. They returntotheirpermanenthomes for the winter.
Some garden or farm. Most Rohirmim are also accomplished
hunters and fishermen,

Marriage Pactern: Monogamous. Line is traced through the male.

Religion:Somewhat formal. Rituals celebrate life, fertility, and the

cycles of the seasons. Most are heldatop hills in mountain vales
or at the base of the peaks. They revere Eru and the Valar and,
in particular, Araw (Oromé). The ana'ent Cult of the Stag and
Cult of the Earth are maintained.

OTHER FACTORS

Demeanor:Practical, rugged, straightf orward, and somewhat loud.
They enjoy song, celebration, physical games, and battle.

Language: Starting Languages: They speak Rohirric (Rank 5), the
descendant of the older Eothrik tongue of Rhovanion. Most also
speak Westron (Rank S) and a little Dunael (Rank I). Skil!
Development: Rohirrim have a chance to learn: Adfinaic (Rank 3),
Atliduk (Rank 4), Logathig (Rank 3), or Nahaiduk (Rank ¢).

Prejudices: The Rohirrim hate the Dunlendings and consider the
Woses to be lesser beings. They also have an age-old hatred of
Orcs, Wargs, Easterlmgs, and Dragons.

Restrictions on Professions: None, although the Rohirrim rarely

produce Mages.
OUTEITTING OPTIONS

Weapons: Broadsword, dagger, lance, composite bow. RM options:
long knife, light lance, heavy lance, long sword.

Armor: Chain mail with helmet and shield.

Clothi'ng: Makes: long-sleeved cottonshirt (dark grey or blue); wool
jerkin (maroon, brown, grey, blue)f alling to mid-thigh, embro:-
dered bands at its hem and neck; wool trousers wrapped with
linen strips around the calves to keep the fabricsnug; high boots
orshoes; woolen cloak orsurcoat(charcoal grey. dark blue, forest
green, black).

Females.- wear the shirt, jerkin, trousers, and boots typical of
male garb when they ride, preferring lighter hues (pale grey, sky
blae, seagreen ) and mote ornate embroidery; at home they don
low shoes and cotton or woolen gowns (white or pale grey
favored) with simple, form-fitting lines and extensive embroi-
dery on the sleeves, shoulders, skirt hem, bodice, and about the
neck; their outer capes are also richly embroidered and usually

bright blue or light green.

Other Gear: Since most Rohirrim spend the summer away from
their homes, travelmg with theirhorses and herds, every adulthas
at least one small tent, a bedroll, and mess kit.

Money: 20silver pieces of Gondorian mint or the rarer celebratory
Rohirric pening (equivalent in value to Gondor's silver piece).

BackgrounD OPTIONS
Nornal, five:background options.
Speeial Abilia'es; All available except range 71-75 (re-roll).
Special Ttems: Spell adders and daily spell items not available.
Weapons and tools are usually omamented elaborately---gold
and silver engraving and settings of ruby or amber are popular.

Extra Money: 1-200 goid pieces of Gondorian mint or a number
of riding horses worth an equivalent amount (light horse, 45 sp;
mediumhorse, 60 sp; heavy horse, 80 sp; lesser warhorse, 20 gpi
greater warhorse, 75 gp).

Hobbies: PrintarySkills: moving and maneuvering in chain mail, any
weapon skills except I-handed concussion, climb, ride, swim,
track, ambush, stalk/hide, perception, body dcvclopmen(, lan-
guages. Szcondary Skills: ammal handling, caving, first aid, foraging,
gambling, sky-watching, Artistie Skills: storytelling, singy ng, Athleric
Skills: sprinting, horse racing. Graft Skills: metal-crafts, leather-
crafts, embroidery, fletching. Influence Skilli: public speaking,
diplomacy, leadership. Lore Skills: cavalty cactics, Rohir history,
horse [ore.

Stat Increases: Any stat may be increased.

Extra Languages: In addition to the tongues listed above, a Rohir
might in learn: Pikael (Rank 2) or Sindarin (Rank 3).
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————a VARIAGS

The Variags live in the region of Khand, a semi-arid plateau
which lies southeast of Mordor. They are a distinct race, but are
oceasionally confused with the Haradrim of Far Harad. In realicy,
they have as many ties to the Easterlings. Brusal and semi-nomadic,
they have long been influenced by Mordor and the constant wars

with their neighbors.

Prysicat. CHARACTER

Build: Medium; men average 155 pounds; women, 125 pounds.

Coloring: Extremely dark grey or black skin. straight black hair,
and red or reddish brown eyes.

Endurance: Variags can travel for extreme periods on hotseback
with litcle or no rest.

Height: Medium; men average 5'9"'; women, 5’3",

Lifespan: Short, about 50-70 years.

Resistance: Average.

Special Abilities: Variags are superb riders and handle both horses

and camels well. +10 bonus to Off ensive Bonuses when fighting
from horseback {+S bonus when fighting from camelback).

CULTURE

Clothing & Decoration: Variags favor black and red clothing and
wear richly adomed garb. Their armor is designed around
hideous, frightening beast designs. They carty gold or gilded
weapons. Many wear gold trinkets in their ears, noses, cheeks, or
lips. Ornate, ritual scarring (as opposed to tattooing) is fre-
quently present.

Fears & Inabilities: Variags fear Darkness (but not the night) and
illness or infirnity—anything that might infringe upon their
physical prowess.

Lifestyle: Always at war, Variags lise a brutal and exciting life.
Most are herders and raid the stocks of their enemies. Elite
warriors and the female priesthood control life.

Marriage Pattern: Women take more than one mate, and there is
nomarriage. A womnen's brother helps raise the children. The line
is traced through the female.

Religion: Variags worship a pantheon of cruel gods and have
elaborate nighttime ceremonies; sacrifices abound. The Lord of
Darkness is the strongest deity, and is actually a modified
incatnation of Morgoth or Sauron. Female priests interpret laws.

OTHER FACTORS

Demeanor: Confident, fearless, jealous, abrupt, impulsive, and
cold hearted.

Language: Starting Longiages: Variags speak Varadja (Rank 5),
Haradaic (Rank 3), and Westron (Rank 2). Skill Bevelopment:
Variags also have the opportunity to learn: Logathig (Rank 4).

Prejudices: The Variags despise all Men except those who have
recently def eated thern in battle. They have grudging respect for
the races of Mordor, but generally hate all non-mannish folk.

Restrictions on Professions: None,

OUTHTTING OPTIONS
Weapons: bola, dagger, javelin. scimitar, short bow, sling. RM

options: knife, horse bow, usriev (8-foor long weapon with a 4-
foot haft, like a lance, securing a long, thin, razor-sharp, 4-foot
blade; use two-handed sword table. changing Krush crits to
Puncture crits).

Armor:Softorrigid leather and a small, reinforced, oval shield and
a layered leather helm,

Clothing: Mals: short or long-sleeved tunic (red or black) spun
from camel hair; leather tunic, its frontand back surfaces entirely
covered with the styIized image of a beast’s snarling face; leather

belt; breeches(red or black) spun from camel hair; leather riding
greaves covering the inner surfaces of the thigh and calf; sandals;
helmet of layered leacher with brightly hued tassels and plumes;
black camel-hair cloak, its surface entirely encrusted with gold
embroidery and metallic red and purple appliqué.

Females: short or long-sleeved runic (red or black) spun from
camel hair; camel hair over-tunic, loose flowing sleeves, hen: at
thedikles;blackorred tabard, its surface entirely encrusted with
gold embroidery and metallic red/black and purple appliqué:
camel hair breeches(red or black); leather riding greaves covering
the inner surfaces of the thigh and calf; sandals; head dress, taking
the stylized forin of a bat, serpent, lizard, hawk, wild cat, or horse,

Money: Camel worth 20 sp.

BackGrRoUND OPTIONS
They get four background options.
Special Abilities: All available.

Special Items: All available. Vanag craftsman favor bnghty
colored implements of bone, leather, iron, gold, and bronze
adorned with beast monfs.

ExtraMoney: Livestock(camel, 20 sp each; light horse, 45 speath)
or gold jewelry (earrings, nose rings. cheek rings, finger rings,
wrist bracers) worth a total of [-200 gp.

Hobbies: Primary Skills: maneuvering in soft or rigid leather, any
weapon skills, ride, track, directed spells, ambush, stalk/hide,
perception, body development, spell lists, SecondaryS kills:acrobat-
ics, animal handling, appraisal, contortions, foraging, gambling,
sky-watching. Artistic Skills: body painting, tattooing, storytelling
singing. Athlctic Skills: sprinting, jumping, horse racing. Craf Skill:
leather-crafts, metal-crafts. ertching, embroidery. [ifluence Skilly
intimidation. Lore Skills: animal lore, local geography, Dark
religion, Variag history.

Stat Increases: Any stat except Intuition may be increased.

Extra Languages: Inaddition to the tongues listed above, a Variag
might in unusual circumstances lean: Apysaic (Rank 4), Black

Speech (Rank 3), or Orkish (Rank 4).



—= WOODMEN s———

The Woodmen have long dwele in Mirkwood, the great forest
in Rhovanion. They are a loose tribe of hunter/ gatherers who live
inor below the trees as extended families, bands, or clans. They are
Northmen and thus related to the Beornings in the nearby Anduin
Vales and the foothills of the Grey Mountains. The Robirrim are
their distant kin.

PHysICAL CHARACTER

Build: Average to stocky, with strong but angular feacures. Themen
possess large mnounts of facial hair, Men average 195 pounds;
women, 13§ pounds.

Coloring: Fair skin with reddish highlights. They have blond hait

and blue or green cyes.

Endurance: Average.

Height: Men average 6'1”; women, 5°5".

lifespan: 65-85 years.

Resistance: Average.

Special Abilities: They can climb and move along tree limbs
exceedingly well: +20 to climbing and acrohatics maneuvers.
+10 to foraging maneuvers.

CULTURE

Clothing & Decoration: They wear aude woolet: tunies and short
pants with leggmgs. Most favor coats, cloaks, and fur hats.

Fears & Inabilities: None.

Lifesty[c:Theyarc an independent lot who have no foninal political
structure. Living off the gifts of the forest, they reside m small,
close groups secluded from other races. They mteract with few
other than the Beornings and Silvan Elves. Utterly athome in the
woodlands, their tracking, climbing, hiding, hunting, and forag-
ing techniques are superb.

Marriage Partern: Monogamous. The line is traced through the
male.

Religion: Mostly personal and within the family or band. Female
Wauitan (“Knowing Ones"”) serve as shamans—Animists who
act as seers, healers, and spiritual leaders. They manage the
ancient Cult of Growing (“Alanakyn") which meets for rare
tribal cezemonics. The Vala Araw {Oromé) is revered above all
others.

OTHER FACTORS

Demeanor: Quiet, independent, reclusive.

l.anguage: Starting Languages: They speak the Rhovanion tongue
called Nahaiduk (Rank 5), a little Westron (Rank 2), and alictle
Sindarin (Rank 2), Skill Development: Woodmen also have the
opportunity to learm: Acliduk (Rank 4), Logathig (Rank 4).

Prejudices: Woodmen hate Orcs, Wargs, Trolls, and Giant Spi-
ders.

Restrictions on Professions: No restrictions.

OUuTHTTING OPTIONS
Weapons: Club, dagger, handaxe, long bow, quarterstaff, short

sword, sling. RM options: woodman's axe. throwing darts, knife.
Armor: None or sof t leather.

Clothing: Smock of beige or soft white wool; short tunic of buff,
moss green, or grey wool, otmamented with contrasting crewel-
work across the shoulders, chest, and at the lower hem; woolen
leggings and full trousers ending at the knee, gather into a cuff
or full trousers gathered ac the knee into a marrow sheath
extending to the ankle; short woolen coat in subdued colors; long
woolencloak with hood; fur hat; fur boorts, soft andunconsetucted
for excellent craction on tree limbs.

Money: Herbs worth 20 sp (Rewk, 9 sp; Thutl, [ sp).

BACKGROUND OpTIONS
Nonnal, five background options.

Special Abilities: Replace range 71-75 with: character may merge
his or her body into the bole of any tree with a trunk at least 1
foot in diameter for up to 1 hour; his or her presence cannot be
detected while merged; after I hour, the character is automati-
cally expelled from the cree.

Special ltems: All available. Woodmen create items of wood, bark,
fur, leather, and feathers.

Extra Money: Herbs worth 1-200 gp (Terbas. 2 gp; Berterin, 19
gp; Slota, 36 gp)-

Hobbies: Primary Skills: moving and maneuvering in soft armor, any
weapons skills except 2-handed and pole-arms, climb, swim,
track, read tune, ambush, stalk /hide, perception, body develop-
ment. Secondary Skills; acrobatics, first aid. foraging, rope-mastery,
signaling. Artistic Skills: woodcarving, storytelling, dance. Arhletic
Skills: tappelling, tightrope walking. Graft Skills: wood-crafts,
leather-crafts, fletching, crewclwork. Lorz Shills: forest lore, geog-
raphy of Mirkwood, plant lore, animal lore.

Stat Increases: Any stat except Presence may be increased.

Extra Langwages: In addition to the tongues listed above, a

Woodman might in unusual circumstances learn: Orkish (Rank
2), Silvan Elvish (Rank 3), or Waildyth (Rank 3),
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s WOSES =
(Druedain, sing. Driadan)

Of all Men, none surpass the Woses in thearsof wood-lore and
wood-craft. This vety ancient and diminutive race has long been
tied to the forests and has remained the greatest lot of woodland
wartiors everproduced by the Secondborm. Theirskills have in fact
guarded their narrow survival, for they are considered ugly by Men
and Elves alike and have been hunted and petsecuted since the days
of the First Age.

The Woses have many names. They call themselves Drughu.
Driiedain(sing. Dnidadan)is the label given them by the Elves, while
Men use various terms: Pikel-men, Wild Men, Dréigs, or Woses,
the latter a Westron construction. Orcs fear the Woses and have
named them Oghor-hai.

PHYsicaL CHARACTER

Build: Woses generally have a broad. stumpy profile marked by
wide faces, flat features, and deep-set eyes. Short, thick legs,
heavy lower bodies, and pronounced brows help give them an
eerie character—unlike any other Men.

This uniqueness is accentuated by their peculiar hair growth,
for few of the Wose Men have any hair below their eye level.
Those that do arerevered.althougheven they have no more than
a slender patch of black chin hair which lies well below their wide
mouths. Nearly all Wose Men are bald from the forehead to the
back center of their squat skulls, but take pride in the hair they
have along the flanks of the head.

Men average 145 pounds; women, 135 pounds.

Coloring: Ruddy skin, black hair, and black eyes. Because the
Woses have guarded eyes which are dark and set with black
pupils, they appear to gaze from shadowy pools which might be
mistaken at a distance for a pair of cavities. One must get quite
close to a Wose to notice any eye movement at all. much fess any
of the subtle distinctions in the eyes theinselves. This haunting
feature is made evenmore unsettling when a Woseis angry; then

the pupils glow with a fiety red hue.

Endurance: Average.

Height: Men average 4'9"; women, 4'4”.
Lifespan: 30-50 years.

Resistance: Average.

Special Abilities: The wide noses of the Woses are the most
sensitive found tnMan.Evenin anopen field. they can smeli an
Orc bef ore another Man cansee him. Together with their sgong
eyesight, they can track better than almost any hunting hound.
Only running water will stay their pursuit. This is even true at
night, since Woses are blessed with superb night-vision. Evenin
the dark forest of the night they can see 1000 feet as if 1t were
daylight. 425 bonus to tracking maneuvers; + 15 bonus fo
foragmg.

They have the ability tosit fordays on end withoutmovement.
With legs crossed, hands on their laps or knees. and eye.s closed
or facing groundward, they can remain silent as a statue. This
affords them peace and allows for recall or medication. Unfor-
tunatcly, it apparently does nothing to lengthen their years, fer
the Woses generally die at a young age.

CULTURE
Clothing & Decoration: Theyof ten braid their hair, pulling itback

to join behind in multiple tails, \Woses wear little or no clorhig
or adornments. Instead. they prefer to go about relying on therr
rugged bodies, using pigments to create imagery. Those that are
most acquainted with other Men occasionally don hide leggings
and a breechcloth, and in rugged terrain they employ a distinct
high, thick-soled laced shoe. Beyond these trappings, they have
licthe use for the costumes of other Men.
Fears & Inabili'ties: Woses do not like towns and aties.

Lif estyle: Wose culture revolves arotnd the forests and plants they
hold so dear. They are frugal and eat little. even m rhe best of
times, and they partake of no drink but water. Being exclusively
vegetarian, they live on the gifts of the woodlands and are quick
toacquire an understanding of the nature and location of nearly
evety plantin an area—regardless of its size. Only the Elves and
Ents exceed their skills in carving and plant-lore.

It is for their stone sculpture that the Woses are best known,
They carve avarietyof motif's and beasts. and employ a particular
form in the making of life-like “watch-stones” (Pukel-men).
These are guardian statues which they place ro protect paths,
entries, crossroads, and the like. Legends surround the watch-
stones, most of which are true. It is clear thar rhey are enchanted,
Orcs fear them most of all, and with good cause, since the Woses
can communicate with watch-stones of their making and can
derive knowledge from the carvings’ “experiences.” Some very
powerful watch-stones actually come to life in order to guard
their posts—acting instead of therr creators—although in such
a case, the Wose sculptor will feel all the pain of his creation.
They place these watch-stones and hidecus statues around the
bordersof their lands and at various sensitive sites. Some are used
to do no more than dishearten their foes.

Marriage Pattern: Monogamous, producing few young. The line
s traced through the female.

Religion: Many of the watch-stones stand over the Woseholysites.
Unlike many of the other Men, particularly the Dunlendings
with whom the Woses are often associated, the Woses havea
strong tradition of organized worship. This is a pronounced
animism which revolves around a reverence for Nature,
hold Evu and the Valar in properawe. although they have their
own view of the nature of the masters of rhe world. OFf all the
Valar, they worship none more than Yavanna, the Giverof Fruts
andQueen of the Earth, whom they call “Mam-ugu-Mam" Itis
she who presides over the kelvar (pinn[s), and it is the plants
which breath life into the world of the Woses.



OTHER FACTORS

Demeanor: Woses gencrally seclude themselves from other folk
and do not take on friends easily, but when they do, they are
unwaveringly loyal. Those thar do get to know them will be
wmpressed by their frequent bouts of laughter. since the Woses
will laugh when otherssing. Their rich and unrestrained joviality
forms quite a contrast to their usual demeanor; nonnalty chey
appear unemotional and slow to speak.

Language: Starting Languages: When they do talk, the Woses use the
guttural Piikael tongue (Rank 5) which is ideally suited to their
deep voices and isalicn to that of other Men. Some also speak a
little Westron (Rank 2)or Dunael (Rank2). Havmg nouse for
traditional nunes or script, the Woses have developed their own
system of pictographic signs—most quite simple—which they
utilize f or the most practical purposes, notably to mark paths or
agnal their brethren while out in the wood. Skill Development:
Woses also have the opportunity to learn more of the Westron
(Rank 4) and Dunael (Rank 4) tongues.

Prejudices: Woses hate Orcs, Wargs, and Rohirrim. The latter
group has occasionally made sport of hunting the \Vild Men.

Reswrictions on Prof essions: There are no \Vose Mages or Bards.

OuTrITTING OPTIONS

Weapons: club, dagger. handaxe, mace, quarterstaff, spear, war
matcock. RM options: blowgun, jo, throwing dars, pipebow (a 3
long blowgun; treat as a light crossbow delivering a dart coated
with Para, 2nd Ivl conversion poison). Most weapons posscss
stone blades or nips or actack surfaces and wooden hafss.

Armor: None or sof t or rigid leather. Woses rarely wear annor, but
toreoise shell, eel hide, and back strips are the favored types when
tt is required.

Clothi'ng: Hide leggmgs; suede breechcloth; suede collar covering
the shoulders and falling to the lower nbs; swirling destgns in
body paint on the face, arms, thighs, and stomach; knee-high
shoe with thong fasteners along the outer side of the leg.

Money: Herbs worth 20 sp (Rewk, 9 sp; Thurl, 1 sp).

BackGROUND OpTiONS
Nomal, five background options.

Special Abilities: All available. The spell list learned in range 71-
78 mustbea Channeling, Ranger.or Animist list. Replace range
51-6S with: character gif ted ac birth with an enchanted Tattoo
+f Wildness that camouflages his of herskin (+50to stalk/hide)
n aforest cnvironment; che tattoo covers the whole body, but is
mvisible until its power is desired.

Special Items: All available, but spell adders and daily speli items
arc based on Channeling, not Essence. Stone, wood, bark, and
bnght pigments are the materials used by Wose craftsmen.

Extra Money: Herbs worth 1-200 gp (Tcrbas, 2 gp; Berterin, 19
gp; Piira, 28 gp).

Hobbies: Primary Skifli: moving and mancuvering in soft or rigid
lcather, any weapon skills, chmb, swim, track, use item. ambush,
stalk /hide, perception, body development, spell lists (Channel-
g realm only). Secondary Skifls: caving, first aid, foraging, medi-
tation, signalmg, sky-watching. Artistic Skills: sculpting, body
pamting, tattooing, storytelling. Craft Skills: wood-crafws, stone-
crafts. Influence Skills: leadership. Lore Skills: plant lore, local geog-
raphy. Wose history, Wose pictogeaphs.

Stat Increases: Any stat may be increased,

Extra Languages: 1n addition to the tongues listed above, a Wose
might in unusual circumstances learn: Rohirric (Rank 3),

® A-25°0ORCS @
{Yrch, sing. Orch)

These hideous creatures are members of a race descended from
Elves who were twisted and perverted by Morgoth during the First
Age. Although they are not inherently evil, they are culturally and
mentallypredisposed toward Darkness. The followyngis a descrip-
tionofCommon Orcs; supcnior breeds are discussedfarther below.
Goblinis a tennused by some Westronspeakets when they discuss

Oces.

— 3 COMMON ORCS &=

Common Otcs fear the sun and make their dwellings in caverns
bencath the mountains, The Hithaeglir (Misty Mountains) and the
Ered Mithrin (Grey Mountains) harbor myriad tribes who prey
upon the men of Rhovanion, somctimes at the direction of
Sauron'’s will, of ten prompted merely by a greed for plunder. The
Orcs inhabiting the peaks surrounding Mordor (Ephel Diath,
Ered Lithui) are more strongly dominated by the Dark Lord.

PHysicaL CHARACTER

Build: Heavy, with thick hides, short legs, and long, thin arms.
They have grotesque, fanged faces and random hair growth.
Males and females average 65 pounds.

Coloring: Black orgreyhair, black or reddish-browneyes,and deep
grey or black hides.

Endurance: Tremendous. Ores can trave! for 2 days without rest.
Altematively, they can run forup to 12 hours without stoppmg.

Fears & Inabilities: Natural sunlight and deep, running water. In
full daylight, their activity is at -60; in artificial or magical
daylighe, their activity is ac -23.

Height: Males and females average 4.

Lifespan: Indef inite; certainly hundreds of years, but the nature of
their warlike life pertnics few to live past the age of SO.

Resistance: +30 bonus versus heat/fire attacks.

Special Abilities: Orcs sleep duting daylight hours, alchough they
needrest only once every 3 days. Orcish vision in most darkness
is as good as a Man’s during the height of day. When there is
barely any light (cloudy, moonless nighes; upper caverns, dun-
geons), Orcs can see at least SO pcrf ectly and f airly well up to
[00". In absolute darkness (deep caverns), they can see 10",

CULTURE

Clothing & Decoration: Skins, leathers, and metal annor—cande,
but well made and effective.

Lifestyle: Bred as laborers and warriors, Orcs respect power and
tetror above all chings. They join and cooperate in substantial
groups only when led by a “focused will,” some overwhelmingly
strong individual. To them, politics equates with force, and
separate Or¢ tnbes often war. Inter-tribal canmbalism is che
norm.

They are, however, quite skilled. Their smichs rival those of
the Dwarves and Elvesand, although the items theyproducelack
beauty in form, theyare exceptionally ef fective. Orcs ate also fine
healers, despite their lack of concern for scarring. Utility is cheir
puncipal goal.

Marriage Pattern: Orcs do not marry; they breed. The females live
together in secluded areas which are nonnally accessible only to
the strongest males. In addition, thefemales are receptive only to
the fiercest and most attractive males. This results in the
strongest offspring. The many young are kept together and
raised jointly by all the female Orcs.

Religion: Orcs worship Darkness and power. Most revere Sauron
as a god, respecting his ability to induce utter terror.
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OTHER FACTORS

Demeanor: Orcs are cruel, jealous, petty, ambitious, selfish, and
suspicious. They arc almost always uncomfortable and, aside
from mealtime or battle. are never happy or at peace.

Language: Starting Languages: Ores speak various Orkish dialects
(Rank 5) which are generally related to Westron and are
somewhat understandable(Rank 3) to one knowing Westron or
another such Orkish dialect. Skifl Bevclopment: Ores also have the
chance to learn: Westton (Rank 2) and Black Speech (Rank 3).

Prejudices: Orcs hate all races, mcluding Orcs of other tribes. They
particularly despise Elves, who they believe to be a spiteful,
wicked, and wayward race.

Restrictions on Professions: Ores produce no Mages, Animists,

Bards, or Rangers.
OuUTFITTING OPTIONS

Weapons: Club, dagger, handaxe, scimitar, shortbow, spear, whip.
RM optiors: harpoon, barbed arraws.

Armor: None. soft or rigid leather. Leather helmet. Shieldsare rare.

Clothing: Males: short hide kilt; leather wrist guards; leather boots.
The leather and hides are undyed.

Females: hide tunic, falling to mid-thigh; no foot gear; leather

thong worn as a headband to restrain che hair.

Money: 20 sp of varying mints, obtamed as plunder in battle or
stolen from the tribe’s hoard.

BackGroun® OPTIONS
Common Ores get only two background options.
Special Abilities: All except ranges 56-60, 71-75. and 91-95.
Extend range 96-00 to become range 9 1-00; re-roll otherresults,
Special Items: Daily spell items and spcll adders not available.
‘Weaponsand tools made byOrcs are ungainlyto look upon, but
serviceable, [ron, steel, hide, and sinew are typical materals.
Exera Money: [-200 gp of varying mints, obtarned as plunder in
battle or stolen from the tribe’s hoard.
Hobbies: Priniary Skils: moving and maneuvering in soft or rigid
leather, any weapon skills except 2-handed, cliinb. ride (Wargs),
track, ambush, stalk/hide, pick lock, disarm trap, bodydevelop-

ment. Secondary Skills: acrobatics, animal handling (bats and

Wargs), appraisal, caving, contortions, firstaid, gambling, trick-
ery. Artistic Skills: totem making. Athletic Skitls:sprinting, rappelling,
juggling, jumping, pole vaulting, Crafi Skills: metal-crafes, leathcer
craf'ts, Lore Skills: cavern geography, tactics.

Stat Increases: Intelligence, Intuition, and Presence may not be
increased.

Exera Languages: In addition to the tongues listed above, a
Common @rc might in unusual circumstances learn: Adiduk
(Rank 2) or more of Black Speech (Rank 4) or the Westron
(Rank 4) tongue.

—> URUK-HAI ¢——
(sing. Uruk)

Following Sauron's resurrection in T.A. 1000. he began breed-
ing a new race of Orcs, one capable of independent and intelligent
action. After centuries of work, he produced the first Greater Orcs,
and he called them the Uruk-hai (8S “Orc-race”) because theywere
more suited to the forination of societies. Initially, che Unik-ha
remained closetoSauron and served as lieutenantsand elite guards,
but gradually their numbers grew and their strain strengthened.
Theirexistence remained guarded until Sauron was willing to show
his hand. Nonetheless, in T.A. 2475 they wetc unleashed in full
scale battle fonnations. They are the Dark Lord’s finest goblin
troops.

The Uruk-hai differ from Common or Lesser Orcs in many
ways:

Build: Uruk-hai have a more “human’” appearance, despite cat-like
eyes, fang-teeth, and black/ grey hides; they have longer, stron-
ger, and straighter legs.

Height: Uruk-hai average 5'6" and 145 pounds.

Special Abilieses: Despite their preference for darkness, Uruk-hai
operate freely in daylight.

Demeanor: Uruk-hai are possess more intelligence and awnning
than Common QOrcs.

Language: Starting Langwages: Black Speech (Rank 5), Orkish (Rank
4), and good Westron (Rank ¢). Skill Devefopment: Uruk-har'also
have the opportunity to learn: Achiduk (Rank 3), Dunael (Rank
3) or Nahaiduk (Rank 3).



OuTEITTING OPTIONS

Weapons: Broadsword, club, dagger, handase, long bow. mace,
sctmtar, short bow, short sword, spear, whip. RM options: clawed
club or clawed mace (usec inoming star rable). long sword,
hatpoon, barbed arrows.

Armor: Any, excepting plate annor. Steel helmets and round or
target shields common.

Clothing: Males: sleeveless hide tunic, cropped at the waist, or
falling to inid-thigh; hide pants with wide leather belt and of ten
athigh strapandsheath fora daggeror knife: leatheror steel wrist
guards; sturdy hide boots.

Fendles: hide tunic, falling 1o mid-chigh; bele of leather oma-
mented with steel plates, grommets, and spikes: hide vest orma-
mented to match the belt; thong sandals: circlet of steel plates
worn as a headband to restrain the hair.

Money: 20 sp of varying mints, obtained as plunder in battle or
llotted from the tribe's hoard for service to the tribe’s cheef.

BAackGROUND OPTIONS
Uruk-hat get three background options.
Special Abilicies: Allavailableexcept ranges S6-60,71-75,and91-
95. For a resultinrange 56-60, re-roll. Treat ranges 71-75 and
91-95 as the result for 96-00: resistant to pain.

Special Items: Spell adders not available. Weapons and toois made
by Unuk-hai are usnally ungamly to look upon, but perforin
admtrably. Iron. steel, hide, and sineware typtcal materials.

Money: 1-200 gp of varying mints, obtained as plunder in battle
orallotted from the tnbe’s hoard for service to the tribe's chief.

Hobbies: Primary Skills: moving and maneuvering in any annor
excep platc. any weapon skills, cliinb, nde (Wargs), track, use
item, ambush, stalk /hide, pick lock, disarm trap, body devclop—
ment. Secondary Skills: acrobatics, animal handling (bats and
Wargs), appraisal, caving, contortions, first aid, gambling, sig-
naling, trickery. Artistir Skills: cotem making. Aibletie Skills: sprint-
ing, rappelling, jumping, pole vaulting. Crafr Skills: mecal-crafts,
leather crafts, fletching. Influena Skills: impressing, mtumidating,
nterrogation, leadetship. Lore Skills: cavern geography, tactics,
strategy.

Stat Increases: Intuition and Presence may not be increased.

Extra Languages: In additton to the tongues listed above, an Uruk
might in unusual circumstances learn: Logathig (Rank 4).

=+ HALF-ORCS &—
(sing. Perorch; pl. Piryrch)

Half-orcs area hideouscreation, born of Man and Orc. Theyare
often confused with Uruk-hai. but are a distinct zace, small in
oumber but capable and deadly. Their ongin ts also unclear,
although it appears that they were first used by the tainted Wizard
Sauman, He still employs them as agents. spies, lieutenants, and
special guards. They are particularly effective in Eriador, for
Sarutnan's Half-ores have Dunlending blood in thein and some are
capable of blending into Dunnish sociccics.

Build: Half-orcs are akin to Uruk-hai, but look more like dark
Men, Males average 150 pounds; females, 135 pound.s.

Height: Males average 5°8"; females, 5'S".

Language: Startig I anguages: They know Westron quite well (Rank
5), and most know both Orkish (Rank 3) and a little Black
Speech (Rank 2). Skill Developiient: Half -orcs also have the
opportunity to learn: Dunael (Rank 3) or more Black Speech
(Rank 4) or more Orkish (Rank 4) dealects.

Restrictions on Professions: Half -orcs have none.

OutrrrTing OPTIONS

Weapons: Broadsword, club, dagger. handaxe, long bow, mace,
morming star, scimitar, short bow, short sword, spear, war
hammer, whip. RM opriens: clawed club or clawed mace (use
mormning star table), long sword, harpoon, barbed arrows.

Armor: Any. Chain and plate annor are made of utilitarian steel.

Clothing: Malzs.: Hide tunic; breeches or a shout skitt of hide; stout
leather belt; short woolen (dull plaid: moss green, dull yellow,
beige, grey blue, charcoal) jacket or cape worn over one
shoulder;.steel torque about the neck; soft leather footgear; fur
over-coat and hat; hair worn in many small braids.

Females: those who escape the beeeding pits dress to pass as
young males; those who retnain in captivity wear a hide tunic,
falling to mid-thigh, and thong sandals.

Money: 20 sp.

BackGROUND OPTIONS
Half-orcs get four background options.

Special Abilicics: All available.
Special ltems: All available. Most Half -orcs are equipped from the

armories of Saruman and thus have some of the finest gear.

Extra Money: Coinage, gems, and weapons worth 1-200 gp.

Hobbies: Pritnary Skills: noving and mancuvering in any annor, any
weapon skills, climb, ride, swim. cack. use item, directed spells,
ambush. stalk/hide, pick lock, disartn trap, perceprion, body
development, languages. Secondary Skills: acting, animal handling,
appraisal. caving, gambling. signaling, trickery. Artistic Skills:
storytelling. Athlesic Skills: sprinting, rappelling, jumping. Craft
Skill: wood-crafts, metal-crafts, leather crafts, fletching, trap-
building, weaving. Influence Skills: seduction, bribery, manipula-
tion, leadership. Lore Skills: geography, tactics, strategy.

Stat Increases: Any stat inay be increased.

Extra Languages: In addit<on to the tongues listed above, a Half-
orc might in unusuzl circumstances leam: Atliduk (Rank 3),

Rohirtic (Rank 3), or Nahaiduk {Rank 4),

® A-2.6° TROLLS @

(Tereg, sing. Torog)

Bred by Morgoth in mockery of Ents, Trolls are as tough and
stuptd as the stone from which they were made. Their exact origin
is clouded, although soinc feel they are related to Giants. In any
case, the essence of the Earth permeates their being.

Trolls hateall other creatures, a legacy of Morgoth's dark touch.
By nature they prefer to remain solitary or in small groups. Even
their brethren are considered to be potential enemtes.

Wild Trolls are divided into several types (based on their
location): Hill, Forest, Cave, Snow, and Stone Trolls. The latter is
the mast common group. These cypesall revert cothe stone of their
substance when expased to the light of day, for they were created
n Darkness and the Sun can unmake the spell.

Another group, Sauron’s QOlog-hat. despise but can withstand
sunlight. These “Black Trolls™ and the more heinous Half -trolls

are discussed farther below.

——s WILD TROLLS &—

As creauions of Morgoth. all Trolls are vulnerable to Sauron’s
influence. However, numbers of Wild Trolls live independently,
apart from the Dark Lord’s anintes, in the wilderness areas of
Endor. The Trollshaws possess a notable concentration of Trolls,
although they dwell i lesser numbers elsewhere.
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Of the Wild Trolls, Cave Trolls are the largest and most
powerful breed. They are extremely solitary and cannibalistic, They
are almost blind. but have supetb hearing and sense of smell. Their
scaly hides are pale, like those of most cave-dwelling creatures.

Forest Trells are the least brutal of the Tereg. They are more
graceful and live in loosely organized bands who hunt together,
They are rarely cannibalistic, preferring woodland game (or Man
or Bwarf). They are expert with slings, snares, and skinning knives.

Hill Trolls live in small groups, but are quite quarrelsome and
greedy. They prefer clubs and thrown stones in a fight and are very
territorial. Theyguard their stolen treasures jealously, even those of
little use to them {e.g.. books).

Snow Trolls arerare creatures with grey-white hides andicy blue
eyes. When exposed to sunlight they turn into pillars of icy slag.
They go for long periods without food, but are virtually unstop-
pable when they at last 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
riches. Their fratricidal tendencies are extreme.

PHys1cAL CHARACTER

Build: Wild Trolls are huge and immensely strong, with thick
bodies and limbs. Theirtough hides have an inconsistent quality;
many have overlapping scales and some have body hair. Males
average 850 pounds; females, 650 pounds.

Coloring: Various shades of brown, green, or grey htde,withblack
or brown eyes. They have black blood.

Endurance: Average.

Height: Cave Trolls: Males average 12'; females 10'2”. Forest Trolls:
Males average 9'; fernales 8'2”. Hill Trolls: Males average 106",
females 9'8", Snow Trolls: Males average 1 T'; females 10'2". Stone
Trolls: Males average 9'; females 8'2”".

Lifespan: Variable; hundreds of yeats.

Resistance: Trolls do not understand fear.

Special Abilities: Torog vision in most darkness is as good as a
Man's during the height of day. In other situations when there is
barely any light (cloudy, moonless mghts; upper caverns, dun-
geons), Trolls can see at least 50" perfectly and fairly well up to
100", In absolute darkness (deep cavems), they can see TO'.

CULTURE

Clothing & Decorasion: Little or none, aside from random artnor

and hides.

Fears & Inabilities: Sunlight. W henexposed to the natural light of
day they turn to stone.

Lifestyle: Trolls live in order to play and eat. To them play means
killing and pillaging, and eating means fresh meat—raw or
cooked---or jelly made frominnards. 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 Pattern: None. Females are exceedingly rare, although
the distinction s confused. Trolls are reluctant to breed: only
when compelled by an outside force does their popualtion grow.

Religion: None.

OTHER FACTORS

Demeanor: Mean, slow, stupid, and somewhat lazy.

Language: Starting Languages: Most have little or no language capa-
bility and communicate through noises, signals, or actions. The
more intelligent Trolls speak a debased Westron (equivalent to
Rank 4). Stilf Development: Wild Trolls also have the opportunity
to learn: Dunael (Rank 3). Thissingularpotential seems peculiar
to Trolls of Eriador.

Prejudices: Trolls have little regard for anyone, although they

particularly hate Dwarves.

Restrictions on Professions: Wild Trolls only produce Warnors

OuTEITTING OPTIONS

W eapons: Club, mace, war hammer. RM options: cudgel. fist, thrown
rock. The weapons used by Wild Trolls are crude creations of
wood and stone joined by sinew wrappings.

Armor: None or sof t leather.

Clothing: Rough, sleeveless coat of hide; belt or strap of leather

from which to hang a weapon.

Money: 20 silver pieces stolen from travelers or rival Troll clans

BackGROUND OPTIONS
Wild Trolls are limited to one background option.

Special Abilities: Ranges 56-60 and 71-75 not available (re-roll),

Speci’al Items: Any special item possessed by a Wild Troll was
obtained because some individual of another race lost it through
carelessness, theft, or violence. Wild Trolls make nothing cn-
chanted. Although they may possess spell adders or daily spell
items, they cannot use them.

ExtraMoney: Coinage, gems, weapons. and enchanted items worth
1-200¢gp.

Hobbies: Primary Skills: moving and maneuvering in sof t leather, I-
handed concussion weapon skills, thrown weapon skills, climb,
track, stalk/hide, body development. Secondary Skills: caving,
foraging, gambling. Graft Skill:: stone-crafts, leather crafts, uap
building (snares). Lore Skills: animal lore (small game).

Stat Increases: Only Strength and Constitution may be increased,
Forest Trolls may increase Agility.

Extra Languages: In addition to the tongues listed absve. a Wild

Troll might in unusual circumnstances learn: Orkish (Rank 3).

—— = OLOG-HAI =-
(sing. Olog)

The Olog-hai have been bred by Sauron from lesser Troll stock
and have unul late been a rare breed. Cunning and organized—ycr
asbigand strong as their lesser brethren---the Olog-hai are superh
warriors. They know no fear and thirst for blood and victory.

Olog-hai are also called Black Trolls, for they have black scaly
hides and black blood. Most catry blank shiclds and war hammers,
although they are adept at using almost any weapon. They diffa
from older Troll varieties in other ways as well.

Resistance: Black Trolls ignore bleeding orstun results when given
a critical strike from a normal weapon, since they arc more
resistant to unenchanted weapons.

Speciai Abilities: They can operate freely in daylight.

Demeanor: They are relatively quick.

Language: Starting Langiages: They are capable of using normal
language properly, and speak Black Speech (Rank S)and Westron
(Rank 3}, Skill Bevelopment: Black Trolls also have the opportunity
to learn: Orkish (Rank 4) and more Westron (Rank 5).

OuTeITTING OPTIONS

‘Weapons: Battle-axe, club, flail, mace, morning star, two-handed
sword, war hammer. RM options: bastard sword, fist, spiked club,
war mattock, thrown rock.

Armor: Chain with plate insetts. Pot helmet and shield.

Clothing: Rough, sleeveless coat of hide; hide wrist guards; hideor
charn leg guards; leather belt or strap from which to hanga
weapon.

Money: 2 gp.
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BAGKGROUND OPTIONS
Black Trolls are limited to one background option.

Special Abilities:Ranges 56-60 and 71-75 not available (re-roll).

Special Items: Special equipment is usually 1ssued to a Black Troll
by the orders of his commander. Somctimes items are acquired
asbooty on the field of battle. Enchanted weapons are the most
common special items possessed by a Black Troll.

Extra Money: Coinage, geins. or weapons worth 1-200 gp.

Hobbies: PrimarySkillsi-moving and maneuvering inleatherorchain
ammor, any weapon skills, track,ambush. stalk/hide, perception,
body development. Secondary Skills: caving, gambling, signaling.
Atbletic Skills: wrestling. Craft Skills: metal-crafts, leather axafts, crap
building. Lifluence Skills: impressing, intinidating, leadership,
interrogation. Lore Skills: srracegy, tactics.

Stat Increases: ST. CO, and IG may be increased,

Extra Languages: In addition to the tongues liste d above, an Olog
nughtinunusual circumstances learn: Atliduk (Rank 3), Haradaic

(Rank 4), or Nahaiduk (Rank 3).

—————a HALF-TROLLS &=———
(sing. Pertorog; pl. Pirtereg)

Half -trolls are the product of a umon of Olog-hai and Vanag
Men, For this reason, they are sometimes confused with Black
Trolls, but they:ire smaller ard quicker and vaguely resemble Men.
Their 7' height, jet-black skin, longsharp red tongues, and glowing
ted eyes should also serve notice of their uniqueness.

Ralf-teolls diff er from Olog-hai in other ways: they are more
agile, they are as intelligent as Men, and they avoid other Trolls.
Their unique atenbutes often result in Haif -trolls acting as elite
bodyguards, Slayers, or War-lords.

Ruild: Half-trolls are powerful without the cxtverme bulk of their
lesser counterparts. Males average 290 pounds; females, 270
pounds,

Height: Males average 7°1"; females, 6'10".

Clothing & Decoration: They wear crude black clothmg and
constderable amounts of armor;

Language: Starting Language: Half -trolls speak Black Speech (Rank
§) and Westron (Rank 4). Skil! Development: They have the
opportunity (skill development) to learn Varadja (Rank 3),
Haradaie (Rank 4), and Orkish {(Rank 4).

OUTEITTING OPTIONS

Weapons: Battle-axe. bola. broadsword, composite bow, cross-
bow, dagger, fiail, halbard. javelm, mace, mornmg star, scimtar,
short bow. shott sword. two-handed sword, war hammer, whip.
RM options. f alchion, armored fist, war mattock, bastard sword,
blow gun, boometang, throwing darts, kynac.

Armor: Any. Plate armor forged of a black metal is common.

Clothing: Black tunic of leather, silk, or wool; black belt or
bandolier; black wrist guards; black boots; black cape of wool,
silk, or the pelt of a dark-furred beast.

Money: 2 gp.

BACKGROUND OPTIONS
Half -trolls get 2 background options.

Special Abilities: Range 71-735 is unavailable (re-roll). Modify
range 56-60: the type of arumal must be one of those species
more susceptible to Sauron’s influence—serpent, bat, crebain,
rat, wolf, lizard. etc..

Special Items: Special equipment is usually issued to a Half -troll
by the orders of his conunander. Sometimes items are acquired
as booty on the field of battle. Enchanted weapousand tools are
the most common special items possessed by a Half-troll.

Extra Money: Coinage, gem.s, or weapons worth 1-200 gp.

Hobbies: Primary Skills: moving and maneuvering in any armor, any
weapon skills, climb, ride, track, ambush, stalk /hide, pick lock,
disarm trap, perception, body development. Secondary Skills: acro-
batics, animal handling, appraisal, caving, first aid, gambling,
signalmg, trickery. Adbletic Skills- wrestlmg, sprintmg. Crafr Skitls:
metal & leather crafts, flecching. Influence Skiths: leadership, inter-
rogation, seduction. Lere Skills: tactics. strategy, Black Religion.

Stat Increases: Any swat but Intuition may be mcreased.

Extra Languages: In addition to the tongueslisted above, a Half -
troll might in unusual arcumstances learn: Logathig (Rank 4).
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THE CREATURES

This section conrains descriptions of a number of unusual
Middle-earth beasts and monsters. TableST-2(p.250-251)
provides a summaryo fthe combatskill bonusesand capabili-
ties of each of these creatures.

Note: More detailed descriptions of these creatures can be found in
ICE’s “Creatures of Middle-earth” prodict.

BALROGS

Huge and fiery, these man-like demons of might are
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 them. Their most
feared physical weapon is the flaming whip, but their other
hand of ten 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 strength if he doesn’t die of
terror first. Balrogs “fly” over obstacles and don't have to
touch the ground except in a restricted space. They also have
the ability to alter their size considerably.

Since they are Maiar, Balrogs are imbued with an imposing
presence. Their presence is one of their best long-range
weapons: anyone coming in sight of a Balrog revealed in all
of its terrible anger willhave to make a Resistance Roll (RR)
versusa I5th level fear spell or run in terror. If the RR isfailed
by more than 50, the character will faint or be frozen in place
for 1-10 rounds (Treat as unconscious or stunned, respec-
tively). If he fails by more than 100, the character will die of
a heart attack.

Each time a flaming weapon of the Balrog delivers damage,
it causes a Heatcritical in addition to the normal criticals and
will do an additional 5-50 hits of flame damage. The whip
can reach out to 20 feet and ignores shields. Anyone coming
in contact with the body of the Balrog out of water will take
a fireball attack (+30 OB) with no subtractions excepr fa
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
successf ul “Hard” moving maneuver (with all bonuses appli-
cable). Once the victim is in his grasp the Balrog needs to
succeed on the Very Hard column of Table MT-1 (p. 242)
with amodification of +50 minus the target's strength bonus
if the poor soul is conscious. A 100 result means the victim
is split in the middle and quite dead. Any result less than 180
is the number of concussion hits taken less the victim's
Strength bonus, if conscious.

The Balrog of The Lord of the Rings is referred to simply as
“The Balrog” in western lore and is a being so awesome that
the presence of any brethren would hardly go unnoticed. I
is likely, however, that other Balrogs were trapped beneath
the land following the fall of their master, just as the Balrog
of Moria was; such a circumstance could have prevented their
detection. There had been, in the First Age, many Balrogs, for
they were servants of Morgoth, the Dark enemy, master ofall
darkness and mentor of Sauron. The cataclysm that accom-
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. Origi-
nally they came from the Undying Lands, justas theIstariand
Sauron had, and their relative strength when compared to the
inhabitants of Middle-earth is enormous. Even Dragons fear
Balrogs. They are described in many ways by the few who
lived to tell of their passing: Balrogs are both flame and
shadow, huge and changing, “shadow-winged” and slimy,
stronger than the greatest serpent, bearing a flaming whip and
sword of tremendous size and power. As a foe, they arecalled
by Legolasthegreatest bane of the Elves, save the Lord of the
Dark Tower. Gandalf struggled for ten days with the Balrog

of Moria before winning.



CREBAIN

A type of large black crow that has fallen under the sway
of evil. Crebain live primarily in Dunland and Fangom
Forest. Normally they are present in large flocks in order to
keep an eye on one another and to improve the chance of
spotring whatever they are senttofind. Primarilyscouts, they
usually will not attack. They have a +50 Perception bonus
while in the air.

DRAGONS

There are three kinds of Dragons, all of which were created
by Morgoth during the First Age of the Sun. Some slithered
like snakes, others walked, while the most miraculous flew.
All varieties use their physical bodies in combat, while many
of the most powerful of the Dragons also breath fire of
extremne temperatures. Dragons are 90-120 long and have a
wingspan about 20% larger than their length. This entire
huge length is covered with incredibly tough and shiny scales
biggerthana man'’s hand. Dragons have an awesome presence
that terrorizes onlookers as Balrogs do. Further, all of them
are cunning, vain, extremely intelligent, and possess excellent
senses of all sorts. They are rapacious, greedy, and love
destruction and fire,

Physical attacks by Dragons are of terrifying power. The
GM should allow Dragons to attack multiple targets, one
with each limb that is available, plus the mouth and tail. All
extrernities should be able to arrack more than one person
witha- 15 modification for each additional target. A Dragon
Qn attack one target with any two adjacent extremities.

The most fearsome weapon of some Dragons is the breath
weapon, however. When used againstone target, itshould act
on the Bolt Spells Actack Table AT-7 (p. 236) with a 100-
150 OB outto300 feet. When used against a group, the Ball
Spell Artack Table AT-8 (p. 236) is used with a 30-50 OB
out to 150 feet. When used on the ball table, the breath
coversa cone with a SO' wide base. A Dragon can breath once
every six rounds, up to 4-6 times per hour.

With a breath like a full force hurricane, a Dragon can set
a river steaming like hot tea and reduce to cinders and
blackened stumps a thriving Mannish settlement. Themighty
winged Dragons first appeared on the scene in the later First
Age when Morgoth, intent upon destroying the Valar,
unleashed a host of winged. fire-breathing monsters led by
Ancalagon the Black, the mightiest of all Dragons (Ancalagon
makes Smaug look like a homesick Hobbit). Fortunately,
Ancalagon was slain by Earendil in a battle in the sky. The
slain monster fell upon the “Mountains of Tyranny” raised
by Morgoth and flattened them (and Morgoth'’s hopes) in
one earth shattering crash that instantly invalidated all
contemporary topographical maps of Middle-earth.

Dragons, while unwise, are cunning and cruel creatures
who can reason, dream, and even prophesy. They are always
ready to suspect the worst of others, since they themselves are
always up to the worst. Nothing pleases a Dragon more than
sacking a town of irs treasure, gather'ng the booty into a
golden heap and nesting upon it for a century or two.
Dragons do have genuine weaknesses: they tend to grow vain
and complacent if unchallenged, giving themselves away in
riddling talk, and each seems to have an Achilles heel, or soft
spot, where its armor can be pierced and mortal damage done.

Dragon
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DUMBLEDORS
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 targetis hit and
given a critical and fails an additional 3td 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 arethought to be of divine creation;
the Eldar, the first Elves, believed Eagles to be direct mani-
festations of the Thought of Manwé, 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 Manwé ordered them to build their eyries in the
peaks and crags of Middle-earth’s greatest mountains and to
keep an eye upon the Mortal Lands below, reporting to him
what they saw and heard. These winged reporters were
greater in size than their Third Age descendants: Thorondor,
the First King of the Eagles, had a wingspan of 180 feet!

In the turnoil of the First Age, the Eagles served the Eldar
valiantly. After Beleriand was swallowed up by the sea, the
Eagles flew east. Some settled in the 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 to depend upon the Eagles for
rescue, information, and def ense. When the Eagles chose to
cooperate, rhe help-seekers were not disappointed.

=

The Great Eagles of Middle-earth are princely birds.
Imperious, swif tand proud, these hunters show no mercy to
foes or prey. Clasped in the Eagle’s talons, a foe may as well
shut his eyes and prepare for eternity. Armed with a hooked
beak and vice-like, four-toed talons to clutch and crush or
impale its prey, an eagle cannot be easily overcome by force.
The eyes of the Eagle are relatively bigger than man's and,
unlike otherbirds, their retinas contain dense concentrations
of extraordinarily precise color nerve receptors to give 1
marvelously accurate sense of color discrimination. A soaring
Eagle can perceive details in a landscape eight times better
than a man. for example, the Lord of rhe Eagles can spota
rabbit dashing for cover a milebelow 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. Littleloss of accuracy and clarity
occurs in the dark.

The great narural gifts of the Eagles make them valuable
allies in war. However domineering and lacking in sentiment,
the Eagles are concise, rational, and difficult to beguile.
Unlike Dragons, who (one-on-one) have greater desrructive
power, the Great Eagles operate as a squadron, and their
wisdom and knowledge make them a match for almost any
evil force in Middle-earth. These extremely wise and intelli-
gent beasts should not interfere of ren in the concourse of the
world, but when they do act, their interference should be
most puissant and effective in nature.

ENTS, ONODRIM

The Ents are the strongest and lacgest of the natural raccs.
Their limbs are extremely hard and can rend stone and steel
when they are roused, which, while rare, is a sight few wish
to behold. When enraged, all viewing the Ent must resist a
10th level spell of Fear. Those failing by 1-50 flee: those
failing by more than 50 freeze in terror for 1-100 rounds,

An Ent may use any object at hand as a thrown missile
much like a giant, but with a 110 OB due to their greater
ability. Theskinonan Entis extremnely tough, being resistant
to all but strong axe blows. Therefore, blunt weapons and
arrows do only halfdamage and must do an ‘E' critical betore
being able toroll onthe Physical Criticalsfor Large Creatures
Table CT-10(p. 239) at minus 10. Flaming weapons o fire
affects them as a normal creature.

Though the oldest of speaking peoples, Ents were dor-
mant until the coming of the Elves. Elves taught them to
speak and inspired them to become mobile. Ents are the
shepherds of the forest and usually resemble one specific
variety of tree. This leads to a wide disparity of sizes and
description. Gentle by narure, Encs are not quick thinkers
and do not act rashly except when incredibly angry.

Ents are a dwindling race, partially because they have been
reverting to their dormant tree-like form out of weariness,
forgetfulness, or bitterness. Another key cause is the disap-
pearance of the Entwives, who. over a span of many yeurs.
becaime sundered from their mates and have vanished from

the pages of history.



FESTITYCELYN
A vast turtle-like animal mentioned only in Hobbit leg-
ends, the Fastitocalon is big enough to camp on. They would
be about 150 feet long, almost as wide, with huge heads and
flippers that are extremely powerful. If angered, they would
find it quite easy to destroy most boats or ships.

FeLL BEASTS

Cruel mockeries of the Eagles, the Fell Beasts make their
homes in high caves or on shelves beneath overhangs of rock.
A number of them are spread throughout the hills of
Southern Mirkwood. These creatures grow to lengths of
thirty feet with 30-35 foot wingspans and are distantly
related to thecolddrakes of ancient days. Theycannot breath
fire, but their physicalarmory 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 nightsight and can glide sound-
lessly and effortlessly, allowingthem to attack with complete
surprise at night. (Add +50 OB to any first attack at night
if the target does not make a -30 Perception roll to spot the
beast.) During daylight hours. they use a more direct ap-
proach;a fast dive out of the sun impales their target ontheir
outstretched claws. Somewhat social creatures, they often
hunt in pairs, one beast making a distraction while the other
srrikes from behind. Large Fell Beastscan support the weight
of two men in flight and are frequently used as mounts by
Sauron's Nazgiil and Olog-hai warlords.

FLIES oF MORDOR
The only beasts in Mordor, these grayish insects are each
marked with the Eye of Sauron on their back. Individually,

they are 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 attack. Giants
are also capable of crushing people under their huge feetand
throwing any large objectthat is ac hand. Both attacks require
a maneuver roll against the victim’s movement and maneuver
bonus, and, if successf ul, an attack with a 90 OB. Objects are
thrown on the missile atrack table, doing double hits, while
the stomp attack is done on the Two-Handed Weapons
Attack Table AT-3 (p. 233), causing triple the listed concus-

sion hits.

HuMMERHORNS

These large insects are said to attack armored knights.
Shaped much like mosquitos, they have a wingspread of
about four feet and weigh about ten pounds. L oving 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 f orests under the
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 Ents who
have slipped into dormancy.

Huorns who have come under the influence of Shadow are
hostile to the kelvar (“living things that can ere"), andcreate
a hot, oppressive atmosphere when such walk beneath their
boughs. Huorns free of the Dark Lord stand in woodlands
made merty by singing birds, shafts of sunlight, and aiy
glades. Huorns of both persuasions (good and bad) can be
persuaded to fight their foes under the direction of an Ent.
Most speak Entish and understand Westron,



Merry’s words in Tolkien’s The Two Towersshed additional
light on the nature of Huorns. “Treebeard won't say much
about them, but I think they are Ents that have become
almost like trees, at least to look at, They stand here and there
in the wood or under its eaves, silent, watching endlessly over
thetrees; but deep in the darkest dales there are hundreds and
hundreds of them...

“There is great power in them, and they seem ableto wrap
themselves in shadow: it is difficult to see them moving. But
they do. You are standing looking at the weather, maybe, or
listening to the rustling of the wind, and then suddenly you
find that you are in the middle of a wood with great groping
trees all around you. They still have voices, and can speak
with the Encs..but they have become queer and wild.
Dangerous.”

KrakEN

Huge, evil kin to the giant squid, Kraken lutk wherever the
forces of Darkness need a guard in fresh or salt water. Each
Kraken has many, many arms and can artack up to three
targets at once (with its full OB). If it chooses to concentrate
the three simultaneous atracks into one, the creature is even
more formidable (+50 OB for each attack foregone). A
Kraken can also attack more than three foes, albeit with
somewhat dimtnished effectiveness(-25 from each attack for
every target over three attacked in the same round).

Once entangled (any ‘C’ critical or better), a victim cannot
use his shield (no shield bonus), and the Kraken's attacks on
him are more deadly (+20 bonus plus any of the applicable
situational bonuses). As listed in Table ST-2 (p. 251), there
are three diff'erent sizes of Kraken. The major diff erences
between them are the power of the attack (OB) and the
toughness of the hide (arinor type).
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Mearas

Mewlips

MEARAS
Super horses of the Rohirrim, the Mearas are virtually
worshiped by the blond horsemen. Mearas are much more
intelligent, faster, and hardier than any other horse. Assuch,
they make ideal warhorses if they can be acquired. No Rohir
will sell such a steed and all will inquire about one he sees that
is not in the hands of a Rohir noble.

MEewrips

Mewlips are an evil race of cannibalistic spirits said to be
akin to the Wights. They favor noisome swamps and marstes,
endangering anyone nearby. Once killed, however, they can
prove profitable, since they are hoarding beasts. [fa group of
Mewlips s put to flight or killed completely, a Track
maneuver with a -50 modification will lead the party to the
Mewlips' lair and treasure, along with another larger group
of Mewlips arranged in defensive terrain they know well.

MUMAKIL

Very much like the extinct wooly mammoth, the Mtimak
has been trained as a beast of war by the Haradrim and other
Southrons. All Mfimakil love battle and are not easily
controlled once battle s joined. Any horse that comes within
100" of a Mfimak must make a RR against a 10ch level spell
or flee in tetror. (The horse’s tider gets his riding bonus asa
modifier.)Duetothe armor on M{imakil in wargear and their
naturally tough hides, all arrows only give half damage and
give criticals on the Physical Criticals for Large Creatures
Table CT-18 (p. 239) with a -10 modification on a‘D’ or
better.



NazacOL

The greatest of the servants of Evil during the Third Age,
the Nazgil are feared by all. Also called the “Ringwrarths”
orsimply “The Nine,” these are nine great lords of men who
were enslaved by Sauron in the Second Age. Each had coveted
great power and accepted one of the Nine Rings of men
wrought by Sauron. Since the rings are ruled by the One Ring
and controlled by the Dark Lord, the NazgGl became his
slaves. As time passed they became immottal in spirit, but
their bodies gradually faded into mist. Essentially, they
became “shadows" of great power and are now Sauron’s most
trusted Lieutenants.

The Witch-king of Angmar, also called the Lord of
Morgul, is their chief. Of the Nine, he possesses the greatest
power and ability for independent action. The Nazgdl are
afraid ofdeep or running water, fire, and holy Elvish nanies
such as “Elberech.” They are virtually blind by usual stan-
dards, but possess an amazingsenseof smell and canenlist the
help of other creatures (such as specially trained horses).
Their power is lessened during the day; Khamill, the second
incommand, has a considerable fear of the light. All Nazgil
shared this weakness to some degree, but all, including
Khamtil, can master their fear.

Nazgiil wear large dark cloaks, hauberks and helmets.
Underneath their clothing, they are but misty forms with
almost no substance. The special powers of the Nazgiil are
very numerous, but they also use more mundane weapons
such as swords and poisoned daggers. One special power is
fear. Anyone coming in sight of a Nazgfil is affected with
unease and terror (without aRR). Anyone foolish enough to
face them in combat and view their red glowing eyes must
make a [ Sth level RR or freeze in combat and be cut down
like a cornstalk.

Anyone survivingclose contact with a Nazgil or a critical
received from a Nazgfil must make a I0th level RR (Chan-
neling) or suffer the Black Breath (If a critical is the cause of
theRR, the RR is -30). This is somewhat similar to freezing
todeath—nomatter what the temperature—but also freezes
anddestroys the target’sspirit and soul. Death occurs 10 days
after exposure, modified by a number of days equal to the
victim's Constitution bonus.

Most weapons that come in contact with a Nazgdl will
wither and vanish. No weapon exceptthose of Westerresse
or Elvish make will harm the Nazgiil even if they do hit. A
RR versus a 10thlevelattack should bemadeforany weapon
hitting a Nazgdl. All weapons are Ist level but the following
wodifiers apply: double the bonus of the weapon (+10adds
20 o the RRY); Elvish make +20; Niimenorean make +10;
ora Holy weapon is +30. These bonuses are cumulative.
(For example. a +15 magic short sword made in Niimenor
would have a +40 bonus fora RR needed of 45 or better.)

All Nazgdl ate capable of using some sort of spells of
diff ering power. Beckoning spells and blasting fire are the
most common. Of the Nazgtl, the Witch-king of Angmaris
the most sorcerously inclined. Mostly. Nazg(il ride large
black horses or Fell Beasts that are inured to their presence.
These horses provide the Nazgl with physical senses. Since
theNazgdlare spirits, they see bestin the spiritworld and rely
heavily upon symbiotes such as horses for their direct
interaction with the commonplace world.
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See the culture/race description in Appendix A-2 (p. 178-
179).

Orcs

See the culture/race description in AppendixA-2(p. 175-
176).
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SPIDERS, GREAT

Encounteredin the old forests of Middle-earth, the
Great Spiders are the remnant of an evil race bred by
Morgoth and augmented by Ungoliant. Inrelligent
and capable of speech, these Spiders can easily trap
and eat all buc the doughtiest of foes. The mightiest
of the Spiders in Middle-earth during the Third Age
is Shelob the Great. She lives in Cirith Ungol and is
leftalone even by Sauron. Most 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 ST-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 hits
homeand givesan ‘A’ critical orbetter forces the target
to make Resistance Roll (Sth level attack level) versus
poison or fall 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 S0, the target dies in six rounds.

TroLLS
See theculture/race description in Appendix A-2(p. 177-

179).

V AMPIRES

Vampires are another of the ancient beasts from the pits
of Morgoth. Many of his and Sauron's chief servants and
messengers took the form of Vampires. All Vampires canfly
and are armed both with weapons and powerful talons on
their leading wing edges, They are spirits and affect weapons
much like Nazgdl, butwith only a third level ef fect. The most
famous Vampire was Thuringwethil in the First Age. After
she lost her magic cloak and vanished, the cloak was used by
Ldrhien, who along with Beren, infiltrated Angband and
stole the Silmarils.

WARGS
As the Great Eagles are greater than earth eagles, so are
Woargs greater than normal wolves. Malicieus but intelligent,
these beasts are large enough to serve as mounts for tribes of

Orcs they are allied with.



WEREWOLVES

Evil spirits held in thrall by a greater Evil, the werewolves
were the special servants of Sauron during the Wars of
Beleriand in the First Age. Werewolves speak both Black
Speech and most Elvish tongues, and this is but a small part
of their cleverness. Like Balrogs, they force opponents to
tesist their terrible presence, although the RR isbased only
on a Sth leve! attack. Lesser Maiar or another type of spirit,
the Werewolves are not slain easily. [fthey are slarn, the spirit
isonly temporarily removed from the physical pain and will
return to seek our irs slayer.

WIGHTS

Wights appear as dark, shadowy human forms with eyes
akin co faint lights. They inhabit the same world as the
dreaded Nazgdl and are hard to perceive as anything other
than dark. misty shapes. If seen with the aid of special magic,
Wights wili take the tattered forms of great lords of men with
cold cruel eyes. Wights inhabit the old graves of Diinedain,
sent as messengers of despair by Sauron and the Witch-king
of Angmar.

Wights are extremely hatd eo kill. They take half concus-
sion hit damage from non-magic weapons, criticals they rake
are resolved on the Large Critical Tables, and they have the
same weapon dissolution effect of Nazgél with an amack
level of three. Anyone touched by a Wight. or hit by its
weapon, is affected like the Nazgil's Black Breath with an
atrack level of seven. Unlike the Black Breath, this effect is
immediate. Wights also affect onlookers as a Balrog, but at
only the Sth level.

The only way to permanently kill 2 Wight is o kill it
physically, open the grave it inhabits, and spread the graves’
contents out for all passersby to take and thus scatter. If this
is not done, the grave will quickly be reinhabited by another
similar Wight. Three different types of Wights are given in
the chart. The power ofa given Wight should relate directly
to the power of the lord buried in the grave the Wight
inhabits.
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THE SPELL LISTS

Eachspelllistis organized with the spell list title atthe top,
followed by a summary of the spells on that list and
concluding with the detailed descriptions and explanations
of each spell. The descriptions of the individual spells are
ordered according to the levels of the spells (levels I through
10). Each spell’s area of effect, duration, and range are listed
in the supunaries. 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 of Eff ect, Duration, and

Range.

ARrga OF EFFECT

This is the scope of the spell's effects. Depending upon the
spell, this can be the size and shape of the area affected, the
type of target, the number of targets, the mass affected, etc.
For some spells, the area of effect varies with the caster’s level
(e.g.. LO'R/Ivl 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.

DURATION
The duration of a spell determines how long the effects of
the spell last. The duration can be:

5o

¢ Only for an instant (e, “=

* For a fixed amount of time (e.g., "l min")

* For an amount of time dependent upon the caster’s level
(e.g. “I min/Ivl")

* 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
concentrating for one round. Canceling a spell will not
always negate its ef fects (e.g., canceling a Wall of Firedoes 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 caster’s level

(e.g. "10'/1vl")

The range given is an upper limit, and spells may be cast
at a target (or take effect) at lesser ranges. If aspell hasan area
effect, the center (or the approximate center) of the area of

effectmust be within range, but part 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 thespell functions interms of ef fect, attack table used,
skillbonus used, and Resistance Roll requirements, The use
of attack tables, skill bonuses, and Resistance Rolls is
discussed in Section 8.3 (p. S0-54).

SuMMARY OF SPELL CLASSES

Abbr Spell Class RR? Bonus / Attack Table
E  Elemental no none/ none
BE Ball Elemental no  Base Spell OB / AT-8
DE Directed Elemental no  Directed Spells / AT-7
F Force yes Base Spell OB / AT-9
P Passive yest  Base Spell OB / AT-9
U Unliey yes Base Spell OB / AT-9
1 Informational no none

t—RR is only used to determine if the target is aware of the
spell
(E) — Elemental spell: These spells use the force of the spell to

manipulate physical elements (heat, cold, wind, light, water,
earth, sound, smell, taste, touch). These elements (and not
thespell)areused either to create a phenomena that can affect
the physical environment of the target (e.g. a “Wall" spell)
or the senses of a target (e.g., an “Illusion” spell’). Since the
clements are real, no Resistance Rolls are normally allowed,

(BE) — Ball Elementat Spell. These are elemental spells that
attack an area with one of the physical clements; i.e,, “Ball”
spells. The attacker’s Base Spell OB bonus is used to modify
the attack roll forsuch aspell, and such attacks are resolved

on the Ball Spells Attack Table AT-8 (p. 236).

(DE)—- Direrted Elemental Spell: These are elemental spells thar
directly attack a target with one of the physical clements; ie,
"Bolt”spells. The attacker’s Directed Spells bonus is used o
modify the attack roll for such a spell, and such attacks are

resolved on the Bolt Spells Attack Table AT-7 (p. 236).

(F) — Force spell: These spells involve the direct manipulation
of marter, energy, the elements, 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 attack on the Base Spells
Atrack Table AT-9 (p. 235) (modified by his Base Spell
OB). Then, the target must make a Resistance Roll to see if
it is affected by the spell. Most base attack spells fall into this

class.

(P) — Passive spell: These spells usually only indirectly or
passively affect a target. Thus if a Resistance Roll (GMs
decision) is allowed, its purpose is only to determine if the
target is aware of the spell. Many detection spells and
protection spells fall into this class.



(U)— Uility spell: These spells only aff ect the caster, a willing
wrger, or a target incapable of resistance. Thus, Resistance
Rolls are usually not necessary. A willing target who is
apable of resisting may still be required to make a Resistance
Roll. but it is modified by -50. Most healing spells fall into
this class,

(D)— Informational spell: These spells involve gathering infor-
mation through means that do not require any Resistance

Rolls.

Note: A targetis capable of resisting a spell if it is a living creature
orif it is ma giml or enchanted or if it bas spt(ial properties which
might resist the spell (GM's decision ),

ABBREVIATIONS
RF ...Risk Factor (Section 15.3, 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)
day .24 Hours (1440 minutes or 8640 rounds)

* wnlnches

........ Feet

Qi ... Miles

av'....Cubic feet

R __..Radius

/vl .Per level of caster

~...~.Effect lasts only an instant.

* . The spell is an instantaneous spell and any rolls

required to cast it (i.e., attack rolls) are not modified
because of the number of preparation rounds taken.
A character may still cake full action during the
round in which he casts an instantaneous spell.

¢ Either the spell requires concentration (see below)
to cast or to control, or the spell will last as long as
the caster concentrates.

P.....The duration of rhe spell’s effects is permanent in the
sense that the physical or mental condition created
by the spell is real. The “permanent” condition
created may be disturbed by another spell or natural
physical forces. For example, Freeze Water 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 a spell will deteriorate and disperse according to
normal physical laws and properties.

Br#x#
object.

#% chance  This is the percentage chance of an event
occurring. Roll I-100 and if the roll is less than or
equal to the #, the event occurs; otherwise, it does
not.

The physical dimensions of an zrea or

“time” (C) The spell lasts as long as the “time”
given, but its effects occur only on rounds in which

the caster concentrates (see “Definitions of Spell
Terms” below).

“time” / # pt of failure of RR  [f atargetfalsa
Resistance 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 target
failed to resist by. Suppose for example, a spell
(Blinding) indicates “I0 min / 10 pt of failure of
RR."” If the target needed to roll a 5O to resist and
rolled a 24, he would have failed toresist by 26
points or two complete increments of 10 points.

Thus the target is blinded for 20 minutes.

DEFINITIONS OF SPELL TERMS

Animal— A living creature of fecling and voluntary motion,
but not particularly intelligent.

Being — Any intelligent creature, including all humanoid
types, enchanted creatures, etc.

Concentration — If a caster “concentrates,” he may not
perform any action otherthan moving up to 10" each round.
If he is attacked and given hits, he must make an orientation
roll (Section 10.0, p. 57) to maintarn concentration. Con-
centration is automatically broken if the character is stunned
or rendered unconscious. Certain spells (with a duranon
other than "C") allow the caster to break concentration and
then return to concentration later (e.g., most detect spells).

Inorganic — Not of or deriving from livingorgantsms (e.g.,
iron, copper, silver, water, glass, etc.).

Organ — A diff erentiated part of an organism, adapted for
aspecific function (e.g., aliver is an organ, a heart is an organ,
the muscles in a leg are not an organ).

Organic — Of or deriving from living organisms (e.g.,
leather, bone, corton, wool, etc.).

Stone Troll
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PHYSICAL ENHANCEMENT
(Open Essence Speu List)
Area of
Effect Duration  Range
I Resist Heat I target I min/1vl 10
2 Resist Cold I target I min/Ivl 10
3 Sly Ears I target 10 min/Ivl 10
4 Balance ® I rarget varies 10’
5 Nighevision I target 10 min/Ivl 10
6 Sidevision I target 10 min/Vl 10’
7 Sounding I target 10 min/Ivl 10’
8 Watervision I target 10 min/Ivl 10’
9 Waterlungs I rarget 10 min/Ivl 0
10 Gaslungs I target 10 min/Vl  10°

I—Resist Heat (U.RFS) Target is totally protected from all
natural heat to 200°F and adds + 10 to RRs vs. heat spells
and -10 to elemental heat and fire spell attacks.

2—Resist Cold (URFS) As Resist Heat, except 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 onlyhearing, +25 to Perception maneuvers involv-
ing hearing and other senses.

4—Balance (U* RFS)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.

S5—Nightvision (URFS) 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-Sidevision (U,RF5) 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 (URFS) As Nightvision, exceptrarget can see

100’ in water, even murky water.

9—Waterlungs (U,RFS) Target can breathe water as if it
were normal air, but he will be unable to function in air (he
will passout but will not die).

10 -Gaslungs (U.RF5) As Waterbmgs, except target can

breathe any gas (including air) as if it were normal air.

A-4.1 « OPEN ESSENCE SPELL LISTS @

ESSENCE’S WAYS
( Open Essence § pelf List)

Area of
Effect Duration  Range
I Detect Essence SR I min/ivI(C) I0®
2 Text Analysis ] text 1 min/IVi(C)  self
3 Detect Channeling SR I min/IVI(C) 100
4 Detect Invisible SR I min/Iv (C) 0O
S Detect Traps S I min/lvl (C) 100
6 Text AnalysisII text I min/Ivl1 (C) self
7 Detect Evil SR I min/Iv1(C) 100’
8 Location ! target 1 min/lvl (C) 100"
9 Perceive Power 5'R I min/Ivl(C) 100
10 Delving 1 item - touch

I-Detect Essence (P,RES) Betects any item or active spell
from the Essence realm; each round caster can concentrate on
any SR area within the range.

2—Text Analysis I(I,RFI ) Caster can read text written in an
unknown language, but only understands basic concepts
from it.

3—Detect Channeling (P.RFS) As Detect Essence, except realm
is Channeling.

4—Detect Invisible (P,RFS) As Detect Essence, except detec
invisible things; all attacks against an invisible thing so
detected are modified by -50. No attack can normaliy be
made without some forin of detection.

5—Detect Traps (P,RFS) As Detect Esserice, except it gives
75% chance of detecting a trap (certain traps may receive
modifications to this chance).

6—Text Analysis II(I,RF1) As Text Analysis I, except givesa
complete technical analysis (vocabulary and syntax) but not
an understanding of idioms (jargon), subtle implications, or
Cultural refereﬂces.

7—Detect Evil (P.RFS) As Detect Essence, except detects ifa
being or item isevil or if anitem was created by evil or if
an item wasused by a very evil person for an extended period,
8-Location (P,RFIO) Gives the direction and distance of
any specific object or place that the caster is familiar with or

has had described in detail.

9—Perceive Power (P,RFS) As Detect Essence, except it will
givean estimate of the power (level or potency) of the persan
or item or spell exainined.

10—Delving (LRFS) Gives significant details about an

item’s construction and purpose (not specific powers).



UNBARRING WAYS
(Open Essence Spell List)

Area of

Effect Duration  Range
I Lock T lock - 100"
2 Magic Lock 1 door ! min/Ilvl  touch
3 Locklore I lock - touch
4 Opening 1 I lock - touch
S Traplore I trap - touch
6 Disarm I I erap - touch
7 Jamming 1 door P 50’
8 Weakening 1 door P 50
9 Openingll I fock - touch
10 Undoor 1 door P 10!

I-Lock (F.RFIO) Caster can cause any lock he can see
within 100" to be locked. The lock is just normally locked
and can be unlocked normally.

2-Magic Lock (F,RFIO) A door (or container) can be
magically “locked.” The door can be broken normally or the

spell can be dispelled. Otherwise the door cannot be opened.

3~Locklore (I,LRF 1) Gives the caster a +20 modification on
picking the lock analyzed and +10 to anyone to whom he
describes the lock.

4Opening I (F,RF10) When caston a lock there isa 20%
chanceanormallock willopen,anda 45% chance that aMagic
Lckwill open (failure means there is a 0% chance of setting
off attached traps). Rolls are open-ended, and the quality of
the lock may modify the roll.

$-Traplore (1.RF1) As Locklore, except that it applies to
disarming traps.

6-Disarm I (F,RFI0) As Opening I, except its chances apply
todisarming traps.

7-Jamming (F,RF10) Causesa door to expand and jam into

its frame (roll 1-100 for severity, ranging from slightly stuck
to unopenable).

8-Weakening(F,RF10) Reduces the inherent strengthof a
door by 50%.

9-Opening II (FRF20) As Opening I, except chances are
40% for normal locks and 90% for a Magic Lock.

10-Undoor (F.RF40) Will vaporize a non-magic door up
toé" thick, 10" high and 10" wide (if the door is thicker than

6" it will vaporize 6''). Doors made of special material will

getaRR.

ESSENCE HAND
(Open Essence Spell Lis)
Area of
Effect Duration  Range
1 Vibrationsl uptoS1lb 1 min/Ivl 100’
2 Shield * self I min/ vl self
3 Staying upto S Ib 1 nun/Ivl 100°
4 Telekinesis | uptoSlb I min/lVI(C) 100
S Deflections * T missile - 100"
6 VibrationsII upto 20 b 1 min/Ivl 100’
7 Bladetum * I melee attack - 100!
8 Stayingll upto201b 1 min/Ivl 100"
9 TelekinesisII  upte20Ilb I min/lWI(C) 100
10 Aiming”® I missile I rnd (C) touch

I-VibrationsI (F,RF1S) Causesan object(up to 5 Ib. mass)
to vibrate rapidly; if fragile it may break (make a RR). If it
is an object that is being held, the holdermust make a RR or
fumble it (each round).

2-Shield (F*,RF10) Creates an invisible force shield in front
of the caster; it subtracts 25 from melee and missile attacks
and functions as a normal shield (e.g,, it is operated as if held
by the caster) if the caster is not already using one.

3—Staying I (F,RFS) Exerts S Ib. of pressure on a person or
object. Object cannot be moved by staying alone, and
pressure can only be in one direction.

4-Telekinesis I (F,RFI5) One object can be moved (up to
S Ib. inmass) I'/second with no acceleration. Living beings
or items in contact with a living being get a normal RR based
on the living being. [f the caster stops concentration before
the duration is up, the object remains stationary as if it had
Staying Ithrown on it.

S5—Deflections (F*,RF15) Castercan deflect any one missile
that passes within 100" of him; this causes 100 to be
subtracted from the missile’s attack (missile must pass
through caster’s field of vision).

6—Vibrations II (F.RFI5) As Vibrations I, except mass limit
is 20 Ibs.

7-Bladeturn (F®.RFIS) As Deflections I, except the -100

modification is applied against one melee attack.
8-StayingIl (F.RFS) As Staying 1, exceptmass limit is 20 [bs.

9—Telekinesis II (F,RFIS) As Telekinesis [, except mass limit
is 20 Ibs.

I10-Aiming (F°,RF20) By concentrating on the mind of a
missile firer and the flight of the missile, the caster causes a
additional +50 to be added to the attack roll of the missile.
The caster must concentrate, touch the firer and see the
missile for the entire round that the missile is fired.
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SPELL W AYS
(Opent Essence Spell List)
Area of
Effect Duration  Range
I Spell Store 1 spell vanes self
2 Cancel Essence * self (@ self
3 Runel 1 sheet vanes touch
4 Cancel Channeling * self & self
S Rune Il 1 sheet varies touch
6 Dispel Essence * I0'R &7 self
7 Rune Il 1 sheet vanes touch
8 Dispel Channeling®  10'R & self
9 Rune V 1 sheet vanes touch
10 Sign of Seunning [ o vanes touch

I-Spell Store (U,RF1) Caster may cast thisspell inaddition
to, and just bef ore, the spell he wantstostore. Thenthestored
spell may be cast at any time, 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 (F*,RFIO) This spell helps protects the
caster from Essence spell attacks. When the Cancel Essence
caster is attacked by a spell of the Essence realm, the attacker
must make a RR against the Cancel Essence spell. If the
attacker’s RR is successful, the attack spell proceeds nor-
mally. Otherwise, the acrack 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 Rune
spell and then the spell to be inscribed. Rune I can only
inscribe Ist level spells. The cune paper can be reused.

4—Cancel Channeling (F",RFIO) As Carrcel Essence, except
only Channeling spells are affected.

5—Rune II (F,RFI) As Rune I, except Ist-2nd Ivl spells may
be inscribed.

6—Dispel Essence (F*,RF10) As Cancel Essence, except dispel-
ling effect is in a IO'R about the caster and any already
existing spells in the radius make asuccessful RR (witha +30
modification) or be canceled.

7—Rune III (F.RF1) As Rune I, except Ist-3rd Ivl spells may
be inscribed.

8-Dispel Channeling (F".RFIO) As Bispel Essence, except
only Channeling spells are affected.

9-Rune V (F,RFT) As Rune I, except Ist—Sth Ivl spells may
be inscribed.

10-Sign of Stunning (F,RFI) A Sign on a “non-mobile”
surface. 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 of
Siunning stuns the triggeting victim for I0 min/I10 pt of RR
failure.

ESSENCE PERCEPTIONS
(Open Essence Spelt List)
Area of
Effect Duration  Range
1 Famuliar I target P(S) touch
2 Presencel® I0°R 1 end/Ivl (C) self
3 Listen varies I min/Ivl (C) 10
4 Presencelll® 30R 1 md/Ivi(C) self
S Long Ear vartes [ min/IvI{C) 100’
6 Watch varies I min/IvI(C) 16
7 Long Eye vaties 1 min/Ivl{C) 100’
8 Observe vartes 1 min/Ivl (C) 100"
9 Presence V SO'R Imd/WI(C) self
10 Telepathy I target 1 md/M (C) 10

I-Familiar (U,RFS) The caster can attune himself toasmall
animal (to be called his familiar). The caster must ebtain the
animal (can be no more than 10% of castet’s own mass) and
cast the spell on the animal once/day for 1 week (concentrat-
ing for 2 hrs/day). The caster can then control the familiar
and view the world through its senses by concentratingon it
(must be within 50'/1vl). If the animal iskilled the caster will
be at -2S for all actions for 2 weeks.

2-Presence I (P*,RFI0) When he concentrates, caster is
aware of the presence of all sentient/thinking beings within
10'; ie., the caster knows where they are. He also gets
feelings of which ace intelligent and which are animals.

3-Listen (LRFS) Caster can pick a point up to 10" away, and
as long as he concentrates, he will hear as if he were at that
point(there can be intervening objects such as walls). He may
stop concentrating and later continue aslong as the duration

of the spell has not expired.

4—Presence III (P*RF10)As Presence I, except that the radins
of awareness is 30'.

5—Long Ear (LRFS) As Listen, except that caster’s point of
hearing may be moved independently up to 100" away
(moves at 10'/rnd), if he is physically able to go there (i.e.
he could not send his pointof hearing through walls or closed

doors).
6—Watch (LRFS) As Listen, except the caster sees from the

fixed point {it can rotace).

7—Long Eye (LRFS) As Long Far, except the caster sees from
the moving point (it can rotate).

8—Observe (LRES) As Listen and Waich, except caster can

listen and watch at the same time and the range is 100",
9-Presence V (P*RFI10) As Presence I, except that the radius

of awareness 1s 50"

10-Telepathy (P.RFIQ) Castercanreadthesurface thoughts
of one target. If the target makes a RR by more than 25, he
realizes what is happening,



ILLUSIONS

(Open Essence Spell List)
Area of
Effect Duration  Range
I Sound Mirage I0'R 10 mm/IMl 100"
2 Unseen I carget max 24 hr 10
3 Lighe Mirage IO'R 10 min/Ivl 100’
4 Invisibility 1 I target max 24 br 107
5 Taste/Smell Mirage 10R 10 min/lvl  100'
6 Hlusion 11 vanes vanes vanies
7 Phantasm 1 I0R I min/Iv(C) 100
8 Invisibility I1 IO'R max 24 hr 10°
9 [Husion LI varies vanes vanes
10 Phantasm 11 vanes vanes (C)  vanes

I-Sound Mirage (E,RFI0) This illusion creates any set of
simple immobile sounds coming from an areaof up to I0'R.
¢ can dampen normal sounds in the area to the loudness of
anonnal conversation.

3-Unseen (ERFI0) A single object (or being) is made
ivisible(I garment, I nakedbody, etc.)until 24 hrs. pass or
the object is struck by a violent blow (being hit by a weapon,
falling, etc.) or the object (or being) makes an attack.

3~Light Mirage (E,RF10) Creates any simple immobile
mageorscene in an areaof up to IO'R. [tcan dampen normal

light in the area to the brightness of candlelight.
4-Invisibility I (E.RFI0) As Unseen I, except everything

within 1" of the target is invisible as long as it starts and
remains within the I'R.

$-Taste/SmellMirage (E,RF10) Creates any set of simple
mmobile tastes or smells in an area of up to I0'R. It can
dampen normal tastes and smells in the area.

6-Illusion IT (E,RFI 5) Creates a simple immobile image or
scene up to an area of 10'R. One of the following options
may also be chosen: a) an extra sense may be added to the
illision or b) the duration may be doubled or c)the range
an be doubled or d) the radius of effect may be doubled.

7-Phantasm I (E,RF15) This illusion creates the image of
one object or being that will move however the caster wants
while he concentrates. When the caster stops concentrating,
the image remains, but stops moving (the caster can resume
concentration later and resume moving the phantasm). The
mage can be any size that would fit ina [O'R sphere.

8-Tavisibility II (E,RF1S) As Invisibility I, except the radius
supto 10"
9-Nlusion III(E,RF15) As Ilusion I, except two options are

dllowed.

10-Phantasm IT (ERFI1S5) As Phantasin 1, except one of the
options from IHusions II may also be chosen or two images
an be created and moved (both images must be within the
aster’s field of vision).

Note: Tde sense aspects of illusion spells are actually created (no RR).
Detection of 1be use of these spells can only be accomplished through the use
of other sytﬂx or the use of a sense ather than the saut(s) affected b) the
ilusion. A CM may allow Perception manewvers modified by 0 10 - 100
lo detect the presen ce o f especially unbelicvable idlusions.

SPIRIT MASTERY

(Open Essence Spell List)
Area of
Effect Duration  Range
I Sleep V varies varies 100’
2 Charm Kind 1 target I be/lvi 100
3 Sleep VII varies varies 100
4 Confusion 1 target varies 100!
S Suggestion 1 target varies 10
6 Sleep X varies varies 100
7 Hold Kind I rarget C 100
8 Master of Kind I target 10min/Ivl 50
9 True Charm T tarpet 1 hr/Ivl 100
10 Quese I target vanes 10’

I-Sleep V (F,RFIS) Causes target(s) to fall into a natural
sleep: the total number of levels that can be affected is S (e.g.,
five level T targets; one level 4 target and one level I targer;
two level 2 targets and one level I target; etc.). All targets
must be in caster’s field of vision.

2—Charm Kind (F.RF20) Target (which must be human-

oid) believes caster is a good friend.

3-Sleep VII(FRF15)AsSlerp V, except atotalof 7levelscan
be affected.

4—Confusion (F.RF1S5) Target is incapable of making deci-
sions or initiating actton for I tnd/S pt of RR failure. The
target may continue to fight current foes or act in self-
defense.

5—Suggestion (FRF20) Target will follow a single sug-
gested act that is not completely alien to him (e.g., he will not
commit suicide, blind himself, etc.).

6—Sleep X (F.RFIS) As Slep V, except a total of 10 levels
may be affected.

7—-Hold Kind (F.RFI5) Humanoid target is held to 25% of
normal action for as long as the caster concentrates.
8—Master of Kind (FRF20) Target must obey caster as in
Suggestion f or the duration of the spell. Caster may employ any
number of non-alien suggestions.

9-True Charm (F.RF20) As Charm Kind, except any sen-
tient creature may be affected.

10-Quest(F.RF30) Target is given one task; failare resalts
in a penalty deteernined by the Gamemaster (task must be
within capabilities of tacget). The penalty should be a minor
handicap; such as a drop in stats or a phobia (e.g., fear of
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 Spell List)
Area of
Effect Duration  Range
I Boil Liquid I cu'/Ivi P(C) 10
2 Wann Solid I cu'/Iv) 24 ht(C) 10
3 Woodfires I'R - I
4 Wall of Fire 10°x10'x6" I tnd/Ivl 160’
S Heat Solid I cu'/lvl T hr (C) 10
6 Fire Bolt I target - 100"
7 Call Flame 10’x10'x10' 1 md/lvl 10
8 Fire Ball IO'R - 100'
9 Aura of Flame T object I tnd/Ivl  touch
10 Circle Aflame I0'RxI0'x6" I md/Ivl self

I-Boil Liquid (F,RF5) Anyinanimate liquid (1 cu'/lvl)can
be heated to boiling at a rate of 1 cu'/rnd of concentration.
2—Warm Solid (F,RF5) Any solid inanimate, non-metal
material (1 cu'/Ivl) can be warmed to 180°F at a rate of |
cu’/rnd of concentration.

3—Woodfires (F,RF5) Causes any wood (or any inanimate
organic material) that the caster chooses within [* of caster’s
palm to ignite and start burning.

4-Wall of Fire (E,RF30) Creates an opaque wall of fire (up

to 10'x[0'xG6"). One end must reston asolid surface. Anyone

passing through it takes an ‘A’ heat critical (No RR).

5-Heat Solid (F,RFS) As Warm Solid, except material can be
heated to SQ0°F at a rate of 100°/rnd of concentration.

6--Fire Bolt(DE,RF40) A bolt of fire is shot from the palm
of the caster; results are determined by using the Bolt Spells
Attack Table AT-7 (p. 236).

7-Call Flame (E.RF30) Creates an opaque cube of flame
(upto 10'x1 0'x10"); ittakes I complete rnd of concentration
for the cube to form and become eff ective. One side must rest
on a solid surface. Anyone in it or passing through takes an

‘A’ heat critical (No RR).

8~Fire Ball (BE,RF50) A 1" diameter ball of fire is shot from
the palm of the caster, it explodes at a point chosen by the
caster to affect a I0'R area; results are determined by using

the Ball Spells Actack Table AT-8 (p. 236).

9—AuraofFlame (E,RF20) The caster may touch oneobject
(that takes up an area of up to a 5’R) and create an aura of
flame around it. The flame will not affect the caster or the
holder of the object (x'f any), but anyone else touching the
object will take a ‘B" heat critical (No RR). If cast on a
weapon and the weapon is used to deliver a normal critical,

the weapon will also deliver a ‘B’ heat crit (No RR).

[0-Circle Aflame (ERF30) As Wall of Fire, except the
“wall” is up to 1Q" high and forms a circle (up to I0'R and
6" thick) with the caster at the center (it is non-mobile).

A-4.2 * SPELL LISTS FOR MAGES ONLY ©@@886¢

ICE LAW
(Mage Spdl List)
Area of
Effect Duration  Range
1 Freeze Liquid Icd/Ivl P(C) 10
2 Cool Solid I cu'/Ivl 24 hr (C) 10
3 Wall of Cold 10°x10'xI" I tnd/Ivl 100’
4 Cool Air 1800 c'’//Ivl 1 hr (9] 100’
S ChillSolid 1 a/Ivl I hr (C) 10
6 IceBolt I target - 100
7 Cold Balt (207 20R - 100!
8 Walloflce 10'x10°xT" P 100’
9 Call Cold 20'x20'x20" ! rnd/Ivl 10’
10 Circle of Cold 20Rx20°x1' I end/Ivl self

I-Freeze Liquid (F,RFS) Any inanimate liquid (I cu'/Iv)
can be cooled to freezing ata rate of I cu'/rnd of concentra-
tion (temp. cannot be lower than -30°F).

2-Cool Solid (F.RFS) Any solid, inanimate, non-metal
material (I cu'/lvl) can be cooled to -20°F at arate of 1 cu’/
rnd of concentration.

3—Wall of Cold (E,RF30) Creates a transparent wall of
intense cold (up to 10'x10'xI"). One end must rest on asolid
surf ace. Anyone passing through takes an'A’ cold critical (no
RR).

4—Cool Air (F,RFS5) The temperature of the air in an
enclosed areamay be lowered at a rate of 10°F per round of
concentration (to a maximum of -20°F). When the concen-
tration ceases, the air will warin normally.

5--Chill Solid (F.RE5) As Cool Solid, except material can be
cooled to -200°F at arate of -100°/tnd of concentration.

6-Ice Bolt (DE,RF40) A bolt of ice is shot from the palin
of the caster; results are determined by using the Bolt Spells
Artack Table AT-7 (p. 236).

7--Cold Ball (BE,RFS50) A 1' ball of cold is shot from the
palm of the caster. It explodes ata point chosen by the caster
toaffecta 20'R area; results are determined on the Ball Spells
Attack Table AT-8 (p. 236).

8-Wall of Ice (ERF30) Summons a wall of ice up n
10'x10’ (2" at base, I' at top); it must be affixed to a solid
surface. It can be melted (wall takes 100 hits), chipped
through (50 man-rounds) or toppled (if one end is nat
against a wall).

9--Call Cold (E.RF30) As Cdll F fame on the Fire Law spell
list, except that it creates a cube of cold (up to 20'x20'x2())
that delivers cold criticals.

10--Circle of Cold (E,RF30) As Wadll of Cold, except the
"wall” is up to 20" high and forms a circle (up to 20R and

I' chick) with the caster at the center (it is non-mobile).



EARTH LAW
(Mage Spdi List)
Areaof
Effect Duration  Range
1 Enchantcd Rope one rope C 10'/1vl
2 Loosen Earth 100 af P 100’
3 Crush Stone 2"x2"x2" - 100!
4 Earchwall 10'x10'x1.S" 1 min/Ivl 100’
S Cracks Catlt 1000 v’ - 100’
6 Sconewall 1I0'%x10'xI' 1 min/Ivl 100
7 Stone/Earth 100’ P 100’
8 Earthwall True 10°x10'xI* P 100
9 Earth/Mud 100’ P 100’
10 Eatth/Stone 100 ' P 100

I-Enchanted Rope (F.RFS) If caster 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 tie itself in knows (itcannot
attack or tic up a moving or active being).

2-Loosen Earth (F,RF5) Loosens 100 cu’ of earth to the
consistency of plowed ground.

3-Crush Stone (F.RF10) Crushes a stoneor section of stone
(up to 2"x2"x2") to the consistency of a powder. This
includes non-enchanted stoneand gems. Ifa maneuverroll is
made. chis spell can affect sling stones.

4-Earthwall (E,RF30) Summons a wall of packed earth up
to 10'x10°x(3" at base, I' at top); must rest on solid surface.
It can be dug through at the top in 10 man-rounds.
5~Cracks Call (F,RFI0) Any already existing cracks or
flaws in a section of inanimate material (up to 10°xI0°x10")
will extend to their limit.

6-Stonewall (E,RF30) As Earthwall, except wall is up to
10'x10'x]1 ' of stone and it hasthe durability of normal stone.

7-Stone/Earth (F,RF20) Changes 100 cu’ of normal stone
to packed earth; change is gradual and takes 3 rounds.

8-Earthwall True (E.RF30) As Earthwall, except duration is
permanent.
9—Earth/Mud (F.RF20) As Stone/ Earth, except changes

earth to sof t mud.

10-Earth /Stone (F.RF20) As Stone/Earth, except changes

packed earth to solid stone and loose earth to gravel.

LIGHT LAW
(Mage Spell List)
Area of
Effect Duration  Range
I Projected Lighe 50'beam 10 min/lvl  self
2 ShockBols1 1 targec - 100’
3 Lightl IO'R 10 min/Ivl  touch
4 Shade I00'R 10 min/Ivl 100’
5 Sudden Light IOR - 100
6 Darkl IO'R 10 min/lvl  touch
7 LightV SO'R 10min/Ivl touch
8 Shock Bole 111 I carget - 300
9 Dark V SO'R 10min/IvI  touch
10 Lightning Bolt I carget - 100

I-Projected Light (E,RFS) A 50' beam of light (like a
flashlight) springs from the caster’s palm. He can turn it on
or off by opening or closing his hand.

2-Shock Bolt I (DE,RF30) A bolt of intense, charged light
is shot from the palm of the caster; results are determined on

the Bolt Spells Attack Table AT-7 (p-236).

3-Lighe I (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,RFS) Allshadowsand darkness in a 100’ radius
around the chosen center point deepen, aiding Hide maneu-
vers by +25.

5—-Sudden Light (F,RF3S5) Causes a [O'R burst of intense
light, all those inside the radius are stunned 1 md/5 ptof RR
failure (i.e., they attempt to shield their eyes).

6-Dark I(E,RF10) As Light I, except thata IO'R of darkness
results. It is the equivalent of a dark, moonless night.
7-Light V (E.RFI10) As Light [, except radius can be varied
up to 50' (the size of the radius can be changed by concen-
trating I round).

8—Shock Bolt III (DE,RF30) As Shock Bolt I, except range is
300"

9-Dark V (E,RFI10) As Dark 1, except radius can be varied
up to 50' (the size of the radius can be changed by concen-
trating 1 round).

I0-Lighting Bolt (DERF40) As Skock Bolr L except a
lightning bolt is shot from the caster’s palm.
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WIND LAW
(Mage Spell List)
Area of
Effect Duration  Range
1 Breeze Call 20'cone 1 md/lvl(C) self
2 Airwall 10°x10'x3' Cor I md/lvl 100
3 Condensation varies varies (C)  touch
4 Stun Cloud I S'R 6 md 10
S Airstop I I0'R C 100"
6 Stun Cloud I1 I0'R 6 md 20'
7 Vacuum SR - 100
8 Airstop 1 20R C 100’
9 Stun Cloud III 20R 6 md 40
10 Death Cloud S'R 10 tnd 10'

I-Breeze Call (E,RFS) Causes a swirling breeze to arise
from around his person, which will blow in asetdirection. It
drives away any suspended or gaseous matter (dust, clouds,
etc.)andsubtracts 30 from all missile attacks passing through
it, The breeze affects a 20’ cone (caster at tip, 20" at base) and
has a wind speed of 10 mph.

2—Airwall (E,RF30) Creates a transparent 10'x10'x3" wall
of dense churning air. All movement through it requires a
maneuverroll witha-25 modification. Attacks through itare
modifted by -50. Duration is I rnd/Ivlor as long as thecaster

concentrates (whichever is longer).

3-Condensation (F,RFI0) Condenses I cu’ of water from
the surrounding air into the 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 md in the most humid climates and 10
rounds in the most dry climates (in between elsewhere).

4-Stun Cloud I (ERF30) Creates a SR cloud of charged
gas particles: deliversa 'C’ electricity critical on Ist and 2nd
rounds, a ‘B’ on rounds 3 and 4, and a ‘A’ on rounds S and
6. It drif ts with the wind and affects all within its radius. RRs
are allowed (i.e,, to avoid the cloud).

S—AirstopI (F,RES) Cutsall generalized air movement (i.e.,
wind) by up to 30 MPH ina 10'R.

6—Stun Cloud II (E.RF30) As Stun Cloud I, except radius is
10"

7—Vacuum (E,RF40) Creates a S'R near-vacuum. All in

radius take a ‘B’ impact critical, as air leaves and rushes back
in. RRs are allowed (i.e., to avoid the area).

8—Airstop IT (F.RES) As Airstop I, except radius is 20",
9-Stun Cloud Il (E,RF30) As Stun Cloud I, except radius is
20"

10-Death Cloud (E,RF30) As Stun Clowd I, except it delivers

an 'E'on rounds 1 and 2, a'D' on rounds 3 and 4, a'C’ on
rounds S and 6, a ‘B’ on rounds 7 an 8, and an ‘A’ on rounds

9 and 10.

WATER LAW
(Mage Spell List)
Area of
Effect Duration  Range
I Condensation - P touch
2 Fog Call I0R/Ivl P 10'/1vl
3 Warenwali 10°x10'x1' C or 1 md/Ivi 100
4 Water Bolt | [ rarget - 100!
5 Unfog I0°'R P 100
6 Calm Water I00'R © 100!
7 Waterwall True 10'x10'x!' 1 min/ivl 100
8 Clean Water 1000 cu'/Ivl P 100'
9 Water Bolt 111 1 rarget - 300
10 Call Rain I00R/Ivl 10 min/lvl 100'/1vl

I-Condensation (F,RF10) Condenses I cu’ of water from
the surrounding air into the 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).

2—-Fog Call (E,RF10) Creates a dense natural fog within the
radius of effect. The fog obscures vision and subtracts 50
from all missile attacks which must pass through it.

3—Waterwall (E,RF30) Creates a 10°x10’x1" wall of water,
All movement through it requires a maneuver roll modified
by -40. Attacks through it are modifted by -80. Tt must be
affixed to a solid or liquid surface. Duration is 1 md/lvlor
as long as the caster concentrates (whichever is longer).

4—Water Bolt] (DE,RF40) A bolt of water is shot from the
palm of the caster; results determined on the Bolt Spells
Attack Table AT-7 (p. 236).

5—Unfog (F,RFI10) Disperses fog in an area 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 Warerwall, except caster

need not concentrate and the duration is 1 min/lvl.

8—Clean Water (F.RFS) Removes all sediment and dis-

solved substancesfroma volume of waterup to 1000 o' /vl
9-Water Bolt II (DE,RF40) As Water Bolt 1, except range
1s 300"

I0—Call Rain (FRF10) If there are clouds in the sky, it rams
outdoors for the duration of the spell.



LOFTY BRIDGE

(Mauge sz{!’ List)
Aresof
Eff ect Duration  Range
I Leaping* I target 1md 100"
2 Landing * I target until lands 100’
3 Leavingl [ target - 10'
4 Levitation I target 1 min/Ivl 10’
S Flyl [ target 1 min/ V] 10’
6 Portal 3I'x6'x3 I md/lvl  touch
/. Fly 1 1 target 1 min/Ivl 10'
8 Long Door I rarget — 10’
9 Leaving 111 T target - 10
10 Teleport 1 target - 10

1-Leaping (U*,RF10) Allows the target to leap SO' laterally
or 20' vertically (or some combination of lateral and vertical
movement) in the round that the spell was cast.

2-Landing (U*,RF10) Allows the target to land safely in a
fall uptoadistance equalto20'per level of caster, andto take
that distance of f the severity of any longer fall (e.g., a 2nd
level caster could reduce the effects of a 50’ fall toa 10" fall).

3-Leaving I (URF25) Caster teleports 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,RF15) Allows target tomove upand down
vertically at a rate of up to [0'/md; horizontal movement is
possible only through normal means.

5-Fly I (U.RF20) As Lruitation, except target can fly (move
borizontally and vertically) at a rate of up to 75'/tnd (=5
mph).

6-Portal (F.RF35) Opens a portal 3'x6'x3' in any solid
surface, through which anyone or anything can pass. The
surface appears unaffected but shimmers slightly (a percep-
tion roll would be necessary to notice it).

7-Fly I1 (URF20) As Fyl, except target flies at a rate of up
w 150'/rnd (=10 mph).

8-Long Door (U,RF35) As Leavingl, except caster can pass
through barriers by specif ying exact distances.

9-Leaving IIl (U,RF25) As Leaving I, except target can be
moved up to 300"

]O—Teleport (U,RF45) As Long Door, except movement
range is 10 miles/Iv]. This spell is very risky. In case of error:
first determine direction of error (randomly), then determine
distance of error (make an open-ended roll for number of
feet). The caster has the following chances for error (target
artives of f-center):

never seen place but have description and location5S0%

visited brieﬂy FOr T Roivviiiicieieerererinnisencerersererinsaens 25%
studied for 24 hr....cccoeveeeee.. .. 10%
studied carefully for 1 week ... . o sisnsonEe 1%
lived in I VT 0.01%

LIVING CHANGE

(Mage S, pcﬂ List)
Atea of
Effect Duration  Range
1 Run?® I target 10 min/Ivl 10!
2 Speed I* 1 target I rnd 10'
3 SelfSize Changing self 1 min/Ivl seff
4 Sprint ® Itarget 10 min/lvl 10
S Change of Kind I target 10 min/lvl 10’
6 Haste]® I carget I tnd 10
7 Speed 11 vartes varies 10
8 Fast Sprint * I target 18 min/lvl 10!
9 Size Changing 1 target 10 min/Ivl 10
10 Haste {11 * varies varies 10

I-Run(U?* RFS) Targetmayrun (2x walking pace) without
tiring, but once he stops or performs some other action the
spell is canceled.

2-Speed I (U*RFIS) Target may act at twice his normal
rate (200% of normal activity), but immediately afterwards
must spend a number of rounds equal to the rounds speeded
at half rate.

3—SelfSize 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 increase in his strength (except
for movement purposes).

4-Sprint (U*,RFS) As Run, except target may move at Jx
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—Haste I(U*,RFI1S) As Speed I, except no half rate penalty
round follows the haste round.

7-Speed ITI (U*RF1S) As Speed 1. except duration is 3
rounds for I target, or 2 rounds for I target and I round for
1 other target, or any other combination of targets and
rounds that total 3 rounds of speed.

8—Fast Sprint (U*RFS) As Run, except target may move at
4x walking pace.

9—Size Changing (U,RF20) As SelfSize Changing, except mass
change is limited to 10% of his mass/Ivl and it can be cast
on any material that is living or was once living.

[0-Haste IH (U*,RF15) As Speed UL except no half rate

penalty rounds follow the haste rounds.
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I A-4.3 * SPELL LISTS FOR BARDS ONLY

LORE
(Baﬂl Speu Liﬂ)
Area of
Effect Duradon  Range
I Studyl self G self
2 Learn Language Il self C self
3 Language Lore 1 texe - touch
4 Mind’s Lore I target 1md 50"
S Study IT self C self
6 Intetpreting Ear I speaker c self
7 Learn Language 111 self C self
8 Mind’s Lore 111 I target I end 50
9 Study 11 self C self
10 Passage Origin self C self

I-Study I (U,RFI) When concentrating with this spell, the
caster can retain anything he reads or learns as if he had a
photographic memory with toral recall. It does not affect his
comprehension.

2-Leam Language II (U,RF1) When concentrating with
chis spell, the rate at which the caster can learn a language is
doubled. This means that any development of language skill
is doubled in eftectiveness if the character can cast this spell
(i.e., one development point increases a language skill 2 ranks
and 3 points increases it 4 ranks).

3-Language Lore (I,RFI) Caster learns what language a
piece of text is written in. He may also learn the identity of
the author if che caster has seen his work before or if the
author is noteworthy or distinctive.

4—Mind’s Lore I (F,RFI0)Castercanscanthe target'smind,
and receive part of the target’s knowledge (conscious and
unconscious) concerning one very specific topic. There is a
10% chance foreach piece of inf ortnation that the target has
on the topic. The target gets a RR.

5—Study IT(U,RF1) As Stdy I, exceptcaster can also read at

2x norinal rate.

6—Interpreting Ear (P) Allows caster to understand one
speaker regardless of what language he is speaking. The caster
may choose a diff erent speaker each round.

7-Learn Language III (U,RFI) As Learn Language L, except
learning rate is 3x.

8—Mind’s Lore IIT (F,RF10) As Mind’s Loe I, except 30% of
knowledge is obtained.

9—Study I1I (U,RFI) As Study I, except caster can also read
at 3x the normal rate.

10-Passage Origin (1.RFI) As Language Lore, except that the
caster can also tel! if the text has been translated and what the
original language was. From the dialect and idioms, he can

also tell the approximate date that the text was originally
written and the region in which it was written.

CONTROLLING SONGS

(Bard Spell List)
Area of
Effect Duration  Range
I Calm Song I targer C S0
2 Holding Song I target € 50!
3 Stun Song I target (C S0'
4 Silent Song I target C 50!
5 Slecp Song I target (e 50'
6 Chann Song 1 carget (5 S¢
7 Fear's Song T target S 50
8 Calm Song True T rarget C + vares  SO'
9 Stun Song True 1 target C +varies SO
10 Forgetting Song [ carget P S0'

I -Calm Song (F,RF15) Target is calmed and cannot rake
any aggressive (offensive) action while the caster plays/sings
(requires concentration) and keeps the target within sight or
within the spell’s range.

2—Holding Song (F,RF15) As Calm Song, except target can
only take 25% of normal action.

3—Stun Song (F.RFIS) As Calm Song except target is
stunned.

4-Silence Song (F.RF15) As Calim Song, except target may
not speak.

5—Sleep Song (F.RF15) As Calin Song, except target fallsinto
a light sleep.

6—Charm Song (F.RFIS) As Calm Song except target be-
lieves caster is a good friend, and if the caster plays/ sings for
at least 3 rounds the effect of the spell last for 10 minutes
after the caster stops.

7—Fear's Song (F,RF15) As Calin Song, except target fears

caster and attempts to get away from him.

8-Calm Song True(F,RFI 5) As Calm Song, except that after
the caster stops playing/singing the effect will continue for
the number of rounds the caster has already played/ sung
(e.g. if the caster sings for 3 rounds then after he stops the
tatget will remain calm for 3 more rounds).

9—Stun Song True (F,RFIS) As Calm Song True, except
target is stunned.

10-Forgetting Song (F,RF15) Target will forget what
transpired in a certain period of time specif ied by the caster
(within I day/Ivl). The length of the time period is equal to

the amount of time the caster plays/sings.



SOUND CONTROL

Areaof

Effect Duration  Range
I Long Whisper * I point C 50'/1vl
2 Silence 1 I0'R | min/Ivl self
3 Song Sounding II* I song assong 2x song's
4 Song l1I? 2 targets as song as song
S Sonic Law 1 I0'R © self
6 Great Song * 10'R assong s song
7 Silence V SO'R I min/Ivi seff
8 Song Sounding1* [ song assong  Jx song’s
9 Song III* 3 targets assong  as song
[0 Sonic Law X 100'R (& self

I-Long Whisper(E®*.RFS) Caster’s whisper can be directed
to any point that he picks within 50'/1vl.

2-Silence I (E.RFS) Any sounds originating within up to
10" of ¢the caster’s body cannot be heard outside the radius.

3-Song Sounding IT (E*.RFI0) If cast the round before a
spell onthe Controlling Songs list, it doubles the range of the
Song.

4-Song I1 (E*,RF10) If cast the round before a spell on the
Controlling Songs list, it allows 2 targets to be affected.

$-Sonic Law I (ERF10) Caster may manipulate sound
within 10" of his body. He can create any sound he wants, and
ifhe desires, that sound can be heard outside the radius.

6~Great Song (E®,RF10) As Song LI, except everyone within
3 IOR of the caster is a target of the spell from the
Controlling Songs list.

T-Silence V (E,RFS) As Silence I, except radius is SO".
8-Song Sounding I (E*,RF10) As Sorg Sounding II, except

1age increase is 3x.

9-Song III (E®* RF10) As Song 11, except that it increases the

number of rargees to 3.

10-Sonic Law X (E.RFIQ) As Soric Law I, except radius is
100"

ITEM LORE
(Bard Spell List)

Areaof
Effect Duration  Range
I Jewel/Metal Assessmene 1 object - touch
2 Jeemn Assessment | object - touch
3 Detect Power 1 object - touch
4 Icem Analysis [ 1 objece - touch
S Assessment True 1 object = touch
6 Significance 1 object - touch
7 Detect Curse I object - touch
8 Origin 1 objece - touch
9 Item Analysis I T objece - touch
10 History I object = touch

I-Jewel /Metal Assessment (I,RFI) Caster can assess the
value of jewels and metalsto within 10% for any market he
desires (i.e., allows him to calculate different values for the
different cultures he is familiar with).

2-Item Assessment (LRFI) As Jewel & Metal Assessment,
except any crafted item may be assessed (the magic capabili-
ties are not included).

3-Detect Power (ILRFI) Detects power (enchantment) in
an item; also gives the realm of power and an estimate of how
powerful it is.

4—Item Analysis I (I,RFI)Caster has a 10% chancefor each
ability of determining what enchanted abilities the item has.
This includes all bonuses and spells; roll once for each.
Initially, a character may only cast this spell once on a given
itern; however, each time the character advances a level, he
may cast this spell again on the item.

S—Assessment True (LRFI) As ltem Assessment, except any-
thing can be assessed, such as livestock, houses, boats, etc.
(magical abilities are still not assessable).

6-Significance (LRFI) Determines if theitem examined has
any culeural or historical significance, and gives a rough idea
of what significance that is.

7—Detect Curse(I.RFI) Detects if an item has a curse on it,
and it gives an image of the person who cursed the item.

8-Origins (I,RFI) Gives the race and nature of the being

who made the item and when and where it was made (within

100 miles and 100 years).

9-Item Analysis I1 (LRF1) As Itan Analysis I, except there is
a20% chance for each ability.

I0-History (LLRFI) Gives the caster a random vision of
some past event that the item was present at. The chance of
obtaining a specific event is I % if the age of the item is over
99 years; otherwise, the chance is (100 minus the item'’s age
in ye:rs)%.
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NATURE'S LORE
(Open Channeling Spell List)

Area of
Effect Duration  Range
I Trap Detection SR 1 min/IvI(C) IO
2 Nature’s Awareness 1 I00'R C self
3 Storm Prediction Imi/lWMIR - self
4 Weather Prediction Imi/WMIR = self
5 Nature’s Awareness 111 300'R @ self
6 Breeze Cail 20'cone | rnd/lvl  seif
7 Waiting Awareness I0'R I he/lvl  self
8 FogCall 10'/Ivi R p 10"/ vl
9 Nature’s Awareness V S00R C self
10 Weather Prediction True 1 mi/IvIR - self

I-Trap Detection (P.RFS) Caster has a 75% chance of
detecting any outdoor trap within the SR concentrated
upon. A different S'R may be examined each round that the
caster concentrates.

2—Nature’s Awareness I (LRFS) Allows caster to monitor
animate activity in the area (i.e, movement, combat and
maneuvers). T his spell may only be used if the radius of effect
contains plants and/or animals.

3-Storn Prediction (I,RFI) Gives caster a 95% chance of
predicting time and type of any rain or storms within I S min
over next 24 hour period.

4—Weather Prediction (LRF1) As Storin Prediction, except it
predicts the time frame, nature and severity of the general
state of the weather.

5—Nature’s Awareness II (LRES) As Natwre’s Awareness 1,
except that the radius is 300".

6—Breeze Call (E.RFS) Causes a swirling breeze to arise
from around his person, which will blow in a set direction. It
drives away any suspended or gaseous matter (dust, clouds,
etc.)and subtracts 30 from all missile attacks passingthrough
it. The breeze affects a 20' cone (caster at tip, 20" at base) and
has a wind speed of 10 mph.

7-Waiting Awareness (I,RFS) As Nawure’s Awareriess, 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.RFI0) Creates a dense natural fog within the
radius of effect. The fog obscures vision and subtracts SO
from all missile attacks.

9—Nature’s Awareness V (LRFS) As Nature’s Awareness 1,
except that radius is SO0".

10-Weather Prediction True (LRF1) As Weather Prediction,
except that the prediction period is 1 day/Ivl.

d A-4.4 « OPEN CHANNELING SPELL LISTS

NATURE’'S MOVEMENT
(Open Channeling Spetl Lix!)

Area of
Effect Duration  Range
1 Limbwalking self I min/Ivl self
2 Waterwalking self 1 min/Ivl self
3 Swimming ® self S min/lvl self
4 Sandrunning self { min/lvl  self
S Merging Organic self 1 min/Ivl self
6 Limbrunning self [ min/Ivl self
7 Stonerunning self | min/lvl self
8 Waterrunning self [ min/Ivl self
9 Windwalking self 1 min/Ivl self
10 Swimming True ° self Smin/lvl  self

I-Limbwalking(U,RES) Allows caster to walk along nearly
horizontal tree limbs (that can support the weight) as ifhe
were on level ground.

2—Waterwalking (UR FS) Allows caster to walk (up to50'
per round) on water as if he were on level dry ground
Maneuver rolls may be required on rough water.

3-Swimming (U*RFS) Enables target to swim without
tiring or expending energy.
4—Sandrunning (U.RES) As Limbwalking, except caster can

run on sandy surfaces.

$—Merging Organic(U.R F10) Allows castertomergeupto
I' deep into organic material (at least part of body must be
within I' of the surface of the material). He is inactive, but
aware of surrounding activity. The caster cannot move while
merged, but may exit at any time.

6—Limbrunning (URFS) As Limbwalking, except caster can

run along limbs.

7—Stoneranning (URES) As Limbwalking, except caster can
run on stone surf aces angled up to 75°.

8—Watercunning (U,RFS) As Waterwalking, except caster

can run on water.

9—Windwalking (U,RFIS) Allows caster to walk on mov-
ing air (wind): movement must be at a constant height
Maneuver rolls may be required in turbulence.

10—Swimming True (U*RES) As Swimuming, except target

can swim as fast as he could run.



SPELL DEFENSE

(Open Channeling Spell List )

Area of

Effect Duration  Range
I Protection 1 I target I mn/Ivl 10'
2 Area Protection 1 IO'R I min/WI(C) 1O'
3 Neutralize Curse [ 1 curse 1 mwn/Ivl  ctouch
4 Protection II I targee I min/Ivl 10
S Area Protection 11 IOR I min/lvI(C) 10
6 Remove Curse [ curse P touch
7 Neutralize Curse II [ curse I hr/Ivl 10'
8 Cancel Spell I spell P 10’
9 Protection 111 I target [ min/Ivl 10’

10 Area Protection {1} IO'R [ min/ivl (C) 10

[~Protection I (U.RFS) Subtracts 10 from all elemental
attack rolls against thetarget and adds 10 o all of the target’s
RRs versus spells.

2-Area Protection I(U,RES) As Protection, except all beings
within IO'R of target get the benefits when the caster
concentrates.

3-Neutralize Curse I (F,RFI0) Nullifies the effects of a
curse for the duration of this spell. Thecurse is not dispelled
and takes effect again afterwards. The curse gets a RR
modified by -20 to avoid being neutralized.

4-Protection IT (U,RFS) As Protection L except that the
modifications are 20.

$-Area Protection II (U,RFS) As Area Protection I, except
that the modifications are 20.

6-Remove Curse (F.RF10) Cancels a curse if the curse fails
aRR. The target level is the level of the original curse caster,
and the attack level is the [evel of the caster of this spell. Once
this spell is cast on a given curse, it cannot be cast again by the

same spell-user until he has advanced another level of expe-
rence.

7-Neutralize Curse II (F,RF10) As Newralize Cursz L, except

turse is nullified for 1 hr/ivl of the caster.

8—Cancel Spell (F.RFIO) As Remove Curse, except that any
one existing spell may be canceled.

9-Protection III (U.RFS) As Protection I, except that the

modifications are 30.

10-Area Protection III (U,RFS) As Area Protection I, except
that the modifications are 30.

SURFACE WAYS
(Open Channeling Spelt List)
Areaof

Effect Duration  Range
1 Heal IO I tacget P touch
2 Frost/Bum Reliefl 1 burm area P touch
3 SeunRelief1* I target P touch
4 Regeneration] ® I target C touch
S Frost/8um Relief 11 varies P touch
6 Awakening I target P touch
7 HealSO I target P touch
8 Frost/Bum Relief I varies P touch
9 Stun Relief 111 ® [ target P touch
10 Regeneration I * I target C touch

I-Heal 10 (U,RFS) Heals 1~10 concussion hits.
2-Frost /Burn Relief1(U,RFS) Will heal one area of mild

frostbite or an area of first degree burns.

3-Stun Relief I (U*,RFS) Relieves target of one round’s
worth of stun effect, i.e, target is stunned f or one round less
that bef ore spell was cast {in addition to nonnal decrease).

4-Regeneration I (U*RFS) Reduces the concussion hit
damage that the target has taken by I hit for each round that
the caster concentrates.

5-Frost/Burn Relief II (URFS) As Frost/Bum Relief 1.
except 2 areas of mild damage or ] area of moderate damage
(e-g-- 2nd degree burn) can healed.

6--Awakening (U,RFS) Awakens target instantly.
7-Heal 50 (U.RFS) As Heal 10, excepr that it heals 5-50

concussion hits.

8-Frost/Burn Relief III (URFS) As Frost/Bum Relief 1,
except 3 areas of mild damage or I area of severe damnage
(e.g» 3rd degree burn) or a combination of I mild and I
moderate area can be healed.

9-Stun Relief II1 (U*RFS) As Stun Relicf1, except that carget

is relieved of up to 3 rounds of stun effects.

10-Regeneration III (U*,RFS) As Regeneration I, except that
3 hits per round are healed.
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PROTECTIONS
(Open Channeling Spell List)
Area of
Effect Duration  Range
1 Prayer 1 target 1 min/Ivl 100!
2 Bless 1 target | min/lvl 100"
3 Resistance T carget 1 min/Ivl 100’
4 Resist Elements 1 target I min/lvl 100
S Plant Facade self I mw/lvl self
6 Underwater Breathing  self 1 min/Ivl self
7 Animal Facade self I min/Ivl self
8 Shadow self I he/Ivl self
9 Deflections Organic ®*  self - self
10 Turnings Organic * self - self

1-Prayer (U.RFS) Target gets a +10 bonus to any Resis-

tance Rolls (RRs) and any maneuver rolls.

2—Bless (U.RFS) Target gets a +10bonus to his Defensive
Bonus (DB) and any maneuver rolls.

3~Resistance (U,RFS) Target gews a +S bonus to any
Resistance Rolls (RRs) and to his Defensive Bonus (DB).

4—Res1st Elements (U,RES) Protects caster from natural
heatupto 200°F and natural cold down to -20°F; gives +20
to RRs vs. heat or cold spells.

S-PlantFacade (E.RFI0) Allows caster to appear asanyone
type of plant within 10% of his own size. He will not smell
or feel like the plant: it is a purely visual illusion.

6—Underwater Breathing (U,RFS) Caster ts able to breathe
normnally under water as well as in air.

7—Animal Facade(E.RF10) As Plant Facade, except castercan
appear as any | type of animal.

8-Shadow (F,RF10) Caster appears as a shadow: provides

near invisibility in dark areas.

9—Deflections Organic (F*,RFI1S) Deflects one missile
fired at the caster. Subtract 100 from the missile’s attack roll.
The missile must be at least partially of organic composition.

I10-Turnings Organic (F*.RFI15) As Deflections Organic,
except that a melee attack roll has 100 subtracted.

DETECTION MASTERY

(Open Channeling Sprll List)
Area of
Eftect Duration  Range
I Detect Channeling SR I min/WWI(C) SO
2 Detect Essence SR I min/Ivl (C) SO'
3 Detect Evil SR I min/Ivl(C) SO
4 Detect Curse SR I min/Ivl (C) 50'
5 Location I target 1 min/Ivl (C) 100’
6 Detect Traps SR 1 min/ ]vl(C) S0
7 Locamon 111 I target 1 mw/Ivl{(C) 300
8 Detect Invisible SR I min/WI(C) SO
9 Location V I targer 1 min/Ivl (C) 500
10 Curse Tales I curse - 10"

I-Detect Channeling (P,RFS) Detects any item or active
spell from the Channeling realm; each round caster can
concentrate on any S'R area within the range.

2—Detect Essence (P.RFS) As Detect Channeling, except realm
is Essence.

3-Detect Evil (P,RF5) As Detect Channeling, except detects if
a being or item is evil or if an item was created by evil or
if an item was long used by a very evil person.

4-Detect Curse (P,RFS) As Detect Channeling, except detects
curses on people or things.

S—L.ocation (P.RFI0Q) Gives the direction and distance of
any specific object or place that the caster is familiar with or
has had described in detail.

6—Detect Traps (P,RES) As Detect Channeling, except it gives
a 75% chance of detecting a trap (certain enchanted traps
may receive modifications to this chance).

7—Location IIT (P,RFI0) As Location I, exceptrange is 300.
8-Detect Inv'sible (PRFS) As Daect Chameling excepr

detects invisible things: all atracks against an invisible thi
so detected are modified by -50. No attack can normally be
made without some form of detection.

9-Location V (P,RF10) As Location I, except range is S00'

10-Curse Tales (I,LRES) Caster can deterinine nature and
origin of any one curse, including the idenn'ty of the origina-
tor of the curse.



SOUND/LIGHT WAYS
(Open Channeling Spell List)

Areaof

Effect Duration  Range
I Projected Light 50"beam IOmin/Ivi  self
2 Speech | I targes (& 10
3 Lighe I I0°'R I0min/IW  touch
4 Quiet I'R 1 min/lv] 100'
S Sudden Light I0R - 100"
6 Speech I1 1 target C 10
7 Shock Bole 1 - - 100!
8 Silence I0R 1 min/lvl 100’
9 Utterlight I0'R Imin/lvl  touch
10 Waiting Laght 10'R varies touch

I-Projected Light (E,RFS) A 50" beam of light (like a
tlashlight) springs from the caster's palm. He can turn it on

or oft' by opening or closing his hand.

2-Speech 1 (U,RFS5) Target is able to communicate basic
ideas (n a specific language of someone within 10' (hungry,
thirsty, bathroom, peace, etc.)

3-Light I (E,RFI0) Lights a 10'R area about the point
touched. The light produced is equivalent to torchlighe. If
the point is on a moving being or object, the area will move
with (t.

4-Quiet (E,RFS5) Creates a I'R area around the target, into
and out of which sound cannot travel. The areais centered
on the target and will move if he does.

§-Sudden Light (F.RF3S) Causes a I10'R burst of intense
light, all thoseinside theradiusarestunned [ end/S prof RR
failure (i.e., they attempt to shield their eyes).

6-Speech II (U,RES) As Speech I, except caster can commu-
nicate in more complex concepts, although there is a good
chance of misinterpretations.

7-Shock Bole I (DE,RF30) A bolt of intense, charged light

isshot from the palm of the caster. Results aredetermined on

the Bole Spells Acttack Table AT-7 (p. 236).
8-Silence (E.RES) As Quier, except radius is 10"

9-Utterlight I (E,RF10)As Ligh I, except it s the equivalent
of full daylight; it also cancels all magically created darkness.
10-Waiting Light (E,RF10) As Light I, except it can delay
the action of the spell until up to 24 hour/Ivl passes or a
being passes or a certain word is said. etc.

CALM SPIRITS
(Open Channeling Spell List)
Area of
Effect Duration Range
1 GCalml I targer I min/Ivl 100’
2 CalmlIl 2 rargets 1 min/Ivl 100"
3 HoldKind I target (€ 100"
4 Long Calm I targer I min/Ivl 300'
§ Stunning* I target varies 50
6 Calm1ll 3 rtargets 1 mu/Ivl 100"
7 Cam IV 4 targets I min/Ivl 100’
8 Golden Slumbers® [ target varies 50
9 CamV S targets I min/Ivl 100"
10 Blinding ° I target varies 50'

1 -Calm I(F,RF10) Target willtake no aggressive/offensive
action, and will fight only if atcacked.

2—Calm II (F,RFI0) As Caln 1, except two targets may be
affected. Both must be in the caster’s field of vision when the
spell is cast.

3-Hold Kind (F,RF15) Any one being may be held to 25%

of normal activity for as long as the caster concentrates.
4-Long Calm (F,RF10) As Calm I, except that the range is
300

5-Stunning (F*,RF25)Caster points hts arn (elbow locked

and fist clenched) at the target and channels raw power from

his deity. Target is stunned for | tnd/10 pt failure of RR.

6—Calm I (F,RF10) As Calm LI, except 3 targets may be
affected.

7—Calm IV (F,RF10) As Calm 1, except 4 targets may be
affected.

8-Golden Slumbers (F*,RF2S) As Stunning, except target
falls into a deep sleep for 1 tnd/10 pt failure of RR.

9-Calm V (F,RFI0) As Calm LI, except S targets may be
affected.

10-Blinding (F*.RF25) As Stunning, except target is blinded
for 10 min/gl() pt failure of RR.
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DIRECT CHANNELING
(Animist spell List)
Areaof
Effect Duration  Range
1 Preservationl [ body 1 he/Ivl 10
2 Intuitions 1 self = self
3 Dreaml self - self
4 Lifekceping1 { body I he/Ivl 10
S Intuitions 111 self - self
6 Death's Tale I body - 10
7 Preservation 11 1 body 1 day/Ivl 10
8 Intuitions V self - self
9 Dreams I11 self - self
10 Lifekeeping 11 I body I day/Ivl 10

I-Preservation I (URFS) Caster can preserve a body,
preventing any further deterioration or damage (e.g., bleed-
ing, cell breakdown, decomposition, etc.). A coma results if
thetargetis still alive; the spell will not preventdeath (i.e.. the
target's soul Icaving his body). Sec Section 17.0 (p. 74-75)
for a more complete explanation of the use of this spell.

2-Intuitions I (1RFI0) Caster gains a vision of what will
probatly happen in the next minute if he takes a specified
action.

3—DreamI (L,RES) Caster hasa dream relating to a topic he

chooses. He must sleep or meditate for at least 8 hours.

4-Lifekeeping I (U,RF20) Caster can preventthe soul of a
“dead” body from leaving, thus preventing actual death and
enabling the fallen being to regain health via simple bodily
repairs (Preservationis required to preserve the body). Lifekeeping
must be cast upon the target within 2 minutes (12 rounds)
of “death,” or the soul will leave the body. Returning a soul
toa body would be a I 2th level (or higher) spell. See Section
17.0 (p. 74-75) for a more complete explanation of the use
of this spell.

S—Intuitions III (LRF1 0)As Intuitions [, exceptthe timespan
is 3 minutes.

6-Death’s Tale (I,RFS) Caster gets a vision of the events
surrounding the death of any 1 dead being through the eyes
of the deceased. He also gets a view of the killer. Corpse must
have died within a number of years equal to caster’s level.

7—Preservation II (URES) As Prescrvation I, except the
duration is | day/lvl.

8-Intuitions V (ILRF10) As fmuitions 1, except the duration
is 1 day/Ivl.

9—Dreams II (LRFS) As Dream I except the limit is 3
dreams/8 hours. They may concern different topics.

10-Lif ekeeping I1 (U,RF20) As Lifekeeping 1, except that the
duration is I day/IvI.

) A-4.5 * SPELL LISTS FOR ANIMISTS ONLY &

BLOOD WAYS
(Animist spell List)

Area of
Effect Duration  Range
I Clotting 1 1 target P touch
2 Cut Repait I I target P touch
3 Minor Vesscl Repair [ target P touch
4 Clotting V 1 target P touch
S Cut Repair 111 1 target P touch
6 Major Vessel Repair 1 wound P touch
7 Joining * I limb P touch
8 Blood Transfusion 1 rarget P touch
9 Mass Clotting 1 target P touch
10 Mass Cut Repair 1 target p touch

I-Clotting I (U,RFS) Target’s blood loss (hits/rnd) is
reduced by one,. For one hour he may not fightormove faster
than a walking pace without reopening wound, and thus
taking the blood loss again.

2-Cut Repair I (URFS) Target’s blood loss (hits/rnd) i

reduced by one.

3—Minor Vessel Repair(U.RF5) Target'sblood loss(hits/
round) is reduced by three. This reflects the repair of mnor
blood vessels, but it will not affect damage to major arteries
or veins (bleeding from one wound totaling 5 hits/tnd or
more).

4—Clotting V (U,RFS) As Clotiing 1, except that targets
blood loss (hits/rnd) is reduced by five.

5--Cut Repair III (U,RFS) As Cur Repair 1, except thar
target’s blood loss is reduced by three.

6--Major Vessel Repair (U.RFS) Repairs all damagetoany
one artery or vein (bleeding from a single wound totaling §
hits/rnd is major vessel damage).

7—Joining (U?,RFS) When cast with the foining spells onthe
other two healing lists (Bone/Muscle Ways and Organ
Ways), caster can reattach one severed limb. Recovery time
1-10 days.

8-Blood Transfusion (U,RFS) The caster can transfer a
half pint of blood from a willing (or unconscious) blood
donor to another character (who has taken bleeding damage,
ie hits/rnd). The caster must place one hand on the donur
and his other hand on the wounded character. Each half pint
transferred will remove SO hits from the character. The
donor will be at -20 to his activity for 12 hours. A character
may not both be a donor and receive a transfusion within 12
hours.

9-Mass Clotting (U,RFS) As Clotiing L except the targets
blood loss (hits/rnd) is reduced by an amount equal to the
caster’s level.

10-Mass Cut Repair (U,RFS) As Cut Repair [, except that

the target’s blood loss (hits/md) is reduced by an amount
equal to the caster’s level.



BONE/MUSCLE WAYS

(A st ‘P‘H Lr’.sl)

Area of

Effect Duration  Range
I Spram Reparr ] spran P touch
2 Minor Fracture Repair 1 break P touch
3 Muscle Repair 1 mnuscle P touch
4 Cartilage Repair I jomnt P touch
5 Tendon Repair [ tendon P touch
6 Major Fracture Repair T break P touch
7 Joming * I linb P touch
8 Jaw Reparr [ jaw 174 touch
9 Skull Repair I skull P touch
0 Joint Repair I joint R touch

[-Sprain Repair (U,RFS) Repair one sprain.
2-Minor Fracture Repair (URF5) Mend one simple

fracture (not compound fractures, shatters, joint damage, or

skull damage). Recovery time 1-10 hr.

3-Muscle Repair (U.RFS) Repairs one damaged muscle
(nor organs such as the heart). Recovery time 1-10 hr.

4Cartilage Repair (U,RFS) Repairs all damaged cartilage

around one joint. Recovery time 1-10 hr.

$-Tendon Repair(U,RF5)Repairsone damaged tendon or

ligament. Recovery time 1-10 hr.

6-Major Fracture Repair (U,RFS) Mends one simple or
compound fracture (not shatters, joint damage, or skull
damagc). Recovery time 1-10 hr. Alternatively, this spell can
beused to repaira minor fracture with arecovery time of zero.

7-Joining(U*,RFS) When cast with the Joiningspells on the
othertwo healing lists (Blood Ways and Organ Ways), caster
can reattach one severed limb. Recovery time 1-10 days. If
used alone, thisspell can reset a dislocated joint and repair the
damage that the dislocation caused.

8-Jaw Repair (URFES) This spell can repair any jaw or
toothdamage except for a shattered jaw. This includes tooth
damage such as: cavities, abscesses, and cracked or chipped
teeth, If 2 tooth is knocked out or shattered, this spell will
make it whole if most of the tooth can be recovered.

9-Skull Repair (U.RFS) Mends any one skull fracture (not
shattered arcas). Recovery sime 1-10 hr.

10-Joint Repair (U,RF5) Repairs one damaged joint (not
shattered joints). R ecovery tme 1-10 days.

ORGAN WAYS
(Animist spell List)

Area of
Effect Duration  Range
I Nasal Repair I nosc P touch
2 MinorNerve Repair T area j*) touch
3 Minor Ear Repair 1 ear P touch
4 Minor Eye Repair I eye P couch
S Major Nerve Repaie [ area P touch
6 Major Ear Repair 1 ear P touch
7 Joming * I linb p touch
8 Major Eye Repair I eye P touch
9 Nerve Repair True [ area P touch
10 Organ Repair | organ P touch

[-Nasal Repair (U,RES) Repairs any nose damage shott of

complete nose loss. Can repair a nose lost to frostbite.

2—Minor Nerve Repair (URFES) Repairs any minor nerve
damage in [ area. Recovery time 1-10 hrs.

3-Minor Ear Repair (U.RFS) Repairs any external ear
damage, including ear loss (regencration takes I-10 hours),
4-Minor Eye Repair (U.RFS) Repairs any minor eye
damage (e.g.. corneal scratch, detached retina, or removal of
foreign object).

5-Major Nerve Repair (U,RFS) As Mior Nerve Repair,
cxcept that it repairs any one area of major nerve damage.
Recovery time 1-10 hours.

6—Major Ear Repair (U,RES) As Minor Ear Repair, except
that it repairs any internal ear damage (e.g., restore hearing).
7-Joining (U*,RFS) When cast with the Joiningspells on the
other two healing lists (Blood Ways and Bone/Muscle
Ways), caster can reactach one severed limb. Recovery time
[-10 days.

8-Major Eye Repair (URES) As Minor Eye Repair, except
that it repairs any eye damage (e.g., 87-89 slash critical) short
of complete eye less.

9—Nerve Repair True (URFS) As Major Nerve Repair, except
that recovery is instantaneouts.

10-Organ Reepair (URI’S) Repairs damage to one organ
that has not been completely destroyed. Recovery time I-10
hours. Does not affect the brain.
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ANIMAL MASTERY
(Animist spell List )
Area of
Effect Duration  Range
I Animal Sleep 1 animal 1 min/lvl 100’
2 Cloaking self 1 min/lvl self
3 Summons ] - Imin(C) 100
4 Animal Tongues self I min/Ivl self
5 Animal Mastery 1 animal C 100’
6 Summons 111 - varies (C) 100’
7 Anumal Location Imi.R - I mile
8 Befriending SO'R (1) self
9 Animal Empathy 1 animal (& 100’
10 Summons V - varies (C) 100’

I-Animal Sleep(F,RFI15)Puts ananimal to sleep. Will not
affect enchanted creatures or “intelligent” creatures. For
these purposes, an animal is creature of limited intelligence,
operating primatily through training or instinct.

2—Cloaking (E,RF10) Allowscastertoblend into surround-
ing terrain and become undiscoverable by animals. Gives a
+30 bonus to Hide maneuvers against non-animals.

3—Summons I (F.RF25) Caster can summon a tirst level
non-intelligent creature who will remain for one minute and
then disappear (no RR is involved). The caster can control
the creature when he concentrates (no RR isinvolved). 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 (ILRFT) Caster gains knowledge of any
one animal language (amember of the species mustbe within
100") for the duration of the spell. For this purpose, animal
languages include any forms of communication.

5—Animal Mastery (FRF20) Allows caster to control the

actions of any one animal when he concentrates,

6—Summons III (F.RFZS) As Swanmons I, except caster can
summon a 3rd level creaturefor I minute or a Ist level for
3 minutes or three Istlevel'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—Befriending (P,RFI0) All animals within SO' will act
friendly toward caster: however, the caster does not control
them.

9—Animal Empathy (P,RF10) Caster can understand and
visualize the thoughts and emotions of any one animal.

10-Summons V (F,RF2S) As Summons I1l. except the sum
total cannot exceed S.

PLANT MASTERY
(Animist spell List)
Area of
Effect Duration  Range
1 Plant Lore 1 plane - touch
2 Plant Tongues self I min/Ivl self
3 Instant Herbal Cures I herb - touch
4 Herb Mastery I herb P touch
S Plant Location InmiR - I mile
6 Herb Cleansing I herb P 10’
7 Speed Growth &R I day 10
8 Herb Production I herb P touch
9 Plant Growth 1 plant P touch
10 Plant Control I plant T min/ivl 100

I-Plant Lore (LRF1) Castercan learn the nature and history
of any one plant that he touches. For a complete plant or
more than half of a plant, this information is automatically
obtained. However, for less than half of a plant (e.g. a leaf,
a berry, a nut, etc.), the chance of getting this inf ormation is
only equal to (5% x the caster's level). A spell user may only
cast this spell once foragiven plant(i.e, only one roll for less

than half a plant).
2—Plant Tongues (LRF1) Caster gains knowledge of any

one plant language (a member of the species must be within

100") for the duration of the spell.

3—Instant Herbal Cures (U.RFS) Allows caster to causeany
one herb to become capable of being applied taking effec
instantly. When the herb is subsequently used, its benefits/
dangers will be immediately felt.

4-Herb Mastery (U,RFS) Allows caster to double the
potency of any one herb (growing or dead). Spell may be
employed but once per dose of herb. It must be cast
immediately bef ore 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 dose.

5—Plant Location (P,RF10) Caster can locate members of
anyone species of plant, or he can find out what species are
in the area.

6—Herb Cleansing (U.RFS) Allows caster to remove any
harmful poisons, by-products, or side etf ects from onedose

of herbs.
7-Speed Growth (U,RFI0) Allows caster to increase speed

of gtowth of any one species of plant within rhe radius of

effect by xI00 (e.g., all of the grass in a IO'R).

8—Herb Production (U.RFI0) Allows caster to grow an
herb by planting the proper seed. The resulting herb is sterile

and takes I-10 rounds to grow.

9—Plant Growth (U.RF10) Allows caster to double the size
of any one plant: requires 1 day growth. If the plant is not
a]ready fullymature, it will achieve twice its noninal sizewhea
it does reach full marurity.

10-Plant Conarol (F,RF20) Caster can control the auto-
matic and/or mental processes of any one plant. Caster an
also control the plant’s movements if the plant is capable of
movement.



PURIFICATIONS

(Animist spell List)
Area of
Effect Duration  Range
1 purify Food/Water I'R - 10’
2 Detect Disease SR I min/Iv1(C) 100'
3 Diseasc Purification [ target P 10’
4 Detect Poison SR Iimn/IvI(C) 100*
S Poison Purification I target p 10!
6 Disease Resistance 1 target I min/IvI 10
7 Potson Resistance I carget 1 min/Ivl 10
8 Necutralize Discase IOR B2 1o
9 Neutralize Poison IO'R p [0
10 Mental Cures I tacger P 10°

[-Purify Food/Water (U,RFS) Eliminates any disease or
poison in any food and water within the radius. Special or
magical discases or poisons may be given RRs if they are

powerful enough.

2-Detect Disease (P.RFS) Detects any disease or source of
disease; each round caster can concentrate on any one SR
area within the range.

3-Disease Purification (U,RFS5) Stops spread of disease
(including infection) already in the bodyofone target:. Thus,
no further damage due to the disease will occur in the target's
body.

4-Detect Poison (P,RIS) As Detect Disease, except that only
poison is detected.

5-Poison Purification (U,RFS5) Neutralizes any one poison
in the system of one target. Damage already sustained is not
cured.

6-Disease Resistance (U,RF5) Target gets an additional
RR against diseases(i.e., 2 RRs may be rolled: the one which
is more favorable for the target is used).

7-Poison Resistance (U,RFS) As Discase Resistance, except
thactarget gets an additional RR against poisons rather than
diseases.

8-Neutralize Disease (U.RFS) All discases in a IO'R are
neutralized (i.c.. sterilized and destroyed).

9-Neutralize Poison (U.RFS) All poisons in a I0'R are
rendered ineffective.

[0-Mental Cures (U,RFS5) Target is cured of any one

mental disease (i.e., neuroses, paranoia, phobias, psychoses,
ecc.). Complete recovery takes 1-50 days.

CREATIONS
(Animist spell List)
Area of
Effect Duration  Range
[ Sustain Self self [ day self
2 Airwall 10'x10°x3' Cor I min/Ivl 50
3 Water Production - p 10
4 Food Production - p 10’
5 Waterwal! 10'x10'xI' Cor I min/Ivl 50
® Woodwall 10'x20'x2" Cor I min/Ivl 50’
7 Eacchwall [0'xI0'x2' Cor I min/lvl S0
8 lcewall 10'x10'x1.5" p S0’
9 Nutrient Conjures -~ 2 10’
10 Barrier Pit 500-1000 <’ P 50'

1-Sustain Self (U.RFS) Caster receives all necessary nutri-
tion and water for I day.

2-Airwall (E,RF30) Creates a transparent 10°x10°x3' wall
of dense churning air. All movement through it requires a
maneuver roll witha-25 modification. Artacks through itare
modified by -50. Durationis I min/Ivloraslongasthecaster
concentrates (whichever is longer).

3-Water Production (E,RFIO) Caster can produce suffi-
cient water in any available receptacle to supply any person
for one day.

4-Food Production (ERFI0) 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—Waterwall (ERF30) Creates a 10'xI0°x 1" wall of water,
all movement through requires a maneuver roll modified by
-40. Attacks through it are modified by -80. It must be
affixed to a solid or liquid surface. Duration is I min/Ivl 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 asolid surf ace.It can be
burnedthrough (50hitsfora 2' Rhole) 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 I min/Ivl or as long as the caster concentrates (whichever
is longer).

7-Earthwall (ERF30) As Woodwall, except the wall is up to
10’x10'x(3' at base, I* at top) of packed earth. It can be dug
through at the top in 10 man-rounds.

8-Icewall (ERF30) As Woodwall, except wall is up to
10'x10°x(2’ at base, I' at top). It can be melted 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 1 loaf

of waybread that weighs 2 0z. and will support I being for
I day:. The loaf will lose potency in I month.

[0-Barrier Pit (E,RF40)Opens a pit (S00 cu’ in stone or
1000 cu’ in earth or ice). The entire pit must be within 50'
of caster.
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@@@@@® A-4.6 » SPELL LISTS FOR RANGERS ONLY

PATH MASTERY
(Ranger Spel List)

Area of
Effect Durasion  Range
1 Pachlore fOR - self
2 Trap Detection SR 1 min/Ivt(C) IO
3 Tracking self C self
4 Parch Tale self - self
S Pathfinding | ImiR (64 1 aule
6 Tracks Lore - - touch
7 Detect Ambush SOR 10 min/Ivl  self
8 Passing Lore - = touch
9 Pachfinding V SmiR G 5 miles
10 Animal Tongues self [ min/Ivi self

I-Pathlore (LRFS) Caster acquires a visual image of the
nearest destination in both directions along any one path
upon which hestands. For this purpose, a destination is any
man-made structure (bridge, house, castle, town, gate, door,
etc.) or physical barrier (the end of the path, a ford, a

crossroads, a chasm, etc.).

2—Trap Detection (P.RFS) Caster has a 75% chance of
detecting any outdoor trap within the $’R concentrated
upon. A different SR may be chosen each round.

3-Tracking (U.RES) Caster gess a +50 bonus for Track

maneuvers.

4-Pach Tale (LRFS) Caster acquires visual image of any
user(s) of a given path within a period of up to I hr/Ivl.

5—Pathfinding I(L,RF5) Caster gets amental diagram of the
locarions and routes of any and all paths within a I mile
radius. This spell can only be used outdoors.

6-Tracks Lore (LRFS) Caster acquires a visual image of the
being that left a particular set of tracks. Provides +25 bonus
for tracking the being that left the tracks.

7-Detect Ambush (P,RFS) Allows caster to detect any
hostile beings within a SO'R. Provides direction, but not the
distance to the danger.

8—Passing l.ore (LRFS) Caster acquires a visual and aural
(sound) image of all beings who have passed within a SOR
of the object he touches within a period of up to I hr/Ivl.

9—Pathfinding V (LRFS) As Parbfinding I, except the area of
effect is a S mile R.
10-Animal Tongues (LLRFI) Caster gains knowledge of
any one animal language (a member of the species must be
within 100") for the duration of the spell.
Note: For the purposes of these spells, a “path” can be a rond,
highway, trail, or any worn track carsed by the passage of animals
or men. It may also be a corvidor, sunderground passage, or tunnel;
unless spmﬁta”y {imited by a paﬂiadar spell.

MOVING WAYS
(Ranger Spell List)

Area of

Effect Durcation  Range
I Stonerunning self I min/Ivl self
2 Limbwalkmg self 1 min/Ivi self
3 Swimming * self 5 min/lvl seif
4 Sandrunning self 1 vun/WI self
S Waterwalking self 1 min/Ivl self
6 Limbrunning self 1 min/Ivl self
7 Traceless Passing self C self
8 Track Hiding - C 50
9 Waterrunning self 1 min/Ivl self
10 Swimiming Truc ® self S min/Iv] self

I-Stonerunning (URES) Allows caster to run on stone
surfaces angled up to 75" as if he were on level ground.

2-Limbwalking (U,RF5) Allows caster to walk along nearly
horizontal tree limbs (that can suppost the weight) as if he
were on level ground.

3—Swimming (U*RFS5) Enables target to swim without
tiring or expending enecgy.

4~Sandrunning (U,RFS) As Stonerunning, except caster can
run on sandy surfaces as if they were firm ground.

S—Waterwalking (U,RES) Allows casterto walk on water as
if he were on level dry ground. Maneuver rolls may be
required on rough water.

6—Limbrunning (U,RFS) As Limbualking, except caster can
cun along limbs.

7—Traceless Passing (U,RF5) As long as the caster concen-
trates, he can walk without leaving tracks or other visible
signs of his passing,

8-Track Hiding(U,RFS)As Traceless Passing, except thatthe
caster can also hide tracks of any one other being whase track
he follows.

9-Waterrunning (U.RFS) As Watcrwalking. except caster

can run on water.

10-Swimming True (U*RFS) As Swimming, except target
can swim as fast as he could run.



NATURE’S GUISES

(Ranger Spell List)
Area of
Effect Duration  Range
I Hues self 1 min/Ivl self
2 Shade I00'R 10 min/IM  touch
3 Freeze 1 cu'/tnd © 10!
4 Silent Moves self 1 min/Ivl self
S Self Cloaking self € self
¢ Light IOR 10 min/Ivl  touch
7 Darkness I0R 10 min/Ivl  touch
8 Shadow self 1 hr/Ivl self
9 Plant Facade self 1 min/Ivi self
10 Blank Thoughts self C self

1-Hues (E.RFS) Caster and equipment within 1’ of hisbody
takes on the physical coloration of an organic object he
chooses and is in contact with. Gives a +50 bonus to Hide
maneuver attempts.

2-Shade (E.RFS) All shadows and darkness in a 100'R
around the point touched deepen, aiding Hide maneuvets by
+25.

3-Freeze (E.RF5) Any inanimate liquid (1 cu'/Ivl) can be
cooled to freezing at a rate of 1 cu’/rnd of concentration
(temp. cannot be lower than -30 degrees F).

4-Silent Moves (E.RFS) Caster can move silently, so long
a5 he does not create a sound originating more than [* from
his body (e.g.. slunming adoor, hittinga 4' long branch, etc.).
§-Seif Cloaking (E,RFS) As long as he does not move (he
may make small movements such as breathing and flexing

muscles), the caster blends into surrounding terrain, and adds
+75 to Hide maneuvers.

6-Light (E,RF10) Lights a I0'R area about the point
teuched.

7-Darkness (E.RFI0) As Light, except that a 10'R of
darkness results, Itis theequivalent of a dark, moonless night.
8-Shadow (E,RFI10) Caster and equipment within I' of his
bodyappearto be ashadow andthus become almost invisible
n dark and shadowy areas.

9-Plant Facade (E,RF10) Caster can appearto be as any one
type of plant, but effect is purely visual. Caster will not
change size and will not smell or feel like the plant.
10-Blank Thoughts (U.RFI) As long as caster concen-
trates, his mental patterns will appear ro be those of a local

animal that he chooses. This will deceive detection spells
such as Presence.

NATURE’'S WAYS

(Renger Spell List)
Areaof
Effect Duration  Range
I Water Finding I mile R - self
2 Fire Startyng 'R P touch
3 Heat Resistance * self 1 mwn/Ivl self
4 Cold Resistance * self I min/Ivl self
5 Food Finding I mile R - self
6 Sterilization 1 cu'/Ivi = touch
7 Shelter Finding T mileR - self
8 Lesser Traps vaties P touch
9 Weather Prediction I mileR - self
10 Nature's Awareness  100'R C self

I-Water Finding (I,RFI) Locates all sources of running
surface water, exposed groundwater, etc. exceeding 1 gallon.
Caster learns approximate size and quality of sources.

2—FireStarting (F,RFS) Causes any wood (or any inanimate
organic material) that the caster chooses within 1" 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*RES) 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.

S5—Food Finding (I,RFI) Caster learns location, type and
approximate quantity of all edible food sources (either dead
animal matter, or any plant).

6—Sterilization (E,RFS) Sterilizes up to 1 cu'/Ivl of any
inanimate solid or liquid. That is, it eliminates living crea-
tures smaller than 0.25" in length, but it will not affect larger
creatures Or inanimate poisons ot other material.

7—Shelter Finding (1,RFI) Caster learns location, type, and
approximate size of closest waterproof, covered space ex-
ceeding 1235 cu’. Shelter must have an entty exceeding 2'R
bordering on open air.

8—Lesser Traps (URFI10) Caster can construct a minor
outdoortrap in I minute. This trap can deliver 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,LRFI) Allows 95% chance of
predicting time, nature and severity of weather over the next

24 hr. period.

10-Nature's Awareness (I,RES) Allows caster to monitor
animate activity in the area (i.e., movement, combat, and
maneuvers). This spell may only be used if the radius ofeffect
contains plants and/or animals.
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THE SECONDARY SKILLS

Secondary skills are not used as often as primary skills
during adventuring. They are of ten tied to, or indicative of,
a character’s background or family 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-
gested 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 failing maneuvers (i.e.,
diving), horizontal dives, tumbling, rolling, vaulting,swing-
ing, etc. It also helps reduce the effects of falls.

Acting — This bonus is used for impersonating others,
devising new identities, begging, etc.

Animal Handling — This bonus is used for gathering,
befriending, or manipulating animals. Typical activities
include: animal training, animal healing, driving vehicles
pulled by animals, loading vehicles pulled by animals,
herding domestic animals (e.g, sheep, cattle, etc.).

Appraisal — This bonus is used to determine or estimate the
value of an object or good. A GM may also wish to use this
bonus for evaluating the intrinsic borius of an item (e.g., the
+10 OB bonus of a weapon, the + 15 bonus of a lockpick,
the +5 DB bonus a suit of armor, etc.). This skill applies
only to item bonuses, it does not apply to special and
enchanted abilities (e.g., it will nat identify that a sword is
“orc-slaying,” that a wand can cast Firebolts, that a lockpick
can cast Detert Traps. etc.).

Boat Handling— This bonus is used for self-powered boat
and sailing boat maneuvers (e.g., rowing, poling, serting
sails, etc.).

Caving — This bonus is used for determining the natural
course and lay-of a cave or cavern (pass or chamber)) and for
attempting restricted movement in caves and caverns.

Contortions — This bonus is used for manipulating one’s
body in order to move through small openings, escape
from bonds, etc.

Cookery — This bonus is used when preparing food. In
addition, it 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 treatment, such as attempts o halt or slow
bleeding or damaging dcterioration. See Section 17.0 (p.
74-75).

Foraging — This bonus is used for finding any local source
of potable warer, herbs, or edible plants and animals. It can
also be used for locating things in an urban environment
(i.e., scrounging).

Gambling — This bonus is used f or playing any game with
a significant element of luck.

Meditation — This bonus is used for entering, leaving, and
exploiting meditational trances.

Rope-Mastery — This bonus is used for knot recognition,
knot-tying, braiding, and splicing. It can also be used when
throwing a line and when making a maneuver while
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. Itcan be used to attempt to
deterinine dates, directions, specific locations, and the local
weather pattern 24 hours in the future.

Trickery— This bonus is used for any maneuvers involving
slight of hand: picking pockets, conf using sight tricks, and
slight-of-hand diversions.

SECONDARY SKILL GROUPS
Each Secondary Skill Group is a set of related skills that
have the saine stat bonus, skill type (i.e., MM or SM), and
related skill category. However, each skill in a group must be
developed separately.

ARTISTIC SKILLS
These bonuses arc used for creative endeavors such as
painting, sculpting, poetic improvisation, tale-telling, dance,
playing an instrument, singing, etc.

ATHLETIC SKILLS
These bonuses are used for specialized athletic activities.
Suggested skill include skiing, skating, surfing, sprinting,
rappelling, juggling, jumping, pole vaulting, stilc walking,
tightrope walking, etc.

CRAET SKILLS
These bonuses are used for crafting endeavors such as
wood-craf ts, stone-craf ts, metal-crafts (i.e., smithing ), leather-
ctafts, etc. 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 product that
involves several types of materials. For example:

Fletching: This bonus is used to make arrows out of available
wood, metal, and paper and/or feathers.

Trap-Building. This bonus is used for building traps out of
available resources. This bonus subtracts from any Percep-
tion maneuvers made tonoticea trap constructed 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-
tion, leadership, bribery, and dealing with bureaucrats.

LoRE SkiLLS
These bonuses reflect a character’s knowledge (i.e.. lore).
The number of different lore skills s unlimited. A few
suggested lore skills include: plant lore, animal lore, special
creature lore, general history, geography, tacties, culture/
race history (one skill per culture/race), religion, physics,
math, etc.

SECONDARY SKILL CHART
Stat

Bonus Skill  Related
Skill Used Type  Skill Categories ®
Acrobatics AG MM  General, M&M
Acting PR SM General, Subterfuge
Animal Handling PR SM General
Appraisal IG SM General
Boat Handling IT SMMM General, M&M
Caving {IG SMMM General
Contorttons AG MM  General, M&M
Cookery INT™ SM General
First Aid 1G SM General
Foraging IT SM  Any Category
Gambling 26T SM General, Subterfuge
Meditation PR SM General, Magical
Rope-Mastery 1G SM General
Signaling 1G SM Genecal
Sky-Watching 1T SM Any Category
Trickery PR SM Subterfuge
Secondary Skill Groups:
Artistic Skills IT SM  General. Magical
Athletic Skills AG MM  General M&M
Caft Skills AG SM General, Weapon

Influence Skills PR SM General, Subcerfuge,
Languages

Lore Skills 1G SM

* — M&M = Moving and Maneuver Skills Category

t—Each Secondary Skill Group isa set of related skills that
have the same stat bonus, skill type (i.c.. MM or SM), and
related skill category. However, each skill in a group must
be developed separately.

Any Category
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A-6 PRERCTERARTORIR

OPTIONAL MATERIAL

The material inthisappendix s provided for Gaiemasters
who have mastered MERP and want to add more detail and
flavor to their games. We strongly suggest that aGamemaster
and his players play for awhile using the normal MERP
system bet ore using this optional material.

@ A-6.I * PROFESSIONS @

This section presents a number of new Professions:

Barbarian Explorer Shape Changer
Burglar Monk Warrior Monk
Conjurer Rogue Wizard
Civilian Scholar

BARBARIAN

Prime Stat — Strength

Prof ession Bonuses — +2 per level on weapon skills
+3 per level on general skills
+2 per level on Body Development
Spell Restrictions — May not learn any spells.

A Barbarian is a character from the untamed 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
prefer weapons and armor that are easy to produce with their
resources, such as clubs, spears, sling, shorthow, whip, bola,
and leather armor.

Note: MERP is designed forcharacters from the civilized parts
of Middle-Earth, where the gamie desi gners probably ex pect most of
the adventvwes to occur. But the civilizin J] mﬂuenfeof the Eldar and
the Duinedain is linited to certain areas. Many cultures have
shummed themn.

Barbarian tribes liveon a gn'adfure, hunting and herding. East
of Ered Luin, there were many such tribes in the First and Second
Ages, but they were gradually civilized by Elves and Drinedain.
During the Third Age, you can find barbarian tribes in Dunlard,
Mirkwood, Rhovaion, and eastwards. Every tribe has its own
customns and culture which d_{'ﬁ‘ermn'alc i from other tribes. Tribe
niembers stick :ogetbcr to survive and tend to treat other peoplts with
contemnpt or suspicion.

The following MERP culture/races can be considered to be
barbarians: Dunlendings, Lossoth, Woodmen, Variags, Woses,
some Easterling groups, Orcs, Trolls, and Umli. (The Woses
possess some magical capabilities.)

Barbarian youths are genzra[fy level 1, the ordinary adults level
2-4, experienced warriors level 3-8 am[ chief tains levet 8 and
upwards, Of course, this is a rule of thumb, and there surely are
special cases that rank even higher.

BURGLAR
Prime Stat — Agility
Profession Bonuses — +1 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 Ist, 2nd and 3rd level
spells.

A Burglar is a character heavily trained in the arts of
subterfuge. His primary area of skill development is subter-

fuge skills.

CONJURER

Prime Stats — Intelligence and Intuition
Profession Bonuses— +1 per level on magical skills

+1 per level on subtert uge skills

+1 per level on Base Spell OB

+1 per level on Perception
Spell Restrictions — May learn open spell lists from both

realms. However, he can on]y cast Ist, 2nd, 3rd, 4th,

and Sth level spells. Average IG and IT stats to calculare
Power Points (Section 5.6, p. 36).

A Conjurer is a character trained in subterfuge and the
casting of minor spells from both realms; however, he has no
Base spell lists of his own. His primary areas of skill
development are magical skills, learning spell lists, and
subterfuge skills. It is difficult for a Conjurer to learn to use
weapons and armor. A Conjurer may not wear armor, 2
helmet, or greaves when casting Essence spells. He may not
wear metal armor, a metal helmet, or metal greaves when
casting Channeling spells.

EXPLORER
Prime Stat — Constitution

Profession Bonuses — +1 per level on weapon skills
+3 per level on general skills
+2 per level on subterfuge skills
+2 per level on Perception
Spell Restrictions — May learn open spell lists from ene
realm (his choice). May only cast Ist, 2nd and 3rd leve]
spells.

An Explorer is a character trained in skills that aid his
principal interest: exploration. His primary areas of skill
development are generalskills, subterfuge skills, and Percep-
tion.



Monk
Prime Stat — Agility
Profession Bonuses — +1 per level on general skills
+1 per level on subterfuge skills
+1 per level on magical skills
+2 per level on martial arts skills
+1 per level on Perception
Spell Restrictions — May learn open spell lists from both
realms. However, he can only cast Ist, 2nd, and 3rd
level spells. Average IG and IT stats to calculate Power
Points.

A Monk is a character with some training in unarmed

combat (Section A-6.2, p. 218 and most of the other skill y

categories. His only primary area of skill development is

martial ares skills, but he can learn minor spells from both
realms.

ScHoLAR
Prime Stat — Intelligence

Profession Bonuses — +2 per level on Perception skill
+4 per level on Lore Secondary Skills
+1 per level on all other Secondary Skills

Spell Restrictions — May not learn any spells.

A Scholar(Sage)is a character trarned in the gathering and 2

organization of knowledge. His primaty areas of develop-
ment are Secondary Skills (e.g, Lore skills, Sky-Watching,
Appraisal, etc.). Scholars may not learn any spells. A scholar’s
curiosity is his motivation for his adventures.

Note: For Camemasters who want to limit magic in their Middle-
earth games, the Scholar (Sage) is a substitute profession for Mage
and Animiss. This allows a player 10 choose a character that is
mftﬂcrmaﬂy oviented withont being a spzu caster,

WARRIOR MONK
Priume Stat — Strength
Profession Bonuses — +1 per level on general skills
+3 per level on martial arts skills
+2 per level on Body Development
Spell Restrictions — May learn open spell lists from one
realm (his choice). May only cast Ist, 2nd and 3rd level
spells.

A Warrior Monk is a character heavily trained in the arts
of unarmed combat. His primary areas of skill development
are body development, martial arts skills, and Adrenal De-
fense(see Section A-6.2, p. 218). [t is difficult for a Warrior
Monk to learn to use subterfuge, spells, magic items, and
[anguages. He has little interest in or aptitude for such

pussuits.

RoGuE

Prime Stat — Strength

Profession Bonuses — +2 per level on weapon skills
+2 per level on general skills
+2 per level on subterfuge skills
Spell Restrictions — May learn open spell lists from one
realm (his choice). May only cast Ist, 2nd and 3rd level
spells.

A Rogue is a character trained in many skills. His primary
areas of skill development are weapon skills, general skills,

and subterf uge skills.

WizARD
Prime Stats — Intelligence and Intuition
Profession Bonuses — +2 per level on magical skills
+2 per level on Base Spell OB
Spell Restrictions — May learn open spell lists from both

realms. Average IG and IT stats to calculate Power

Points (Section 5.6, p. 36).

A Wizardisa character trained in the castingof spells from
both realms; however, he has no Base spell lists of his own.
His primary areas of skill development are magical skills and
learning spell lists. It is dift icult for a Wizard to learn o use
weapons and armor. A Wizard may not wear arinor, a helmet,
or greaves when casting Essence spells. He may not wear
metal armor, a metal helmet, or metal greaves when caswng

Channeling spells.
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216 Prime Stat — Any stat related to his "Occupation”
Prof ession Bonuses —
w +4 per level on "Occupation” skills
+ a“" . < » .
Pare VII 2 p.er level on “Occupation Rel‘ated skills
Appendices Spell Restrictions — May not learn spell lists unless the
e 25 GM decides they are related to his “Occupation.”
Occupation Occupation Skills Occupation-Related Skills *
Acrobat Acrobatics athletic skills, Rope-Mastery
Actor Acting influence skills, art skills
Artist one specific art skill other art skills, relaced craft skills
Blacksmith craft skill: Smithing craft skills
Bureaucrat influence skills languages
Carpenter craft skill: wood-working crafe skills
Farner craft skill: Farmiing Animal Handling, Sky-Watching
Fisherman Foraging, Boat Handling related craft skills
Herder Animal Handling craft skill: leacher-working
Merchant influence skills Appraisal
Sage lore skills languages
* — All occupations have “related lore skills” as Occupation-Related Skills.
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Civilians are the ordinary citizens of Middle-earth, mainly
farmers, fishermen, herders, craftsmen, etc. They are charac-
ters that do not fit well into the standard MERP professions.
Every civiltan has an “Occupation” which deterimines which
skills he can easily develop.

A Civilian may use his Development Points to develophis
Occupation skills and his Occupation-Related 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

Inagivendevelopment period (Section 24.0, p. 90-91), he
may develop his Occupation-Related skills as follows:

* One skill rank for one DP
* T'wo skill ranks for only two DPs

A Gamemaster must determine Occupation skills and
Occupation-Related skills foreach Occupation. To helpthis

process, here are a few examples:
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DEVELOPMENT POINT FOR OPTIONAL PRE)FESSIONS CHART ! E 2 I 7 :
Shape  Warrior
Category/Skill Barbarian Burglar Conjurer Civilian  Explorer Monk Rogue Scholar Changer Monk Wiaard @
M&M Skills I 2 0 0 2 0 2 ] 1 0 0 Part VII
Appendices
Weapon Skills 5 ] I T 2 1 4 1 1 1 0
General Skills S 2 1 2 S 2 3 3 1 1 2
Subterfuge Skills 1 8 4 0 4 74 ) 0 1 2 0
Magical Skills 0 0 3 0 0 I I 0 0 0 S
Body Development K] 1 1 1 I 1 2 I 3 3 I
|.:|nguagts 0 I I 0 I 1 0 4 1 0 2
SpellLists 0 0 4 0 0 2 0 0 0 0 s
Martial Arts Skills 0 0 0 0 0 3 0 0 %) S 0
Adrenal Defense 0 0 0 0 0 2 0 0 3 3 0
Sccondary Skills ® 0 0 0 | 0 0 0 &) 0 0 0
* — Sccondary skills can use points from related catcgorics (Section 24.0, p- 90-9[).
SHAPE CIHANGER A Shape Changer also has a chance of involuntarily
Prime Stat — Presence changing form from human to animal whenever he is angry,
Profession Bonuses — +1 per level on M&M skills he is steuck, or he falls. If this happens, he will react as a wild
+2 per level on martial arts skills beast (e.g., he will attack the target of his anger, whoever
+2 per level on body development struck him, or the closest target-—GM choice). He will
+5 per level on Shape Change continue to act as a wild animal until he makes a successful
e ; Shape Change static maneuver as outlined above (he may try
Spell Restrictions — May learn open spell lists from one o SOy
realm (his choice). May only cast Ist, 2nd and 3rd level RCA5LEOUNSA . biliti : imal
Sl A Shape Changer's capabilities change when in anima
pelis- ) form:
AS_hape Changer 128 c}?aracrc.r th?t_can cbange toandfrom , 1y, following bonuses are doubled: Hits, Perception,
an animal fOl’l'l"l while st,ll maintaining ljns n.ormal human Climb, Track, No Armor M&M, and Foraging.
persona (e.g., like Beorn in The Hobbit). His primary areas of « The followine b 4 skill E Kill
skell development are unarmed combat and body develop- b i -4 Bl it il . S et
; understanding languages, martial acts skills, Shape
ment. In MERP, Shape Changers must be Beornings that can . 2 ;
: : : Change, Swim, Stalk/Hide, Adrenal Def ense, Medita-
change into bears and they have a special Secondary Skill, :
e tion, all stat bonuses, and all RR bonuses.
Shape Change, that only they can develop. This skilluses the 3 !
PR stat bonus, has a SM skill type, and can be developed ° Thf following .bonuses'are halved: Af"bUSh' Acr.obatfcs,
using DPs from any category on a one-to-one basis. Animal Handling, Caving, Contortions, and Signaling.
A Shape Changer cas attemps to voluntarily change form  * All other bonusc}s and skills are normally not usable ac
(human to animal or animal to human). The character must all (GM discretion).
make a static mancuver: * His Anmnor type is Sof t Leather.
* Open-ended 1-100 roll * All eriticals against him are resolved on the Large Crea-
+ his Shape Change bonus tures Critical Tables CI'-10 and CT-I I (p. 239).
+5 for every consecutive round that he * His DB is his AG bonus plus [0 plus his Adrenal
concentrates (Appendix A.-4. P [9[) Defense bonus (Section A-6.2, p. 218).
+20 for a s‘fCCCSSﬁ‘] Meditation static maneuver * His artack is either a Tooth & Claw attack (AT-S) or a
* If the result is 100+, the change rakes place. Grappling & Unbalancing attack (AT-6). His OBis 25
* If the resultis 76-99, there isno change, buthe cantryagain ~ plus his appropriate martial arts skill bonus (Section A-
next round (any rounds of concentration remain consecu- 6.2, p. 218). The attack size is one larger than the
tive). martial arts skill used in the attack’s OB (i.e., small
*If the resulc is less than 76, there is no change and the ~ becomes medium, medium becomes large. and large
character loses his concentration (he must start over at zero becomes huge).
consecutive rounds of concentration). * He may not speak his human languages, but he can
understand them. He may converse fluently with other A di
; y ppendix
bears, and he may communicate at Rank | with Badgers A-6.1
and other “Bear-ltke” creatures. S
Optional

Material
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@ A-6.2 * MARTIAL ARTS & @
ADRENAL DEFENSE SKILLS

The optional Professions presented in Section 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-
217) may transfer (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 Ares skills.

ADRENAL DEFENSE

If a character is not using armor or a shield and he moves
at least S feet 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 isawareof (i.e., it does notapply to an attack thatsurprises
him). None of the original MERP Professions have any
Development Points for this skill. There is nostat bonus for

this skill.

MARTIAL ARTS

The Martial Ares skill category consists of six OB skills
(Off ensive Bonuses). The “Striking” attacks represents “hard”
Martial Art attacks similar to Karate, while the “Sweep”
attacks represent “sof t” Martial Artattacks similar to Judo.

None of the original MERP Professions have any Devel-
opment Points in this skill category. For each attack type, the
Martial Arts Statistics Chart summarizes the stat bonus,
attack table, attack size, and critical type. Note that each
Novice skill bonus must be larger than the corresponding
Standard skill bonus, and that each Standard skill bonus
must be larger than the corresponding Expert skill bonus.

MARTIAL ARTS STATISTICS CHART

Stac  Attack  Attack  Critical

Attack Type Bonus  Table Size Type

Novice Striking ST AT-5 Small  Impact
Standard Strking * ST AT-5 Medium Impact
Expert Striking®>®> ST AT-5 Large  Impact
Novice Sweeps AG AT-6 Small  Grapple
Standard Sweeps T AG AT-6  Medium Grapple
Expert Sweeps it AG AT-6 L-u'ge Grapple

*— OB can't be greater than the Novice Striking OB.
®* _ OB can't be greater than the Standard Striking OB.
t — OB can’t be greater than the Novice Sweeps OB.

H — OB can't be greater than the Standard Sweeps OB.

@ A-6.3+ FEMALES STATS @

In our world and in Middle-earth, women average lower
body weights than men. This is a result of a lower average
height—women actually are stockier on average. As a result,
female characters in MERP have a lower average carrying
capacity asreflected in their Encumbrance Penalties (Section
SHyp-37)

In order to balance outthis disadvantage for female MERP
characters, we canuse the factthat women havebetter average
agilities and more resistant average constitutions than men.
A Gamemaster may wish to assign a +3 stat bonus to either
the AG stat bonus or the CO stat bonus for each female
character (except Hobbit females). This +3 stat bonus
should be assigned to the stat(i.e., AGor CO) with the lower

stat bonus.

@ A-6.4 * USING ATHELAS @

This section provides amoredetailed interpretation of the
use of the herb, athelas (Table ST-5, p. 256).

Anyone may use athelas to successfully treat a headache or
to temporarily relieve cold symptoms for one day. Only true
Nuimenéreans (i.e., Diinedain and Black Ndamenéreans )have
any chance of using the “Westman’s Weed” for other types
healing. This chance is based upon a character’s lineage as
outlined below:

Chance of Lineage

Lineage Healing Roll
Full blooded Nitmenérean (no nobility) ... 1% 01-67
Lesser Namendrean nobility .......c.ccccccccceiane. 2% 68-87
Greater Niimendrean nobility ..........iieien. 5% 88-97
Distant relation of royal family ................. 10% 98-99
Close relation of royal family ......ecveenernr. 20% 100°
In direct line of SUCCESSION c.uuuvivececeererersrerines 50% 100°
Ruling monarch, but not so ordained ......... 70% -
Ordained Black N<imenérean King ............. 80% -
Ordained Dinadan King.....cccooooooeeomnrrinnnee 90% -

*—Roll again:if01-83, the lineageis “closerelarion o froyal
family;" if 84-100, the lineage is “in the direct line of

succession.”

In the absence of other information, a GM can roll as
indicated above in order to determine a Dtnadan or Black
Ndmenérean character’s lineage.

Acthelas can heal any injury, but it can not perform “life-
giving” (Section 17.0, p. 74-75). If an attempt to use athelas
fails, a dose of the herb is used up, but there are no side eftects
and additional attempts may be made i more doses are
available.



OPTIONAL WEAPONS STATISTICS CHART

Fumble
Range

Primary
Critical

Secondary

Weapon Critical

Base

Range Special Modifications

I-Handed Edged (can be used with a shield):
Bastard Sword (1-H) -4 Slash —_
Double-axe (1-H) I-5 Slash -

—_ -508B
— +5 OB (chain/plate), -5 OB (other)

2-Handed Weapons (can not be used with a shield):
Bastard Swerd (2-H) I-5 Slash
Double-axe (2-H) 1-6 Slash

Crush (B)
Crush (B)

— -508B
— +5 OB (chain/plate), -5 OB (other)

©® A-6.5 * MODIFICATIONS @
TO ELEMENTAL ATTACKS

These optional modifications make bolt and ball elemen-
m] attacks more effective.

* Instead of the +35 range modification for 0'-I0", use +50
if the caster is actually touching the target. In the case of a
Ball spell, a caster touching his target will also suffer the
effects of the spell.

* If a character or creaturc has a Heat (or Cold) Resistance
modif ier, apply it to both elemental attack rolls 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 @
SPELL LISTS

In the normal MERP rules, each Development Point
allocated 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 level characters being able to cast
many more spells than they do under the normal rules.

For each DP a character allocates to learning a spell lisr, he
learns the two lowest level spells that he does not already
know on that list. Thus, allocating five DPs to a list still lets
you learn all ten spells on that list automatically, but now you
automatically 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: Guladhil allocates one BP to learning the spell list
Nature's Guises (e the example on p. 91). Because he does rot
already kniow any spells on that list, he autormatically learns the fivst
level spell, Fues, and the 2nd level spell, Shade. If he had allocated
two DPs, he would have learned the 1st, 2nd, 3rd, and 4th level
spells

@ A-6.7* WEAPONS @

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 @ 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 Pouble-Axe is a heavy, double-bladed axe that weighs
about9 Ibs. Itis can be used either with the one-handed edged
weapon skill or the two-handed weapon skill. Its abbrevia-
tionis"“dx.” Double-axesarerare and usually not availableon
theopen market. A character desiring sucha weapon may be
required to obtain the design and then order it from a
weapon-smith (at an approximate cost of 39 sp).

Note: One of the mnost famous hunan beroes durin g the First Age
of Middle-earth was Hyirin. His weapon was almost equally
renownied: a heavy double-axe which could be used ir either one or
two hands. At Nirnaeth Arnoediad he defeated scores of enemies

with the axe, and the legends say that its steel was steaming with
black Troll-blood.
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CONVERSION NOTES

@ A-7.1 « CONVERTING @
CHARACTERS FROM
LOR TO MERP

It is fairly easy to convert a LOR character into a MERP
character—the two systems were designed to be easily con-
vertible,

USING CHARACTER TEMPLATES
The easiest way to convert is to use the charactertemplates
described in Section 3.0 (p. 21). First, determine which
MERPCharacter 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 suggestions:

Corresponding MERP
LOR Character Character Tetnplate
Hobbit Scout...............Hobbit Scout (p. 124-125)

Elf Scout .....coneres Sitvan Elf Scout (p. 128-129)
Human Wamor........... Rohir Warrior (p. I 16-117)
Dwarf Warrior ............ Dwatf Warrior (p. 118-119)
Elf Warcior «....oocvvcccciine Sinda EIf Warrior(p. 120-12I)
Human Ranger ........... Ddnadan Ranger (p. 130-131)
Half -elf Ranger .......... Half-elf Aniou'st (p. 142-143)
Human Bard ... Dorwinadan Bard (p. 134-135)
EIfBard .......c.ccoveuererovnres Noldo Elf Bard (p. 136-137)

Next, you need to determine your character’s MERP Level
and MERP Experience Points. To do this, just take your
character’s LOR Experience Points and refer to the following
inf ormation:

LOR Experience Points MERP Level
less than 300
300 to 599
600 to 899
900 to 1199
1200 to 1499
[500 to 2099
2100 to 2699
2700 to 3299
3300 to 3899 9th
more than 3899 .......ccoovverenvevnrrnrerarnrirenns 10th

MERPExperience Points =
10,000 + [(LOR Experience Points +- 150) x 5.000]

Now, you have your character’s MERP Character Tem-
plate and his MERP Leve! and Experience Points. You may
now follow the instructions in Secti'ons 3.1 to fill out your
Charter Template. You and your Gamemaster should feel
free to modif y this inf ormation to more closely match your
LOR character.

USING THE MERP CHARACTER
DESIGN SYSTEM

To covert your LOR character using the MERP character
design system, just photocopy a Character Record Sheet RS-
I (p.227) and fill itin as you follow the instructionsin the
rest of this section.

ProressioNn & CULTURE/RACE
Your LOR character type tells you your character's exact
MERP Prof ession and Culture/Race. The only diff erence &
that a LOR Elf is a MERP Silvan Elf and a LOR Human is a
MERP Dinadan. For example,a LOR HobbitScout becormes
a MERP character with a Profession of Scout and a Culture/
Race of Hobbit.

GENERAL INFORMATION
This information includes your character’s name, age,
gender, height, weight, hair color, eye color, etc. Ifyou have
not already determined this inf ormation during your IOR
adventures, you can refer o your MERP Culture/Race
description in Appendix A-2 (p. 146-179) for some ideas.

StATS
You should roll 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 aSilvan EIf, you must assign one of your
threehighest rolls to Presence.

* Your highest roll must be assigned to a stat that corre-
sponds to your character's LOR stat with the highest LOR
stat bonus (see chart below).

* Your second lowest roll must be assigned to a stat that
corresponds to your character's LOR stat with the lowest
LOR stat bonus.

* Since your MERP Profession has already been determined
you may replace your prime stat with a “90."

LOR Stat Corresponding MERP Stats
Strength......ccoccecees Strength, Constitution
AgtliBh.....s s, Agility

Intelligence ............. Intelligence, Intuition, Presence
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Strength .........cooovuvus Physical Enhancement
AW“ Shield.cazzcsannia Essence Hand @
. Speedira s rnatie: Living Change
™ et "5“ Balapce's-Fee-w Physical Enhancement ?"t v
O ' 5 3 Appendices
A6 o 00 5 Camouflage............. Nature's Guises, Illusions - =
Svest ot o Concentration ........ Physicat Enhancement
Item Analysis......... ltem Lore Arwen
- S ok g e Clairvoyance............ Direct Channeling
gt By of Hoe dwib oy ki By Healing\......cccoeneeee. Surface Ways,
”""’M“;’*:m ":'W - Toucl..i. it no corresponding spell list
t:;,“wfwt‘n ;,'_jw’i_‘ﬂ\ Prot. from Magic ..Spell Ways, Spell Def ense
L oo, g SRS S Sustenance .... Creations
T ' (QF) [ T Calm Spirits
Chann Animals ...... Animal Mastery
ém Fire Bolt .....cocevnunnee. Fire Law
8 qude of legar
L CONVERTING FOR YOUR LEVELS ABOVE FIRST
o If your LOR character has more than 300 Experience
A : i 4 Pmntf- you should deterinine his MER P Level as outlined on
m:,};’ gt ] _ " the previous page. Then you should develop your skills
(i ; " (Section 24.0, p. 90-91) once for each level above I st. Once
again, you should allocate your Development Points during
S0k feop B off - apprenticeship development to correspond as closely toyour
Bipadaid fe sy Y LOR skill bonus assignments as possible.
Lot sorew W ar®
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CONVERTING FOR FIRST LEVEL
Youshouldnow followthe procedure outlined in Sections
19.0-22.0 (p. 79-87) to determine and record your stat
bonuses, your Culture/Race stat bonuses, your languages,
your realm, your background options, etc.
Next, you should develop your adolescence skills and
apprenticeship skills as outlined in Sections 23.0-24.0 (p.
88-91). You should allocate your Development Points
duringapprenticeship development to correspond as closely
to your LOR skill bonus assignments as possible. The
following charts gives the correspondence between LOR
skills & spells and MERP skills & spells:
Corresponding MERP
LOR Stat/Skill  Skills & Skill Categories
Melee OB ................ I-H Edged, I-H Concussion,
2-Handed, Pole-arms
Missile OB.............. Thrown, Missile
General .....ccoccovunee. general skills category
Subterfuge.......cco... subterfuge skills category
Magical .......covrecicns magical skills category
Perception .....ouiuvees Perception
Endurance ..... ...Body Development Appendix
Spells.....vcecnane. Spell Lists A-7.1
Conversion

Notes
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@ A-7.2 « EXPANDING @
MERP WITH ROLEMASTER

Middle-earth Role Playing (MERP) provides six prof essions
and spell lists to 10th level. MERP is compatible with
Rolemaster (RM) which provides nineteen professions, and
spelllists up to SOth levelf orthose professions. This section
is concerned with two major questions:

1) How to use Rolemaster professions within the MERP
framework, and

2)How to convert existing MERP characters to Rolemaster
characters.

USING ROLEMASTER
PROFESSIONS WITH MERP

Most Rolemaster professions require spell lists from Spell
Law (the magic system found in RM). Therefore, even when
using MERP, Spell Law should be used to detenmine which
spell lists a character of a specific Rolemnaster profession can
learn. Given these spell lists, Rolemaster prof essions translate
easily into MERP professions.

* RM Fighters, Thieves, and Rangers should be treated as
MERP Warriors, Scouts, and Rangers (respectively).

* RM Magicians, Illusionists, Alchemists, Sorcerors, and
Mystics are handled the same way as MERP Mages for the
purposes of Prime Stat (Inte“igence), Developmen[ Points
(CGT-4. P- 246). and Professional bonuses (BT-6, 245)
RM Clerics, Animists, Healers, and Astrologers are treated
as MERP Animists.

* RM Bards are the same as MERP Bards, but use Presence as
the Prime Stat.

* RM Mentalists, Lay Healers and Seers use Presence as their
Prime Stat, use Animist Profession Bonuses, and use the
Development Points as follows—weapon skills: 1 DP;
generalskills: | DP; subterfugeskills: I DP; magical skilis:
3 DP; Body Development: 2 DP; Languages: 2 DP; Spell
Lists: S DP.

* RMRoguesshould betreated as MERPFighters, butusethe

Development Points given for “Rogue” in Appendix A-
6.1 (p. 217).

® Treat RM Warrior Monks as MERP Fighters, but use the
Development Points given for “Warrior Monk" in Ap-
pendix A-6.I (p. 217). The Martial Arts optional rules
should also be used (Appendix A-6.2, p. 218).

* RM Monks are treated as MERP Rangers, but use the
Developmen[ Points given for “Monk" in Appendix A-0.]
(p.- 217). The Martial Atts optional rules should also be
used (Appendix A-6.2, p. 218).

ROICINASLET,

CONVERTING CHARACTERS FROM
MERP TO ROLEMASTER
When using material from Rolemaster (RM) with MERP,

Gamemaster must keepi nmind that while MERPand RMare

compatible, RM is more compIex and detailed than MERP.

This added flexibility in character eapabilities will require the

GM to make certain decisions when converting MERP

characters to RM characters. The following are suggested

guidelines:

* A Warrior may be converted to a RM Fighter.

* A Scout may be converted to 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
havingaccessto the Essence Open Lists, not the Mentalism
Open lists).

* An Animist may be converted to either a RMCleric ora RM
Animist. The GM may decide to make this choice based
upon the character’s nature and use of the MERP spell lists,
or he may allow the player to 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 to become
a RM Rogue; a Mage who used the Hlusions lust frequently
mightbe allowed tobecome a RM Illusionist; an Animist who
concentrates in healing might be allowed to become a XM
Healer; etc.

After conversion, character development should proceed
using the RM character development rules. We suggest that
a GM allow MERP characters to keep their professional
bonuses (MERPT able BT-6. p. 245), but limit these bonuses
to a 10th level maximum.

Alterna[ively. a Gamemaster may decide to allow charac-
ters to continue using MERP character development rules,
but convert to using the spell lists provided in Speff Law.

OpTiONAL MERP PROFESSIONS
To convert the optional professions presented in Appen-
dix A-6.1 (p. 214-217), use the following guidelines:
¢ A Barbarian may be converted to a RM Fighter.
« A Burglar may be converted to a RM Thief.

* A Conjurer may be converted to a RM Bard. A
Conjurer's base lists are not the Bard base lists. Instead
he must choose six base lists from the open [issence lists
and the open Channeling lists.

* A Civilian may be converted to a RM No Prof ession.



* An Explorer may be converted to a RM Rogue with the
Ranger’s DP costs for secondary skills.

* A Monk may be converted to a RM Monk.
* A Rogue may be converted to 2 RM Rogue.

* A Scholar may be convetted to a combination of a RM
Rogue and a RM Seer for Development purposes, Use
the lower DP cost from the two professions for all
secondary skills and linguistics, and use the higher DP
costs for the other skills. He may only learn spell lists as
a Rogue.

* A Shape Changer may be converted to a RM Rogue with
the special rules outlined in Appendix A-6.1 still in
effect.

* A Warrior Monk may be converted to a RM Warrior
Monk.

* A Wizard may be converted to a RM Sorceror, Mystic,
or Astrologer (GM's choice). A Wizard's base lists are
not the RM profession’s. Instead he must choose six base
lists from the open and closed Essence lists and Chan-
neling lists.

CONVERTING STATS

MERP stats may be directly converted to corresponding
RM stats as follows:

MERP Stat Corresponding RM Stats

Strength ....coccruvene Strength

Apifieg .ccceiiin Agility, Quickness

Constitution .......... Constitution

Intelligence ............ Empathy, Reasoning

Intuition ...Intuition, Memory

Prescnce Presence, Self Discipline
CONVERTING SKILL RANKS

Most MERP skills may be directly converted to the RM
skills with the same names. The exceptions are:
* 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 ranks and allocate them to the corresponding RM
skills (no more than halfto anyone RM skill).

CONVERTING SPELL LISTS

When converting to RM. the spell lists “known” to MERP
characters should be carefully examined. For each MERP
spell list “known,” either the GM or the player involved
should make one of the following choices: 1) Keep the MERP
spell list or 2) Take one of the corresponding RM spell lists
(provided later in this section). Both choices are limited to
1st-10th level spells.

Characters may learn additional spell lists and sections of
spelllists normally available to their RM professions. “Know-
ing” a MERP spell list counts as "knowing” one of the
corresponding RM spell lists (GM or player choice) for the
purposesof learning I Ith-20th (and higher)Ievel spells. T he
following chart gives the correspondence between MERPand
RM spell lists for these purposes.

MERP Spell Lists Corresponding RM Spell Lists
Open Essence Lists (all are Open or Closed Essence Lists)
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Essence Hand Essence Hand, Shield Mastery
Spell Ways Rune Mastery. Dispellmg Ways @
Spiric Mastery Spirit Mastery Part VII
Essence’s Ways Detecting Ways, Delving Ways Appendices
E.sence Perceptions Essence’s Perceptions
Physical Enhancement  Physical Enhancement,
Elemental Shields
1tlusions Lesser lllusions. Invisibie Ways
Unbarring Ways Unbamng Ways
Mage Lists (all are Closed Essence or Magician Base Lists)
Fire Law Fire Law
lce Law Ice Law
Light Law Light Law
Water Law Water Law
Wind Law Wind Law
Earth Law Earth Law
Living Change Living Change, Rapid Ways
Lofty Bridge Lofty Bridge
Bard Lists (ali are Bard Base Lists)
Lore Lore
Sound Control Sound Control, Sound Projection
Controllmg Songs Controlling Songs
Item Lore Item Lore
Open Channeling Lists (all are Open or Closed Channeling,
Base Cleriz, or Base Animist Lists )
Dctection Mastery Detection Masmy, Locating Ways,
Lore
Surface Ways " Surface Ways, Concussion's Ways
Sound//| Light Ways Sound's Way, Light's Way
Calm Spirits Calm Spints, Channels
Nature’s Movement Nature's Movement,
Lofty Movements
Protections Protections, Nature's Lore
Spell Defense Spell Def cnse, Repulsions
Nature's Lore Nature’s Lore, Weather Ways,
Nature's Law
Animist Lists (all are Open or Closed Channeling, Base Clric,
Base Healer, or Base Auimist Lists)
Blood Ways Blood Ways, Blood Law
Organ Ways Organ Ways, Organ Law,
Nerve Law
Punfications Purifications
Bone/Muscle Ways Bone Ways, Muscle Ways,
Bone Law, Muscle Law
Plant Mastery Plant Mastery, Herb Mastery
Direct Channeling Lif e Mastery, Communal Ways
Animal Mastery Animal Mastery, Summons
Creations Creations, Barrier Law
Ranger Lists (alt are Ranger Base Lists)
Path Mastery Path Mastery
Moving Ways Moving Ways
Nature’s Ways Nature’s Ways, Inner Walls Appendix
Nature's Guises Nature's Guises A-7.2
Converston
Notes
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@ A-7.3 * GENERAL FRP @
CONVERSION NOTES

Various FRP rules systems have their own “statistics”
which are keyed to specific game mechanics. This section
provides notes for converting other system statistics to
MERP statistics. Since there are so many FRP systems in
existence, we have chosen to restrict our SPCCIflC notes to two
of the other major FRP systems: Fantasy Hero™ (a skill based
system) and AD&D® (a level based system). Since MERP is
a level & skill based system, a Gamemaster should be able to
use techniques similar to those presented in this section to
convert MERP statistics to other systems.

Note: AD&D® is TSR’ (Lake Geneva, WI) trademark for
their faritasy role pla ying product, and our references tothemare in
no way meant to indicate that ICE has a license from TSR with
regards 1o this or any of our products

CONVERTING MERP AND FANTASY

HERO STATISTICS

Fantasy Hero (FH) from Hero Games is part of the Hero
System family of role playing products. It uses a significantly
different combat and spell system from those found in
MERP/RM. The conversionof characters and creatures from
one system to theother requxres some mathematics but, if you
play MERP /RM or Fantasy Hero" , the task should not present
a great obstacle.

TIME
During combat or other sttuatxons where game time IS
precisely reckoned, Fantasy Hero™ uses twelve 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 MERP/RMRound = 3 FH segments
I MERP/RM Turn = 18 FH segments or L.S FH turns

Due to the way the various game mechanics work, our
suggested time conversion guideline is not exact.

SKILLS AND SKILL BONUSES
Fantasy Hero skills can be translated to MERP skills by
simply comparing the name of the skill. Bonuses may be
converted by using the following conversion guideline:

+10 MERP bonus = +I FH bonus

ARMOR AND WEAPONS
Since MERP weapon skills are broadly defined i in terms of
weapon categories, conversion is easy. F. antasyHem s weapon
skill categories are fairly close to those found in MERP, so
simply use the following guidelines to find the equivalent

label:

MERP Fantasy Hemm

I-hand Edged Swords

I-hand Concussion Axes, Maces, Hammers, etc.
2-hand 2-hand

Pole Anns Pole Aons

Missile Missile

Theown Thrown, Javelin

STATS (CHARACTERISTICS)

The MERP /RM system uses percentile values (I-100) to
describe a character’s stats(characreristics), FH uses an open-
ended system with most values falling in the 5-20 range. We
suggest the following conversion guideline:

MERP/RM stat = FH stat x S
FH stat = MERP/RM stat = S (hzinfmmn va!uttj&)

Thus, a Fantasy Hero. character with an 8 value for his
characteristic would have a stat value from O1 to 42 for his
MERP/ RMstat. The following converslon table shows how
MERP/RM stats and Fantasy Hero™ stats relate.

When two MERP/RM stats correspond to one FH stat
(i.e. DEX, INT, and EGO), use the highest stat. Average FH
CON and BODY to obtain the equivalent MERP/RM

Constitution.

MERP/RMStat
ST  (Strength)

Fantasy H a0 Stat
STR  (Strength)

AG (Agility) DEX (Dex(cl’i(y)

CO (Constitution) CON (Constitution), BODY
1G  (Intelligence) INT  (Intelligence)

IT  (Intuition) EGO (Ego)

PR (Presence) PRE  (Presence)

AP (Appearance) COM (Comcliness)

QU  (Quickness) DEX  (Dexterity)

RE (Reasoning) INT  (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 there
space to demonstrate how Fantasy Hero  spells are con-
structed. The easiest approach is to use the following guide-
line to relate FH spell-caster Character Points spent on spell
construction to MERP /RM spell lists “learned” to

1 MERP/RMspell list “learned” =
[0 to IS FH Character Points

Note the common themes of the character’s spell spells
should be retained when converting (e.g,, "fire” spells to the
Fire Law list)

CREATURE CONVERSION
Use following equivalences as guidelines for creature
conversion:

MERP / RM Fantasy Hero

Offensive Bonus (OB)/15 OCV

Offensive Bonus (OB)/[O Damage Class

Defensive Bonus (DB)/7 DCV

Armor Type (AT)/2 resistant ED and PD
Annor Type (AT) x2 total ED and PD

Base Movement Rate/I0  Move in inches per phase
Hits/10 BODY (min. 10)

When two FH stats are given for one relation (e.g., EDand
PD for Armor Type), average them before converting 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 value.



CONVERSION FROM
AD&D® STATISTICS

AD&D® uses a significantly different combat and spell
system from those found in MERP /RM. The conversion of
characters and creatures from one system to the other
requires some eft ort, but if youplay MERP/RM or AD&DS,
the task should not present a great obstacle.

Once you have determined the

ProFessioN AND CULTURE/RACE
Use the character's AD&D® ‘Character Class' as a rough
guide for detertnine a MERP /RM's character’s profession.
The character's MERP /RM culture /race should be easily
determined—just choose the MRP/RM culture /race that
seems to be the closest to the AD&D” race.

character’s level, profession, and cul- ADED® MERP Standard ~ MERP Optional RM Standard /Companions
tare/race, youcanuse the MERPChar- Paladin Ranger — Ranger/Paladin (1)
acter Templates to convert the charac- Barbarian Warrior Barbarian Fighter/Barbarian M
ter. This process is outlincd in Section Assassin Scout Rogue Rogue/Assassin (111)
30(}3 Zl)and in Appendix A-7.1 (P Tlusionist Mage — Hlusionist
220-221). Pruid Animist — Animist
Ranger Ranger — Ranger
LEVEL Bard Bard — Bard
To obrain a character's MERP/RM Monk Scout Wartior Monk ~ Warrior Monk
level multiply the ADED® ‘Level’ by Fighter Warrior = Fighter
L.5. This is only a rule of thumb, and | Cleric Animist — Cleric, Healer
the Gamemaster should examine the Thief Scout Burglar Thief
character as a whole to determine if it Magic-User Mage — Magician, Alchemist
needs adjustment. fighter w/ Psionic Ability ~ Ranger Monk Monk
Cleric w/ Psionic Ability Ranger Cenjurer Lay Healer, Astrologer
Bonuses Thief w/ Psionic Ability Bard — Bard, Monk
ADE&D® statistics are based on a I- M .-User w/ Psionic Ability Mage Wizard Mentalist, Mystic
20 system., while MERP/R Mbonuses Multi-Class Fighter Warrior Explorer Rogue
are based on a 1-100 system. So to | Multi-Class Thief Scout Rogue Rogue
obtain a ]VERI’/RM bonus, ]ust mul- Multi-Class Druid Ranger Wizard Ranger
[,Ply the AD&D® boniss by S. For Multi-Class Cleric Monk Wizard Astrologer
Multi-Class Magic-User Bard Wizard Sorcerer

example, a +3 AD&D® mace would

be a +15 mace in MERP /RM terms.

Hrrs
Toobtain MERP/RMHits multiply the AD&D® 'Hits'by
3.(e.g. for a creature’s hits).

ARMOR TYPE
Use the following AD&D® armor classes (AC) to deter-
mine a character /creature’s MERP /RM artnor type (AT). If
a shield is used, decrease the AC by one before converting.

AD&D® MERP RM

ACI10 No Armor ATs 1-4
AC38 Sof't Leather ATs 5-9
AC ¢ Rigid Leather ATs 10-12
AC 4 Chain ATs 13-16
AC2 Plate ATs 17-20

STATS
There is a one-to-one correspondence between AD&D®
stats and MERP stats, so conversion is simple.

MERP Stat AD&D®Stat
Strength Strength
Agility Dexterity
Constitution Constitution
Incelligence Intelligence
Intus'tion Wisdom
Presence Charisma
MERP/RM MERP/RM AD&D® AD&D®
Stat Stat Bonus Stat Stat Bonus
102+ +35 20+ +5
101 +30 19 +4
100 +25 18 +3
98-99 +20 17 42
95-97 +1S 16 +2
90-94 +10 1§ +1
75-89 +5 13-14 +1
25-74 0 9-12 0
10-24 -5 7-8 -1
59 -10 6 -1
34 -15 S -2
7) -20 4 -2
I -25 3 -3

Appendix
A-7.3
Conversion
Notes
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SELECTED READINGS

This work is based on The Hobbit and Tbe Lord of the Rings,
particularly the appendices from Tke Retwrn of the 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 from the histories
of the Third Age, The Lord of the Rings stands as the most
instrumental resource.

Tte Silmarillion and Unfinished Tales may provide crucial
datafor campaignsset in the Firstor Second Agesof Middle-
earth. The former iscertainlykeytoany in-depth cosmologi-
cal overview. ICE's MIddle-earth line is aimed at settings of
a later period, but will, nonetheless, prove helpful to those
concerned with earlier times.
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Name: Spell Lists: Chance RS-1 — CHARACTER
Culture/Race: ) [ ] RECORD SHEET
Profession: Age: 2) [ ]| Languages: Rank
Realm: Gender: 3 [ ] 1) .
Height: Weight: 4) D Il 2y -
Hair: Eyes: 5) [ 1] 3 -
Demeanor: 6) L ) 4) P
Personality: 7) (U §) I
Mortivation: 8) [ ] 6) R
Alignment: 9) i 7) P
Special: 10) [ 1 8) .
Normal Race Total | Current Level: Shield (+25 DB)
Stat (Abbr.) Value Bonus Bonus Bonus Experience Points: Helmet (-5 Percption) O
Strength (ST) Power Points: Arm Greaves (-5 OBs) 0
Agility (AG) Armor Worn: Leg Greaves (-5 MMs)
ICor;Tltutlﬂon ({:C“ Stat Items Special Total Bonus
Inrc : ‘gmt:_[{_]( ) Defensive Bonus (DB): AG DB
1;::::_Ll:‘::l {kPR)} Essence RR Bonus: 1G RR
A : - : e (AP) Channeling RR Bonus: 1T RR
pperanc (F) Poison RR Bonus: cO RR
Encumbrance Penalty: = ST — Wt. Mad. Disease RR Bonus: CcO RR
Rank Stat Profession  Item Special Special Total
Skall 5% Ranks 2% Ranks  Bonus Bonus Bonus Bonus Bonus Bonus Bonus
Movement & Maneuver Skill Category:
No Armor ala Maximum AG XXNXX +0 MM
Soft Leather aaa Number AG XXXXX -15 MM
Rigid Leather o000 ———of AG XXXXX -30 MM
Chamn 20000 O —Ranks ST XNXXX -45 MM
Plate Oa000 0000 — ST XXXXX -60 MM
Weapon Skill Skill Category:
I-H Edged Q0000 00000 Q0000 ST OB
I-H Concussion 00000 00000 00000 ST OB
2-Handed L [ 1 [ ST OB
Thrown 1 [ [ [ o o AG OB
Missile Q0030 00000 0aaaa AG OB
Pale-arms 00000 00000 0aoaa ST OB
General Skill Category:
Climb Q0200 00033 00090 AG MM
Ride O0a00 00003 000aa IT MM
Swim 00000 000aa 0a0aa AG MM
Track Q0000 O0aaa 0000k 1G SM
Subterfuge Skill Category:
Ambush 00000 00000 0aoa4a XXxxaxx XANXX XXKXX spP
Stalk/Hide T [ O i PR. MM/SM
Pick Lock [ 1 S B | 1G SM
Disarm Trap Q0000 000aa 00094 1T SM
Magical Skill Category:
Read Rune Q0000 00000 00oa 1G SM
Use Ttem 000 0oaaa 0ol IT SM
Directed Spells 00000 042300 00aaa AG OB
Miscellaneous & Secondary Skills and Bonuses:
Perception 0O000 00000 0aaaa IT SM
Body Development 00000 GOOO0  O0004 cO +5 Sp
Base Spell OB AXNXX XX xxxxx OB
Q0000 OO00a 00 - —
o DOOd00O000a 000920

72 01101 191 191 191 11 16 160 100 101101 10 1L 1L 1L 1L 1L 1 L Y

@MMMMM@@M@MMM@@@@M@@MMMMM@@M




Special

e [hun
Spunoy Jjo #
WO 30 umo(]
spunoy] Jo #
sasnuog wolj
uoldEnqng
punoy 1ad uaye
durag sy
uowe] sy
=
49]
§9)
ar
5)
8l g
5l
q -
m
m ~
=
< «
a I
| e
2 3
o &)




RS-3 — EXPERIENCE POINT RECORD SHEET

CHARACTER

Hit Points
(Based on total bit: taken)

Critical Points
(Based on oppanent's level
& severity of m‘n‘mf)

K1ill Points
kﬁhs{ﬂ' on OP}'NJ”f"l"S kw[
& charaster's leve])

Maneuver Points

(Based on difficulty

of maneu vtr)

Spell Points
{Bam{ on spcﬂ level
& character's (cwl)

Misc. Points

Travel Points
(Bamf o mniber
qu.lcs Iravtw)

SUBTOTAL

1dea Points
(Bam{ on }mfftj

group's rotal pornts)

TOTAL
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il APPENDIX ¢ A-10 — THE TABLES ke

CST-1— WEAPONS STATISTICS TABLE

Fumble Primary Secondary Base Weight
Range Critical Critical Range ¥ (Ib.)

Special Modifications

Dagger I Puncture(C) —- IS -15 OB
Handaxe 1-4 Slash — IS +5 OB against chain & plate
Scimitar 1-4 Slash — —

(RN T

-5 OB (chain/plate), +5 OB (other)
hai

Slash 10 OB / late), +10 OB (other)

sed with & shield)
14 Crush(D) — 2 5 -10 OB
Mace 1.2 Crush - S ) —
Morning Star I-8 Crush Puncture(A) == 5 +10 OB take 'B’ critical if fumbled
Net 1-6 Grapple — 10 3 415 OB (chain/plate), -10 OB (other)
War Hammer -4 Crush — 10 5 +508B
Wh I-6 Grapple(C) Stash{A) — 3

-10 OB, can use from 2nd line

]ave].inw -‘ 1-4 PLII‘IIIC.;I...IX'E “ e 0 4 " .10 OB, canuse from .Zn.d“lm;
Spear ) Y Puncture Slash(A) 20 § -5 OB. canuse from 2nd line
anded Pole. Arms (require boih hands ro use);
Mounted Lance Puncture Unbalance i 10 +15 OB, take 'B' cric if fumbled
HMalbard Slash Puncture — 7 -5 OB, canuse from 2nd line

Battle-axe 1-§ i +5 OB (chain/plate), -5 (other)
Flail 1-8 6 +10 OB, take 'C' critical if fumbled
Quarterstaf f 1-3 — — 4 -100B

2-Handed Sword  1-5 8

Bola

I-7 3 -5 OB. take ‘B critical if fumbled.
Composite Bow 1-4 Puncture — 75* 3 Load(I), or Reload(0) at -25 to OB.
Crossbow 1-5 Puncture — 920 8 Load(2), +20 OB at up to SO
Long Bow 1-5 Puncture — 100° 3 Load(T), or Reload(0) at -35 to OB.
Short Bow I-4 Puncture — 60* 2 Load(T), or Reload(0) at -10 co OB.
Sling 1-6 Crush{D) — 50* 0.5 Load(1), can use with a shield.
OB = Offensive Bonus Base Range: The base range in fecc for the weapon to be thrown o
® — Acharacter may not move with these weapons loaded and ready to Fired. Sh?“ range is bcrwecn 1} ""d' the base range. and there is no
fire. They may be carried in hand and fired as if reloading(penalty OB modif.cation. Medium range is b‘_(?”“_" d_‘c base range and
applies). : éouble thebaserange, and the OB modx.f.lcanon i5-25. Longrange
1 — All non-Missile weapons with a range ate treated as thrown lsbctwce.n.dogblc. the base range and tnpl.c the basc range, and the
o Gfor kil purpestsyWhen used Asmmissilet. OR modification is -50. Maximum range is between triple the base
pons purp

range and four times the base range, and the OB modification is
-75. Missile weapons may not be used if the wielder is engagedin
melee. The table below summanzes the various ranges.

Fumble Range: Ifan unmodified attack roll is in chis range. theattack
fails and a roll must be made on the appropriate Fumble Table.

Primary Critr'cal: The type of critical delivered by the weapon. A letter - -
in parentheses indicates the maximum critical that can be obtaiined Short Medium Long Maximum
(if none is given, it is 'E"). Higher criticals are treated as the Base Range Range Range
maximum. Range (+0 to OB) .

Secondary Critical: 1f a critical higher than an 'B' ‘sobtained, then a
second cricical of this type is delivered in addition to the primary
critical. This secondary critical is two steps less severe than i

indic.ited by the attack result {e.g.. an 'E' result dclivers 2 'C' 10 110 11-20 21'-30' 31'-40'
secondary critical, a 'C’ delivers an 'A', etc.). Each critical is rolled 1S I'-15* 16"-30' 31-45' 46-60'
SEPa'ﬂtfl)’- 20 1'-20' 2140 41'-60' _ §] -30'

I21'-180
Is1'-228

1951208

60 I'-60' 181'-240'




AT-I — I-HANDED SLASHING WEAPONS

AT-2 — I-HANDED CONCUSSION WEAPONS

ATTACK TABLE ATTACK TABLE
Rigid  Soft Rigid  Soft
Roll  Plate Chain Leather Leather None Plate Chain lLeather Leather None

111-115

116-120 9A 15C 18D 20D
121-125 9A 16C 19D 2IE

AT.3 — 2-HANDED WEAPONS

ATTACK TABLE
Rigid  Soft
Roll  Plate Chain Leather Leather None

09-55 O 0 0
56-60 2 0 0
61-65 3 0 0
06-70 S 0

101-10S
106-110

131-135 19D 32E 39E
136-140 20D 29E 34E J8E 42E
141-145 21E JIE J7E 40E 4SE
146-150 22E J3E 40E 43E 48E

Critical: A ...........Critical roll is modified by -20

e Critic | roll is modified by -10
svreenen. Critical roll is modified by O
«... Critical roll is modified by +10
Critical coll is modified by +20
The type of critical is determined by the specific weapon ateack
being used (see Table CST-1).

o

I11-115 IIA IS8 12C 13C
116-120 12B  16C 13C  14C
121-125 138 I7C  I5C  I5C

126-130

AT-4 — MISSILE WEAPONS
ATTACK TABLE

Rigid  Soft
Chain Leather Leather None

Rol

Plate

09-70 0 0 0 0 0

71-75 1 0 0 0 0

76-80 2 2 0 4 0

81-85 3 4 d 6 0
6

106-110 8A  I3B  12B  14B

13C
I11-115 9A I4B 13B  16C 15C
116120 10A 16 1SC_ 17C 16D
I31-135 . 12C 20D 21D, 22D
136-140 13C 22D 23D 23E 23E
141.145 14D 23E 2SE 2SE  2SE
146150 ISE__ 25E _ 26E  26E _ 27E

Modifications:  Attacker's OB — Oefender's DB
+15 ....Flank atcack. *
+20 ... Rear attack (in addition to the flank bonus). ®
+20 .....Defender surprised. ®

+20 ....Defender stunncd or down. ®

-30 .....If attacker drawing or changing weapons.

-20 ... If attacker has taken over half of his hits.

-10 ....Forecach increment of 10' (over 10") that the attacker has moved.

-vatiable — The defender may use part of his OB to parcy.

® — Not applicable to wissite or thrown weapons.

S
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CST-2 — ANIMAL STATISTICS TABLE

P

Horn/ Tusk/Stinger (Ho) or (St)

Ra_n_1_/__Bu /Bash/ lug

" ([.') i

Artack Type {Abbreviation) Primary Attack Table Primary Critical Secondary Critical

" obeh ahdIC1ive
Grapple/Grasp/Envelop/SwaHOW (Gr) Grappling and Unbalancing Grapple Unbalance(C)

E Tooth and Cla:/:
Wrestling/Tackles § (Wr) Grappling and Unbalancing Grapple(A) L ==

Puncture

nd

la

Crush

Unbalance(A) i

none is given, it is 'BE"). Higher criticals ave treated as the maximum.

Primary Critical: The type of critical delivered by the attack. A letter in parentheses indicates the maximuom critical that can be obtained (if

Secondary Critical: If a critical higher than an 'A" is obtained, then a second eritical of this type is delivered in addition to the primaty critical.
This 2ndary critical is one step less severe than is indicated by the attack resule (e.g., an ‘E' result deliversa 'D' 2ndary caitical, a 'C' delivers
an ‘B, cte.). Roll each critical separately. A letter in parentheses indicates the maximum critical that can be obiained (if none, it is 2 'D").

¢ — For these attacks, only "large” and "huge" attacks get the second.ary critical listed above.

t — 1f a character falls, chis attack s rolled with the numher of fect fallen added to the attack roll and the character's Agility stae bonus

subtracted. The size of the atrack is based upon the distance fallen: 1'-10" (Small), 11'-S0' (Mediumy), 51'-[00" (Large), over 100" (Huge).
 — Thesc attack types are for humanoid hand-to-hand attacks. The actacker's OB is his Strengih bonus plus his Agility bonus.

AT-5 —TOOTH & CLAW ATTACK TABLE

Rigid  Soft
Rol! Plate Chain Leather Leather None

i P s
76-80 4 4 s 7T 9A
81.85 S .5 ..7U . IT . JOA

86-90 6 6T 8T I0A 12A
91-95 6T 4% 9A I1A 13B
96-100 7T 8A I0A 12A 148
10I-105 7A 9A 11A [3B 1SB

[06-110
[T1-1I5 9A 11B
116-120

121-125
[26-130

30E  36E
33E 38E
36E  40E

[41-145
146-150

Critical: T ..........Critical roll is modified by-50
A ...ccconne. Crritical roll is modified by -20
B........Critical roll is modified by -10
C ..couee. Critical roll is modifiedby O
I o, Critical roll ts modified by +10
Bl s Critical roll is moditied by +20

The type of critical is deteanined by the specific animal attack
being used (sce Table CST-2).

AT-6 — GRAPPLING & UNBALANCING
ATTACK TABLE
Rigid  Soft
Roll Plate Chain Leather Leather None

3A 3T 2 4T 4
.3A 4A 4T 6T 5
. ~Maximum Results for Tiny Atcacks—
44 4A ST 7T 7T
4A  SA 6T  8A 8T
S8  G6A 7A  9A 10T
A 8A 1I0A 1

106-110 6C 8B I0A 12B [4A
III-11S “”C 9C 11B 13B ISA
116120 8C I0C  12B  14C  16B
‘Maximum Rigsyles for Mediom Kecacks—
[21-125 LIC 14B 16C 18B
126-130 11D 13D 16C [8C  20B
13[-135 12D ISD 18C 20D 22C
aximum Results for Large Ateacks—
136-140 14E 19D 22C 26D 28C
141-145 1GE 21E 25D 28D  30C
_146-150  I8E

Modifications:  Attacker's OB — Defender's 9B
+1S ....Flank attack.
+20 ....Rear artack (in addition to the flank bonus).
+20 ... Det ender surprised.
+20....Defender stunned or down,
-30 ....1f attacker drawing or changing weapons.
-20 ... TF attacker has taken over half of his hits.
-[0....For cach increment of 10" (over 10")that the attacker has moved
-variable — The defender may use part of his OB to parry.



AT-9— BASESPELLS ATTACK TABLE

(result is applied 1o a RR made on Table RRT)
Plate & No
Roll Chain Leather Armor Roll

93.96 -50

Note: The number resules from this table are modifications for a
Resistance Roll that must be made by the target (sce Table
RRT). An F indicates spell failure and requires a spell failure
toll (see Table FT-3. p. 240).

For Channeling Spells: 1f target is wearing leather anmor. use the
“no armor" column; if target is wearing plate or chain, modify

the attack soll by -10.

Range Modifications:
+30......... Touching =10..u; SI'-100'
+10 .0-10' -20... 101'-300"
[ O 11'-80' -30.........300" and u P

Attacker Modifications: + Attacker's Base Spells OB
+20........ If caster spent 4 rounds preparing spell.
ax (0 If caster spent 3 rounds preparing spell.
B ) e If caster spent 2 rounds preparing spell.
A5 If caster spent | round preparing spell.
-30....... 1fcaster spent O rounds preparing spell.
Target Modifications:
-10 to -30......... if target takcs cover (maneuver roll and GM deci-
sion).
+10 ........+f target is static (i.c.. not moving ar all).
Miscellaneous: (GM decision or special item, speil or ability).
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UM97-99 65
UM 100 90 -90 -90
RRT — RESISTANCE ROLL TABLE

Target Attack Level *

Level I 2 3 4 5 6 7 8 9 10 II 12 13 14 IS e
0 55 60 81 84 8

1 58 55 3 6 P B

2 a5 0 8 71

_.._33 S dg 46 ;f-_66'::::__ _

4 . 3> 40 8] 6% ¢

& 40 8 .56 99 62 65
6 27 32 S3 56 59 62
7 24 29 50 53 56 59
8 21 26 47 S0 53 56
9 18 23

10 15 20

i 13 B 23

iz 11 e 2)

B B 14

® ¥ D 7

05 1g s

e I

Note: All Resistance Rolls are open-ended. To tesist, the tacget's RR must be greater than or equal to the number given above.

* —For spells, the attack level is the caster's level.

#* — For cach level over 15, the attack level raises the result by T; the targer level lowers it by L.

Modifications to the Resistance Roll: + Target's appropriate RR bonus
-90to +70........ Modification resulting from the base atcack roll.
-S0.eernee Willing targer.
Miscellancous: (GM decision or special item, speli or abiliey).

Attack
Table
AT-9

RR
Table
RRT
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CST-3 — SPELL STATISTICS TABLE

Primary  Secondary

Spell Critical  Critical  Special Mods

OB = Off ensive Bonus
PrimaryCritical: The typeof critical delivered by the spell.

Shock Bolt
Woater Bol

Electricity —_
1

10 OB

Laghtng
Cold Ball Cold — —
Fire Ball Heat — —

+10 OB (chain/place)
/rigid 1

Aletterin parentheses indicates the maximum critical that
can be obtained (if none isgiven, it is 'E”). Higher criticals
h are treated as the maxunum.

Secondary Critical: If acritical higher than an 'B' is obtained,
thena second critical of this type is delivered in addition
to the primary critical. This secondacycritical istwo steps
less severe than is indicated by the attack result (e.g, an'E!
result delivers a'C' secondacycritical, a 'C' delivers an*A',
etc.). Bach critical is rolled sepacately.

AT-7 — BOLT SPELLS ATTACK TABLE

AT-8 — BALL SPELLSATTACK TABLE

Rigid  Soft

Plate Chain Leather Leather None

Rigid  Soft

Roll Plate Chain Leather Leather None

76-80 8A GA 7A 6B 12B
81-85 8A 7A 8A 7B 13B
8690 OA  8A 9B 8B 4B
atimum Results for Shock Bol

91-95 9B 108 10B
96-100 10B [{B 12C
101-105 1IB 12C 14C

13C 16C

111-T1S 13C 18C

116-120 4C  ISC 20D 24D
121-125 ISC 16D 22D 26E
126-130 16D 17D 24E  28E

ts for Ice Bolts—

18E 26E  30E

131-135 IS€ 17D

136-14¢ 16D 18D I9E 28E  32E
141-145S 17D  20E 20E JOE  34E
146-150 18E 22E 22E 3IE  36E

Note: An ‘F requites a spell failure roll (see Table FT-3, p. 240).
UM = Unmoditicd roll.

Range Modifications:  +35........0%-10* -40.ee 101'-200
[0 [N 11'--50'  -S§S.........20I'- 3&0'
~20:i..... SI'-100'  -7S...... 307" and up

Actacker Modifications:  + Attacker's Directed Spells OB
420055000 1f caster spent 4 rounds prepar'ng spell.
£ oV, If caster spent 3 rounds preparing spell.
+0........ I caster spent 2 roards preparing spell.
-15.......1f caster spent 1 round preparing spell.
~30........ If caster spent O rounds preparing spell.
Target Modifications: - Agility bonus
-10to -60 ... if rarget takes cover (maneuver roll and GM decision).
-20......if target has shield that is facing attack.

Miscellaneous Modifications:
(GM decision or special item. spell or ability).

81-84 I3 12C  11B  I9C
85-88 14C  13C  12B  20C

17D 16D 28D
UM 100 22E 21E 20E I9E  34E

UMO97-99 19D 18D

Note: An 'F' indicates spell failure and requires a spell failure roll

(see Table FT-3).
UM = Unmodified roll.
Range Modifications:  +35........ 0-10' 4Q....5.. 101-200
[0 T~ II'-S0' -S§.u.... 201'-300
207125 SI'-100"  -7S.... 301" and up
Actacker Modifications:
+ Attacker's Base Spell OB
+20......... if target is at the center point that the caster chooses for

spell effect.
P20 005 1f caster spent 4 rounds preparing spell.
+10.........1f caster spent 3 rounds preparing spell.
+0......... If caster spent 2 rounds preparing spell.
Al Sns: 1f caster spent I round preparing spell.
800 If caster spent O rounds preparing spell.
Target Modifications:
- AG bonus, if aware that the spell is about to take effcct.
or
-10 1o -80 ...if target takes cover {maneuver roll and GM dectsion),
Miscellaneous Medfications:
{GM decision or special item, spell or ability).



CT-6 - HEAT
CRITICAL TABLE

CT-7-COLD
CRITICAL TABLE

CT-8 — ELECTRICITY
CRITICAL TABLE

CT-9 - IMPACT
CRITICAL TABLE

-49 - 05

Hot air. +0 hits.

Cool breeze. +0 hits.

Hair stands up. +0 hits,

Not even a scratch. +0 hits.

06 -20

Strong heat, little off ect. +3 hits.

Cold blast. +3 hits. If no cloak or
armor: +6 hits and stunned [ tnd.

Light charge. +3 hits. If-rnet:I

armor: stunned 1 rounds.

Grazing shot. +35 hits.

D[4S

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

Frosty “burn.” +7 hits. [ hit per
round

Explosion of light. Stunned
1 round.

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

36— 50

Blinded by hot smoke. +12 hits.

Stunned T round.

Mild frostbite. +5 hits, 2 hits per

round and -10 to activity.

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

Strike to shoulder. Spun about
Reel backwards 10 feet. +12 hits.

If no armor: stunned 2 rounds.

SI - 65

Clothing catches on fire. Takes
2 mds to extinguish. +12 hits. 8
hits per rnd afire. Scunned 1 end.

Back strike. +9 hits. 2 hits/rnd.
Stunned 2 rnds. Wood exposed

an back is useIess Rﬂd bl’l‘ttl&

Heavy charge. +9 hits. .10 to
activity. Stunned 1 round. If metal
armor: stunned 3 rounds.

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

66 — 79

Knocked down by fiery blast. Any
organic foot and calf covering
destroyed. +10 hits.

Strong, but low, blast. Stunned
I round. Any foot covering
destroyed. If no foot covering:
frostbite, -30 to activity.

Strike to shield arm. +12 hits.
-20 to activity. 1fmet.al armor and

no shield: knocked out for I day.

Blast to shield aen. + 10 hits.
Shield or acm armor destroyed.
If none: arm broken and useless,
stunned 3 rounds.

80

Blast to head. Face horribly
scarred. Knocked our. +15 hits.
S hitspet round. If no helm:

a 1 month coma results.

Ic}r blast to head. A month lung
coma (and head cold) results.
Loses nose as a result of severe
frostbite and shock.

Strike to side devastates nervous
system. Severeshock results.
Victim is a living vegetable For
I month.

Strike to head. +12 hits. Helm is
shattered. Knocked down and out
for I day. If no helm: skull

fractured, dies in 3 rounds.

81 — 86

Fire engulfs back. Knocked down,
All organic material on back
destroyed. 2 hits per round.
Stunned [ round.

Strike to leg. Knocked down.
Stunned for 3 rounds. If no leg
armor: frostbite, lower leg useless
and -40 to activity.

Strike to weapon arm. 2 hits per
round. If no leather arm armor:
muscle and cartilage mangled, arm
useless, stunned 6 rounds.

Blow to upper leg. Muscles torn.
+15 hits. -10 to activity. If no leg
armor: -20 to activity and stunned
3 rounds.

87 -89

Strike to head. Blinded for

6 rounds. Any organic head
covering destroyed. If no helm:
head hair destroyed.

Strike to neck and collar area.
Knocked out. Lose outer ear. If no
neck armor: neck is frozen and
dies in 9 inactive rounds.

Permeated by electricity. Entire
nervous system rearranged. Drops
and lies tn shock for 12 rounds
before dying.

Blast to collar area. +12 hits.
Stunned $ rounds. Cannot speak
for 1 week. If no neck aimor:
voice loss is permanent.

920

Head becomes a charred stump.
Sadly, dies instantly due to this
unacceptable condition,

Blast freeze-dries head. Dies in
2 rounds. Skull and brain are
brittle and lifeless.

Head strike. If leather helm: ic is
destroyed, 2 week coma results. IF
not: dies instantly as brain is fried.

Neck strike. +20 hits. Paralyzed
from the shoulders down. A
melancholy mood falls on victim.

91-96

Shield arm fried. Any shield is
destroyed along with hand.
Stunned 5 rounds. If no shield:
loses arm and knocked out.

Thigh iced. Broken bone and
frostbite. S hits per round. -30 to
activity. Stunned for 4 rounds.

Chest strike. If metal aomor: it
becomes Fused and immobile.
If not:knocked out for 6 hours.

Blow to knee. Knee dislocated.
Cartilage and tendons ripped.
+15 hits. -50 to activity.
Stunned 9 rounds.

Upper leg burn. Use of leg lost

due to tissue destruction. 2 hits

Stde strike freezes and shatters
pelvis. Dies in 12 rounds due to

Electtif ying experience. Brain falls

victim to massive shock and

Strike abdomen. + 18 hits.
Stunned {2 vounds. If no

97 - 99 per round. -60 to activity. Stunned | shock and nerve damage. surface burns, Passes outand dies | abdomen aimor: dies in 6 rounds
for 6 rounds. in 6 rounds. due 1o destroyed organs.
Blast to neck fuses vertebrae and Head strike. Eyes are frozen. Nervous system acts as a Blast to head fractures skull.
100 unites skin with clothing. A 3 week coma results. Paralyzed | superconductor. Instant death A 3 week coma results. If no helm;

Paralyzed permanently. +25 hits.

from the neck down.

provides all with a fine light show.

dies immediately.

101 — 106

Blast to leg. 2 hits/round. -20 to
activity. If no leg armor: massive
tissue damage, -70 to activity.

Blast freezes botly hands. Loses use
of both arms for [ hour. G hits per
round. Stunned for S rounds.

Scrike to face. Loses nose. Stunned
8 rounds. Blinded for 2 weeks. If

no helm: knocked down as well.

Blow to jaw. Jaw broken. Cannot
speak or eat solid food until
healed. +15 hits. Stunned 7 rnds.

Head strike. 1f helm: blinded for 2

Heart and lungs suddenly Frozen.

Strike destroys heart, lungs. If

Blow to side. Bone is driven into

107 — 109 | weeks. If not: dies in 6 ends due to | Dies in 6 inactive rounds of shock | metal chest armor: it is fused, dies | kidneys. Dies in 6 rounds.
massive shock and brain damage. | and suff'ocation. in 6 rnds. If not: dies instantly.
Midsection vaporized. Cut in half | Massive strike shattets chest and | Head is no longer available for Diseupt chest. [Lungs and heart
110 and dies. Clothing, armor, and all | freezes precious bodily tluids. use. Smoke and ozone surround explode from impact. Dies
items destroyed. Dies in 3 rounds, the lifeless body. instantly, Very messy.
Blast to chest. Any chest armor Icy blast to upper chest. Knocked | Abdomen strike. Stunned Spun by blow. Knocked down.
111 - 116 destroyed. +12 hits, Stunned down and out. If no chest armor: | 7 rounds. 6 hits per round. If no | Breaks both arms. -60 to activity.
- 3 rounds. If no chest armor: dies tn IO rounds due toa cold, armor over abdomen: dies of Stunned 3 rounds.
knocked down, 6 hits per round. | cold heatt. shock and bleeding in 12 rounds.
Fire engulfs body. All organic Frozen into a lifeless statue— Chest strike destroys both lungs. | Blast shatters skull into thousands
117 =119 material on body destroyed. Dies | well preserved, but quite dead. Cut in half. Charge extends of particles. Dies instantly. Direcr
of shock and nerve damage in : 10 Fect giving an 'A’ critical to hit, fine punch.
6 rnds. +285 hits, anyone in the way.
All that remains are charred bits of | Frozen solid, then shatters into Charge disrupts cell structure. Blast annihilates entire skeleton.
120 teeth and bone. thousands of pieces after being Entire body turned to dust. Reduced to a gelatinous pulp.

slammed into the ground.

Try a spatula.

Modifications:
58T critical; -20.....'A" critical;

210....'B" criical;  40...."C critcal;

+10.....'"B' cricical: +20.....'E' erirical

Critical Tables:
CT-6,CT-7

CT-8,CT-9




CT-1 - CRUSH CT-2 - SLASH CT-3 - PUNCTURE CT-4 —UNBALANCING
CRITICAL TABLE CRITICAL TABLE CRITICAL TABLE CRITICAL TABLE
4905 Weak grip. No extra danuge. Weak strike yields no extra Glancing blow. No extsa damage. | Fairly weak. +0 hits. Zip.
+0 hits. damage. +0 hits.
06— 20 Minor fracture of ribs. +35 hits, Minor calf wound. I hit per round | Glancing blow to side. +3 hits, Arm strike, +2 hits. -5 to activity
- -5 to activity. for 2 rounds.
21-35 Blow to side. +4 hits. -40 to Blow to upper leg. +5 hits. If no | Thigh strike, +3 hits. If no leg Leg strike. +4 hits. 1f no leg
activity for 1 round. leg armor: +3 hits & 2 hits/md. | armor: 3 hits per round. armor: stunned | round.
36— 50 Blow to forearm. +35 hits. If no Minor chest wound. +3 hits. Minor forearm wound. +2 hits. Chest strike. Knocked back 3 feet.
arm armor, stunned | round. I hit per round. -5 to activity. 1f no arm armor: stunned 1 round. | +5 hits. -10 to activity for 2 rds.
Blow to shield shoulder breaks Minor forearm wound. +4 hits. Strike along side of chest. 1 hit Blow to shield arm. +5 hits.
51— 65 |shicld. If no shield: shoulder 2 hits per round. Stunned [ per round. Stunned I round. Shield torn away. If no shield:
broken, arm useless. round. +8 hits and stunned 2 rounds.
Blow breaks bone in leg. +12 hits. | Medium thigh wound. +6 hits. Strike to lower leg. Tendons torn. | Elbow strike. Forearm numbed.
66 — 79 |-40 to activity. Stunned 2 rounds. | 1 hit per round. -10 to activity, +3 hits, -25 to activity. +8 hits. Drop weapon.
Stunned 2 rounds. Stunned 1 round. -10 to activity for 10 rounds.
Strike to forehead. +30 hits, One | Neck strike severs carotid artecy. | Strike to neck, Nerves and blood | Brutal hip strike. Knocked down.
80 eye destroyed. Stunned 24 rnds. If | Neck broken. Bies in | round of | vessels severed. Dies of a massive | Tendon torn and joint shattered,
no helm: a I month coma results. | intense agony. heart failure. Leg useless. -80 to activiry.
Blow to weapon arm. +8 hits. Slash weaponarm. +10hits. Strike to weapon arm. +10 hits. Shot to side. Knocked 5 feet
81— 86 Stunned 2 rounds. If no arm I hit per vound. 1f no arm armor: | If no arm armor: bone broken, sideways. Drop anything carried in
i~ armor: tendon damaged, arm muscle and tendon damage, arm | stunned 3 rounds. hands. Stunned 3 rounds.
broken and useless. useless,
Shatter knee. +9 hits. -60 to Destroys one cye. + 10 hits. Strike through lower leg. Sever Side strike. Stumble ungracefully
87 — 89 |activity. Knocked down and Stunned for 30 rounds. muscle. -50 to activity. to an embarrassing prone position.
stunned for 3 rounds. Stunned 3 rounds. Stunned 6 rounds.
8Blow to back of neck paralyzes Disemboweled, dies instantly. Strike through both lungs. Drops | Back strike. Knocked flying 10’
90 from the shoulders down. 25% chance your weapon is stuck | and passes out. Dies in 6 rounds. | onto face. Scvere nerve damage,
+25 hits. Foe quite stunned. in opponent for 2 rounds. Paralyzed from waist down.
Unconscious for 4 hours duc to Knocked out for 6 hours with a Strike to side of head. Knocked Hard head strike. Knocked back
9] — 96 blow to side of head. If no helm: | strike to side of head. +15 hits. out for 6 hours. +10 hits. If no 10" and stunned 6 rounds. If no

skull crushed. +20 hits.

If no helm: dies instantly.

helm: dies instantly.

helm: unconscious for 24 hours.

Blast ro chest sends rib cage
through lungs. Drops and dies in

Sever lower leg. 20 hits per round.
Drops and lapses into

Strike through neck breaks

Totally awesome strike. Knocked
to knees. If using 1 hand weapon:

97 -99 backbone and severs spine.
6 rounds. Vicious. unconsciousness. Paralyacd from the neck down, it is thecown backwards [0 feet.
permanently. Stunned 15 rounds,
Blow to jaw. Drives bone into Slash side. Down, unconscious Strike through eye. Dies instantly. | Upper chest strike. Knocked 10'
100 brain. Dies instantly. and dies in 3 rounds due to A realeye full, sideways. Fall down, break both
massive internal organ damage. arms. A 2 month coma results,
Blow breaks hip. +15 hits, Major abdominal wound. Major abdominal wound. Blow breaks leg. +12 hits. -50 to
I0I — 106 |-75t0 activity. Knocked down +10 hits. & hits per round. -10to | +10 hits. 6 hits per round. activity, Stunned I round.
and stunned 3 rounds. activity. Stunned for 4 rounds. -20 to activity, Stunned 4 rounds.
Neck strike crushes throat. Sever weapon arm. 15 hits per Nailed in lower back. Down and | Strike to head. Knocked 10" back.
107 — 109 | Cannot breath and stunned for round. Down and unconscious unconscious. Dies from inteenal +9 hits. Stunned 6 rounds. If no
12 rounds. Poor fool then expires. | immediately. bleeding and shock in 6 rounds. helm: a 4 week coma results,
Crushes hip. +35 hits. Stunned Impaled in heart. Dies instantly. Shot through heart. Reels 10 feet | Savage blow to head. Knocked
110 for 2 rounds. Active the following | Heart destroyed. 25% chance your | to a spot suitable for dying. down. Dies in 12 rounds ducto
4 rounds, but then dies of nerve | weapon is stuck in foe 3 rounds. | Weapon stuck in spinning victim | severed vein.
faiture. for at Jeast 3 rounds.
Shatter elbow in weapon ann. Sever hand. 12 hits per round. Strike through leg. Astery severed. | Great side shoe. K cked down
III— II6 |Asm useless.Stunned S rounds. Knocked down and stunned for Down and unconscious. 12 hits and sideways S'. Lower leg broken.
6 rounds. per round. Stunned 7 rounds. -40 to activity.
Blow to side crushes chest cavity. | Sever spine. Collapses immedi- Sirike throngh kidneys. +9 hits. 8Blow ta shield shoulder. Stunned
117 — 119 Drops and dies in 3 rounds. ately. Paralyzed from the neck Knocked down and dics after 6 9 rounds. -20 to activity. If no
down permanently. +20 hits. rounds of vety intense agony. Sad. | shield: unconscious and upper arm
shattered
Blast to chest arca. Destzoys hears. | Strike to head destroys brain. Life | Shot through both ears. Hearing | Frightening strike to temple.
120 Dies inmediately. +25 bhits. is hard for the unfortunate fool. impaired, dies instantly. Awesome | Knocked back 20 fect.
Fine work. Expires in a heap, immediately. shot. Dies instantly. Not nice.
Critical Modifications: Modifications: Modifications: Modifications:
Tables: -50 ... T cnitical sterke -50 ... T cntical strike -50 ... T" crwtical senke =50 ... T ennical strike
. -20 ... A’ critical strike -20....'A’ enirical sirike =20 ...'A! crirtcal stnke -20 ..'A’ critica! strvke
CT-1 -10....'B’ critical arrike -10 ...'B" critical strike -10...."B' criticul stribie -10 .. "B aitical sirtke
CT-2 +0...'C' enitical steike +0..."C" critical strike +0....'C critical strike 40 ...'C enrical strke
CT-=3 +10....'D" crincal strike +10 ...'D' entical strike +10 ....'D’ eritical struce +10 ....'D’ ctitical strke

CT-4

+20 ...."E' cntical serike

+20 ...'E' witical seike

+20....'E’ ccitical strike

+20 ... '"E' critical stuke




CT-5 - GRAPPLING
CRITICAL TABLE

CT-10 — PHYSICAL CRITICALS
FOR LARGE CREATURES TABLE

CT-1I — SPELL CRITICALS
FOR LARGE CREATURES TABLE

An opportunity lost.

+10 hits. 20% chance a normal weapon

Size of creature awes you. +0 hits.
-49-05 breaks. [% for a magic weapon.
06-20 Passing swrike. +2 hits. +6 hits. +5 hits.
Attack fended off. +3 hits. If arm armor: +12 hits. +8 hits.
21-35 stunned | round.
36 — 50 Leg attack. Spun about, but breaks loose. +[8 hits, +10 hits.
- If leg armor, stunned | round.
8] — 65 Shicld arm entangled. If shield: -50 to activity | Staggered by strong blast. +20 hits. +12 hits.
- until it is dropped. If no shield: -50 to activity. | -10 to activity. Stunned 2 rounds.
66 —79 Weapon arm grasped. Disarmed and wrist Fine leg strike. +18 hits. 5 hits per round. +1S hits.
sprained. Stunned 2 rounds. -25 to activity. -20 to activity. Stunned 3 rounds.
Both legs entangled. Down and kaocked cuc. | Well placed strike to neck severs the jugular [ Unbalanced by blast. +15 hies.
80 +9 hits. vein. +1§ hits. Dies in 6 rounds, but may act | Stunned 2 round.
at -60 to activity until then.
Weapon arm grappled. Ligaments torn and Hard blow. +25 hits. 3 hits per round Staggered by strong blast. +20 hits.
81 — 86 | muscle pulled. Disarmed and stunned for due to light wound. -10 to activiry. Stunned 1 round.
3 rounds. -40 to activity. Stunned 2 rounds.
Completely entangled and immobilized. Strike severs an artery in leg. May actat-30to | Strike to leg. +1S5 hits. -20 to activity.
87 — 89 | Knocked down, bu still conscious. activity for 4 rounds, then drops and dies after | Stunned 2 rounds.
No activity. 6 more rounds,
Vicious hold around neck. Knocked out. Sever a vein in forelimb. +20 hics. Blast into mouth. Knocked down.
90 Sprained neck: -60 to activity. Stunned for 6 rounds, then falls dead. A month-long coma results. +310hits.
Head g appled. Stunned 9 rounds. 1f no helm: | Strike to leg. +15 hits. -20 to activity. Spun abour by blast. Off balance. +18 hits.
91 — 96 | acoma(I-10 days) resules duc to a fractured | 2 hits per round. Srunned 3 rounds. -10 to activity. Stunned [ round.
skull.
Both atms entangled and pinned to chest. Strike to head. Skull fractuce. +30 hits. Side stzike. + 25 hits. -20 to activity due to
97 —99 Arms may not be moved until entanglement Knocked out. Fine shot. broken ribs. Stunned 3 rounds,
removed. -75 to activity.
Neck grappled. If neck armor. -60 to activity | Heart strike. Dies immediately. Weapon stuck | Strike to midsection. Bladder destroyed.
100 due to neck sprain and stunned 3 rounds. If and trapped under body. Chance that weapon | Dies in 4 rounds, but is fully active untilthen.
not: dies from broken neck. broken is 60% - weapon bonus.
Chest grasped. Ribs broken. Srunned Shatter shoulder in weapon arm. +15 hits. Head strike. Momentarily confused, +20 hits.
I0I — 106 | S rounds. -10 to activity. Stunned 3 rounds. Arm is quite useless. Stunned 2 rounds.
Legs entangled and completely immobilized. Vicious crossing strike. Blinded and upset. Blast buckles leg. Severe thigh wound. +25 hits.
107 — 109 Fall and break weapon arm. Disarmed and Stunned 2 rounds, but then the poor brute can | Dies in S rounds duc to nerve damage, but is
- knocked out. +20 hits. blunder around. fully active until cken.
Neck grappled.If neck armor: disarmed and Strike through cheek. Dics immediately. Vicious blast. Neck crunched and spinc
110 stunned 5 rounds. If not: dics in 6 rounds. Unfortunately, the weapon is stuck in the bone | severed. Drops and dies in 3 rounds.
for 2 rounds.
Foot cntangled. Stumble, fall, break weapon Strike to chin. Jaw shattered. Knocked out. Strike 1o eyes. Blinded for 2 rounds. +15 hits.
111 - 116 on impact, and stunned 2 rounds. If no chese | 60 hits, A 1 month coma results. -20 to acrivity.
A annor: take a 'D' crush cric.
Both legs wrapped up. Tumbles to ground and | Strike through the eye. Dies instantly and falls | Strike to body destroys a varicty of organs.
117 -119 knocked out. -80 to activity duc te a broken | upon attacker, who then takes 20 hits andis | Dies in 3 rounds, but the igno nt brute is fully
o arm and a broken ankle. +20 hits. pinned for 6 rounds. active until then.
Windpipe crushed. Dies instantly duc to S rike through ear destroys brain. The Superb strike drives rib through heart.
120 massive shock and savage asphyxiation. unfortunate Ju  ox dies instantly, and any Drops and dics in 6 agonizing rounds,

ear wax is removed,

Modifications:
-50...'T" critical strike
-20... A’ cnitical stnke
-10....'B' critical strike
+0..."C crtial strike
+10....'® eritical strike
+20 ... 'E' critical sirike

Modifications:
-20 ...Normal Weapon or
Tooth & Claw Astack
Magic Weapon
+0 ... Michal Wcopon

+10 ...Holy Weapon

+20 ....Slaying Weapon
-10... Against Huge Crearures

-10 ...

Modifications:
-50.... T critical strike

-20... A" enitical scrike Critical
-T0 ....'B' critical strike

+0 ..."C critical 5 rike Tables:
+10...'D' critical serike CT-5
+20 ....'"E' critical strike CT-I0

CT-I1




FT-1 — HanD ArMs
FumBLE TABLE

FT-2 — MissiLe WEAPONS
FimBigE TABIE

FT-3 — SeeLL
FAiLURE TABLE

FT-4 — Moving MANEUVER
FaiLure TABLE

-49 —05

Lose your grip. No further activity

this round.

Lose your grip. No fucther activity
this round.

Lose concentration due to strain.
Spell lost, but not power points.

You hesitate and fail to act.

06 - 20

You slip. If your weapon is

I-handed and non-magic, it breaks.

One's ten thumbs jusc cannot

handle loading. Lose this round.

Second thoughts. No spell may be

cast or prepared next round.

You have second thoughts and
decide to wait one round.

2I1-35

Bad follow-through. You lose your
opportunity, give yourself 2 hits.

Fumble ammunition. Lose this
round. -50 to activity next round.

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

You slip. 30% chance of falling.
-20 from maneuvers for 2 rounds.

36 -50

Drop your weapon. It will take
I round to draw a new one or
2 rounds to recover old one.

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

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

You stumble, 45% chance of
falling. -30 from any maneuvers
for 2 rounds.

51 — 65

You lose your wind and realize
that you should try to relax. -40 to
activity for 2 rounds.

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

Moderate but serious, scrain. Speil
lost along with power points.
Stunned | round.

You stub your toe. 60% chance of
falling. +3 hics. -10 ro activity.

66-79

You stumble. The classless display
leaves you stunned for 2 rounds.
With luck, you mighe still survive.

You really mishandle your
weapon. Stunned 2 rounds.

Subconscious fear. Speil lost along
with power points. Stunned 2
rounds.

Youslip. 75% chance of falling.
Stunned 2 rounds.

80

Incredibly inept move. Roll a 'B'
crush crit on yourself. If opponent
is using a slashing weapon, your
weapon is broken.

Poor judgment. +35 hits. If not
using a crossbow, you let arrow
ﬂy, lose an ear and take 2 hits per

round.

Spell internalized. + 1S hits.
Knocked down. Scunned | hour.
#1,CP.¢

You twist your ankle, +3S hits.
-10 to activicy.

81 —- 86

Bite and swallow tongue in the
excitement. Stunned 2 rounds.

Bowstring breaks. 2 rnds to draw a
weapon or 6 rnds to restring bow.

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

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

87 -89

Lose your grip on your weapon
and reality. Stunned 3 rounds.

Fumble ammunition when
loading. You scatter all of your
ammunition over a [0' radius area.

Internalization overloads senses.
+20 hits. Blinded and deaf for
10 minutes. +1 CP.®

You sprain your ankle and tear
some tendons. +7 hits. -20 to
activity. Stunned I round.

90

Poor execution, You attempt to
maim yourselfas your weapon

breaks. You take a 'C' slash cric.

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

pal.

Sreain causes mild stroke.
+20hits. Knocked out for
1 2 hours. +3 CP.‘_

Fall breaks your leg. +8 hits,
-30 to activity. Stunned 3 rounds.

91 — 96

Unbelievable mishandling of your
weapon. A friendly combatant
near you takes a 'B' crush critical.

You let your arrow fly coo soon.
You strike 20' shore of target.
You are at -30 activity for 3 rnds.

Severe strain causes misfire.
+S5 hits, Stunned 3 rounds.
FNCEH

You break your wrist when you
fall. +12 hits. -20 to activity.
Stunned 2 rounds.

97 -99

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

You seem to think that your bow
is a baton. It slips. Trying to grab
it, you knock it 5' in front of you.

Target's Essence causes spell co
backfire. Reverse roles of target
and caster in spell cffects. +2 CP.#

Your arm breaks when you land
on it. +14 hits. -30 to activity.
Stunned 4 rounds.

100

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

Ammunition slips as you fire. The
missile goes through your hand; its
useless. +8 hits. 2 hits per round.

Identity crisis. Losespell casting
capabilities for 2 weeks. +5 CP.°

Attempting to break a fall you
break your arms. They are useless
+30 hits, Stunned 6 rounds,

I0I - 106

You fall in an attempt to commit
suicide. Stunned 3 rounds. If using
a pole-arm, its shaft is shattered.

Slip and fall down. Your shot goes
astray. Stunned S rounds.

Extreme mental pressure causes
misfre. Knocked down. +10 hits.
Stunned 6 rouads. +4 CP*?

When you fall, your leg twists
under you and breaks. +15 hits
-50 to activity. Stunned 3 rounds.

107 - 109

YO“ break your weapon througl‘l
ineptness. Stunned 4 rounds.

Flecching on missile scratches eye
as it is released. +35 hits. -20 to
activity. Stunned 2 rounds.

Internaliaze spell. Lose spell casting
ability for 3 weeks. +28 hits.
Unconscious for 3 hours, +8 CP.*

Your knee strikes a hard object
and shatters as you fall. +10 hits.
-80 to activity. Stunned 4 rounds.

110

You stumble, driving your weapon

into the ground. Stunned 5 rounds.

If mounted: you pole vaule 30/,
take a 'C' crush crit upon landing.

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

Strain causes severe stroke.

Paralyzed from the waist down.
+15CP*

You falf. The resulting concussion
causes a ycar-long coma.

II1-1I6

Your mount rears suddenly.
Stunned 3 rounds recovering.

Trigger slips while youare
bringing up your weapon. Make
an attack with no modifications
on the closest combatant.

Spell strays and travels to a poinc
20 feet right of target. Anyone in
line takes an unmodified accack.
Stunned 3 rounds. +6 CP.*

You fall and land on your lower
spine. You are paralyzed from the
waist down. +30 hits.

117 -119

You do not coordinate your
movement with your mount's.
-90 to activity for next 3 rounds
trying to stay mounted.

While daydreaming you put your
hand in front of the quarrel while
firing. Lose a finger. +4 hits.

2 hits per round.

Spell strays and travels to a point
20 feet left of targer. Anyone in
line takes an unmodified accack.

Stunned 3 rounds. +10 CP.*

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

120

You fall off your mount.
Roll a 'D' erush crit on yourself.

You slip and pin your foot to the
ground with a quarrel. +10 hits.
2 hits per round. -30 to activity.
Stunned 3 rounds.

Mental Collapse. Spell is easc in
direction opposite to the intended
line. Lose all spell casting abilicy
for 3 months. +20 CP.*

Your fall turns into a dive.
You ceush your skull and die.

Critical
Tables:
FT-1, FT-2
FT-3,FT-4

Modifications:
-20 ... TH Concussion Weapon
-10....TH Slashing Weapon
+0...2-Handed Weapons
+10 ...Pole Arms
+20 ... Mounted Weapon

Modifications:
-20 ...Sling
-10 ....Short Bow
+0....Composite Bow
+10....Long Bow
+20 ....Crossbow

Modifications: -20 ....Class 'J' Spell
-10 ... Class ‘U’ Spell
40 ... Class ‘P* Spelt
+10....Class ‘E', 'F' Spell
+20 ....Class 'DE", 'BE' Spell

* — Corrupbion Poirtts, Section 15.4,p 7L

Modifications:
-50.Rouwtine  +5 . Very Hard

-35 .Easy +10 .. Extremely Hard
-20.Lighe +15 .. Sheer Folly
-10.Mcdium +20 .. Absurd

+0 .Hard




ET-1 — CRITICAL POINT TABLE ET-3 — MANEUVER POINT TABLE

Opponent's Criti'’cal Delivered RIOULINE «vvvverveveveesvessesssssosesmsessssssessassssessesaes 0
Level A B € D E Easy 5
0 R} S 8 10 13 Light .10
I O 10 IS 20 25 Medium . S0
2 10 20 30 40 50 Jin v bR e o 100
Very Hard 150
Extremely Hard iiiniimmmimisis.. -1 200
Sheer Folly .300
6 90 120 150 Absurd .500

7 105 140 175 Note: Result is a number of experience points reccived by the

character making the mancaver.

ET-S§ — EXPERIENCE POINT TABLE
+5 +10 +15 +20 +25 Level Experience Point Total Required

[ For each level

bove 10t}

1 10,000

These totals are further multiplicd by: 2 e s 20,000
0x — ifthe foc is dead or dying (i.e., no poines). 3 30,000
0.1 x — ifthe foc is uncanscious or incapacitated. 4 40,000
0.5x — ifthe foe is stunned. S +.50,000
2x — ifthe characteris alone in melee combat with the foe(s). 6 70,000
Note: Result is the EPs received by the charaeter deliveeing the crit. 7 e e PR O A TP kT L TR e 90,000
Note: Critical points may not exceed the opponent's “kill points.” O P A0 5 o1 e 305 o AR SRR R £ 110,000
* — Thesc points arc awarded to a characeer for criticals inflicted 9 130,000
upon him by a foc. J L0 . 150,000

ET-2 —KILL POINT TABLE

Opponent's Level of the Character Delivering the “Killing” Blow
Level 1 2 3 4 ) 6 7 8 9 10
0 50 45 40 35 30 25 20 1S 5
I 200 1S5S0 130 110 100 20 80 70 50

130 110 100

% 80

Note: Result is a number of experience points received by the charaater delivering the “Killing” blow.
Note: If the opponent's level is greater than {8, an extra SO points is awarded for each level over 10.

ET-4 — SPELL POINT TABLE
Level of the Character Casting che Spell

Spell Level 1 2 3 4 s e 7 8 9
I 100 920 70 60 40
100 100 80 70 50
100

7 100 100 IOO 100 100 100 100 90 80 70
8 100 100 100 100 100 100 100 100 20 80

Note: Result is 2 number of experience points received by the charagter casting the spell.

241

Part VII
Appendices

Expetience
Point
Tables:
ET-I
ET-2
ET-3
ET-4
ET-5



i 242' MT-I — MOVING MANEUVER TABLE
Open-ended Very  Extremely  Sheer
Roll Routine Easy Light ~ Mediuin  Hard Hard Hard Folly Absurd
Part VI Less Than (-150) F F F F F F F F F
Appendsces (-150) - (-101) 10 F F F F F F F E
86— 95 100 100 100 5
96 — 105 110 100 100 10
106 — 115 20
12 30
40
00
146 — 155 60
156 -165 140 130 130 120 110 110 100 80 70
166 ~ 185 140 140 130 120 120 II_O 110 20 80
Resules:
F _ Failure, roll on Moving Mancuver Failure Table FT-4, p. 240.
# — Depending upon the situation (GM's decision) a number result
is:
(1) The percentage of the attempted moving mancuver that is
accomplished (c.g.. a “70" result means that 70% of the
moving mancuver was perf ormed), A result over 100 indicates
that the maneuver was accomplished and the character
perforning the mancuver may increase the distance covered by
the maneuver by (# - 100) %. or
(2) The chance of complete success (e.g.,a 70" result means
that there is a 70% chance that the maneuver has been
accomplished), or
(3) Reduces activity by 100 - # next round (e.g, a “70" result
means that the maneuver has: been accomplished, but the
character has a -30 penalty to activity sext round),
Modifscaioax; NOTES FOR TABLE MT-2
+ Movement & Maneuver bonus
+ any other appropriate skill /abilicy bonus Interaction & Influence Note: Difficulty and othet
-S0.........if stunned modifications are based upon the basic attitude of the
-70........ifdown audience towards the character and upon what the
0T G onefnbtout character is ttying to get them to do.
Perception & Tracking Note: The information available
through a perception roll is {imited by the area that you
examine and your resources (usually your senses). The
topic tequiring a roll can be deternined by the character
acrively seeking inf ormation (e.g., he states, “1 am looking
for traps”) or by other circumstances (c.g. does the
character notice the attacker sneaking up on him?).
Hlangsyes Perception & Tracking Note: When eracking a rolkis onl
ToLE erception racking Note: cn tracking a roll is only

MT-I

required once every S minutes (30 rounds).




GENERAL

INTERACTION
& INFLUENCE

DISARM TRAP
& PICK LOCK

MT-2 — STATIC MANEUVER TABLE

(includes any static
action not covered on
another column)

Bluader: You (il
spectacularly. If possible,
your static action has the
opposite effect from
what you intended.

Blunder: Your blatant
attempt at coercion
alienates your audience.
They are influenced to
do the opposite of what
you were attempting to
get them to do. Until a
major change occurs, any
attempts by you to
influence them will fail.

Blunder: If picking a lock,
lockpick is broken and
stuck in the lock, rendering
it unopenable until
removed (this requires
someone other than you to
successfully pick the lock).
Any traps connected to it
are set off. If disarming a
trap, the trap is activated.

READ RUNE PERCEPTION
& USE ITEM & TRACK
Blunder: Whatever spells or | Blunder: You not only fail to

abilities are in the (tem or on
the rune paper are activated
and derected against yo Any
runes on rune paperare gone,
and you will never be able to
use any of the spells or
abilities contained in the item.

get any valid information, but
you pick up invalid informa-
tion due to a misconception
or improperly sensed details.
You may never try again on
the same topic in the same
arca.

Less
than

-25

Absoluse Failure:. Utter
incompetence causes a
mental lapse. Any static
actions attempted during
the next 10 min (60
rounds) will cesult in
failure (see 05-75
below).

Absolute Failure: Your
audience rejects you; you
lose confidence and your
air of authority. Any
influence attempts
durmg the next hour

will result in failure (see
05-75 below).

Absolute Failure: You
develop a mental block on
this ]Dl:k/t:ap; any further
attempts to pick/disarm it
will fail. There is a 50%
chance that the trap will
activate (includes picking a
lock with an attached trap).

Absolute Failure: You have a
mental block on this rune/
item and will fail on any
further att:mp{s to rcad/uu
it. There 1s a 50% chance that
the spell will be activated
(includes attempting to use an
item containing a spell),

Absolute Failure: Confusion
causes a mental lapse. This
perception roll and any
perception rolls made during
the next 10 min (60 rounds)
will result in failure (see 05—
75 below).

-25

to

04

Failure: You bave failed,
You may not tty again
the same static action in
the same place for | day.

Failure: You have failed.
Your audience will not
be receptive to any of
your attempts at
influence at least 1 day.

Failure: You have no ideas
on how to pick/disarm this
lock /trap. After 24 hrs you
may make a perception roll;
if it succeeds you may make
another pick/disarm
attempt. There is a 20%
chance that the trap will
activate (includes picking a
lock with an attached trap).

Failure: Currently you have

no further ideas on how to
read/use this rune/item. After
you have gone up a level, you
may make make another read/
use attempt. There is a 20%
chance that the spell will be
activated (inclucr: attempting
to use an item containing a

spell).

Failure: You gain no
infarmation, but you think
that you have learned
everything available. You may
not try again on the same
topic in the same area for [

day.

0S5

to

73

Partial Success: 1f
partial success 1s

possible. you accomplish
20% of your static

action. You may not try
the same static action in
the same place for !

hour.

Partial Success: Your
audience is still listening.
You can continue to sty
to influence them.

Partial Success: You have
figured out part of the
lock/!np and have an
intuitive feel for the rest.
But, further effort at this
time will be counterpro-
ductive. You can try again
in 10 minutes.

Partial Success: You have an
intuitive feel for the rune/
item; you learn how many
spells and abilities it contains
and what they are. Bur, you
can not yet read/use it. You
may not make another attempt

until T week has passed.

Partial Success: You gain
some of the information on
the topic that required the
perception roll, butyou are
not aware that you missed
som ething. You may not try
aga in on the same topic in the
same arca for 1 hour.

76

to

90

Nenr Success: If partial
success is possible, you
accomplish half of your
static action. You may
try again af ter 3 rounds
of contemplation.

Near Success: Kecp
talking, your audience is
hecoming more friendly.
Modify your next roll by
+20.

Near Success: You almost
had it. If you spend 2
rounds thinking about your
attempt (no other activity),
YDU Imy tr)' ag'.‘lm \mth an
extra +5 bonus,

Near Success: You almost had
it. You learn how many spells
and abilities it contains and
what they are. If you wait 24
hours and you meditate about
your attempe for 2 hours (no
other activity), you may try
again with an cxtra +10 mod,

Near Success: You gain some
of the information on the
topic that required the
perception roll, and you are
aware that you missed
Somet,“'ﬂg. YDU may ll'y again
after 3 rounds of contempla-
ton.

91

to

110

Success: Your static
action 15 successf ul.

Success: You have
influenced your
audience.

Success: The lock/trap is
pick:d/di.sarmcd. +50 on
any future attempts to

pick/disarm this lock/trap.

Success: Learn 1 spell/ability
in the item/ rune paper. You
may use it when you hold the
it (runes are only usable once).
You leam the other spells or
abilitzes, and may make more
rolls to be able to use them.

Success: You gain all of the
information on the topic that
required the perception roll.

ITI

to

17§

Absolute Success: Your | Absolute Success: Not | Absolute Success: In the Absolute Success: You learn | Absolute Success: You are
static action is successful | only did you influence | future you may automati- | all of the spells and abilities in | aware of everything in the area Greater
and you get a +20 your audience, bur you | cally pick/disarm (takes an item or on a piece of rune | examined (includes informa- l'l
bonus to further static receive a +50 bonus on | one round) this |ock/lﬂp paper, and you may use them |tionon topics other than the than
actions forthe next 10 | influencing them until | or any identical lock/trap. | whenever you hold the item or | one requiring the perception I 7 5
minutes (60 rounds) you cause them to lose [ +10 to attempts on similar | rune paper (runes are only roll). You get a +200n
confidence tn you. locks/traps in the future. | usable once). perception rolls 10 minutes.
Modifications: Modifications: Modifications: Modifications: - (spell's Ivl) | Modifications:
* Difficuley — Difficuley — Difficulty — -30 —If realm of spell is not | Difficulty — see ® under
+30....Routine sce ® under General. see * under Geneeal. the same as the character’s. General.
+20.... Easy +50 — Audience is per- | + Skill bonus for Pick -10 — If the spcll or ability | +20— If a playerstates that
+10....Light sonally foyal or de- Lock or Disarm Trap. i not known. his character is looking for
+0.... Medium voted to the character. +20 — If the spell or ability specific inf ormation. The
-10...Hard +20'= Audience isiunden is known. number of r?unds spent
-20.... Very Ha]rd . hire to the chancrer. +30 — If the characrer can Ll EFU the difficuley. Maneuver
-30....Extremely Hard | + 1nflence Skill bonus. cast the spell intrinsically. + Skill bonus for
-50....Sheer Folly e, e + Skill bors For Perception or Track. Table
-70.... Abswrd previous page. Read Rune or Use ltem Sec Notes on previous page. MT-2
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Bonus
Tables:
BT-2
BT-3
BT-4

BT.2 — STAT BONUS EFFECT TABLE

BT-4 — SKILL RANK BONUS TABLE

Half -cif £S5 +5 +5

Applicable SKILL RANK BONUS
Skill or Ability Stat Skill Normal Only for Only for Body
Rank Skalls * Ambush *© Development 1
Movement and Maneuver:
No Armor, Soft Leather, Rigid Leather .........ccc........ AG 0 -25 -25 roll 1-10
Chain, Plate ST 1 +5 +1 roll 1-10
Melee OB ST 2 +10 +2 11 1-10
Missile and Thrown OB ........ccemmerermcsnsessssessessnrarermrenes AG
Climb AG
Ride IT S ol 1=10
Swim AG 6 +30 +6 roll 1-10
Track 1G 7 +35 +7 roll I-10
Ambush ...... none 8 +40 +8 roll 1-10
Stalk/Hide PR
Pick Lock 1G
Disarin Trap [T 20ilds]
Read Rune . 1G 12 +54 +12 roll 1-10
Use Itemn ......coonvnanns e e | 1§ 13 +5¢ SR roll 1-10
Directed Spells AG 14 +58 +14 roll [-10
Perception e oEonsa R TS (F 1
Body Development .. CcO
Defensive Bonus AG
Essence Resistance Roll ...c..vove .1G 18 +66 +18 roll 1-10
Channeling Resistance Roll I 19 +68 +19 roll 1-10
Poison Reststance Roll ... oo cO 20 +70 +20 roll 1-10
Disease Resistance Roll @ - CO * — +1 for each rank over 20 (e.g., +72 for rank 22),
t —Roll 1-10 for each rank over 20.
BT-3 — SPECIAL RACIAL MODIFICATIONS TABLE
Stat Boaus Modifications Resistance Roll Mod: fications
ST AG cO IG IT PR Essence Channeling Poison  Disease
Hobbit -20 S +158 0 -5 -5 +S0 +20 +30 +15
Umli +5 0 +10 0 -5 -5 +20 0 +5 +5
Dwarf +5 5 +15 0 -5 40 +10 10

o i
o

Silvan EIf 0 +10 0 0 +5
Sinda EIf 0 +10 +5 0 +5
Noldo EIf 0 LS +10 o +S

Half-troll +10 =5 +10 -5 -5
Troll +15 -10 +15 -18 (53
Olog-hai +20 -5 415 -5 .10

+5 +50

+5

0 0
x ] 0 0 +10 +100
+10 0 0 +10 +100
+1a 0 0 +10 +100

-5 0 0 *15 +5
-10 0 0 +30 +10
-10 0 0 +20 +10

ST = Strength; AG= Agility; CO = Constitution; 1G = Intelligenee; 1T = Intuition; PR =Presence




BT.I — STAT BONUSES TABLE

Power
Stat Bonus Points *
102+ +35 4
101 +30 3

100 +25

* — Power pomts are required for casting spells (sec Section
84, p. 54). The number (based upon Intelligence or
Intuition) given above is multiplied by the character's
level to obtamm the character's power pomt total.

BT-5 — WEIGHT PENALTY TABLE

Character’s Weight Carnied in Pounds (other than armor and clothes)
Weighe [6-25 26-35 36-45 46-60 61-80 8I-100 181-120 I21-140 141-.160
41— 60 30 60 NA NA NA NA NA NA NA
61-30 20 35 60 80 NA NA NA NA NA
81100 25 40 60 NA NA NA NA NA
lofi20 18 20 30 . 60 NA . NA
SRR e L 25 40 NA
146160 10 15 20 35 NA

161-180 S (0] | 30 60

[81-200 S 10 I'S 25 50

201-220 5 10 4s

34T 2K0

281-300 0

.0 ;.§

i . i .
S S 10 IS 20 25 30 35
0

301-350 0 S 10 10 20 25 25 35
351-400 0 0 0 S 10 15 20 25 30

Note: The result is the character’s weight penalty. A character’s Encumbrance Penalty is the smaller of zero
or his ST Bonus minus hts weight penalty (i.e., an Encumbrance Penalty can never be greater than zero).

Note: An additional penalty of S is added to the maximum penalty above for each 10 Ib. over 160 Ib.

BT-6 — PROFESSION TABLE

Prime

Profession  Srat Realm Profession Skill Bonuses (per Level)

Warrior ST Ess. or Chan. (+I)—general skills; (+2)-Body Development; (+3)-weapon skills

Scout AG Ess or Chan. (+1)-weapons skills, general skiils; (+2)=subterfuge skills; (+3)-Perception

Mage 1G  Essence  (+2)-Read Rune, Use fcem, Base Spell OB (+3)-Directed Spells __
Asimist : Channclmg une. Use Item, ger ion; (+2)-Dicected Spells. BaseS 1LOB
Ranger CO  Channeling  (+2)-weapon skills, Peception, Stalk/Hide; (+3)—general skills

Bard PR Essence (+1)-weapon skills, general skills, subterfuge skills, magical skills, Base Spell OB, Perception

=
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Character
Generation
Tables:
CGT-1
CGT-3
CGT-4

CGT.I — LANGUAGE RANK TABLE

CGT-3 — RACE/CULTURE TABLE

Rank I — Allows basic verbal communication through
simple phrases (e.g., Safe to eat?, Danger ahead?,
What is cost?, Where is bathroom?, etc.). No
reading or writing,

Rank 2 — Allows speech on very simple subjects through
simple sentences if both parties speak slowly and
with great care. Allows the reading of simple
sentences for a basic overview, but few details and
no writing.

Rank 3 — Allows speech with a fluency eguivalent to that
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

Ist 2nd t
Roll Race Roll Race or Culture

01-03 Hobbit 01-0S Ddénadan

04-98 Umb 06-10 Rohir
09-21 Dwarf 11—15 Beorning
22—-25 Wose 16-20 Woodman
26-75 Mant 21-25 Dorwindan
76-78 Halfelf 26-30 Lossadar
79-91 Silvan EIf 31-54 Eriadoran
92-97 Sinda EIf 55-78 Gondorian

98-00 WNoldo EIf 79—83 Dunlending

Magical Skills 0 5
Body Development

passages, but not for subtle concepts (i.e., about fifth ° Ore 84-86 Easterling
grade level). = Uruk 87-89 Haradan
Rank 4 — Speech as in Rank 3 and the ability to read and - Half-ore 90-92 Corsair
write as an average literate man (i.e., about ninth 7 Half -troll 93-95 Variag
grade level). = Wild Troll 9600 Black Numendrean
Rank 5 — Allows absolute fluency with no accent and total *  Olog
li ¢
iteracy ® — These races are not normally player characters.
$ — This classification includes many separate sub-races (or
cultures). A second roll may be made to determine the
specific race (or culture).
CGT-4 — DEVELOPMENT POINT TABLE
PROFESSION
Caregory W arrior Mage Animist Scout Ranger Bard
Movement and Maneuver 3 0 1 1 2 0
Weapon Skills 0 I Z

® — Special see above.

SPELL LISTS: Each spell list is learned separately.

BODY DEVELOPMENT: Detennines a character's hits.

CATEGORIES:
Movement &

Maneuver Skills: Weapon Skills: General Skills: Subterfuge Skills: Magical Skills:
No Ammor T-Handed Edged Climb Ambush Read Rune
Soft Leather I-Handed Concussion  Ride Stalk/Hide Use ktem
Rigid Leather 2-Handed Swim Pick Lock Directed Spells
Chain Thrown Track Disaom Trap
Plate Missile

Pole-arms

LANGUAGES: Skill in each language is developed separately.

Perception — This skill may be developed with points from any category or combination of categories.

Secondary Skills — DPs from one or more skill categories can be used to develop each Secondary Skill. The skill categories thai
correspond to each Secondary Skill are given in Appendix A-5 (p. 212-213) and Section 5.4.3 (p. 35).




CGT-2 — BACKGROUND OPTIONS TABLE

HOBBY SKILL RANKS —

Increase one primary skill rank by 2 ranks
or Increase one secondary skill rank by S ranks

STAT INCREASES —

Increase one stat by 2
or Increase cach of three stats by |

LANGUAGES—

Learn one language to skill rank 5

SPECIAL ABILITIES —
Roll  Ability

01-50 A spccial +5 bonus to any one primary skill.
51.85  Aspecial +15 bonus to any one secondary skill.

56-60  Einpathy with a type of aninal: start with one pet
or loyal companion animal of that type (e.g.,
falcon, hawk, weasel, cat, dog, horse. etc.). A
special +50 bonus for Ainmal Handling when
dealing with that animal, Any maneuver on or with
such an annnal receives a special +25 bonus.

61-65  Infravision: ability to sce sources of heat in
darkness. Range is up to 100’ (alternatively, any
onc other sense may be enhanced in a similar
manner),

66-70  Resistance: a spectal +10 bonus to RR's against
onc type adveesity, nonnally Essence spells,
Channeling spells, poisons, or diseases.

71-75  Proficict wath spells: start having leamed one
extra spell list (this background option inay only
be obtained once). The type of spell list 1s still
limited by profession and race.

76-80  Adepr at moving maneuvers: a special + 10 bonus
to all moving 1naneuvers.

81-85  Very observant: a special +10 bonus to Perception
and Track skills.

B6-90  Lightning reactions: +5 to DB and +5 to all OBs.

91-95  Charismatic: a special +10 bonus to all Influence
Skulls.

96-00 Resistant to pain: +3 to each D10 roll for
concussion hits from Body Developinent skill
development.

SPECIAL ITEMS —
Roll Item

01-60  +10 bonusmagicitem: +10 to any skill with
which the item is used (e.g. a +10 mace would
increasc its OB by 10 when used in combat, a +10
lockpick would give a +10 bonus for picking
locks, a +10 saddle would give a +10 bonus to
riding, a + 10 suit of armor would increase DB by
10. etc.). The player may choose the type of itein.
OR

+1 spell adder item: Allows the caster to cast one
additional spell per day without expending power
points (see Section 15.5, p. 72). It is suggested
that such items be at least 3' long and hand-held.

61-89  Daily spell item: an itesn which allows a spell to be
cast a certain number of tines a day without
expending power points (sce 15.5, p. 72): a Ist
level spell four times a day, a 2nd level spell three
times aday, a 3rd level spell twice a day, or a 4th
level spell once a day. The player may choose any
spell (4th level or lower) and the type of item (if
the GM deems it appropnate), or the
Gamemaster and player may agrec on a spedil
magic item (e.g., a canteen that refills once a day, a
rope that ties and unties itself, a backpack which is
weightless regardless of contents, etc.).

90-00  +15bonus magic item (as above) or +2 spell
adder (as above).

Note: If multiple rolls or choices are taken from chis table, it
is suggested that the player have the choice of having all
of the abilities joined in one itein or spread throughout
two or more separatc items. T he bonuses on items and
spell adders would be cumulative (up to a total of +30)
if taken in one item.

MONEY OPTION —

Roll Amount
01-02 Igp
03-0S 2¢9p
06-15 Sgp
16-25 10gp
26-35 1S gp
36-45 20 gp
46-55 30¢gp
56-65 35 gp
66-70 40gp
71-75 SO0gp
76-80 60¢gp
81-85 70 gp
86-90 80¢gp
OIEG 4y R s 00D
95—97 ...ocrirerrsrresnensensrsenanes 125 gp
98-99 .. een 1S0gp

JQOE N — 200 gp

=
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CGT-5 — ADOLESCENCE SKILL RANK TABLE

:
FE
Movement & Maneuver
No Annor I I
Soft Leather O
Rigid Leather 1
Chain J

O W W

Weapon Skills:
1-H Edged
1-H Conc.
2-Handed
Thrown
Missile

Pole-anins

O O — O a O
OO0 — — wOo

General Skills:
Climb 1
Ride 0
Swim 0 1

o O

Subterfuge Skills:
Ambush 0
Stalk/Hide O
1

I

Pick Lock
Disarm Trap

o — 0O

Magical Skills:
Read Rune 0 0
Use Item 00

Miscellaneous:
Perception 2 I
Body Develop. 3 2

% Chance of learning
aSpell List® 3 5

# of Additional languag"\
Ranks t 4 3

# Background
Options 4 4

® — If the player rolls equal to or below this number (1—-100), his character Jearns a spell list. The choice of this list must be made within the
cestricwons of his profession (see Section 21.0, p. 82-83) and race (see Section 20.0, p. 80-81).

¥ — This allows the player to increase the ranks of languages he already knows due to his race (up to a rank of S), or it allows him to choose
other languages and develop ranks in them, or a combination of the two possibilities.

Table
CGT-5



IHT.I — STAT DETERIORATION TABLE

ST-I — LANGUAGES OF MIDDLE-EARTH

ROUND AFTER DEATH

Rol! Ise-6th 7th-18th  After 18th

1-10 0 0 0
11-25 0 0 I
26-50 0 1 2
SI-7§ 1 2 3
76-90 I ), 4
91-00 | 3 5

IHT-2 — RECOVERY TABLE

SEVERITY
Type of Injury Light Medium  Severe
Burn/ Tissue 3 days 10 days 25 days
Bone/Muscle/Tendon S days 15 days 35 days

2 months  varies

Head/Internal Organs 2 weeks

IHT-3 — LIFEGIVING EFFECT & PRICE TABLE

Lyl of % Chance of

Caster Failure

Days Required Suggested
For Recovery Price

12th  10% x Days Dead 100 x Days Dead 150 gp
1Sth 5% x Days Dead 50 x Days Dead 250 gp
17th 2% x Days Dead 20 x Days Dead 350 gp
20th 1% x Days Dead S x Days Dead 500gp

25th 1% x Days Dead none 800gp
bV _.,\.IQJ';:L ag
— oA

Adiinaic — Black Nimencreans (5), Corsaus (5).
Dtinedain (4), Noldo Elves (3).
Apysaic — Northern Haradrim (4), Sesthern Haradrim (5).
Adiduk — Beornings (5).
Black Speech (Morbeth) — Half -orcs (2), Half-trolls (5),
Uruk-baé (5), Olng—bai (5)
Dunael — Dunlendings (S), Rohirtim (1), Woses (2).
Haradaic — Black Nimenéreans (S), Corsairs (4),

Northern Haradrim (S), Southern Haradrim (3), Variags (3).

Khuzdul (Dwarvish) — Dwarves (S), Umli (I)

Kuduk (Hobbits' subtle variant of Westron) — Hobbits (S).

Labba — Lossorh (5, Umli (2).

Logathig — Dorwinrim (S), Easterlings (5).

Nahaiduk — Beornings (S), Weodmen (S).

Orkish — Half-orcs (3), Ores (S), Uruk-hai (4).

Pikael—Wases (S).

Quenya — Danedain (T), Half -clves (3), Noldo Elves (S),
SilvanElves (2). Sinda Elves (3).

Rohirric — Robirrint (S).

Sindarin — Dtinedain (4), Dwarves (3), Half -elves (5),
Lossoth (2), Woodmen (2) Noldo Elves (5),
Silvan Elves (5), Sinda Efves (5).

Silvan (Bethteur) — Sitvan Elves (S5), Sinda Elves (4).

Umitic — Umli(5).

Varadja — Variags (S).

Waildyth (Nature-signals) — Beornings (5).

Westron (Common Speech) — Beomings (5),
Black Ntmenéreans (S), Corsairs (5), Dorwinrim (S),
Dinedain (S), Dunlendings (4), Dwarves (5),
Easterlings (2). Half -elves (5). Half-ores (S),
Half-trolls (3), Hobbits (5), Lossoth (2),
Noldo Elves (S), Northern Haradrim (5), Olog-hai (3),
Ores(3), Rohirrim (S), Rural-men (S), Silvan Elves (4),
Sinda Elves (5), Southern Haradrim (3), Wild Trolls (4),
Urban-rmen (S), Uruk-hai (4), Umli (2), Variags (2),
Woodmen (2), Woses (2).

Note: The mumber in parenthesis after each race speaking a language is
the normal skill rank for that language for 2 memberof that race, An'y race
gl‘wn in inlies qfrer a ’angmgc has that langmge as its home langurtgc.
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ST-2 — CREATURE SUMMARY TABLE

No world is complete without the inclusion of the Fauna and
indigenous nasties of each locale. For the sake of convenience
and easc of explanation, the “nonnal” fauna of Middle-earth is
kept scparate from the spectacular and deadly animals and
monsters that comprise such a lasge portyon of the abnosphere
of any Tolkien-based game.

The combat capabilities of the animals most likely to be
encountercd adventuring in Middle-earth are swinmanized inthe
first part of this table. All of these creatures should be familiar
tothe players and thusarenot fully described. Names are generic,
such as “small cat” or “large dog” Anytime an animal is
encountered, the nearest compatible set of statistics should be
used. Thus, a charging tiger would use the “large cat” row of
statistics, while a water buffalo would use the “bull” row. One
thing to remember is that most animals will not attack men

voluntarly. Encounters with an animal should have a reason

such as the animal being summoned or fighting

young. In general, squadrons of moose do not roam the woods

looking for a group of player characters to mug.

Key

Creature Type — The creature’s name and classification.

Level — The creature’s level for resistance roll and expecience
point purposes. Level O is level O for experience points and

level I for RR purposes.

Number Appearing— The suggested, approximate numberof
creatures appearing in an average encountet with a group of

4-6 player characters.

Speed — The creature's relative speed. See the Speed Chart on

the nexr page.

to Pl’OtC(( its

NORMAL MIDDLE-EARTH ANIMALS

20

Number Armor OB/ Artack Critical
Creature Type Level Appearing  Speed Hits Type DB Attack Swze Type
Ape, small I 1-25 Fast 45 None 25 35Bi Small Regular
lacge 2 I-1S Fast 100 None 20 GOB: Medium Regular
huge 3 1-10 Fast 140 Soft L. 20 90Gr Large Large
Bat, small 0 1-100  VeryFast S None &0 35B1 Tiny = Regular
; gant 2 120 _ chj_Fi_sz_ 60 None 50 SOBs Small  Regular
Bear, latge sl 150 Soft L. 30 70Ra Large _R__egu]#r _
giant 7 18 250 Sofc L. 40 9SRa Huge ~Large
Bird, small 0 1-100 S None 40 25P Tiny Regular
latge I 1-4 30 None 30 40P Medium Regular
Boar 3 1-6 110 Soft L. 40 S5Ho Large Regular
Bull 3 190 None BZS) SORa Large Regular
Cat, small A 20 None 25 40CI - Regular
o medium y .50 . None 35:i 6Dk _ - Regular
Ll depe 3 B 00 - sofrll 035 - 80d Vicdiu  Regular
Deer, female 1 1-15 Very Fast S0 None 25 ISRa Small Regular
male 9 1 Very Fast 70 None 25

Dolphin 3 1.30 Fast 70 None 40 SORa Medium
Elk 4 1-15 Mod. Fast 230 SoftL. 35 75Ra Huge
Horse, small 2 1-S0 Very Fast 90 None 30 30Ra Medium
large 3 1-50 Fast 140 None 30 45Ra Large
Lizard, small 0 ySlow S~ None S0  20Pr  Tiny
 medium 1 IS - None 40 25P; Small
large 2 -5 None 30 45P1 Small
Moose 2 200 None 30 4SRa Medium
Pony 2 1-.50 65 None 25 30Ra Small
Shark, large 3 .30 120 Soft L. 30 75Bi Huge
Snake, small 0= L S None 40 30Ho Ty
medom 1 1+ 20 None e 35Ho  Small
large 2 J b 35 Soft L. 20 SOHo Smail
Spider, small 0 1-100 Creeping I None 10 10Ho Tiny
medium O I-50 Creeping S None S 10Ho Small
large I 1-S0 Vety Slow [0 None 0 20Ho Small
Whale [0 1-20 Mead. Fast 450 Soft L. G0 90Ra Huge
Wolf 3 1-20 Maoad. Fast 110 Soft L. 30 7081 Large

~ Regular
~ Regular
 Regular

Regula
Regular
Large
Regular
Rrgular

Regular
Regular
Regular

Ragu]ar
Regular
Regular

Huge
Regular




ST-2 — CREATURE SUMMARY TABLE

Hits — The number of conaussion hits the average specimen
of that creature type can take without losing consciousness.
A GM may vary this by 20% ormore.

Armor Type — The crearure’s armor type:

Soft L. = soft lcather;
Rigid L. = rigid leather.

DB — The creature's Defensive Bonus. This will vary accord-
ing to the circumstances; use the Speed Chart on this page.

OB/Attack — The creatutce’s OB and atcack type. See Table
CST-2 (p. 234) for a key ro these abbreviations.

Actack Size — Tlic ereature's maxsmum ateack resule limita-
tion.

Critical Type — The type of critical table that is used to
vesolve critical strikes made against the creacure:

Regular = normal critical rables (CT'-1 o CT-9);
Laxge = |argc creature cntical tables (CT-IO, CT-I I);
Huge = large creature critical tables modified by -10.

® ___Thismonster has sPeciaI attacks or powcts. For derails, see

the individual descriptions.

SPEED CHART:

MOVEMENT ¥ DBMOD.$

Base M&M Charge/ Flee/

Move® Bonus Lunge Evade
Creeping Sk 0 0 0
Very Slow I'S; 0 0 0
Slow 25' o) 0 9
Medium 50 10 -5 10
Moderately Fast 7' 20 -10 15
Fasc 100’ 30 -18 20
Very Fast 125 40 -20 30
Blindingly Fast IS0’ 50 -20 40

® — This isthe crcature's base movement rate without modifications
for Movement & Mancuver (M&M)Bonus and running,

§ — These modifiers apply to the animal ormonster’s DB when the
proper situation occurs. A Charge/Lunge occurs when the animal
attacks a person without surprise. Only the animal's target, or
someone withir. 5', causes the modifier when actacking che charging
beast. The Flec/Evade column occurs when the animal is ac¢ least fifty
fectaway and is running away or across the firing person's line of sigh.

SpECIAL TOLKIEN BEASTS AND MONSTERS (for fid! descriptions see Appendix A-3, p. 180-189 )

[.J"r.‘lgon.s . 25
bR

260

Festityeclyn
Fell Beasts
Flics of Mordor
Gian

 Hummerhon

Kraken, small 1S I
meditun - 2S5 I
large 35 I

¢

Nazg(ii
SN
Ores,

: wong
Spiders, Great ) 1-20
Trolls

M.ednurr.l
Medium 125
Mod. Fast 176

Wights, minor
lesser

major 25 I

Number Armor oB/ Attack Critical
Type Level Appearing Speed Hits Type DB Attack Size Type
Balrogs 60 I Very Fast 400 Plate 60 240We* —_ Huge
Crebain 2 1-100 Fast 10 None S0 25Bi Small Regular

173Bi*

Arg
75Gr* Medium
125Gr* Larpe Large

None S0
None 60

=
2581

-
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ST-3 — MASTER CHARACTER TABLE

The Master Character Table contains summaries of the various bonuses for each of the six professions. These are the average bonuses based
upon the chacacter's level. These summadies are useful for determining che capabilities of non-player charucters. Remember. the development
process is very flexible, and for cach of the professions, the above bonuses only reflect one of the possible ways of developing the skills.
Assumptions — The above bonuses were obtained by following che standard character development process. They are based on the following

assumptions. Warriors, Scouts, Rangecs, and Animists are Eriadorans; Bardsand Mages are Gonderians. The total stat bonuses are as given

below for each profession:

Scout —ST{+10), AG(+15), CO(+5). rest(+0)

Ranger —ST(+10), AG(+5), CO(+10), IT(+5), rest{+0)

Warrior — ST(+15), AG(+10), CO(+5), rest(+0)

Background options For Warriors, Scouts, and Rangers are:
1) A +10 primary weapon.
2) The “Lightning Reactions" special ability.
3)30 gold pieces.

4) One secondary skill was developed to a skilt rank of 5.

Mage — AG(+S), 1G(+15), IT(+S5), PR(+5), rest(+0)
Animisc —ST(+5), AG(+5), IG(+S), IT(+1S). rest(+0)
Bard — AG(+S), IG(+10). IT(+5). PR(+ 10), rest(+0)
Background options {or Mages, Animists, and Bards are:

1) A +2 spell adder.

2) An extea spell list.

3) 30 gold pieces.

4) Onc secondary skill was developed to a skill rank of S.

MAGE LEVEL

Tst 2nd 3ed 4th Sch 6ch 7l 8ch 9¢h 10th
No Armor +]10 +10 +10 +10 +10 +10 +10 +10 IS +1S5
Def ensive Bonus — + 5 (+ optional mods from spells)
Primary Weapon +5 +5 +5 +S S +5 +5 it +5 +5
Secondary Weapon +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
Climb +10 +10 +10 +10 +10 +10 +10 +I10 +10 +10
Ride +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
Sealk/Hide -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 +41 +48 +5S +62 +69 +81 +87 +91
Use Item +17 +24 +31 +38 +45 +57 +69 13 +77 +81
Directed Spells 2 ;) +31 +44 57 +70 17 S +80 +85 +90 +95
Perception E S +I1S S +1S +1S +I'S +1S NS 1S +20
Body Development (Hits) 16 22 27 33 38 44 49 S5 60 66
Base SpellsO8 ey +4 +6 +8 +10 +12 +14 +16 +18 +20
# Languages 3 3 ] 4 4 4 S S 5 6
# Spell Lists 2 3 S 6 7 9 10 11 13 14
ANIMIST LEVEL

Is¢ 2nd 3rd 4 5th 6ch 7th 8ch 9th 10ch
No Armor +1S  +IS  +15  +Is _ +I5 _ +Is _ +I5s  +I15  +I15  +IS
Soft Leather =5 -5 -5 -5 -5 +0 +5 5 +5 +5
Rigid Leather -20 IS -10 -5 +0 +0 +0 +0 +0 +0
Defensive Bonus — +5 (+ optional mods from spells)
Primary Weapon +LS +20 125 +30 +35 +40 +45 +50 +55 +57
Secondary Weapon +1S5 +20 +25 +30 +35 +40 +45 +50 +5S +57
Tertiary Weapon +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
Climb +11 +12 +18 +24 +25 +31 +37 +38 +44 +50
Ride +21 427 428 +34  +40  +41  +47  +53  +50  +65
Swim +I0 412 +13 414 IS +16 417 +I18  +19 420
Track +11 +12 F13 +14 +15 +16 +17 +18 +19 +20
Stalk/Hide +5 +5 +10 +1S +20 +25 +30 +35 +40 +45
Pick Lock +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
Disanin Treap -10 +20 +20 +20 +20 +20 +20 +20 +20 +20
Rcad Rune +1I1 +12 +18 +24 +30 +36 +42 +48 +54 +60
UseTtem +21 7 +28 +34 +40 +46 +52 +58 +64 +70
Directed Spells -18 +14 +21 +23 +25 £ 2. +29 +31 £33 +35
Perception +21 +27 +33 +34 +40 +46 +47 +53 +59 +65
Body Devclopment (Hits) 16 22 27 3y 38 44 49 S5 60 66
Base Spells OB +2 +4 +6 +8 +10 +12 +14 +16 +18 +20
# Languages 2 2 2 3 x) % 4 4 4 5
# Spell Lists 2 ] 4 5 6 7 8 9 10 11




ST-3 — MASTER CHARACTER TABLE

WARRIOR LEVEL

1ac 2nd 3rd 4ch Scth 6th 7th 8ch 9ch I0ch
No Armor +15 +1§ +15 +15 +15 +1S +15 +20 +20  +20
Soft Leather +0 +0 +0 +0 +0 +0 +0 +0 +S +10
Rigid Leather +0 +5 +S +$5 +S +S +5 +$5 +5 +S5
Qin -25 -1s +0 +S +S +5 +5 +5 +S ]
Plate -70 -70 -70 -35 -20 -5 +0 +0 +0 +0
Def ensive Bonus — +15 (+40 w/shield)
Primary Weapon +43 +56 +69 +82 +95 +100 +10S +I110 +115 +120
Secondaty Weapon +28 +36 +44 +52 +60 +73 +86 +9] +96 +101
Tertiaty Weapon +33 +41 +49 +57 +65 +73 +81 +94 +97 +100
Others +28 +31 +34 +37 +40 +43 +46 +49 +57 +65
Chmb +16 +22 +23 +24 e D) +31 +32 +33 +34 +40
Ride +6 +12 +18 +24 +30 +36 +42 +48 +54 +60
Swam +16 i 117 +18 +19 +20 +21 +22 +23 +24 +25
Track +6 +7 +13 +04 +20 +21 +27 +28 +34 +35
Ambush -25 -25 -25 ! I I I 2 2 2
Stalk/Hide +5 +10 +10 +15 +1S +20 +20 +2§ +25 +30
Pick Lock +5 +S +10 +10 +1S +1S +20 +20 +25 +25
Disarm Trap +S +S +[0 +10 +15 +15 +20 +20 +25 +25
Read Rune -25 -25 -25 -25 -25 =25 +5 +5 +10 +10
Use ltem -25 -2§ -25 -25 .25 -25 -25 +S +S +10
Directed Spells -15 -15 -15 -15 -15 -1S -15 -15 -15 -15
Perception +$S +10 +10 +1S +1S +20 +20 +25 +25 +30
Body Development (Hits) 34 47 60 73 86 99 106 114 121 [29
Base Spells OB +0 +0 +0 +0 +0 +0 +0 +0 +0 +0
# Languages 2 2 2 2 2 2 2 2 2 2
# Spell Lises 0 0 0 0 0 0 0 0 0 0
SCOUT LEVEL

lae 2nd 3ed 4ch Sth 6th 7th 8th 9th 10th
No Armor +25  +25  +25  +25  +25  +25 425  +25  +25  +25
Sof; Leather +5 +5 +S +5 +5 +5 +5 +5 +5 +5
Riged l.cather -10 -5 +0 +5 +10 +10 +10 +10 +10 +10
Chain .30 -30 -30 -30 -30 -28 -20 -15 -10 -5
Platc -75 -75 -75 -75 -75 -75 -75 -75 -75 -75
Defensive Bonus — +20(+45 w/shicld)
Pcimary Weapon +41  +52  +63  +74  +80  +8)  +86  +89  +92  +95
Secondary Weapon +31 +37 +43 +49 +55 +61 +67 +73 +79 +82
Tertiary Weapon +21 422 423 424 +30 436 +42  +48  +54  +60
Others -10 -10 -10 -10 -10 -10 -10 -10 -10 -10
Climb +21  +27  +33 439 445  +51  +57  +63  +69  +75
Ride +6  +12 418 +24 430 +36  +42  +48  +54  +60
Swim +21 422 423 +24 425 426  +27 428 429  +30
Track +6 412 418 424 +25 426 +27  +33  +39  +4S
Ainbush 1 2 3 4 S 6 7 8 9 10
Stalk/Hide LI2 +19 +26 +28 +35 +42 +49 +56 +63 +70
Pick Lock +7 +14 +2] +28 +3S +42 +49 +56 +63 +70
Disann Trap +7 +14 +2] +28 +35 +42 +49 +56 +63 +70
Read Rune -25 -25 -25 -25 +5 ehS +S +S +S +S
Use lItem -25 -25 -25 -25 -25 £S5 +S +S +$S +S
Directed Spells -10 -10 -10 -10 -10 -10 -10 -10 -10 -10
Perception +13 421 +29 437  +45  +48  +51  +59  +67  +7S
Body Development (Hits) 27 32 38 43 49 54 60 65 71 76
Base Spells OB +0 40 +0  +0 40 +0 0 +0 40 +0
# Languages 2 2 2 2 3 3 3 3 + 4
# Spell Lists 0 0 0 0 0 1 I 1 1 1
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RANGER LEVEL

Ist 2nd 3rd 4th Sch 6th 7 B¢h 9th 10th
No Armor +10 +10 +IS +IS +IS +iS +15 +1S5 RIS +1S
Soft Leather -S -S +0 +S +S5 +S +S +3 +S +5
Rigid Leather -10 +0 +0 +0 +0 +0 +0 +0 +0 +0
Chain -30 -30 -30 =25 -20 -1s -5 +0 +0 +0
Plate -75 -75 -75 -75 -75 -75 -75 -45 -35 -25
Dcfensive Bonus — +10 (+35 w/shicld)
Primaty Weapon +42 +54 +66 +78 +8S5 +89 +93 +97 +101 +10S
Secandary Weapon +22 +29 +36 +43 +50 +57 +64 +71 +78 +82
Tertiary Weapon +17 +19 +21 +23 +30 +37 +44 +5I +58 +65
Others -8 -6 -4 -2 +0 +2 +4 +6 +8 +10
Climb +13 +21 +29 +37 +45 +53 +6l +69 +77 +85
Ride +18 +26 +34 +42 +50 +58 +66 +74 +82 +87
Swim +13 +16 +19 +22 +25 +28 +31 +34 +37 +40
Track +8 +16 +24 +32 +40 +48 +56 +64 +72 +80
Ambush -25 -25 I 2 2 2 3 4 S 6
Sulk/Hide +12 +19 +26 +33 +40 +47 +54 +61 +68 +72
Pick Lock +S +5 +S5 +S +5 +5 +S5 =S +S5 +S
Disarm Trap -20 +10 +10 +10 +10 +10 +10 +10 +10 +10
Read Rune -25 -25 -25 -25 +S +S +5 +S +S +5
Use lkem .20 -20 -20 -20 -20 +10 +10 +10 +10 +10
Directed Spells -20 -20 -20 -20 -20 -20 -20 -20 -20 -20
Perception +12 +19 426 +33  +40  +47  +54  +61  +68  +72
Body Development (Hits) 32 37 43 48 54 59 65 70 76 81
Base Spells OB +0 +0 +0 +0 +0 +0 +0 +0 +0 +0
# Languages 2 2 73 2 3 3 3 3 3 4
# Spell Lists 0 I I ] 2 2 3 4 4 S
BARD LEVEL

Ist 2ud 3ed 4ch Sth 6th 7th 8th Sth I0th
No Armnor +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
SoftLeather -3§ -35 -35 -35 -3s -35 -35 -3s -35 .35
Rsgid Leather -SO -S0 -S0 -50 -S0 -50 -S0 -SO 50 -S0
Chain .70 .70 -70 -70 -70 -70 -70 -70 .70 -70
Plate -85 -85 -85 -85 -85 -85 -85 -85 -85 -85
Defensive Bonus — +5 (+30 w/shield)
Primary Weapon +11 +17 +23 +29 +35 +41 +47 +53 +59 +62
Secondary Weapon +16 +22 +28 +34 +40 +46 +52 +58 +64 +67
Testiary Weapon -25 -25 -25 -25 -25 -25 -25 -25 .25 -25
Others -25 -25 -25 -25 -25 .25 -25 -25 -25 -25
Climb +6 +7 +13 +19 +25 +31 +37 +43 +49 +SS
Ride +6 +12 +13 +19 +25 +31 +37 +43 +49 +S5
Swim +6 +7 +8 +9 410 +I1  +12  +13  +I14  +IS
Track +11 +12 +13 +14 +15 +16 +17 +18 +19 +20
Sealk /Hide +16 +17 +23 +29 +30 +36 +42 +43 +49 +55
Pick Lock +16 +22 +23 +29 +35 +36 +42 +48 +49 +5S
Disarm Trap -19 +12 +18 +19 +25 +31! +32 +38 +44 +45
ReadRune +21 427 +33  +39  +45  +SI 457  +63  +69  +12
Use Item +16 422 428 434 +40 446 +52 458 +64  +67
Directed Spells -19 -18 +13 +14 SRliS +16 +17 +18 +19 +20
Perception +16 +22 +28 +34 +40 +46 +52 +58 +64 +67
Body Development (Hits) 16 22 27 33 38 44 49 SS 60 66
Bﬂksrltus OB +1 +2 +3 +4 +S +6 +7 +8 +9 +10
# Languages 3 3 4 4 S S 6 6 7 7
# Spell Lists I 2 3 3 4 S S 6 7 8




ST-4 — EQUIPMENT AND PRICE TABLE

Normal racions (1 wk) Scp
v Trail vations (1 wk) dbp
Greatbread (I wk) gp

Normal spoilage. Wt. 18 Ib.
Preserved: Weight 14 Ib.
Preserved; Weight 4

Waybread (1 month) [Spp  Preserved; Weight 4 [b.
Poor lodging Tep Communal sleeping
Average lodging 2cp  Separate bedding
Good lodging 22tp  Separate room

Stable . 2tp  Includes food for beast

TRANSPORT
Speed § Riding
Transport Cost (ft/rnd) Capacity Bonus f
Mule/donkey 32sp 150 250 1b -10
Mature pony 40sp 150 180 1b +5
Light horse 45sp 225 2001b 40
Medium horse Osp 180 300 Ib +0

‘Heavy horse 80sp 150 400b +0

Lesser warhorse  20gp 180 3501b  +1S

Greater warhorse  75gp}

Camel 12gpt
Elephant SOgp}
Fetry service lcp/ mt
: Coach scrvice [ cp/ mi

\Vagon (8' long) ogp
Small boac (10") 7gp
Medium boar (20%) [lgp
Large baat (30" 4OEP

1SO 375Ib  +30
100 2251b -15
80 1000Ib -IO

‘Pirons (10 iron) 2bp 3Ib o~

WEAPONS PROTECTIVE EQUIPMENT
| Weapon Abbrev. Cost Wt Type Equipment Cost Weighe *
Bartle-Axe (ba) [3sp 71 2-Handed Shield S5bp [51b°®
Bola (ba)  Ssp 3Ib Missile Leather Aem Greaves 2sp 21b
Broadsword (bs) Osp 4Ib 1-H Slashing Leather Leg Greaves 2sp 21b
Club (cl) lep Slb I1-H Concussion Metal Arm Greaves 4sp o 3be e
Composite Bow (cp) 7sp  31b Misstle o Metal Leg Greaves 4sp = ke
Crossbow (cb) 25sp BIlb Missile Leather Hebm 25bp 2l
Dagger (da) dsp 1Ib I-H Slashmg MetalHelm 4ap 31b
Flail () 19sp 61b 2-Handed Soft Leather Armor 3sp 12 1b
Halh_ard (hb) 4sp 71b 2-H Pole Arm _ Rigid Leather Arnor [Osp 14 1b
Handaxe - (ha)  Ssp sib I.H Slashug. 2 Chain Armor ASsp ;
Javelin (ja) dsp 4lb  I.HPok An Place Armor =50
‘Long Bow (Ib) losp 31b Missile S e
Macgc (hm)) 65}? Slb I-H Concussnon ACCESSOR[ES
Morning Star ~ (ms) [6sp  SIb  I-H Concussion Good Cost Wt Note
‘Mounted Lance (ml) Ssp  10Ib 2 H Pole Arm Boots ® Isp 3b —
i R R L D ; 3 b LM Cloak ¥ 9bp 2Bb —
ZQuarlcrstaﬂ' (qs) Sep  4ls Ha Coar ® ISbp 61b —
‘Scimitar (sc) [0sp  4Ib I-H Slashing Panes* 25cp 1=
Short Bow (sb) 6sp 21b  Missile _Sh_i;t__‘_“__" G 3bp T Ib
Short Sword (ss) 7sp  3ib I-HSlashing Surcoat ® obp Ilb
Sling (s)  9bp 0OSIb Missile 'y Arrows (20) 4bp 31b —
Spear {(sp} 23bp Sib 1-H Pole Aem :'_ Backpack 2bp 21 Holds 20 b, I cu'
2-hand Sword  (th) 20 8Ib 2-Handed Bandage lep 2b —
War Hammer  (wh)  ISsp Sib  1-H Concussion Bedroll (wool) 2bp Sib Blanket -
Whip (wp) 2sp 3Ib I-H Concussion Belt Pouch 2cp .1lb Holds I b, 01 as
FOOD AND LODGING Ca¥eop=(3) Bbp T 2diise
Crossbow boles (20) [Ibp 31 —
Good / Service Cost Note Cook/brew pot 2bp .Slb  Can brew herbs
Beer/Ale 2tp  Pint Fire-starting bow 8p .Slb Takes S minutes
Brandy I0tp  Half-pint Flintand steel Ibp SIlb Takes 3 minutes
Cider ltp  Pinc Pack and packframe 33cp 31b Holds431b, 2 cv'
Mead Sep  Pint Lantera 12bp  21b  Lights 25! radius, 6 hr
Wine 6tp Pt e e Lock pick ket Isp  .5lb  +5bonas
Meal: Light / Normal / Heavy Cost: 6rp / Icp / 12ep Oil flask 3bp [1b Ghr.refill

Pegs (10 wood) 9tp 2Ib —

Polf €10%: “ Scp 816 ¢ --»~ i :5_ o

Quiver (holds 20)  Ibp  .51b Holds balts/arrows
Rope 4bp O6lb SO

Rope (superior) 12bp 31b SO

Sack (501b) 8cp 2Ilb Holds SOIb, 3 cu'

| Satchel i ILbp 1Ib Hoidi L :

| Scabbard 256p 1Ib —

| Sling Stones (200) 10 i3b e
Tarp (5'x8') bp 4b —
Tent 2sp  91b Holdstwo
Torch 3tp  Tlb Lighes 10’ radius, [ hr
Waterskin ([ pt) Iep Olb  Weighe [Ibfull
Weapon belt ® Sbp 1lb — S :

* — Counts against encumbrance only if carried and not
worn. These weights are based upon equipment for a
noemal human (about 5' 6" and 150 Ib).

** — 8.5 Ib.¢funder S'eall, and S 1b. if under 4’ rall.

§ — Thists the nonnalrate of movement 1n a tactical
situation, It may be doubled if the rider decides to gallop
(see Section 8.1, p. 45).

t— An espccmﬂy mtel]igcnt animal would get an +10
bonus, but night cost inore.

1 — Rarely available unless purchased from lord or wealthy
dealer in special areas.

Summary
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ﬁZ 5 6E ST.5 — HERBS, POISONS, AND DISEASES TABLE
HERBS
@ Name Codes  Form/Prep Cost  Effect
Bone Repair —
Part VH Arf andas -5 seem/apply 2sp  Doubles rate ofhealing for fractures.
Appendices Burschelas t-S-7 stalk/brew 110gp Repairs shattered bones and joints.
2%, 2] Edram F-6 moss/ingest 3lgp Mends bone.
Burn and Exposure Relief —
Aloe t-H-4  leaf/apply Sbp  Doubles healing rate for burns and minor cuts.
Culkas a-Z-4  leaf/apply 35gp  Heals 10 square feet of burns.
Jojojopo fM-4  leaf/apply 9sp  Cures frostbite. Heals 2-20 hits resulting from cold.
CODES . Kelventart t-T-3 b:rry/appfy 19gp  Heals Ist and 2nd degree bums, and
The Codes give 2 small fetter for the 1- 10 hits resulting from heat.
climate that the hetb (or poison) is nor- - -
mally found in, a capital letter for the Circulatory Repair —
type of locale thac the hetb is nornaally Anserke h-O-6 roo(/apply 75gp  Stops bleeding by clotting and scaling wounds. Takes
found in. and a number forche difficulty 3 rounds to take effect. Patient cannot move for S minutes
of finding a dose of such a herb (see without wound reopening. .
Section 14.3, p. 68), Belan h-O-5  nut/ingest 40gp Stops any bleeding. Takes I-10 rounds to take cff ect. Patient
cannot move for I hour without wound reopening.
CI‘IM:TE CODES: Harfy s-S-6  resin/apply 150gp Immediately stops any form of bleeding.

a ..aru

h=caM Concussion Relief —

e ..everlasting cold Arlan t-T-2  leaf/apply I3sp Heals 4-9 hits.

f ...severe cold (frigid) Darsurion c-M.3  leaf /apply 3sp  Huals -6 hits.

h ..hot and humid Draaf 5<0-2  leaf/ingest Ssp Heals I-10 hits.

m ..mild temperate Gariig a-Z2-3  cactus/ingest S55gp  Heals 30 hits.
S LAl Gefnul e-V-S  lichen/ingest ~ 90gp Heals 100 hits.
t ...cool temperate Mitenna ¢-M-3  berry/ingest 10gp Heals 10 hits.
Rewk t-D-3  nodule/brew 9sp  Heals 2-20 hits.
LOCM CODES: Thurl t-D.I  clove/brew Isp  Heals [-4 hits.
A ..Alpine Winclamit (v frui[/ingest 100gp  Heals 3-300 hits.

B ... Breaks/wadis Yaveehalion m-O-5  fruit/ingest 45gp  Heals 5-S0 hits.
C ...Conif erous {evergreen) forest
D ...Deciduous/mixed forest General Purpose Herbs —

F ...Freshwater coasts & banks A lisd m-T-4  sap/apply [2gp Heals 2-12 hits. Doubles rate of healing formajor wounds.
G ...Glacicr /snowfield Arthond ¢M-2  roct/ingest Sbp Decongestant. Adds 20 to resistance vs common cold. Speeds
H ...Heath/sccub recovery from respiratory illness by Sx.

J ..Jungle/ca'n forest Athelas t-C-5 leaf /brew 200gp Capable of curing anything while patient still alive, but healing
M ... Mountain only as effective as the healer, Full effect only in hands of an
Q ...Ocean/saltwater shores “ordained” king. See Appendix A-6.4 (p. 218) for details.

S ...Short grass Attanar t-F-4  moss/apply 8gp  Cures fever.

T ... Tall grass Delrean c-C-2  bark/apply 3sp  Repels any insect. Smells foul.
U ...Underground (caverns, etc.) Felmather m-O-5  leaf /ingest 105gp  Allows a mental summons of one “friend.”
M ;. Wolcanic Range 300'x user's level. Relieves coma.
W ... Waste Menelar e-C-6  cone/brew 65gp  Cures any non-mental disease.
Z Desere Melandar c-F-3 moss/brew 12sp Adds 10 to Resistance Rolls against disease for 1-10 days.
Ulnaza e-W-7 leaf/ingest 450gp  Antidote to any poison if taken within one day.
DIFFICULTY OF FINDING: Ur f-H3  nut/ingest 3gp One day's nutrition.
Code  Difficulty Mod. - -
Too Bautind Lif e Preservation (see Section 17.0, p. 74-75) —
Degiik h-O-5  leaf /ingest I00gp Lifekeeping (I day).
Oiolosse f-F-8 clove/ingest 600gp Lifegiving for Elves, if given within 7 days of death.
Olvar f-0-6  flower/ingest 200gp Lifekeeping (2-20 days).
- . Pargen h-J-8 berry/ingest  80Ogp Lifegiving, if given within 4 days.
,,,,,,,,, Very Ha d Pathur a3-H-4 nodule/ingest 3Sgp Lifekeeping (I hour).
Pl e Extremely Hard ........ _30 Tyr-fira f-A9  leaf/ingest ~ 1200gp Lifegiving, if given within 56 days.
B Sheer Folly .... ; Mind Alteration —
D Absurd Arunya m-S-3  root/brew 4sp Causes sleep and quick unconsciousness.
Cne hour's sleep equals 4. Addictive if used too of ten.
Withdrawal = sleeplessness.
Brorkwilb m.V-4  flower/ingest 9gp Euphoric. Allows for shared dreams with family membez. Very
addictive.
Gort m-T-4 leaves/ingest [0gp Euphoric stimulant/hallucinogen {dry,crush.inhale).
+10 to user's PR for 2 hours, then -50 to activity for
1-10 hours.
Hoak-foer 5-S-3 flower/| ingest 67gp  Hallucinogen. Cures mind loss and mental diseases, but
Summary prevents movement for 1-10 weeks.
Table Nelisse s-V-4  leaf/brew 9sp  Euphoria (-50 to activity) for I hr. Yields T day's nutrition.

ST-5



ST-5 — HERBS, POISONS AND DISEASES TABLE

Name Codes  Form/Prep Cost FEffect
Muscle, Cartilage, & Tendon Repair — @
Amum’inas m-S.2  leaf/apply 6bp Doubles rate of healing for ligament, cattilage, muscle damage.
Arpsusar «-F-5 stalk/brew Mends muscle damage. Parr VII
Dagniather sS-5  spine/brew 28gp Heals cartifage damage. i
Ebur m-O-4 flower/ingest  22gp  Repairs sprains.
Nerve Repair —
Belramba s.C-6 lichen/brew Repaiss nerve damage.
Terbas m-D-3  leaf/apply 2gp Doubles rate of healing for necve damage.
Organ Repair & Preservation — FORM /pREp
Aldaka c-M-5  root/brew 102gp Restores sight. (Form R e ey b
Berterin m-D-3  moss/brew 19gp Preservation of organic material upco body sizc for I day. “ reparation) .
Febf endu c-F4  root/brew 90gp Restores hearing. Brew —Takes 20rounds after wateris
Stran s-S-6  clove/ingest 80gp Restoration of | organ, Side eff ect: skin disease (PR reduced to boiled, then it may be drunk.
10%of notmal). Ingest— May be caten,chewad.drunk,
Siriena s-S-5  grass/apply 70gp  Preservation of organic material up to body size for I weck. or inhaled, whichever is appropriate.
Tarnas h-]-6 nodule/brew 220gp  Repairs organ damage. Apply — Takes 1-10 rounds to pre-
Physical Alceration & Enhancement — BES .?,"‘h"b is thenapplied to the
Atigax £H-4  root/brew 40gp Protects cyes in intensc light or glare, Allows sight despite i i A .
sudden or blinding light. Lasts 9 hrs. Pa.st.e'— Poison is "‘?d‘ into a paste
Breldiar m-V-4 flower/ingest  25gp Subtracts 30 from mancuver and melee. Adds SO to spells and “'h.'d" may be aPP'“"d.w edgfd <&
missile actacks. Euphoria. Lasts | hr. P°"?t‘d weapons. It will reman of -
Gylvir m-O-5 algac/ingest 45gp  Allows one to breathe under water (only) for 4 hrs. fective for HRED 1 week or f":'"l 2
Kathkusa f-W3  leaf/ingest SOgp  2x strength (1-10 mds). +10 to OBs; double hits given to foes. °PP‘?“°’“ is struck If a critical is
Kilmakur h-S-5 root/brew 65gp Protects versus flame and heat for 1-10 hrs. °bt3. wed, the opponent must make a
Klagul 553 bud/brew 27gp  Allows sight Tke an Elf's (6 hrs). ResistanceRoll orhe takes the effect
Megillos e-M-3  Ileaf/ingest I2sp Increases wisual perception (range and power) for 10 minutes. IF the ':”"k. of the actack is only hits,
Yaran t-S.2 pollen/ingest ©  9sp  Acnte smell and taste (1 hr). t.bepmson ngogc.ltmaya]so be put
Zulsendura a-U-4 mushroom/ ingest  70gp Haste (3 rounds). into food or drink.
Zur c-U-4  fungus/brew 12gp  Enhances smell and hearing (1 hr). Liquid — As paste. except it only re-
Seat Modifiers — mains eff ective for [ hour.
Lestagii a-Z-9  bud/ mgest 520gp Restores any one seat loss other than those duc to age. T _] Nay E: [] bé d‘PPf]_'::d P
Mersig 5-5-5 thorn/brew 2gp Daily use increases PR and AP by 5. Effect occurs after 10 days CAET LD LSyl S T or

use and addiction resules after 2 weeks. Interruption of usc and
withdrawal means loss of 10 from CO, S from IG, and the S to
PR and AP.

Stun Relief (can be consumed before hand, but % chance of failure is equal to the # of minutes since consumption ) —

berry/ingest 2gp
root/brew 12sp
leaf /ingest 2gp

Seun relief (I end).
Keeps 10 days. Stun reliet (1-10 rounds).
Relieves 2 counds of stun effects.

DISEASES (Il is the actack level) —

Suranie t-F-3
Vinuk s-S-4
Witan h-]-6
Angurth —_
Bukandas —
Grelnixar —
Igturfas -—
Jadaras —
Shutinis —
Vemaak —

{leas —
certain wolves —
Vrel plant —
certain snakes —
Jamar grass —
Huhif bugs ==

certain hornets —

(vl 2) Slow and painful death.

(iv1 4) Severe asthma.

(Iv! 8) Running death. Whenever able. the victim will run.
(Iv 5) Feeblemindedness. IG drops by 20.

(Iv1 2) Agilicy drops by S,

(Iv1 3) Insanity.

(vl 7) Hearing loss.

POISONS (Il is the

Acaana f-M-7
Asp venom m-T-3
Dynallca h-F-3
Galenaana c-A-6
Jegga m-U.§
Jisu m-0-4
Juth a.2.5
Kacfar h-]-4
Kly s-H-S
Klytun s-B-4
Silmaana m-T-2
Slara ¢-D-7
Taynaga c-C-s
Uraana ¢-S-3
Zaganzar t-M-6

attack level) —

flower/ paste 600gp
Asp/paste 23gp
leaf /paste 14gp
leaf / powder  [79gp
bats/paste 92gp
clams/liquid 34gp
xorpion/liquid 4lgp
Jea f/pastc 1428p
betry/paste 1S4gp
root/paste S3gp
stalk/po wder 4gp
spidex/ paste 36gp
bark/powder  27gp
leaf /paste [2gp
voot/ liquid 139¢gp

(Iv] 10) Kills instancly.

(Ivl 5) Loss of limb struck.

(vl 3) Destroys 1caring and gives 10 hits.
(IWI 9) Kills Elves; puts others into a coma.
(Iv1 7) Gives 1-100 hits.

(Iv1 5) Gives [-50 hits.

(vl 2) Causes gradual insanity.

(tvl 7) Kilks tn 2-12 rounds.

(Iv1 3) Gives 3-300 hirs.

(vl S) Causes 1-10 day coma.

{(iv19) Scass skin and gives 2-20 hits.

(ivl 5) Slow (1 day) paralysis and death.
(vl 8) Stecilizes and gives 5-SO hits,

(Iv1 6) Gives 3-30 hits.

(Ivl 2) Blinds and gives [-10 hits.

drink.

COST

Nocmal cost if available.

EFFECT

A maximum of ] dose can take eff ect
on a character each round. The effect is
based on a dose weighing 0.5 ounce.

ADDICTION

A Gamemastcr may wish to make
certain herbs addictive. In such a case,
use of the herb will become less eff ective,
and the addict will require the herb to
operate at full eff ecaiveness (see Merrig
under Stz Modifiers as an example).

Summary

Table
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ST-6 — TREASURE TABLE

DETERMINING THE COMPOSITION
OF A TREASURE

Most of the time, a Gamemaster will choose a treasure that is
appropriate for a particular adventure site. However, it may sometimes
be necessary to quickly generate a random treasute or part of a treasure.

The charts below are included to help the Gamemaster in this task.
The Gamemaster must assign a relative richness (very poor, poor,
normal, rich or very rich) to the treasure's wealth (money, gems and
jewelry) and to cthe treasure's magic item content. The richness of these
factorsmay differ. For example, a treasure might be very rich in terms of
wealth, but poor in terms of magic items. Each chart has a section for
determining thesize of the treasure; alternatively, the Gamemaster may
decide on the size. The size of the treasure is reflected in the number of
rolls allowed on the composition section of each chart. These charts are
only included to provide aid to the Gamemaster. He should use them as
he sees fir.

MONEY, GEMS AND JEWELRY CHART

First roll to detetmine the size of the treasure (the number of
composition rolls allowed). Then make a number of rolls to detenmine
the actual composition.

Gems & Jewelry — (Jw. = Jewelry) Gems and jewelty are forms of wealth that
are more portable thanmost money. They acealso more easily identifiable and
more difficult to assess. The value in patentheses after “Gem” or “Jw.”
indicaces the approximate value in gold pieces.

Money —The GM should keep in mind that most money is in the fosm of tin
pieces (tp)and copper pieces (cp), followed in decreasing f requency by bronze
pieces (bp), silver pieces (sp). gold pieces (gp), and michril picces (mp). Often
the sheer weight of the money in a treasure willlimit the amount which can
be carried away.

MAGICITEM CHART

Firse roll to determine the size of the treasure (the number of rolls
allowed). Then make a number of rolls to determine the actua] compo-
sition. If any “Spell” results are obtained. further rolls are required to
determine what the spell item is and what spell is in ic.

Normal Equipment —("“Normal”) Many treasures will include Iots of nornual,
non-magicequipment (e.g.. weapors, rope, tools, clothing, books, and manu-
scripts, etc.),

Light Equipment —("# % Light") Equipment which weighs # % of nommal.
The weight of cquipment (e.g., weaporis, armor. shiclds, food, ete.) is oftrn 2
bighindrance to acharacter. A piece of equipment whichis lighterthan noimal
is of ten very valuable to a character.

Magic Iterss with Bonuses — (“+ # Bonus™) An icem with 2 + # bonus. See
Section 15.5, p. 72.

Bonus Spell Items — ("+ # Adder” or “x # Mult.”") A +#spell adder orax#
spell multiplier. See Section 1S.5, p. 72.

Magic Items Containing Spells —("“Spell”) An item containing a spell, roll on
the Spell List Chart and the Item and Spell Level Chart (p. 259). See Section
15.5.p. 72.

Special Items —(Special) The GM may create (make up) any magic item that
he wants (or he can roll again twice on the next richer column). Often these
do not fall into the categories above. A good example of this type of item is
a "slaying” weapon, which will be especially deadly against certain crearures.
For example, a sword of “Orc-slaying" is treated asa normal sword against all
non-Orc foes. However, if it is used to give a critical to a Ore, the Orc takes
two criticals (two scparate rolls): the normal critical and a critical that i
cesolved on Table CT-10 (p. 239).

Actifacts — (Artifact) Arcif acts are special items that are very powerfid, and
of ten contain multiple powers and abilities. The One True Ring and the Elven
tings of power are examples of actifacts. Usually these items have a history and
a cultural or political significance.

TREASURE SIZE (Money, Gems, Jewelry):

TREASURE SIZE (Magic Items):
RELATIVE RICHNESS
First

Very Very

76-80 100bp 150gp

2mp
Gen(250)

100 Gem(10)  Jw(25)

Jw.(1000)

Isc Roll # Compesition Rolls Roll WL Poor e Rich Rich
2}' gg ; 01-20 0 0 0 0 3
3 21-40 0 0 0 I 2
9675 ¢ 41-55 0 0 1 2 2
(o gl 4 56-70 0 I 1 2 3
UL S 71.80 0 I 2 2 3
COMPOSITION: 81-90 I 1 2 3 4
RELATIVE RICHNESS 91-95 I 2 3 3 4
2ad Vcry Very 96-98 7 3 4 4 2
Roll Poor Poor  Nonnal Rich Rich 99-100 3 3 4 5
0I-10 S0tp 500 ¢p 1000 tp 5000¢p 10000 cp COMPOSITION:
1120  100cp  1500tp  3000¢p  7500¢p RELATIVE RICHNESS
21-30 500 tp 2500tp S000 tp 1000 cp 2nd Very Very
Roll Poor Poor Normal Rich Rich
: 0I-10 Nomal Noemal Normal  80% Light 60% Light
] 1120 Nomal  Nowmal 80% Lighc 60% Light 40% Light
46-50  400cp  1250cp  250bp  SOObp 300sp 21-30  Normal  80% Light 60% Lighc 40% Light

h

+IdBonus
+10 Bonus
+15 B

+1 5 Bonus
+1S Bonus
Spell

60% Light
+S Bonus

+S5 Bonus  +10 Bonus
+10 Bonus

+108B

+1 Adder
+2 Adder
x2 Mule.

+10 Bonus

Spell
Spell

x2 Mule.
+3 Adder
x3 Mult.

Spell
+1 Adder
+2 Adder

91-94
95-97

Spell
+1 Adder

Summary Table
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ST-6 — TREASURE TABLE

Note:See the descriptions of magic items to determine the cype of
items. Suggested items include: weapons, armor. helmess, greaves,
shields, tools, saddles, cloaks, boots, gloves, glasses, etc. The
Gamemaster should determine the type of item based upon the

adventure site and situation.

CHOOSING A SPELL AND SPELL ITEM

The Magic Itern Chart on the previous page may indicate that
aspellitesn(i.e..spell) is included in a treasure, or a GMinay want
to randomlychoose a spell which is in an item. The two charts
below provide a mechanism for choosing aspell and a spell item.
Using the Spell List Chart, roll to determine which type of spell
listehe spell is from; then roll to determine che specific spell list.
Then the Item and Spell Level Chart can be used todeterinine the
type of item (if the Gamemaster has not already decided) and to
determine the level of the spell. If the spell obtained is inappro-
priate, just repeat the pracess or part of the process, as necessary.
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‘Essence Perceptio

SPELL LIST CHART
Ist Roll: Determines the Spell List Type
01-30 31-60 61.75 76-90 91-100
2nd Roll Open Essence Lists Mage Lisse Ogpen Channeling Lists  Animist Lises Bard & Ranger Lists
01-02 Curse Curse Curse Curse Curse
03-14 Fire Law Nature's Lore Lore

Direct Channel

© Unbarring W : fense Muscle \
Essence Hand Light Law Surface Ways Organ Ways Item Lore
Spell Ways Wind Law Protections Aninul Mastery Pach Maste

- Plnt Mastery. Mo

- Mlusions t nd/Light Ways  Purifications 3
Spitit Mastery Living Change Calm Spirits Creations Nature's Ways
Special Special Special Special Special

etc.). The Gomemaster has great flexibilicy in thes matter.

Hasie V spell. cec.).

Cuese — The spell ts some how cursed; it may atcack a character o alf ect him in some other negative fashion (e.g..a discase, a poison. 2 drop in seats, a phobia,

Special — The Gamemaster may make upa totally new spell, or make a higher level spell based upon the existing spells (c.g., a Firbolt with a [onger range, a

ITEM AND SPELL LEVEL CHART

Ise Roll (if nccessary): Determines The Type of Item

2630

0I-40 41-65 66-70 71-75 76-80 81.85 86-94 95-98 99-00
2nd Rol! Rune Paper Potion Daily I Daily I Daily I Daily IV Wand Rod Staff
01-20 Ist Tst Ist Ist Ist st Tst Ist Ist
21-25 2nd Ist Ist Ist Ist Ist Ist Ist 2nd

2nd Ist Ist Ist Isc Ist Ist 2nd

Sth

6th 2nd 4th 8dh
71h 6th ~ 6th Sth 3rd 3rd 2nd

8h 7ch 7t ith - 3d 20d

O9h - 8&h 3d 3 i an o

Ioth 9th > ; 3d 2nd

10th ek I0ch 7th Sth 3rd 2nd Och

Note: The Gamemaster should determine the number of charges left in a wand (maximum of 10), a rod (maximum of 30), ora staff {(maximum of 100). A
1100 die roll can help. low rolls indicating Few charges and high solls indicating lots of charges. He may also want to include multiple chasges (or doses)
on special scrolls and potions. A Daily # item may be used to cast a spell a number (#) of times cach day {e.g..a Daily 111 item could be used 3 times a
day), and may take any form that the Gamemaster wishes (e.g..a ring. a weapon. a bracelet. an earring, a rod, etc.).

Summary

Table
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Table
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ST-7 — MAGIC ITEM PRICING TABLE

COST = BASE COST:
(Base Cost + Additional Cost) x Multiplicative Factors * A piece of Rune Paper (holds one spell) coocurvucisvenens [ gp
* A vial of Potion (holds one spell) ......u..coccccccinaane. I0¢gp
MULTIPLICATIVE FACTOR: * A Charge Item:
Due to Item Bonus Due to Item Weight Wand .............. 10 gp + the nounal cost of the item
10x ......+5 bonus Ix . 100% of weight given Rod ceeeeeeecorereenns 30 gp + the normal cost of the item

50x....+ 10 bonus I0x ....80-99% of weight gi‘ven Staff

... 100 gp + the normal cost of the item

250x..., +15 bonus 50x ... 60-79% of weight given * A Daily Item...........20 gp + the normal cost of the item
1000x....+20 bonus 100x ... 40-59% of weight given e +1 spell adder.......ccooceeeees SOgp
S000x....+25 bonus * +2 spell adder oW Whre e 100 gp
' F3ispelliadder s cr i e a e 200¢gp

OF % SQEL el e s £ 1t wron oo 400 gp

ool spell mUIIPHICE . c.v.o oo goen s rsnnsese 200 gp

* x3 spell multiplier .....ccveiivissrvnssiosnncivrrecee...... 400 gp

S A BONUS I oo et senesensssciins the normal cost of the item

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

Type of Item Level of the Spell in the Item *
Or Bonus | v 3 4 S ) 7/ 8 9 10
Rune paper 3 10 20 30 40 60 80

30 45

Potion

D

ily Ieem

40 80 120 150 200 - — —= = —
100 IS0 200 250 300 400 500 600 700 800

Note: Recharging a wand, rod or staff after it has been exbausted costs half of the above—although. finding someone with both
I the skill and the willingness to perform such an operation may be dif ficult.

® — Channcling spells cost double these prices.

t — Once per day; add half of factor for each additional time per day.




ST-8 — WEATHER TABLE

STANDARD PRECIPITATION
Month Rainy Humid Temperate  Wet and Dry Dry
1. Narwain (Winter) 10.5" (90) (20) 2" (20) 1" (10)

(W5

wirith (Spring 5,
S. Lothron (Spring) 8" (80) 4.5" (80)
6. No6rui (Spring) 4" @0) S.

(0) 25"
@ 2

25" (02)
25" (03)

153
I SII

Ths Cerbeth (Summer)
8. Urui (S )

Na e
1. Hithui (Fall)
‘ “all)

lax

IZII .2.5“

(99)

&

The fizst figure represents the mean in inches; the second or STANDARD TEMPERATURES
parentherical is the probability number. Roll the dice each day. The following table gives temperature ranges for a variety of
andaroll equal to or lessthanthe probability numbermeansthat | locales. The Gamemaster should (a) note the size of the range,
there will be precipitation that day. The lower the number, the (b) roll the dice, and (c) apply the result with high rolls

heavier the precipitat:'on during a given time. corresponding to high temperatures.
Computation of the type of precipitation is keyed to the area’s
temperature for the given day: snow—below 32°; sleet — at 32°; Month Hot Warm Temperate Cool Cold

rain — above 32°. When it snows, there is a 1% chance of hail, 1 60-75" 45-65" 10-50° 0-35° (-40)-0°
4-0° 045 (-20)30° (-S0) °
3 5575 45.0° 10.55° (-10)-40" (-45)10°

anda4 % chanceof an icestonn, * = 50% chance of dew or fog, 2 55.70°
but no further precipitation.

Rainy — hot or warm; one or two dry months; wet the rest of
the year; ﬁ-equem heavy rains.

Humid and Temperate — precipitation in all seasons; light to
moderate precipitation spread over many days, although heavy
downpours occur on occasion; heavy fogs in highlands or
along coasts.

———

90-115" 8S-10S° 65-95° 46-85" 35-60"
90-115° 80-105° 70-100" 40-80° 35-65°
65-95° 55-85° 30- 0° 20-S °

Wet and Dty — distinct and extreme wet and dry seasons; very
heavy precipitation during wet scason; lictle or no precipita

tion during dry period.

Dry —arcas with cold or hot climates; modest precipitation
concentrated during warm-moderate temperature periods; dry
the rest of the year.

Arid — extremely cold or hot areas: light to negligible precipi-
tatron; rapid evaporation or ground absorption.

ST-9 —_STRATEGIC MOVEMENT RATE TABLE

TERRAIN TYPE
Transport Type Road Open Forest Rough Rough & Forest Mountainous
Sneaking 4 4 3 2 2 1
Careful walk 8 7 4 4 3 2,

Jog
Slow Ride 15 12 G s 4* Riag
Fast Ride 25 18* I2= (Vhad Gee G ad

Note: Result is rhe miles covered in a 4 hour period.

® — Requires a mancuver roll once evety 4 hours from each character,
a

® — Regquires a mancuver roll once every 2 hours from each character.

Sammary
Tables:
ST-8
ST-9
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ST-10 — ENCOUNTER TABLE

Population Density

101-120 h/h e/s e/h s/h

Encounter
Roll Dense Moderate Light Sparse  Waste
e A W e e
31-S0 o/— sfe o £ /s —/_t

51-60 e/— § s/s _/s e

91-100  h/s

bl heh e

. .ZIIOI+ ..r/f. . t/t ”t./t t/t o/t

Note: This table is intended to cover the usual pattemn of

encounters between player characters and local inhabitans
or wild beasts. The “Population Density” categories (i.c.,
cach column) represent the relative density of social beings
or inhabisants. The “Encounter Roll” is the difference
between the GM's Adivity Rolf and the traveling group's
Avoidance Roll (see Section 14.2, p. 66-68).

Resules: The letter codes before the slashes represent interac-

tion with social beings, usually local inhabitants; letters that
follow the slashes cover interaction with wild beasts. If
there is a letter in both categories, the GM should roll
again: a low result (i.e., 01-50) means that there is an
encounter with wild beasts; a high result (i.e., 51-00)
means interaction with social beings.

Encounter Codes:

t = rtrap or ambush or surprise attack
a = attacking group
h = hostile group

¢ = basic encounter

s sighting by another group

The encounter codes are meant to be general and
relative, A basic encounter with a group from an outra-
geously brutal or suspicious culture may be more dangerous
than a hostile force of passive people. The GM should take
note of the local folk and beasts to detennine which type
will be involved and what their relative strength will be. A
simple rule of thumb: the higher the Encounter Roll (i.e..
the difference between the Activity Roll and the Avoidance
Roll). the more dangerous the encounter. The GM may
wish to increase the number of capabilities of the given
inhabitants or beasts accordingly, Specific Middle-earth
sourcebooks and modules will of ten give Special Encounter
Tables keyed to specific regions and locales.

Modifications to the Activity Roll:
Terrain Moving In:

+30.....Road

+20.....Open
-10.....Forest
-15....Rough

-30.....Forest and Rough
-40..... Mountainous

Activity of Inhabitants:
+25.....Hostile
+50.....Patrolled area
+100.....If hue and cry (see Section 14.2, p. 68)
+30.....Night-adapted inhabitants at night
-30 ....Night-adapted inhabitants during day

General:
-50..... Traveling at night *
-10.....Perception

variable ..... spells used to detect groups

Modifications to the Avoidance Roll:

Group Size: **
-50.....one
-20..... twa
+0...3-4

+10....5-7
+20....8-10
+50....T1-20
+75.....21-50
+100....51+

Travel Mode:

-50.....Sneaking

-20.....Careful walk
+0.....Normnal walk
+10... ]og/walk
+20..... Slow ride
+40..... Fast ride
variable..... Flying, boat, ship, etc.

General:
-30.....if actively searching for something
variable .....spell used by the group
+20.....if in camp and traveled 12 hours
+40.....1f in camp and traveled 16 hours

*— This can be lowered depending upon the lighting
{e.g., moon or stars on a clear night).

*# — Rangers. Elves and Hobbits count /2




ST-II — ACTION TABLE

Action Additional Information & Options

Prepare a Spell.......... May take 10' movement later.

Cast a Spell. ..............May take 20' movement later.

Missile Actack ........... May take [0' movement later,

Loading/Reloading .May take 10' movement lacer.

Missile Pany.......... Half of OB 1s subtracted from one
missile attack. May later cake half
movement or later make a melee atvack
with half his OB.

Moving Maueuver ... The maneuver may not cover a distance
of over half that of the character's
normal movement.

Melec Attack .........Maytake 10' movement. May shift
equipment, in which case OB is
lowered by 30 for each item shifted
(drawn, sheathed or unslung). Part of
the OB may be used to parry one
opponent's attack (a melee parry).

Movement ..o, Movement is decreased by 10" for each
itern shifted.

Static Mancuver ........ No additional action allowed.

Cancel Action — Any action may be canceled before it is

tesolved. The character may then perfonn one of the following
actions during the appropriate part of the round:

[) Melee with half norinal Offensive Bonus.

2) Move half of his nonnal movement.

3) Make a maneuver modified by -30.

Opportunity Action — Any action may be delayed by making
theaction an opportunity action. Once anaction is delayed. no
other action may take place untif the opportunity action is
resolved or eanceled. However the opportunity action may be
initiated atany time during the current round or z following
round.

Note: £f a Gamemaster is using facing for thecharacters (see Section 9.0,
p- 35), @ chunge of facing may accompan’y movement, ever if the rnovement
is wade tn addition to another action,
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ST.I2 — SPELL USE RISK TABLE

Each time a character casts a spell, the Gamemaster
should make an open-ended roll and add the Risk Factor
for the spell and the Period Modifter:

Spel[ Use Risk Roll = open—ended roll
+ Risk Factor + Period Madifier

If the modified result is 100 or more, some sort of
“shadow force” has noticed the casting of the spell. A
second open-ended roll must be made on the chart below.
Orherwise, nothing unusual happens.

The results below are guidelines to help a Gamemaster
determine the consequences of the spell being noticed. The

Barly TR d Age e e rereesioniviene GM should modify the results to reflect the specific area

Middle Third Age ..... and circumstances. For example, the implementation of

Late Third Age...e.ooooeerereecrere these results can be delayed for days.

BEUCCH AL ... nsinssieisracerubtasstss

AREA TYPE
Civilized/  Civilized/ Border/ Border/ Shadow- Shadow-

Roll Haven * Urban Rural Urban Rural Wilds lands Holds
<05 nothing nothing nothing nothing nothing nothing nothing Sighting
06-20 nothing nothing nothing Sighting nothing nothing Sighting Spotting

oths  Sightin i Sp

n;a.th.iﬁg Spotting Spdmzng. . Spomng
nothing Spotting Sporting Ambush
Sighti Cr: __Ki_drlmpp'

Assassin

Assassin

Assassin

dpotting tu

. .S.}'.Jo g. . Creature Creature Patrol
Creature Creature Patrol Ambush
C .

Pat Army Unit

151-200 denapping Special Special Spcaal
201 Assassin Special Special Special Special Special Special Special
AREA TYPE — Examples are from Late Third Age. RESULTS —

Haven: Anareacompletely clear of any overtShadow-forces(e.g.,
Rivendell, Lorien, the Grey Havens, Edhellond, etc.). Hidden
agents and traitors may still be present.

Civilized /Urban: A city or town in a region relatively free of
Shadow-f orces (e.g., Minas Tirith, Dol Amroth, Pelargir, etc.).

Civilized /Rural: The countryside in a region relatively free of
Shadow-forces (e.g., the Shire, Southern Gondor, etc.).

Border/Urban: A city or town in a less civilized region on the
border of the wild or the border of Sauronic territory (e.g.,
Tharbad, Lake-town, ,Bree, Edoras, etc.).

Border /Rural: The countryside in a less civilized region on the
border of the wild or the border of Sauronic territory (e.g.,
Rohan, Western Gondor, the Iron Hills, Nortcheastern
Mirkwood, etc.).

Wilds:Sparsely populated, uncivilized regions that cover most of
Northwestern Middle-earth in the Third Age (e.g., Old Pukel-
land).

Shadow.lands: A region with some active Shadow-forces and
settlements (e.g., Moria, Southern Mordor, Southern
Mirkwood, Near Harad, etc.).

Shadow-holds: A region with a heavy concentration of Shadow-
forces and settlements (e.g.. Angmar, Dol Guldur, Gorgoroth,
etc.).

Sighting: Any Shadow-forces in theareaare aware of the fact that
a spell has been cast as well asthe general direction to the spell
castet. This can lead to a “pursuit” situation (or “hue and cry”
inareas of Sauronic Activity or Sauronic Garrison), See Section
14.2 (p. 68).

Spotting: Includes the effects of a “Sighting” plus at least one
Shadow-force knows the exact direction and approximate
distance to the spell caster.

Creature: An Shadow-creature (see Appendix A-3, p. 180-189)
inthe vicinity senses thespell and begins topursue, stalk, attack,
or ambush the spell caster.

Pacrol: Includes the effects of a “Spotting,” plus at least one
organized Sauronic patrol begins to pursue, stalk, attack or
ambush the spell caster.

Ambush: Includes the effects of a “Sporting,” plus at least one
force is in position to attempt te set up an ambush.

Army Unit: Includes the effects of a “Patrol,” plus at least one
large, organized Sauronic force is in position to directly attack
the spell caster.

Kidnapping: Includes the effects of a “Spotting,” plus at least
one of the Shadow-forces sensing the spell will attempt to
kidnap the spell caster.

Assassin: Includes the eff ects of a “Spotting,” plus at least one
of the Shadow-forces sensing the spell is a Sauronic assassin,
who will attempt to assassinate the spell caster.

Spe ‘al: Includes theeffects of a “Spotting,” plus at least oncof
the nearby Shadow-forces sensing the spell is a very powerful
Sauronic agent or lieutenant; perhaps even a Nazgtl or some
other powerful spell caster and his retinue.
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MIOOLE-€ARTN ROLE PLAYNG™

J.R.R.Tolkien'sclassic works, The Lord of the Rings™ and The Hobbir®, have stimulated andinspired 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 gamers!

#2002 MERP™ 2nd Edition Accessory Pack™/Boxed

(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 fornewcomers and veterans alike! Contents are: one
[6 page B&W book of displays & floor ptans for adventure
material in the MERP™ 2nd Edition rule book, one 32 page
B&W book with an additional introductory adventure, one new
{6 page color book of dispiays 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#8100, 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
Role Playing ™ 2nd Edition rules, the Campaign Guidebook
gives you 112 packed pages +a full 24" x 36" color map insert
of Middle-earth. This sourcebook is acompilation of material
originally published as two separate titles, Middle-earth Cam-
paign & Adventure 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-
earth campaign. Thereare also guidelines forincorporatingthe
Middle-earth setting into other major role playing systems,
such as ICE’s advanced level Rolemaster™ . Also included is
acomprehensiveglossaryofterms for the unique names Tolkien
created forthepeople, 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 MERP™ 2nd Edition Combat Screen™
$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 11" andthetwo [ 7" x 11" reference sheets can
be used as screen extenders. Most of this material was previ-
ously published in the combatscreen for the previous edition of
MERP. The Combat Screen will include somechangesintables
corresponding to MERP 2nd Edition, but is usable for all
editions of MERP.

#2008 Middle-earth Role Playing Poster Maps™ (Dec '93)
$15.00

Finally, ICE’s original map of Middle-earth is available again
in poster format! This 2 ft. x 3 ft. poster map includes the wild
lands —north, 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
ma jor map, Northwestern Middle-earth, that first appeared in the
second guidebook andis cuirently available in ICE’s Northwest-
ern 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 settings for many of ICE’s
campaign supplements than the original Middle-earth map. The
Noithwestern 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-earth gamer or enthusiast.

Grey Worlds™ - The Magazine for the Games of ICE
$6.00 per issue
This new quarterly magazine is the ultimate resource for
gamers looking for new ideas, optional rules & more on ICE’s
Middle-earth Role Playing™, Rolemaster™, Shadow World™,
Space Master™, Silent Death™, and Cyberspace™ products!
Also, look f or updates and previews on upcoming ICE products!




MIOOLE-EARTN ROLE PLAYING”

I.R.R Tolkien'sclassic works, The Lordofthe Rings™ and The Hobbir®, 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 gamers!

#2005 Arnor™ (M-E Realm)/Boxed (Dec. "93)
$35.00

Arnor is the initial release in the new Realms of Middle-earth
series, usable with MERP™ 2nd Edition and all previouseditions
of MERP. This boxed set contains the Arnor material in two
volumes as well as beauti'ful 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 module details the threesister
kingdoms and their relations with one another. Much of the
material covering Arthedain and Cardolan was previously avail-
ablein Rangers ofthe North and The LostRealmof Cardolan. The
information on Rhudaur. together with more extensive lore con-
cerning the inhabitants of sundered Amor, has never appeared in
previous modules. Arrior includes color terrain maps detailing
the lands of Arthedain, Cardolan, and Rhudaur. Color city maps
depicting the streets, canals, bridges, and edifices of Tharbad; the
avenues, gardens, and libraries of Anndminas; and the earthen
dikes, stone walls, and high guard towers of foritified Fornost are
also included. Arnoris a grand beginning 10 a super series!

#2006 Valar and Maiar™ (Peoples of M-E)
$15.00

Valar and Maiar is the first book in [CE’s new “Peoples of
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 tind detailed descriptions of all the exalted
Valar, including Manwé (Lord of the Powers), Elbereth (Queen of
the Stars), Aulé (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. *Tllustrations 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
MERP™ 2nd Edition. This new printing of Minas Tirith™, will
feature a brand new, expanded and improved 2 ft. x 3 ft. color city
mapinsert! The new lay-out with some new interior art will make
this a272 page perfect bound book full of all the information you
need totake your campaign to the famous Guarded City of Minas
Tirith. The capital 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 Tirith will also include statistics
for the Lord eof the Rings Adventure Game™ as well as new art
by Angus McBride on thecover! (NOTE: this replaces previous
ST#8301 and is compatible with any previous editions of MERP).

#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 Micldle-
earth Gazetteer ™ in one package and save money. (A $32 retail
value). The Map Set features {2 color maps covering the terrain
in detail as well as 2 “piece-maps” that fill in the gaps between
previous campaign maps. The Gazetteer references regions, geo-
graphical features, cities, reaims, or sites to supply all you need to
know (and more) about them: elevation, average rainfall &
temperature, population, form of government, military forces and
most importantly, 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 of ICE’s MERP campaign and adventure modules. Usable
with all editions of MERP.
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ROLE PLAYING™
The Fantasy Role Playing Game set in JR.R. Tolkien'’s World

“Their eyes fell on him and pierced him, as they rushed towards him.
Desperate, he drew his own sword, and it seemed to him that it flickered red,
as if it was a firebrand. Two of the hgures halted. The third was taller than

the others....

In one hand, he held a long sword, and in the other a knife; both

the knife and the hand that held it glowed with a pale light. He sprang

forward and bore down on Frodo.”

n a role playing game, you assume the
role of a character in a “living” novel.
Middle-earth Role Playing (MERP) and
its companion sourcebooks provide the
structure and framework for role playing
in the greatest fantasy setting of all time
. JR.R. Tolkien’s Middle-earth.”
Middle-earth Role Playing is the next step
up for those who have already experienced
the thrill of ICE’s introductory role
playing game, the Lord of the Rings Adventure
Game. " It 15 also pertect for more
experienced gamers who are looking for a
realistic, easy-to-play fantasy role playing
game.

—The Ft‘“owsﬁilu of the Ring

Middle-earth Role Playing,
2nd Edition includes:

* Middle-earth Character Templates tor those who want
interesting, fully developed characters in a flash.

* A complete Character Development System covering
Hobbits, Elves, Dwarves, Humans, Orcs, Trolls, etc.

* A Magic System with simple yet mmpuhumu rules
that reflect the unique nature of the use of magic and
power in Middle-earth.

* A flavorful Combat System that is realistic, fast, and
playable.

o Gamemaster Guidelines that cover travel, encounters,
weather, random events, healing, poisons, magic
items, and much more.

* Detailed information on Creatures and Pfop:'rs that
covers the major beasts, monsters, and cultures of
Middle-earth.

* An expanded set of secondary skills, background
options, and professions.

* A complete Sample Adventure set in the Trollshaws,
complete with layouts.
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