Rolemaster Basics

Iron Crown Enterprise RMFRP 1999 (4 Edition)
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Based on

Based on Rolemaster Fantasy Role Playing (ICE #5800) - RMFRP 1999 (4" Edition), a tabletop roleplaying
game from Iron Crown Enterprises (1980).

Dice rolls

e Percentile Rolls: 1d100 (1-100):
o Low Open-ended Roll
o High Open-ended Roll

o Openendedd100

e Non-1-100-Rolls

e Unmodified Rolls (UM): 1d100 no modifications

Basics

Units
1 Ibs (Pfund) 0,453kg 1kg 2,205 lbs
1inch 2,5cm  1cm 0,39 inch
1 foot 03m 1m 3,2 feet
1 mile 1,609 km 1km 0,622 miles
Fahrenheit = C*1,8+32 Celsius = (F-32)/1,8
1 round 10 sec

Money

We suggest that money be in the form of coins, each weighing 0.25 of an ounce (64 to the pound). The
coins have different values based upon the metal (mithril, gold, silver, bronze, copper, or tin) that they

consist of:

1 mithril piece (mp)
1 platinum piece (pp)
1 gold piece (gp)

1 silver piece (sp)

1 bronze piece (bp)

1 copper piece (cp)
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10 platinum pieces (pp)
10 gold pieces (gp)

10 silver pieces (sp)

10 bronze pieces (bp)
10 copper pieces (cp)
10 tin pieces (tp)
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Character:

Hitpoints
Hitpoints: Skill Bonus Bonus Fertigkeit Body Development (10 + ( 2 CO stat bonus) + SD stat
bonus + profession bonus + skill rank bonus + special)

Hit Exhaustion

% of Hits Taken Mod Att/Man.
0-25% 0

26-50% -10

51-75% -20

76-100% -30

Hit Healing

e Character active: alle 3h 1 hit healed
e Character rests: Co stat bonus / 2 pro resting hour (min 1 hit)
e Character sleeps: Co stat bonus * 2 pro 3 h (min 3 hit)

Exhaution Points
(p. 57)

Exhaution Points = 40 + (3 x CO stat Bonus) + any special bonus.

Power Points
Power Points: Skill Bonus Power Point Development

e Recovering Power Points:
o CH active: alle 3 h 1 PP recovered
0 CH rests: Real stat bonus / 2 pro resting hour (min 1 PP)
0 CHsleeps: 3h 50% of PP are recovered

Defensive Bonus
Defensive Bonus: (Der Defensive Bonus wird beim Angriff eines Gegners beim Attack Roll
abgezogen):

Basiswert Berechnung: Quickness Stat Bonus * 3 + Amor Quickness penalty (T-3.3) + Shield/special
Armor

Known Spells
Every spell from known spell list can be spoken which spell level <= CH Level
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Resistance Rolls

Restistance Bonus Race Bonus + xx Stat Bonus
Essence Spells 3x Empathy Stat Bonus
Channeling Spells 3x Intuition Stat Bonus
Mentalism Spells 3x Presence Stat Bonus
Poisons 3x Constitution Stat Bonus
Diseases 3x Constitution Stat Bonus
Fear 3 x Self Discipline Stat Bonus

Resistance Roll: open ended d100 + Resistance Bonus >= Resistance Roll table T-3.4

Resistance Rowr Taswe T-3.4

Target Atack Level of the Spell Caster Target | To resist the target's Reststance Roll
Lavel 1 2 3 4 5 & 1 8 9 10 11 12 13 1 15 >»15¢% Tawel must be greater than or equal o the
o ) - . - number given
1 50 55 &0 &5 T TBW O OB Bl B® 91 83 95 ' 1
2 5 50 55 &0 &5 B 7T T T & A 84 B& BB W | - i Standard RRE Modifications:
i 4t 45 50 55 &0 63 66 &8 T2 75 wooT™ 81 B 85 + El .
3 1 Antac dificas
i i 40 45 50 55 58 61 B4 67 T W T T80 4 Basse Spell Anack Rl.'I-I.J e I. '||'H- n:I:ﬂ
5 30 35 40 45 50 BX 86 59 &2 & &7 & 71 73 7% + g . VA from 2125 to #7
b 27 3 ¥ 42 a1 | S0 53 58 58 &2 | e4 b6 b8 0 72 3 Special bomuses due 10
7 24008 MO39 H 47 S0 53 56 59 &1 &% &6 KT &9 ' 7 iterns ar the spell ... varies
B n 2% N & 4 4 47 X 53 56 58 &0 &2 L] b ] Bonus dus to the target’s race .. varies
& 11} 23 28 33 38 41 44 &85 53 8 5 = ] 63 t 9 Willine 1 ¢ fthe tarset doesert
0 15 2 25 30 35 | 3 41 48 47 &0 | 52 S 38 58 60 * 10 tlling tarpet {the target doe )
§ - N N N y P— want to resist the spell] ... S0
1 13 I 23 » o1 30 &2 45 4E M 52 54 L1 L] s 11 . . .
12 Mo 3 M 3 | 3 37 40 43 46 | 48 0 52 B4 5e | 4 1z | Same realm {target's realm of power
13 LI R L - O3 3 41 M 4% 48 50 R 54 . 13 ix the same as the spell's) ... *13
14 T o1 ®BoNm | M O3 3% 3% 4 | 4 4 4 5D 52 ! '_* I target's stat bonus for the
1% 1 s W ¥ | 2 3 M 37 4o 42 44 U6 EE 50 + 15 spell's realim oo 30 10 430
= 154 + * t + + * + + t * t + + * * * >15 {In for Channeling, Em for Essence.
' (e ;
t —For each level over 15, the attack level raises the result by 1; the targer level lowers it by 1 and Pr for Mentalism)

Moving Maneuver Penalty
(MMP section 15.0 p. 48)

Lesser of. armor’s Minimum Maneuver Modification OR (armor’s Maximum Modification) + (skill
Bonus for worn armor) (Amor’s Min/Max Modification T.3.3.) -e.g. rigged leather breastplate (AT:
9): Min Man Mod: -5, Max Man Mod: -50, Rigid Leather skill bonus +27 & --50 + 27 = -23 MMP

Base Movement Rate
(p. 35) Base Movement Rate = 50’ + 3x Quickness Stat Bonus + Stride Chart

STRIDE CHART

Height Modification Due to Stride
i L 20
o R USRI I 3
e L R ) (1 4
X R -
B0« B3 e
410" - 53" . L1
L 1S I
L . |
a3 ) . 25"
L e OO || o
U |
L OO ORET  |
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PACE CHART

MNormal Exhaustion

Pace Maneuver Point
Pace Multiplier Difficulty t Cost/Rnd
Walk 1x none 1 every 60 rnds
Fast Walk / Jog 1.5x none 1 every 30 rnds
Run 2x nene 1 every 12 mds
Sprint / Fast Run  3x easy 2/rnd
Fast Sprint dx light 6/rnd
Dash 5% medium 50/rnd

t — Assumes a Weight Penalty of -1 to -10 (see above).

Movement Rate / Round = Base Movement Rate x Pace Mulitplier

Weight Penalty
(p. 56)

Weight Allowance = 10% of CH Weight

Encumbrance Penalty: If Weight of CH equipment (not clothes/armor) is higher than CH Weight
Allowance: determine Encumbrance Penalty by how many times the weight allowance is higher.

Weight Penalty = Encumbrance Penalty + Armor Quickness Penalty (T-3.3)

ARMOR TABLE T-3.3
Minimuam Maximum Missile Armor
Armor Maneuver Maneuver Amtack Guickness
Type Mod.* Mod t Penalty} Penalty§
1 0 ) [} 1
2 0 0 {1 1]
3 4] [ ] 1]
4 0 - fl- - {l I
5 [ o ] 0
& 1] 20 5 0
Fl -10 40 15 10
-1 -15 50 15 15
9 3 30 0 0
10 -10 -1 10 5
11 -15 90 20 15
12 15 l]'ﬁ. 30 15
13 -10 -1 0 5
14 15 S0 10 10
15 25 -120 20 20
1& -5 -130 20 20
17 15 &0 0 10
18 -0 -100 10 20
19 5 150 10 kN
20 45 165 40 Ay

ENCUMBRANCE CHART
Mumber of Weight
Allowance Units
Mare Less Than Encumbrance
Than ar Egqual ta Penalty
O 1x 1]
1x 2x -2
2x 3x 16
Jx dx 24
4x ox -32
% i 40
i Tx -48
Tx Bx 56
B G r.r
9x 10 72
10w and wp 72 + (-8 per additional
welght allowance )
Mate: Encumbrance Penalty = B x
truncated |10 % weight + character’s weight)

— Minimum maneuver modification applied to a combatant fully
trained in maneuvering while wearing the given armor type—ser

Bection B4 {p. 34) and Appendix A-41 (p. 104}

t — Maximum maneuver maodification applied 1o a combatant totally

untrained in maneuvering while wearing the given armor type
see Section B4 (p. 34} and Appendix Ad.1 (p. 104),

1 — The missile attack penalty acts as a modification to the misale
OB for a combatant wearing the given armar, This is meant to
reflect the disadvantageous effect of armor worn on the arms
and hands of a combatant (see Appendix A-10.4, p. 215).

§ — An Armor Ouickness penalty can reduce or cancel a combatant’s

Quickness stat bonus for his DB—see Section B.4 (p. 33) and
Appendix A-10.3 (p.212). Unlike those penalties abave, this
penalty can nn]],' reduce the armor wearer's E_"hlir'p;mss stat bonus,
It wall not reduce a combatant's overall DB below ihe level that
it would be at with a zero Quickness atat bonuws

Encumbered Movement

(p. 56) Weight Penalty may limit maximum pace and makes maneuver more difficult
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PACE LIMITATIONS CHART
MawEtver Drrrrcunty Basen on Pace *
Maximum Fast
Weight Penalty t Pace Walk Jog Run Sprint Sprint Dash
0 Dash none none nene Routine Easy Light
-1 1o -10 Dash none none none Easy Light  Medium
10 to -25 Fast Sprint none none Easy Light hMedium -
26 to 40 Sprint none Easy Light Medium - —
41 o -65 Run Easy Light  Medium - - -
-66 to - 100 Jog Light  Medium - - - -
101 and wp Walk Medium - - - - -
* _ Modify mancuvers for the walk, jog, and run paces by either three times the character’s Ag stat bonus or his distance running shill
bonus {use the highest), Modify maneuvers for sprine, fast sprint, and dash paces by the character’s sprinting skill bonus

Miscellaneous Topics

Offensive Capabilities

(p.210)
OFFENSIVE CAPABILITIES TABLE T-3.5
ATTACK ROLL MODIFICATIONS VERSUS:
Basic Directed  Area
Factor Melee Missile Spells Spells  Spells  Special
Skill Bonus full full none full none OB for the weapon or spell.
Skill Rank none None full none full Skill rank of spell's list.
Special Items full full full full full Varies due to type of item.
Weapon Quality full full none NOTE none  This is normally part of the OB.
Using Less Than
Max. % Activity varies varies none none none -1 mod for each 1% less than max used.
Position:
Flank Attack +15 0 0 0 ] Cumulative with other position mods.
Rear Attack +20 0 0 0 ] Cumulative with other position mods.
Surprise Attack +20 [ 0 0 ] Cumulative with other position mods.
Advantageous Position wvaries 0 0 0 0 Cumulative with other position mods.
Target Status:
Static Target 0 0 +10 +30 +10 Applies to prone and/or surprised targets not
moviing and with no cover Target gets no
Qu bonus to his DB.
Stunned Target +20 +20 0 0 0 Mot cumulative with other target status mods.
Downed Target +30 +30 0 0 0 Mot cumulative with other target status mods.
Prone Target +50 +50 0 0 0 Mot cumulative with other target status mods.
Attacker Status:
% of Hits Taken:
26-50% -10 -10 -5 -10 -5 Not cumulative with other Hits Taken mods.
51.75% =20 220 -10 20 10 Not cumulative with other Hits Taken mods.
76-100% -30 -30 20 -30 20 Not cumulative with other Hits Taken mods.
% of Exhaustion Points Taken:
26-30% -10 -10 -5 -10 -5 Mot cumulative with other ExPs Taken mods.
51-75% 220 -20 -10 20 -10 Mot cumulative with other ExPs Taken mods.
7690% 230 -30 -15 230 -15 Mot cumulative with other ExPs Taken mods.
91.99% -60 -60 20 -60 20 Not cumulative with other ExPs Taken mods.
100+% -100 -100 230 -100 230 Not cumulative with other ExPs Taken mods.
Range Mods: none varies varies varies  varies Based on weapon or spell used
(see the specific attack table).
Center Point: none none none none +20 Only applies to area attack spells.
Armor Penalty: none varies none none none  Based on armor worn (Armer Table T-3.3, p. 213).

Rolemaster RMFRP Basics

7/47



Defensive Capabilities

(p. 212)
DEFENSIVE CAPABILITIES TABLE T-3.6
DEFEMEIVE BONUS MOD. VERSUS:
Basic Dhirected  Area
Factor Melee  Missile  Spells Spels  Spells  Special
{Qu Stat Bonus) x 3 full full none full full Modified due to armor worn.
Adrenal Defense full half none half none  Special restrictions.
Special Items full full full full full Varies due to type of item.
Armor Caality full full none full half -
Shield:
Wall Shield +30 +40 * +30 0 May parry meles & missile attacks
Full Shield +25 +25 * +20 0 May parry melee & missile attacks
Mormal Shield +20 +20 * +15 0 May parry melee & missile attacks
Target Shield +20 +10 * +5 0 May parry melee & missile attacks
Weapon:
Main Gauche +158 0 0 0 0 May parry meles attacks.
1-Handed Weapons +5§ 0 0 0 0 May parry meles attacks.
2-Handed Weapons +5§ 0 0 0 0 May parry meles attacks:

only up to 50% of OB can be used
against 1-Handed weapons.

Pole Arms +5§ 0 0 0 0 May parry meles attacks:
only up to 50% of OB can be used
against non-pole arm weapons

Helmiet:
Mo Helmet 0 0 b -5 5 -
Helmet 0 0 " 0 0 -
Full Helmet 0 0 " +5 +5 -
Cover:
Full "Soft™ Cover § na na +20 na +40 -
Half "Soft™ Cover f§  +20 +410 +10 +20 +20 May parry melee & missile attacks

{e.g., a light wooden wall could be
used to parry a missile).

Partial "Soft™ Cover §  +10 +20 0 +20 +20 May parry melee & missile attacks
(e.g., a light wooden wall could be
used to parry a missile).

Full *Hard” Cover na na +20 na +Hil -

Half "Hard” Cover ff +30 +60 +10 +30 +30 May parry melee & missile attacks
(e.g., a stone wall could be used to
parry a missile).

Partial "Hard”™ Cover § +15 +30 0 +30 +30 May parry melee & missile attacks
(e.g., a stone wall could be used to
parry a missile).

ra — Normally, an attack may not be made against such a target.

* — If the target of a basic Channeling spell is not wearing metal armor, a metal shield (ie., most shields have a significant
amount of metal) will determine the column used for a basic spell attack

** _ A target’s leather or metal helmet will determine the colomn used against a basic Mentalism spell.
§ — Can only be used if the weapon is not used to attack or if 100% of OB is used to parry.

T — The target is detected but not sighted (ie., no line of sight) and the target does not use its ripled Cuickness bonus for its DB
({ie., the target is hiding behind something). Mormally meles and missile attacks may not be made.

tf — 01-49% of the target can be seen.
i — 30:75%of the target can be seen.

Rolemaster RMFRP Basics
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Injury, Death & Healing
(p. 75)

Life is a union of body and soul. Death can be caused by

e Physical death: body can no longer function

e Soul death: by Absolution spell (by evil priest) or other soul destroying spells (Channeling) or by

Unlife/Undead

General Degrees of Injury

Injuries are a result of damage from a critical strike.

e Light Injuries: injury results in penalty of 0 to -20 & wounds 1-5 hits per round as a result of
bleeding

¢ Medium Injuries: specific injuries with penalty of -21 to -50 & 6-10 hits per round of bleeding.
Fractures with unspecified penalty are medium injuries,

e Severe Injuries: specific injury result in a penalty of -51 or more. Shattered bones and wounds
wicht more than 10 hits per round as result of bleeding. Any wound which destroys an organ

Healing
¢ Healing Spells: Spell Law
e First Aid: successful static maneuver (A-4.20, p. 130) will heal any “light” injury, if necessary,
equipment (e.g. compress, bandage)
e Healing Hits: by four ways:
o |IfFCHis active: 1 hit /3 hours is recovered
o If CHisresting (CO Stat Bonus / 2) hits are healed every hour of rest (at least 1 hit is

recovered / hour)

o If CHis sleeping: (CO Stat Bonus x 2) hits are healed every 3 hours (at least 1 hit/3 hours)

o Additional outside methods like spells, herbs can heal hits
e Natural Healing: recovery time (without healing actions, medicine, herbs, spells) T-5.4 (p. 75):
Healing Days = D100 open ended + 3 x CO Stat Bonus 3% look up result in the type and degree
Injury:

Rolemaster RMFRP Basics
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HEALING RECOVERY TABLE T-5.4
Light Medium Severe
Burn Wounds Wounds Wounds
-26 or less 4 20 48
25-15 3 15 k1)
16 - 65 2 1] 24
86 or mere 1 5 12
Light Medium Severe
Bone Wounds Wouands Wounds
26 or less T 28 0
25 - 15 5 20 50
16 - 35 3 12 30
36 - &5 2 8 20
b6 or more 1 4 10
Light Medinm Severe
Skin/Tissue Wounds Wounds ‘Wounds
-26 or less 5 25 40
25 - 15 3 15 24
16 - 35 2 10 16
36 or more 1 5 g
Light Medium Severe
Head Wounds ‘Wounds Wounds
26 or les 13 78 130
25 - 15 10 &l 100
16 - 35 Fi 42 0
36 - 65 5 30 50
a6 - 90 3 13 30
91 - 105 2 12 20
106 or maore 1 L] 1
Light Medium Severe
Organ Wounds Wounds Wounds
-26 or less 13 &5 130
25 - 15 qQ 45 &0
16 = 35 ] 30 &0
36 - 85 4 20 40
b - 90 3 i5 30
91 - 105 2 i 20
106 or more 1 5 i
Muscle/ Light Medium Severe
Tendon Wounds Wounds Wounds
26 or less 11 44 58
25 - 15 T 28 56
16 - 35 4 16 32
36 - &5 3 12 el ]
6b - 0 2 g 16
91 or more 1 4 &
Moter To use this table, roll d 100 {openended and add 3x
the character’s Co stat bonus, Then look up the result in
the section for the most appropriate type of wound. The
result is the normal number of davs needed for a given
wound to heal. Some races heal faster or slower than
others. Each race has a healing “recovery multiplier”—just
multiply this factor by the normal number of healing days
to get the actual number of healing days required.

e Sprains: must be protected from further strain during healing time

¢ Healing the Soul: proximity to Undead can often damage the soul. ¥ temporary reduction of CO
Stat.

¢ Nerve Damage: description by spell or Critical Table

e Permanent Nerve Damage: a wound that gives a penalty — there is a change of nerve damage =
D100 open ended + 3 x CO Stat Bonus —if result is less or equal to penalty (as positive number) -
add to penalty (can only be healed by magical healing)
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Death

Major Wounds: described by Critical Tables

Massive Shock: if a CH receives more hits than his total hits + CO Stat, CH begins to die: (T-5.5, p.
78):

CH dies in rounds = 12 + Soul Departure by Race + CO Stat Bonus

RACE HEALING FACTORS TABLE T-5.5
Soul Race Type
Departure for Recovery

Race # Stat Loss Multiplier
Common Men 12 2 x1.0
Mixed Men 11 2 x0.9
High Men 10 2 x0.75
Weod Elves 3 3 x1.5
Grey Elves 2 4 x2.0
High Elves 1 5 x3.0
Half-elves 6 3 x1.5
Dwarves 21 1 x0.5
Halflings 18 1 x5
Common Ores 1 2 x0.5
Greater Orecs 1 2 x0.5
Half-ores [ 2 =075

This process of dying can be halted by healing hits on CH.
Soul Death: can only be achieved by a few spells —it is irrevocable
Undead: are opposite of living — they gain their power by draining life form the living. CO Stat will
be lowered (more see Creatures and Monsters). If CO Stat drops to <=0, soul departs and CH
become undead.
Death and Lifegiving: As CH dies, the soul leaves. To restore life, first repair the damage on the
body and than restore the soul. Lifegiving Spells reunite the soul and the body. (no restore for
Dark Absolution Spell)
Effects of Death:

o Deterioration of stats (due to lack of oxygen flow to he brain), following death and

o Departure of the soul from the body

Stat Loss: Memory, Reasoning, Empathy, Institution, Self Discipline and Presence will deteriorate
first: Each round after death: Mental Stat Loss Table determine the amount each stat drops (to
minimum of 0)

STAT LOSS TABLE T-5.0

Rounds

After Race Type

Death 1 2 3 4 5
1-6 0 1421 145-1 1d5-1 1410

71-18 1d2-1 1d5-1 1d5-1 1d10 24101
19 and up 1d5-1  1d5+1 1410 24101 24101

Every hour after death a temporary stat is reduced to 0, the potential for that stat is reduced by
d10-1.
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60 rounds/1 hour after death physical stats (Constitution, Agility, Strength & Quickness) begin to
deteriorate. Each hour roll d10-1 (stat is reduced by this roll to a minimum of 0) for each physical
stat.

If any stat is 0, CH is in coma.

e Soul Departure (T-5.5): For a normal human, 2 minutes (12 rounds) after death CH soul will leaves
the body. Soul can only be returned by powerful spells or herbs.

e Soul Withering: if a CH Constitution Stat is lowered to 0 because of proximity to Undead
creatures, the CH becomes Undead himself (Creatures & Monsters). Soul Damage is slower in
healing: 1 hit / day if CH is resting, by eq. Traveling 1 hit/week. Process can be fastening by
spending time on “holy” ground (d10 hits/day)

¢ Permanent Damage: For each servere wound CH roll an D100 open-ended + CO Stat. If roll is
greater than 100, no permanent damage is sustained.

Magic Items

Types of magic items
¢ Bonus spellitems (2.5'-5' long): enable a CH to cast more spells than he would be able. Only one
item is usable by a given CH between period of rest (at least 3 hours sleep). Item must be worn
through resting time.
e Spell Adder / Spell Multipliers:

o Spell Adder: allows CH to cast one extra spell between periods of rest in addition to those
which he can normally cast by using his power points. E.g. +3 spell adder allows 3
additional spells (CH must be able to cast these spells normally)

o Spell Multiplier: multiplies the number of power points available to a CH

e Magic Items with Bonuses: eg. + 10 mace, +5 lock pick: add their bonus to the total skill bonus of
any skill that normally utilizers an item of that type for. To use such items no Attunement static
maneuver roll is required (A-4.14, p. 122).

¢ Magic Items with containing Spells: item contain spells which a CH may cast. No Power Points
are needed to spend and caster do not need to have learned the spell/spell list. To successfully
use, caster make an Attunement (or read runes) static maneuver roll (T-4.3 p. 45).

Some items do not require a static maneuver roll:

o Rune Paper: a scroll with a spell inscribed. The spell may only be cast once from the rune
paper before it disappears (Rune Mastery Spell list p. 175)

o Potion: Avial of special liquid with a spell “in” it. Spell takes immediate effect when
swallowed (no roll necessary to use) or cast allowed to cast a certain spell. It only has
effect once.

o Daily Spell Item: a magic item containing a spell that may be cast a certain number of
times each day.

o Charged Spell Item: A magic item containing a spell that may only be casted a limited
number of times (called number of charges). After usage the item is exhausted. The size of
the magic item determines the maximum number of charges and spell level:

Minimum Maximum Maximum

Length # Charges Spell Level
Wand 1' 10 2nd
Rod 2.5 30 5th
Staff 5 100 10th
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Magic Item relative values
Value of magic Item = base cost of item (p. 144-149) + Additional Costs x Multiplicative Factors (T-5.3, p.

81):
MAGIC ITEM PRICING TABLE T-5.3
COST = BASE COST:
{Base Cost + Additional Cost) x Multiplicative Factors A piece of Rune Paper (holds one spell) oo 1ep
A wial of Potion (helds one spell) e, 10 gp
MULTIPLICATIVE FACTORS: A Charge Item:
[;";cm I_f;m Bonus : D“fﬂ:]“%“‘? wtllfht. Wand ... 10 gp + the normal cost of the item
«e*3 bonus Koveee Ol Welg ,t !'nw,n Rod....... wereeeens 30 gp + the normal cost of the item
50x.....#10 bonus 10 ... 80-99% of weight given ,
- . . . Staff ..ovoivvvecee. 100 gp + the normal cost of the item
250x.....+15 bonus S0 ... 60-79% of walgl‘ﬂ Fiven \ .
1000x.....+20 bonus 100x .... 40-59% of weight given A Daily Item _....... 20 gp + the normal cost of the item
5000 ... +25 bonus +1 spell Adder 50 gp
+2 spell adder ... e 100 gp
+3 spell adder .o —
+& spell adder ..o S 1§ | 1.
x2 spell multiplier ..o, 200 2P
x3 spell multiplier ..o 400 gp

A bonus item e

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 1 2 3 4 5 6 7 8 9 10

Rune Paper 3 10 20 30 40 &0 80 100 125 150
Pation 5 15 30 45 al a0 120 150 200 225
Daily Item t 15 50 100 150 200 300 400 500 &0 750
Wand 10 30 - - - - - - - -

Rod 40 B0 120 150 200 - - - - —

Staff 100 150 200 250 300 400 500 &00 700 800

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 the willingness to perform such an operation may be difficult.
* - Channeling spells cost double these prices.

t - Once per day; add half of factor for each addirional time per day.
There is a multiplicative factor of 1.5% for a wearable item or 2x for a ring,

Actions

Classes:

e Simple Actions (p. 39)

e Moving Maneuvers MM (p. 48)

e Static Maneuvers SM (p. 44)

e (Casting Spells (p. 46)

e Attacks (p.42)

e Movement (p. 51)

1-3 Actions per round (10 sec) are allowed.

Maneuver: An action of CH which does not need special concentration, or is performed under time

pressure or dangerous surroundings .
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Simple Actions
(p. 39)

Simple Actions do not have a chance of failure (eg. Walking, drawing a sword, so no roll for a successfully
taken action is needed. GM has to decide if an action needs a roll because of stress and dangerous
situtation (& Moving Maneuver, Static Maneuver). The Common Actions Table presents some of the
commonly occurring actions and activity percentages:

COMMON ACTIONS TABLE T-3.2

Action % of Total Activity

VARIABLE PERCENTAGE A CTIVITIES

Movernent as a snap action ..... 1-20%
Movernent as a normal action 1-50%
Movernent as a deliberate action ........cococvicecciene. 1-80%
Preparing a spell {Section 18.12, p. 55) v 90%

Casting a non-instantaneous spell §

Casting an instantaneous spell § ..o

Concentration
(i.e., to maintain a spell, balance, etc.}............... 50%
Disengage from Melee (may move 10 ..o 20%

Making a moving maneuver (Sec. 15.0, p. 48) ...... varies
Making a static maneuver (Sec. 13.0, p. 44) 1 ...... varies

Making a melee attack (App. A-105) * ... 60-100%
Press & attack (App. A-10.5, p. 216) * ... 20-100%
React & antack (App. A-10.5, p. 216) * ... 80-100%

Making a missile attack (App. A-10.4, p. 215)*.. 30-60%
Parrying a missile attack (App. A-10.4, p. 215) ....... 50%

Loading or Reloading a sling....cvnnninin. 30%
Loading or Reloading a short bow i, 30%
Loading or Reloading a composite bow ....c..co.cooeeroo. 60%
Loading or Reloading a long bow

Loading or Reloading a light crosshow ... 160%
Loading or Reloading a heavy crossbow .....cvnnee 220%

Shifting a weapon
Drawing a weapon
Changing Weapons ..o

Making an Awareness static maneuver
{Section 18.3, p- 53) s 1000

Controlling mount (Section 18.15, p. 55) e 10-100%

* = If less than the maximum % activity indicated is used, the
attack has a -1 modification for every 1% under the maxi-
mum {see Appendix A-10.2, p. 210).

The percentage activity required for certain actions var-
ies based upon the character, the situation, and other
variables. The following actions and their corresponding
% activities are just suggestions. Each time a character
takes one of these actions, the GM should make a ruling
an the actual % activity requires.

Action % of Total Activity
Making rapid Observation Maneuver {(-40 mod) ..... 30%
Making half Observation Maneuver (-20 mod) ... H0%
Making full Observation Maneuver (+0 mod) ........ 0%

Rapid dismount from a riding animal .o 20%
Careful dismount from a riding animal .......ccoeee 50%
Mounting a riding animal ... 30%
Relased SWATT v ss s sssss s ne 50%
Hard swim ..o SRR 9%
STAIKITIE oo . at ]East 30%
CHMBING . .oo vt 60-100%
Standing up from a seated position ...... e 10%
Standing up from “on knees;"crnuch S~ | ) 1
Moving up from prone to “on knees,-’cmuch .......... 30%
Standing up from a prone position ... 30%
Rapid drop to the ground ... e 10%0
Careful drop to the E,roun.d S | | 1
Picking something up off the grmmd ........................ 30%
Diropping something ..o e cenmeeneeaecnee U H

T — Unless stated otherwize by the GM or by the description of
the skill used (see Appendix A4, p. 102}, a static maneuver
takes 100% activity. This may be reduced up to 50% by taking
a -1 penalty for every 1% reduced,

t — A character may only cast one spell each round.

Moving Maneuver (MM)
(p. 48)

eg.. Climbing, swimming, riding, stalking, and other complex and unusual form of movement (eg.
Acrobatic, Diving)

1. GM determines level of difficulty:

Routine
Easy
Light
Medium
Hard
Very Hard
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Extremely
Hard

Sheer Folly
Absurd

2. CH decides to attempt the maneuver or not — if CH proceed maneuver, next step:
3. D100 open ended +Skill bonus (without Skill, 3x AG stat bonus)

4. Add Characters Moving Penalty MMP (p.34):

MMP = Armor Minor Maneuver Modification OR

(Maximum Modification + Skill Bonus for worn armor)

ARMOR TABLE T-3.3

Minimum Maxirmurm Miesile Armor
Armor Maneuwer Maneuver Attack Cuickness
Type Mod.* Mod § Penalty} Penalty§
i 0 0 1 0
2 0 [ {1 1]
3 0 1] 1] 1]
4 0 ] 1| {l
5 o ] 1] 0
& i 20 5 0
7 10 A0 15 10
-] 215 50 13 15
% 5 50 L] i
10 10 it 10 5
11 -15 S0 20 15
12 15 10 30 15
13 -10 B Qo 5
14 A5 i ] 10 10
15 25 120 20 20
1% -5 =130 20 20
17 -15 S0 o 10
18 -0 B[ 10 20
19 i5 150 10 k]
20 45 165 a0 Al

* — Minimum mareuver modification applied to a combatant fully
trained in manewvering while wearing the given armor (ype—iee

Zection B4 (p. 34) and Appendix A1 (p. 104},

t — Maximum maneuver modification applied 10 a combatant worally
untrained in maneuvering while wearing the given armoar type
see Section B4 (p. 34) and Appendix AT (p. 104),

1 = The missile amack peralty acts as a modification to the missle
OB for a combatant wearing the given armor, This is meant to
reflect the disadvantageows effect of armor worn on the arms
and hands of a combatant (see Appendix A-10.4, p. 215).

§ — An Armor Quickness penalty can reduce or cancel a combatant’s
Quickness stat bonus for his DB—see Section B.4 (p. 33) and
Appendiv A-10.3 {p.212). Unlike those penalties abave, this
penalty can nn]:,' redice the armor wearer's li_"pliri:nqss stat bomus,
It will nat reduce & combatant’s everall DB below the level that
it would be at with a zero Cuickness atar bonus
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5. Standard Modification from the Standard Maneuvers Modifcation Table (p. 50, T-4.2.):

STANDARD MOVING MANEUVER
MODIFICATIONS TABLE T-4.2

General Modifiers Maodification
Any applicable skill BOnus ..o V2IIES
Any applicable item bonuses ..o varies
Moving Maneuver Penalty ....................... See Section 8.4

Weight Penalty (if used) .coorvevvcveven. See Section 18.16

% of Hits Taken Modification
0% 80 2570 e ress s enssensssssssmassassssssssencnsssans 1
25% to 50% o
51% to 75% v,
TO% 10 00T e sttt s sisn s~

Other Wounds Penalty

Hits/BEnd Being Taken.....cconmnesnenenn -3 per “hit/rnd”
Stunned ... -50 + 3x SD stat bonus

% of ExPs Expended Penalty
0% 10 25% oo
25% 10 50% . ceeeeeerenenes <3
B1% 0 75% corriisrinns TS |
6% t0 Q0% s, 1|

Combat Situation Modification
Engaged in melee ..o

In a melee environmMent .....coeeeenns
Under missile fire ..o e -

Lighting, if Required Modification

Dark .o

No Shadows .o ettt en e
Light Shadows ..o .
Medium Shadows . s
Heavy Shadows ..o

Piteh BLACK oottt est s snssnens

. +10
o B
+0
10
.25
40

6.

7. After Modification check result in Moving Maneuver Table T-4.1:

¥ — These lighting conditions are for normal human evesight,
crearures that can see in the dark should ignore the dark and
pitch Black modifications and half the shadow modifications.

Special GM modifications

Static Maneuver (SM)

(p. 44)

(incl. Tracking, hiding, picking locks, disarming traps reading runes, using items, observation,

unusual activity without)

Routine +30

Easy +20

Light +10

Medium 0

Hard -10

Very Hard -20

Extremely -30
Hard

Sheer Folly -50

Absurd -70
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MOVING MANEUVER TABLE T-4.1
ROLL Routine Easy Light Medium Hard Very Hard Extremely Hard Sheer Folly Absurd
Fall down. +2 hits. Fall. Knock self out. reak arms, am. Fall. Break arms. Your Fall. Bre. oth arms Fall sends you into a Fall breaks neck. You Fall crushes skull.
-201 You areout 3 rounds. | You are out for e out for 6 mds. forOmds. | arms arc useless, out and neck. You are out | coma for 3 yrs. Broken | die in 2 rounds.
12 rounds. +9 hits. +10 hits. for 18 mds, +20 hits. for 60 mds. +30 hits. | spine. +30 hits.
Fail 1o act. Fall down. Lose Fall down. “all. Break wrist. Fall. Break amms. Your Fall. You smash your Fall paralyzes you
(-200) - (-151) 2 rounds. +2 hits. You are out for 4 mds e out for & mds. arme are useless, ot legs. Paral T neand are ina | from the neck down.
+3 hits. +100 hits. +15 hits. fior 18 rnds. 20 his. lower body. +25 hits. | comafor 1 year.
Fail to act Fall down. Fall down. Fall. Break arm. Fall. Break leg Fall. Shatter knee. Fall. Break both arms | Fall. You smash your
(-150) - (-101) 10 You are out for 2 rnds. | Sprain ankle Out for 6 rnds, stunned | You are out for 6 mds. | e -8, out for | and neck Youareout | hackbene and are in a
+2 hits. You e at -25. +6 hits. | for 3 rods. +10 hits. +15 hits. & ruds. +30 hits. for 60 mds. +30 hits. | coma for | year.
Fail to act. Fall down. Fall down. Fall. Break your wrist. | Fall. Break am. Fall. Shatter knee. Fall. Break back and
(-100) - (-51) 30 i1} Lose 2 rds. +3 hits Spmin ankle Ot for & rads. <20 You are out for i rods. | You are at -80, out far | legs. Para af
You are at-25, +5 hits. | hits. Notvery smooth. | +12 hits. 9 mds. +30 hits. lower body. +25 hits.
Fail to act. Fall down. Fall. Sprain ankle and | Fall. Knock yourself Fall. Break am. Fall. Break both arms.
(-50) - (-26) S0 30 10 You are out for 3 mds. | tear ligament. Youare | out for 18 mds. You are out for 6 mds. | You are out for 18
+5 hits. at -3, +15 hits. +10 hits, You lose, pal. [ +12 hits. rnds. +25 hits.
Fail to act. Fall down. You arcout | Fall. Sprain ankle and | Fall. Break your wrist,
(-25)- 0 70 S0 30 5 fior 3 mds. +5 hits. ar ligament. Ye Out for 2 rds. +20
at -30. +10 hits. hits. Not very smooth,
) _ _ Fail to act. Fall down. Fall. Pull a leg muscle. | Fall. Break am.
01 -120 80 i) 50 10 5 You are out for 3 mds. | You are at 25, You are out for & rids.
45 hits. out for 2 rds. +5 hits, | +15 hits.
_ Fail to act Fall down. You take
21 - 40 90 0 60 20 10 ] 3 hits per rmd [
out for 2 rods. +7 hits. | 3 rnds, +10 hits.
_ g , s Fall down. You are out | Fall. Sprain mkle. You
41 - 55 100 80 10 30 20 10 a for 3 ms. +3 hits, are at-30. +15 hits.
_ Q Fail 10 act. Fall. 3 hits per rmd.,
56 - 65 100 90 80 40 30 20 10 i o
66— 75 100 100} 90 50 40 30 20 5 Freeze for 2 rounds.
76 - 85 100 100 100 60 S0 40 30 10 Failto act.
86 - 95 100 100} 100 70 6l 50 40 20 5
96 - 105 110 100 100 80 70 60 50 25 10
106 - 115 110 110 1040 90 80 0 60 30 20
116 — 125 120 110 110 100 90 80 70 40 30
126 - 135 120 120 110 100 100 90 80 50 40
136 - 145 130 120 120 110 10K} 100 90 L] 50
146 - 155 130 130 120 120 110 100 100 70 60
156 - 165 140 130 120 120 120 110 100} 80 0
Super move. You feel | Excellent move. You
166 - 185 140 140 130 great. Heal 4 hits are unstunned. +10 o 120 110 90 80
allies” rolls for 2 mds
Great maove. You feel Mave inspires all. You | Maove inspires your Mave inspires your
186 — 225 150 140 better. Heal 4 hits. are unstunned. Allies i allics. +30 to fricndly 120 100 90
are at +10 for 2 rads rolls for 2 rds
_ Incredible move. You Move inspires all. You Move inspires your Maove inspires your Move inspires your You have half the
226 - 275 150 fecl great. Heal 3 hits. | arc unstunned. Allics allies. +20 to friendly | allies. +25 w0 friendly | allies. +30 to friendly | round 1o act 100 100
are at+10 for 2 mds. molls for 3 rods. rolls For 3 rods. molls for 3 rmds,
Incredible move. You Brilliant move inspires | Move inspines your Move inspires your Maove inspires your Move inspires your Move inspires your Move stuns foes with- Move stuns foes
275+ feel great. Heal 3hits. | all. Allies are at+10 allies. #20 o friendly | allies. +25 to friendly | allies. +30 %0 friendly | allies. +30 to friendly | allics. +30 to fricndly | in 3 for | rad. You within 50 for | rd.
For 2 rosds. rolls for 3 rods. molls for 3 rods. rolls For 3 rods. molls for 4 rmds., rolls for 4 mds. still have halt a md.

Normal: 1 static Maneuver takes one round of 100% activity, kann bis -50% reduziert werden -1
penalty for every 1% reduced

Multiple Rounds: (p. 54)

Procedure:

1. CH:1d100 open-ended
2. Wenn Skill zu Maneuver, addiere Skill bonus von Character Record
3. Wenn kein Skill, GM 3x passender stat bonus addiert wird
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4. Standard Modification T4.4. p 45

STANDARD STATIC MANEUVER
MODIFICATIONS TABLE T-4.4

5. Ergebnistabelle:

General Modifiers Modification
Any applicable skill bonus o varies

SPELL CASTING
STATIC MANEUVER TABLE T-4.5

Any applicable itermn bonuses ... varies
Less than normal % activity used ... -1 per 1% less
% of Hits Taken Modification
25% 1o 5O% . =10
51% 1o 75% ... --20
L R R L . |
Other Wounds Penalty
Hits/End Being Taken......coooooeevcce -3 peer hit/rnd
Stunned e B0+ 3x 5D stat bonus
% of ExPs Expended Penalty
0% to 25%

1% to 5% .
T6% to 90% .. -
It F9W

Difficulty
Routine ....
Easy .......
Light ...
Medium
5 T
Wery Hard (oo v svc s
Extremely Hard
Sheer Folly .........
Absurd .o

In & melee enviFOMMENT § oeeocenoereserssmesermseeas 20
Under missile fire ... 10

Combat Situation " Modification

Lighting, if Required } Modification
N SRAAGWS oovesrirmransensrsesmsmsmsssresoesesssmrssesssmssssssessmsessess 10
Light Shadows oo +5
Medium Shadows .
Heavy Shadows.

Dark oo

Pitch Black ... 30
Darkness, if Advantageous { Modification
Mo Shadows .o N i

Light Shadows ......
Medium Shadows
Heavy Shadows .....
Dark o e +30
Pitch Black o

-76 down Spectacular Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2
(p. 241) and subtract triple the total of all applicable modi-
fications from the Spell Casting Modifications Table T-4.6.

-75 =01 Absolute Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2
(p. 241) and subtract twice the total of all applicable modi-
fications from the Spell Casting Modifications Table T-4.6.

02 —25 Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2

(p. 241) and subtract the total of all applicable modifica-
tions from the Spell Casting Modifications Table T-4.6.

UM 66 Unusual Event:

You become confused and somehow cast the wrong spell.
The GM should randomly select one of your other spells.
Any results are applied to the target of your original spell (a
GM may choose to ignore normal range limitations).

26 — 40 Partial Success:

You complete part of the spell casting. You may cast the
spell normally next round as a 50% activity action (i.e., no
static maneuver is required).

41 — 60 Near Success:
You cast your spell normally at the end of the deliberate
action phase of the current round.

UM 100 Unusual Success:
Your spell is cast and you get a +30 bonus (non-cumula-
tive) to your next spell casting static maneuver (if it ocours
in the next 10 minutes).

61 — 125 Success:

Your spell is cast normally.

126 up Absolute Success:

Your spell s cast and you get a +10 bonus (non<umula-
tive] to your next spell casting static maneuver (if it ocours
in the next 10 minutes).

§ — Some static actlons may not be allowed in melee situations
(GMl's discretson).

t = These lighting conditione are for normal human eyesighr,
creatures that can see in the dark should ignore the dark and
piteh black modifications and half the shadow modifications
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Casting Spells
(p. 46) If spell is cast automatically, no static maneuver is required

e Allspells fail on an unmodified attack roll 01-02

Conpimons Requirep
FOR Aurtomaric SreLL CASTING

If any of the following conditions are not met when at-
tempting to cast a spell, a negative modifier from Table T-4.6
applies. In such a case, the caster must make a spell casting
static maneuver,

1) The spell is not of higher level than the caster.

2) The spell is from the caster's realm(s) and it is not from
another profession's base spell lists.

3) The spell is not cast as a snap action (instantaneous
spells are exempt).

43 The caster has not used more than 25% of his overall
Power Points.

5) If the spell is not instantaneous, the spell is prepared for
at least a certain number of rounds:

* 2 rounds if: (caster’s lewel - spell’s level) < 2

* 1 rounds if: 2 < (caster's level - spell's level) = 5

* 0 rounds if: (caster's level - spell’s level) > 5
6) For Essence spells:

a) The caster has at least one hand free.

b) The caster at least whispers key words for the spell.

c) The caster is not wearing armor.

d) The caster is not wearing a helmet.

e) The caster is carrying less than 52.5 pounds of living

organic material.

f) The caster is carrying less than 10.5 pounds of non-

living organic material.

g) The caster is carrying less than 5.5 pounds of

inorganic material.
7) For Channeling spells:

a) The caster has at least one hand free.

b) The caster at least whispers key words for the spell.

c) The caster is not wearing metal armor.

d) The caster is not wearing a metal helmet.

e) The caster is carrying less than 105 pounds of

inorganic material.

8) For Mentalism spells: the caster is not wearing a helmet.

e Attack spells can also fail on certain modified attack rolls (p. 218-219)

Spell Casting static Maneuvers
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SPELL CASTING MODIFICATIONS TABLE T-4.6
MODIFICATIONS DUE TO LEVELS AND PREPARATION ROUNDS
Caster's Lul Instantaneous Non-instantanesus Spell - # of Preparation Rounds Taken
= Spell L Spell 0 1 2 3-4 5-6 i-8 9+
B+ +15 £5 =10 +15 L] +25 +30 +35
B8 +10 0 +5 +10 +15 + 20 +25 + 30
5 +5 -10 0 =5 +1i +15 +210 +25
4 +5 20 o #5 +10 +15 +20) +25
3 +5 0 0 #5 +10) +15 +20) «25
2 0 -5 -1 [ +5 +H10 #15 20
1 + 45 20 0 +5 +10 =15 =20
o] -+ 55 <i} 0 +5 +10 #15 =20
-1 -3 -EE ) -&0 =25 -2 -15 -10
2 35 40 65 -39 -0 -25 -0 15
-3 40 85 i)} -4 15 30 25 20
4 45 100 15 45 40 35 30 25
5 - a0 105 B 50 45 Ak A5 M)
() - {-1) 10 -125 -100 -7 b5 -G 55 -50
(8} - (10 95 -150 -125 5 A0 -B5 H0 15
(-11) - (-15) 120 175 150 120 115 110 105 100
(-16) - (-207) 70 225 200 170 165 160 155 150
=21 220 275 250 220 215 210 205 200
OTHER MODIFICATIONS §
CONDITION Channeling Essence Mentalism
MNon-instantanesos Spell Cast as a Snap Action: 20 -2 20
Orerall Power 26% 1o 50% -10 R[] -10
Points Used: % o T5% -20 20 -20
T6% 1o 100% 30 =i} a0
Spell List Type: Crwn Bage, Own Realm +10 =10 +10
Orpen, Oum Realm 5 5 1
Closed, Own Realm +{1 +) w{l
Arcane Lists 3 -3 3
Orher Base, Own Bealm -10 -1 10
Orpen List, Other Eealm -10 -1 10
Claged List, Other Realm 20 20 20
Base List, Other Realm 30 A 30
Free Hands (*): Mone 20 30 il
COne +{ +) i
Twa & +10 ol
Use of Voice (*): None 10 -5 )
Whisper 1 +) ]
Marrmal B +0 +0
Sheout +10 +5 +0
Helmet (*} Mone +H + HD
Leatkuer H 20 a0
Leather & Metal (4] 30 40
Meral 30 Al Al
Equipment (*1}): Organic Material, living Hl -1 per 5 b over 50 1k ()
Organic Material, non-living ) -1 per 1 b over 10 b ()
Incrgamic Marerial -1 per 1 1b over 1010 -2 per 1 b ower 5 Ib +0
Armor Stamas (") Morral ATs 1. 2, 3. 4 +l ] =0
Mormal ATs 5, & + -10 b
Marmal AT: 7, 8 + -20 0
Mormal AT: 9, 10 + 25 +b
Marmal AT 11 + 40 +
Mormal AT 12 ) 50 +}
Mormal ATs 13, 14 30 40 ()
Morrmal ATs 15, 16 L] -l <0
Mormal ATs 17, 13 -35 45 =
Marmal AT 19 ] -5 =0
Marmal AT 20 15 0 =0
* — With each condition, use the worst (to the caster) modification applicable during any preparation round or casting round
t — Equipmment other than helmet, armaor, normal lght clothing. and boats. Round up to the nearest paund.
t — Remember that the caster's skill bonus for the spell's list is also added to the spell casting static maneuver roll,
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Attacks

SPELL CASTING
STATIC MANEUVER TABLE T-4.5

-76 down Spectacular Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2
(p. 241) and subtract triple the total of all applicable modi-
fications from the Spell Casting Modifications Table T-4.6.

-75 =01 Absolute Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2
(p. 241) and subtract twice the total of all applicable modi-
fications from the Spell Casting Modifications Table T-4.6.

02 —25 Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2

(p- 241) and subtract the total of all applicable modifica-
tions from the Spell Casting Modifications Table T-4.6.

UM 66 Unusual Event:

You become confused and somehow cast the wrong spell.
The GM should randomly select one of your other spells.
Any results are applied to the target of your original spell (a
GM may choose to ignore normal range limitations).

26 — 40 Partial Success:

You complete part of the spell casting. You may cast the
spell normally next round as a 50% activity action (ie., no
static maneuver is required).

41 — 60 Near Success:
You cast your spell normally at the end of the deliberate
action phase of the current round.

UM 100 VUnusual Success:

Your spell is cast and you get a +30 bonus (non-cumula-
tive) to your next spell casting static maneuver (if it ocours
in the next 10 minutes).

61 — 125 Success:

Your spell is cast normally.

126 up Absolute Success:

Your spell is cast and you get a +10 bonus (non<cumula-
tive) to your next spell casting static maneuver (if it ocours
in the next 10 minutes).

Categories:

e Missle Attacks (p. 215)

e Melee Attacks (p. 216)
e Basic Spell Attacks (p.218)

e Directed Spell Attacks (p. 219)

e Area Spell Attacks (p.219)

General Battle Round Sequence

(p.40)

#

Battle Round Sequences

1

Action Declaration Phase:
e Declare all snap/normal/deliberate actions (>=100%) / if parry is declared:
declare parry proportion (p. 212)

Initiative Determination Phase:

e Each combatant initiative roll: 2d10 + QU stat Bonus + modifications
(surprised: -4, >50% of hits: -4, declared movement: -1 per 10% of max
movement activity)
= In each phase (snap/normal/deliberate): character with highest initiative
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roll takes action till character with lowest roll

3 Snap Action Phase:

3.2,p.39)

e Resolve all snap actions in order of initiative rolls
e AllSnap actions receive a-20 modification
e 20% is the maximum activity for a movement action (Common Actions table T-

4 Normal Action Phase:

3.2,p.39)

e Resolve all snap actions in order of initiative rolls
e 50% is the maximum activity for a movement action (Common Actions table T-

5 Deliberate Action Phase

3.2,p.39)

e Resolve all snap actions in order of initiative rolls
e All Deliberate actions receive a +10 modification
e 80% is the maximum activity for a movement action (Common Actions table T-

Attack Resolution
(p. 42)

1. Attacker: open ended 1d100 + Modifications (Weapon Skill Bonus, snap/deliberate, etc.)

2. Attack table for weapon:
e fumble & failures

If unmodified dice roll of 1d100 is in fumble range: fumble table (p. 240; AL: p. 106, 107)
e Hits: open ended 1d100 (with Mods) — Defensive Bonus

Missile Attack

Melee Attack

3.3)

Armor Missile Attack Penalties (p. 213 T-

ATs Missile Attack Penalty (ArmorClass —

Resolve by Attack tables

OB: d1000e roll + Skill Bonus + Special Item

Penalty): Bonus + Position Bonus +/- Status
e 6:-5 Bonuses/Panelties — Parrying Bonus — 1 per
e 10,14,18:-10 1% activity not used
e 7,8:-15 DB: Armor Quality Bonus + (3 x QU Stat
e 11,15,16:-20 Bonus — Armor Quickness Penalty [min. 0] +
e 12,19:-30 Adrenal Defense Skill Bonus +
e 20:-40 Position/Cover Bonus + Special Item Bonus

+ Shield Bonus + Parrying Bonus
Resolve by Attack tables

OB: d1000e roll + Skill Bonus + Special Item
Bonus + Position Bonus +/- Status
Bonuses/Panelties — Parrying Bonus +/-
range modification — missile Attack Penalty
(Armor Table T-3.3., p. 213) -1 per 1%
activity not used for the attack

DB: Armor Quality Bonus + (3 x QU Stat
Bonus — Armor Quickness Penalty [min. 0] +
Half of Adrenal Defense Skill Bonus +
Position/Cover Bonus + Special Item Bonus
+ Shield Bonus + Parrying Bonus

Armor Type of pray (column) and modified dice roll: Hits delivered & Critical Strikes
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Critical Strikes

+BH - %% - B - b - B0 - Bl+o)

where o and B are numbers. Unless specified otherwise,
when B is not specified, it is assumed to be one. In general:

i seevcemere TOUNds 0f stun
L rounds of no parry

<, rounds of must parry
[ I . hits per round
- rereesenrenne peNAlLY

rreeeesreneeenns BOTIUS

Modifications

3. Attack Results (p. 208)

4. Fumble Range (unmodified roll) ¥ fumble table for weapon: fumble roll (p. 240)

Basic Spell Attack
(p. 218) includes all non-attack spells — target is creature/object that attempt to resist the effects of the

spell.

Offensive Bonus: Skill Rank with the spell’s list + Special Item Bonus +/- Status Bonus/Penalties +/-

Range Modifications

(p. 211 T-3.5 Offensive Capabilities)

Defensive Bonus: Spell DB (Defensive Bonus) + Special Item Bonus + Position/Cover Bonus (p. 214 T-3.6
Defensive Capabilities Table)

Effects:

(p. 230 A-10.9.11 Basic Spell Attack Table)
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Basic Spe. Amrack T A-10.9.11

Essence Spell Channeling Spell Mentalism Spell
Target's Armor Target's Armor Target's Armor
Metal Leather Metal Metal Metal Leather
Armor Armor Other Armor Shield Othar Helmat Helmeat Other
UM 100 -110 115 -125 -105 -110 -125 -105 115 -125 100 UM
UM 98-99 -85 -80 100 -80 -85 -100 -80 80 -100 98-99 UM
UM 96-97 -60 -G8 -75 -55 -60 -7T5 -55 -§5 -75 96-97 UM
93-95 -50 45 -55 -35 -40 -55 35 45 55 93-95
8992 45 40 -50 -30 -35 -50 30 40 -50 £9.92
85-88 -40 -35 -45 -25 -30 -45 -25 -35 45 85-88
a81-84 -35 -20 -40 -20 -25 -0 20 -30 -40 a81.84
T7-80 =30 -25 -35 -15 -20 -35 -15 -25 =35 77-80
73-T6 25 -20 -30 -10 -15 -30 -10 -20 30 73-76
69-72 -10 -15 -25 -5 -10 -25 -5 -18 -25 69-72
f5-68 5 -10 -20 0 -5 -20 -5 -10 20 65-68
61-64 -5 -5 -15 o -5 -15 0 -5 -15 61-64
57-60 i -5 -10 +5 0 -10 0 -5 -10 57-60
53-56 0 o -5 +10 O -5 +5 a -5 53-56
49-52 +5 i 0 +15 +5 o +10 0 0 43.52
45-48 +10 +5 o +20 +10 o +15 +5 ] 45-48
41-44 +15 +10 +5 +25 +i5 +5 +20 +10 +5 41-44
37-40 +20 +15 +15 +30 +20 +15 +25 +15 +15 37-40
33-36 +35 +20 +20 +35 +25 +20 +30 +20 +20 33.36
29-32 +30 +25 30 +40 +20 +30 +35 +25 30 29-32
25-28 +35 +30 +35 +45 +35 +35 +45 +30 +35 25-28
21-M4 +40 +35 +45 F +40 +45 F +35 +45 21-24
17-20 +45 +40 +50 F +45 +50 F +40 +50 17-20
13-16 F +45 60 F F +G0 F +45 +80 13-16
0912 F F +65 F F +65 F F +85 03-12
05-08 F F +70 F F +70 F F +70 05-08
03-04 F F F F F F F F F 03-04
UM 01-02 F F F F F F F F F 01-02 UM
Key: Standard Attack Roll Modifications for Attacker:
F_*Isf[f]]cl ]:':;Ialr?llzc;g 21 Attacker's skill rank for the spell’s list ..o in.. Varies
UM — Unmedified roll. Apply result Special bonus due to items or the spell.............. varies
with no modifications. N . -
I tArFet iS SR oisaiss s s ssss s esss s s s s ess s
Range Modifiers: PN i i i i o Attacker has taken 26-50% of his hits ...
Range  Modif Attac taken 51-75% of his hi
ge ifier Standard Attack Roll Modifications for Defender, | “ttacker has taken 51.75% of his hits
Touching +30 ] ] Attacker has taken T6%+ of his hits ..
[:rl_ 1.3'. +10 S_:-elc:a. Bonus due t0 MemS . VALES | a0 o o4 2650% of his exhaustion points ... -5
11"~ 50 0 Full "Soft” or "Hard" cover . Attacker has used 51-75% of his exhaustion points ....-10
51"- 1008 10 Half “Seft” or “Hard" cover Attacker has used 76-90% of his exhaustion points ....-15
101" -300° 20 Attacker has used 91-99% of his exhaustion peints ...-20
301" + 30 Attacker has used 100%+ of his exhaustion points .....-30

REesistTANCE RolL TasLe T-3.4

Target Attack Level of the Spell Caster Target § To resist the target’s Resistance Roll
Level 1 2 3 4 5 B g 9 0 11 13 14 15 1571 | Level ] must be greater than or equal to the
number given.
1 50 55 60 65 70 73 76 70 82 85 87 80 01 03 o5 + 1 =
2 45 50 55 G0 65 g8 71 74 77 80 2 84 86 88 80 + 2 Standard RR Modifications:
3 40 45 50 55 6O 63 63 69 72 75 7T 78 81 83 85 + 3 Basic Spell Attack Roll modifications
4 35 40 45 50 55 | 58 61 64 67 2 74 78 T8 BO | + 4 asic Spell frmci R0 mociiratons
5 30 35 40 45 50 | 52 56 59 62 65 | 67 68 71 73 75 | + 5 s Varies from -123 wo <70
g 27 3z 37 42 47 50 53 58 G50 62 66 688 7O T2 + g Special bonuses due to
7 24 20 34 39 44 47 50 53 56 50 61 B3 85 67 &0 + 7 items or the spell .................. varies
8 21 28 31 36 N 44 47 50 63 66 | 68 60 62 64 66 * 8 Bonus due to the target's race ... varies
g 18 23 28 33 38 41 44 47 50 53 55 &7 50 61 83 + ] o i )
10 15 20 25 30 35 | 38 41 44 47 50 | 52 54 58 58 @0 + 10 Willing earget k‘-‘;'-ﬁm[_dcfsm o
want to resist the spell) ..........-D
1 13 18 23 28 33 | 36 30 42 45 48 50 52 54 58 58 1 _ " . petl -
12 11 16 21 28 31 34 37 40 43 46 | 48 50 52 54 56 - 12 Same realm (rarget's realm of power
13 9 14 18 24 28 32 35 38 41 44 | 48 48 S0 52 54 + 13 is the same as the spell +13
1:1 7 :2 :? 22 22 30 33 38 39 42 4-: 46 48 50 52 + 14 3x target's stat bonus for the
15 5 0 18 20 0= B L 2 44 40 48 W0 * 15 spell’s realm....oocseeen.-30 0 +30
=15t +  +  + 4+ + + + o+ 4 + + + o+ ¢ + =15 (In for Channeling, Em for Essence,
m t —For each level over 15, the attack level raises the result by 1; the target level lowers it by 1. and Pr for Mentalism)
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Directed Spell Attacks
(p. 219) directed Spell Attacks are solved by Bolt Spell Attack Table (p. 228, A-10.9.9), Spell Failure Table
p. 241 A-10.2.11.2)

Offensive Bonus: Directed Spells Skill Bonus for the spell + Special Item Bonus +/- Status
Bonus/Penalties +/- Range Modification (on attack table)

(p. 211 T-3.5 Offensive Capabilities)

Defensive Bonus: Armor Quality Bonus +/- Bonus for Helmet + (3 x QU Stat Bonus — Armor Quickness
Penalty) [min: 0] + Half of Adrenal Defense Skill Bonus + Position/Cover Bonus + Special Item Bonus +
Shield Bonus

(p. 214 T-3.6 Defensive Capabilities Table)

Area Spell Attacks
(p. 219) directed Area Spell Attacks are solved by Ball Spell Attack Table (p. 229, A-10.9.10), Spell Failure
Table p. 241 A-10.2.11.2)

Offensive Bonus: Skill Rank with the spell’s list + Special Item Bonus +/- Status Bonus/Penalties +/-
Range Modification (on attack table) + 20 for target at the center point of the spell

(p. 211 T-3.5 Offensive Capabilities)

Defensive Bonus: 2 of Armor Quality Bonus +/- Bonus for Helmet + (3 x QU Stat Bonus — Armor
Quickness Penalty) [min: 0] + Half of Adrenal Defense Skill Bonus + Position/Cover Bonus + Special Item
Bonus

(p. 214 T-3.6 Defensive Capabilities Table)

Parrying
In Declaration Phase a CH can declare to parry — to switch OB Bonus to DB Bonus.

Movement
(p. 51) deals with movement on a round by round

Movement Rate (/ per round) = Base Movement Rate x Pace Multiplier

Weight Penalities reduce Characters Base Movement Rate and modify moving maneuver penalty (MMP).

Pace
Character has to decide the pace to move: IT determs movement rate/round, difficutly of movement
manuever and exhaustion point costs/round:

PACE CHART
Normal Exhaustion

Pace Maneuver Point
Pace Multiplier Difficulty Cost/Rnd
Walk 1x none 1 every 60 rnds
Fast Walk / Jog 1.5x none 1 every 30 rnds
Run 2x none 1 every 12 rnds
Sprint / Fast Run  3x easy 2/rnd
Fast Sprint dx light 6/rnd
Dash 5x medium 50/rnd
T — Assumes a Weight Penalty of -1 to -10 (see above).
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Strategic Movement

(p. 67) Normal Movement in the countryside is normally handled in intervals of 4 hours. A group

can travel 8 to 12 hours a day. By night the movment rates is reduced
by 10 % when all CH are capable of night vision
by 50 % when more than half of CH are capable of night vision

by 75 % when less than half of CH are capable of night vision

STRATEGIC MOVEMENT RATE TABLE T-5.2

TERRAIN TYPE
Transport Open/ Rough & Moun-
Type/Pace Road Path Forest Rough Forest Swamp Sand tainous Snow
Sneaking 4 4 k] 2 2 1.5 1.5 1 0.5
Careful walk 8 1 4 4 3 2.5 2.5 2 1
Marmal walk 10 8 [ 5 3 2.5 25 2 15
Jou/ Walk 154 124 9% 74 1% 3t 3t 3t 2t
Carnel 16 16 8t 10 [} 3F 10 ] 41
Elephant 20 20 15 12 10 41 5 8t i3
Slow Ride (Horse) 15 12 93 74 43 at 6 3t 2%
Fast Ride {Horse) 23 181 12¢ 10F &t 4.5* Bi 4t 3t
Mule,/Tonkey 12 12 10 10% 104 3t ] 5% 33

Maote: Eesult is the miles covered in a 4 hour period. Mote thar the resulrs for multiple transport tvpes/paces may be combined to
derive an average during periods when the group moves by more than one tvpe/pace of transport. Running, sprinting, and
dashing paces are not listed, since a group of characters cannot normally keep up such paces over a four hour period. They
may, however, be used sparingly to increase the average of an otherwise slow gait (e.g., intermittent running, when combined
with a sneaking pace, may average to a careful walk pace].

* — Requires a maneuver roll once every 1 hour from each character.
t — Requires a maneuver roll once every 2 hours from each character.
1 — Requires a maneuver roll once every 4 hours from each character.

WEATHER & VISIBILITY MODIFIERS:

% of Mormal Movement Rate Condition % of Mormal Movement Rate Condition.
100% ... ... At night, all characters have nightvision T00% sreveeeece Light Raim
LI At night, no characters have nightvision 75% .. e Normal Rain

50% . .. At night, < 50% of characters have nightvision 50% .. . For, snow, or heavy rain *
5% e At might, 2 50% of characters have nightvision 2B% e BIECHTICA] OF 530d storm **
Experience Points
(p.)
Condition EP
Multiplier
First Time X5
Second Time X2
Routine X 0,5
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Creating Character

1. Type of Character (p. 28)

a. Personality
b. Motivation
c. Alignement

ROLE TRAIT TABLE T-1.7

0102
0304
0506

07.08
09.10

1112
13-14
15-16
17-18
19-20
21.22
2324

2526

2728

2930
3132
3334
3536
37-38
3940
41-42
4344
1546
47-48
4950
51-52
5354
5556
57-58
5960
6162
6364
6566
67-68
6970
.72
7374
7576
778
7989

90-100

Personality Traits: Make the 1st roll (not open-ended) to deter
mine the “range of the role trait.”
openended) to get a general idea where in the range your
character’s role trait falls (low results to the left in the range
and high results to the right in the range ).

1st Roll — Range of the Role Trait

Then make a 2nd roll (not

Sullen, Morose, Somber, Serious ........ Lighthearted, Cheerful, Joyous

Merciful, Compassicnate, Kind......... Uncaring, Mean, Ruthless, Cruel

Austere, Sober, Restrained,

Temperate Moderate ... . Unrestrained, Indulgent

Dacile, Pliable, Amenable, Cooperative ... ... Stubbern, Obstinate

Martyr, Overprotective,

Protective ..o .. Intimidating, Overbearing, Bully
Radical, Liberal, Open-minded ... Orthodox, Conservative, Reactionary
Loving, Friendly, Amicable ........... Quarrelsome, Hostile, Antagonistic
Prudent, Patient, Cautious ......... Impatient, Impulsive, Reckless, Rash
Confident, Sanguine, Secure ..... . Nervous, Apprehensive, Daunted

Reserved, Shy, Timid, Introvert

Extrovert, Outgoing, Talkative .

Pacific, Norwiclent, Peaceful ...........

Meek, Self-effacing,
Modest, Humble .........

Pugnacious, Belligerent, Bellicose

. Proud, Conceited, Cocky, Pompous, Arrogant

Lethargic, ]_azy Idle, Easy Going,
Laid Back . ... Vibrant, Energetic, Enterprising, Ambitious

Deferential, Respecrful‘ Courteous,
Polite, Civil v, Impolite, Rude, Impudent, Insolent

Charitable, Forgiving ..., Vindictive, Vengeful
. Selfish, Miserly, Greedy
Shifty, Deceitful, Dishonest
Honorable, High-principled ...
Layal, Faithful, Reliable ..o
Lawful, Just, Upright ...

Moral, Ethical, Principled

Benevolent, Generous, Giving ...
Honest, Direct, Trustworthy
Dishonorable
. Treacherous, Disloyal
. Arbitrary, Chaotic, Corrupt

Amoral, Immaoral
Pious, Devout, Religious ..ccooiciinne. Worldly, Impious

Quixotic, Idealistic . . Practical, Pragmatic, Cynical

Gullible, Trusting Skeptical, Suspicious, Paranoid

Curious, Inquisitive .. Apathetic, Incurious
Focused, Attentive .. . Distracted, Absentminded

Continent, Chaste

Lustful, Licentious, Lecherous
Quiet, Reserved ..

Valorous, Brave, Bold, Audacious .
Passive, Detached, Calm ..o

Calm, Even-tempered ..o

... Flamboyant, Boisterous, Loud

.. Timid, Cowardly, Craven
Forceful, Enthusiastic, Excitable
QuickTempered, Hot-headed
Stoic, Impassive, Stolid .....cccoccccieccicvcicien.. Responsive, Complainer
Sociable, Gregarious ......ccccccccciiinceceneiinnn. Nonsocial, Antisocial, Cold
Optimistic, Upbeat ............... Uncertain, Cynical, Fatalistic, Pessimistic
Creative, Irwentive, Original ..., Conformist, Uncreative
Tolerant, Open-minded Snobbish, Prejudiced, Intolerant
Disordered, Messy ..o

Tolerant, Understanding .......ccocneinnenns

..Orderly, Perfectionist
. Envious, Possessive, Jealous
Dependent, CHnging ........couriiiinni. Selfreliant, Independent

Roll again; the “2nd roll” to determine where in the range the role trait
falls receives a -20 modification.

Roll again; the "2nd roll” to determine where in the range the role trait
falls receives a +20 modification.

Motivation Traits: Make a roll (not open-ended) to determine the first part of the
role trait. If necessary, you or your GM may choose the rest of the trait.

Roll —

0105

06-10

11-15
16-20

2125
2630
31-35

36-40
41-45
46-50
51-55
56-60
61-65
66-70

7175
76-80
8185
8690
9195
96-100

Role Trait

Destroy: evil, dark lord's forces, race/culture, country, guild, population center,
individual, ete.

Hate & Work Against: evil, dark lord's forces, race/culture, country, guild,
population center, individual, etc.

Hate: evil, dark lord's forces, race/culture, country, guild, population center, individual, etc.

Dislike: evil, dark lord's forces, race/culture, country, guild, population center,
individual, ete.

Revenge against: individual, family, clan, race/culture, population center, guild, etc
Preserve: individual, family, clan, ruler, country, race/culture, population center, guild, etc.

Protect: individual, family, clan, ruler, country, race/culture, population center,
guild, “the weak,” etc.

Serwe: individual, family, clan, ruler, country, race/culture, population center, guild, etc.
Promote: peace, freedom, justice, religion, morality, war, free enterprise, etc
Rebuild/Restart: guild, population center, religion, clan, dynasty, ete.

Fanatic about: spreading religion, freedom, cleanliness, law & order, etc

Compulsive about: spreading religion, freedom, cleanliness, law & order, etc

Fear of (Phobia): heights, darkness, water, etc.

Acquire xxx for yyy: "“ooc” is wealth, power, knowledge, magic items, etc.
“yyy" is a ruler, country, race/culture, guild, religion, clan, population center, ete.

Acquire Personal: power, knowledge, magic items, pleasure, fame, etc

Acquire and Maintain Personal Honor

Ad , Thrills,

Self: i, general self-i
Heroism

“Make the World a Better Place”

Alignment Traits: Make the 1st roll (not open-ended) to determine the “range of
the role trait.” Then make a 2nd roll (not open-ended) to get a general idea where
in the range your character’s role trait falls (low results to the left in the range
and high results to the right in the range ).

1st Roll — Range of the Role Trait

0106  Good Neutral Evil
0712 Laws/Government Neutral Anarchy
1318  Government Neutral Rebels/Oppesing Government *
1924 Laws/Principles Meutral Ovpportunism, “The End Justifies
the Means” (Machiavellianism)
2530 Religion Neutral Atheism
3136 Religion Neutral Opposing Religion §
3742  Free Enterprise Neutral Cartels/Guilds/Monopolies
4348  Free Enterprise Neutral Socialism
4954 Asceticism Neutral Hedonism
5560  Altruism Neutral Egoism
61-66  Spiritual Meutral Materialist
67-72  Metaphorical Neutral Literal
73-86  Roll again; the "2nd roll” to determine where in the range the role trait falls
receives a -20 modification.
87-100 Roll again; the "2nd roll” to determine where in the range the role trit falls
receives a +20 modification.
* — This applies to any two ruling groups that oppose one other. The groups

can control different countries, fiefs, city-states, etc,; or, they can be rival

groups within the same political or geographical entity (eg., rebellion, civil

war, etc.). For Example, France vs. England in the 100years War, the

Gondorian Kin-strife in Middle-earth, York vs. Lancaster in the War of the

Roses, North vs. South in the War of Northem Aggression, ete. ROLEMASTER

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, etc.

d. Physical Appearance
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2. Initial Choices
a. Race (p. 13), Races (p. 85 ff.)

RACE ABILITIES TABLE T-1.1

Racial Stat Bonuses RR Bonuses ————  Background
Race Ag Co Me Re SD Em In Pr Qu St Ess. Chan. Ment. Pois. Dis. Options
Common Men 0 0 0 0 +2 0 0 0 0 +2 0 0 0 0 0 6
High Men -2+ 0 0 0 0 0 +4 -2 +4 5 5 5 0 0 4
Wood Elves +4 0 +2 0 -5 +2 0 +2 +2 0 5 5 5 +10 +100 4
Dwarves -2 t6 0 0 +2 -4 0o 4 -2 +2 +40 0 +40 +20 +15 5
Halflings +6  +6 0 0 -4 2 0o 6 +4 8 +50 0 +40 +30 +15 5
b. Profession:

Non Spell Users Realm of Power Realm Stat

Fighter.........cccecceceeeueenweee. choose one ............. based on choice

Thief ... «...choose one ........... based on choice

Rogue . choose one ..., based on choice

Pure Spell Users Realm of Power Realm Stat

Cleric w.oveveceecceeeeeeee. Channeling ................ Intuition (In)

Magician ........cccccccceeeenee... Essence ................. Empathy (Em)

Mentalist .....cccoccovverieceeee. Mentalism ol Presence (Pr)

Semi Spell Users Realm of Power Realm Stat

Ranger ... ..... Channeling ............... Intuition (In)

Dabbler .. weneees ESSEICE cvvvieiiininns Empathy (Em)

Bard ........ oo Mentalism .............. Presence (Pr)

(Details: p. 91 ff.)

PROFESSION TABLE T-1.4
Prime Realm
Profession Stats of Power  Profession Bonuses for Categories & Groups of Categories
Fighter St/Co Choice Armor Group (10); Body Development (10); Combat Maneuvers (10); Weapon Group (20)
Thief Ag/Qu Choice Athletic * Gymnastics (5); Awareness Group (10); Body Development (5);
Self Control (5); Subterfuge Group (15); Weapon Group (10)
Rogue Ag/St Choice Armor Group (5); Athletic * Gymnastics (5); Awareness Group (5);
Body Development (5); Combat Maneuvers (5); Subterfuge Group (10); Weapon Group (15)
Cleric In/Me Channeling Awareness Group (5); Influence (5); Lore * Magical (5); Outdoor Group (5);
Power Awareness (15); Power Point Development (5); Spell Group (5); Weapon Group (5)
Magician Em/Re  Essence Directed Spells (10); Lore * Magical (10); Power Awareness (20);
Power Point Development (5); Spells Group (5)
Mentalist Pr/SD  Mentalism  Awareness Group (5); Body Development (5); Influence (10); Lore » Magical (5);
Power Awareness (10); Power Point Development (5); Self Control (5); Spell Group (5)
Ranger In/Co Channeling Athletic Group (5); Awareness Group (10); Body Development (5);
Outdoor Group (20); Subterfuge * Stealth (5); Weapon Group (5)
Dabbler Em/Ag Essence  Awareness Group (10); Body Development (5); Influence (5); Lore » Magical (5);
Power Awareness (10); Subterfuge Group (5); Urban (5); Weapon Group (5)
Bard Pr/Me Mentalism Artistic » Active (5); Awareness Group (5); Body Development (5); Communications (5);
Influence (5); Lore Group (10); Power Awareness (5); Self Control (5); Weapon Group (5)
¢. Realm of Power

Channeling -- This realm receives its mana/essence/magical energy from greater

powers, be they gods or higher spirits (such as nature spirits for Druids and Rangers).
This magical energy is focused through prayers/chants coupled with specific gestures
(i.e. verbal and somatic components).
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Essence -- One of the precepts of Rolemaster is that there is magical energy in and
around everything. Users of this realm draw in this energy from their surroundings (not
from themselves) (their is no control over exactly where this energy comes from, so it
basically pulls in ambient mana) and focus it through chants/songs/words of power and
specific gestures (i.e. verbal and somatic components).

Mentalism -- Casters of this realm are basically self-contained. They use the
mana/essence that is within their own bodies, and focus it through the lens of their
mind to create effects. They sometimes need small gestures to direct spells, and quite
often they will be surrounded by a slight shimmering (like a heat mirage type of
shimmer) or their eyes may briefly glow as they cast spells (i.e. occasional somatic
components -- and only subtle ones at that).

SeerL User Crassincanon

Professions are classified according to one of six types
of spell users: non spell users, pure spell users of Channel-
ing, pure spell users of Essence, pure spell users of Mental-
ism, and serni spell users. This classification determines a
character’s development point costs for developing skill ranks
for the various types of spell lists {for details see Appendix
A-418, p. 126). In addition, pure spell users get to choose
four extra base spell lists.
Mon spell users concentrate on the "realm of Arms.”
Puire spell users concentrate on one realm of power.

Semi spell users concentrate on a realm of power and the
realm of Arms,

3. Generate Stats
a. Tempory Stats
600 + 10d10 points to assign to Temporary stats. Prime Stats >=90, all others >=20

Profession Prime Stats | Realm of Power
Fighter St/Co Choice

Thief Ag/Qu Choice

Rogue Ag/St Choice

Cleric In/Me Channeling
Magician Em/Re Essence
Mentalist Pr/SD Mentalism
Ranger In/Co Channeling
Dabbler Em/Ag Essence

Bard Pr/Me Mentalism

Costs for temporary stat Value:

STAT ASSIGNMENT TABLE T-1.2
Stat Value Points Assigned

MNote: The points required for a stat above 9 are equal to 90
+ |stat value - ‘:H.‘!Il.
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b. Potential Stats

Increase temporary stat by roll (potential stat >=temporary stat)

POTENTIAL STAT TABLE T-1.3

Temporary Fixed
Stat Potential Stat Mod.t
20-24 20+ Bd10 +d4
2534 30+ 7d10 +39
3544 40 + 6410 +33
4554 50 + 5410 +28
5564 60 + 4410 +22
65-74 70 + 3410 * +17
7584 B0+ 2410 * +11
8591 90 + 1410 +b

52 91 + 149 +5
93 92 + 1d8 +4
94 93 + 147 +4
95 94 + 1dé +3
96 95 + 1db +3
97 96 + 1d4 +2
98 97 + 143 +2
99 98 + 1d2 +1
100 99 + 1d2 +1

Mote: See page B for guidelines for 1d2 through 149 die wlls.

¥ — A starting potential stat will be at least as high as its
temporary stat. o, if a roll for a potential stat gives a result
that is less than its corresponding temporary stat, the
potential stat is instead equal to the tempaorary stat.

t — These modificatiors are only used if the fixed
modification option is used for all stats.

Stat Bonus: basic stat bonus + racial stat bonus modification (2a T-1.1)+ special

BASIC STAT BONUS TABLE T-2.1

Basic Stat Optional
Stat Bonus Formula
102+ 14 (Star- 95)x 2
1M 12 (Star - 95)x 2
100 10 (Star - 81) = 2
9899 9 (Star - 81) = 2
Q697 # (Star - 81) = 2
9495 7 (Star - 81) =+ 2
Q9283 & (Star - 81) = 2
9091 5 (Star - 81) =+ 2
Hh-89 ! {Star - 67) = 5
5054 3 (Star - 67) = 5
7579 2 {Star - 67) = 5
70-74 1 (Star - 67) = 5
31-69 1] -
26-30 -1 {Star - 33) =+ 5
2125 2 {Star - 33) =+ 5
16-20 3 {Star - 33) =+ 5
11-15 . {Star - 33) =+ 5
10 B (Star - 21) = 2
0809 £ (Star - 21) = 2
0607 «d (Star - 21) = 2
0405 5 (Star - 21) =+ 2
0203 8 (Star - 21) = 2
01 -10 (Star - 21) = 2
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4. Determine adolescence skills & Background

During early years of life (adolescence) your CH will develop skills and skill categories as

indicated in T-1.6 Adolescene Rank Table. Each skill and skill category that is developed will

increase its rank by fixed number of ranks (according to CH race). Additionally, a certain

number of hobby ranks may be used to increase the ranks of any combination of skills or/and

skill categories.

ADOLESCENCE RANK TABLE T-1.6

Men

Common

High Men

Armor * Light skill category
Soft Leather skill
Rigid Leather skill

Armor » Medium skill category
Chain skill

SO

[ I N =

oo =< o | Wood Elves

ww = o= | Dwarves

o o o o o | Halflings

Athletic » Brawn skill category

Athletic » Endurance skill category
Swimming skill

Athletic = Gymnastics skill category

Climbing skill

[ = I

Awareness * Perceptions skill category
Alertness skill

Awareness * Searching skill category

Body Development skill
Communications skill category
Language skills t

Lore = General skill category
“Own" Region Lore skill
“Own" Race Lore skill

L L 00 = B = oo (=

W W= o | o —e =

T Lol T

el I = =

T Lol T

Outdoor * Animal skill category
Riding skill (usually horses)

Outdoor * Environmental skill category

Power Awareness skill category
Science/ Analytic » Basic skill category
Spells » Own Realm Open Lists —

skill in one spell list

L=

—_ s s e

[ [ =

=B 5" R = I L L 00 = Lo = D

[ =T T T ] W B O = B = oo o B o= D e

Subterfuge = Stealth skill category
Stalking skill
Hiding skill

Tech./Trade » General skill category

Weapon » 1-H Conc. skill category
1 Weapon Based on Race §

Weapon » 1-H Edged skill category
1 Weapon Based on Race %

Weapon = 2-Handed skill category
1 Weapon Based on Race §

Weapon » Missile skill category
1 Weapon Based on Race £

Weapon » Pole Arms skill category
1 Weapon Based on Race §

Weapon » Thrown skill category
1 Weapon Based on Race §

e e e SO e S e e e e S

R L L L T e I o i Y )

S0 OO0 WWw OO0 =k OO0 (= &b s (o

== OO0 OO0 OO0 OO0 e (= OO0 O

R oo o oo O OO |= g (O

Hobby Ranks

—
b

—
(=]

=
(=1

—_
[e]

—
(4%

Number of Background Options

6

4

4

5

5

f - May only be allocated up to the maximum number of ranks
listed for the “allowed adolescence languages” provided for a

character's race in Appendix A-1 (p. 85).
£ - See the specific race entry in Appendix A-1 (p. 85).

Hobby rank restrictions:
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e increasing ranks max to max ranks that normally may be developed (as during

advancing a level)
e skill/skill rank developed < 40 development points

Starting languages: (A-1.1 p. 86 ff)

Race Starting language Allowed Adolescence
Development

Common Men Common Speech (S8/W6) | High Man (S6/W6), Common-
Speech (S10/W10), Small-speech
(S6/W6)

High Men High-Speech (S8/W6), High-Speech (510/W10),
Common-speech Common-speech (S10/W10),
(S8/We), Grey-elvish Grey-elvish (S8/W8), High-elvish
(S6/We6), High-elvish (S6/We), Hill-speech (S6/W6),
(S2/wW2) Sea-speech (S8/wW8), Small-

speech (S6/W6), Plains-speech
(S6/W6)

Wood Elves Elvish (S10/W10), Grey- Grey-elvish (S10/W10), Common-
elvish (S8/W6), Common- | speech (S10/W10), High-elvish
speech (S8/W6), High- (S10/W10), High-speech (S4/wW4),
elvish (S4/w4) Plain-speech (S8/W8), Wood-

speech (S8/W8)

Dwarves Dwarvish (S8/W6), Dwarvish (510/W10), Common-
Common-speech speech (510/W10), Hill-speech
(S5/WS5), Elvish (S4/w4) (S2/W2), Plains-speech (S6/W6),

Wood-speech (S6/W6)

Halfings Small-speech (S8/W6), Small-speech (S10/W10),

Common-speech (S8/W6) | Common-speech (S10/W10),
High-speech (S8/W8), Grey-elvish
(S8/wW8)
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LANGUAGE RANK TABLE T-4.7

SPOKEN ABILITY

WRITTEN ABILITY

Skill Rank 1 — Allows recognition of the language
when spoken.

Skill Rank 1 ~ Allows recognition of the language in
written form.

Skill Rank 2 — Allows user to communicate and
understand very basic concepts in the form of
single words or very short phrases (e.g., eat, danger,

Skill Rank 2 — Allows user to read or write very
simple phrases and words and possibly to under-
stand the context of very simple passages,

Skill Rank 3 — User can distinguish between major
dialects. Allows user to communicate moderately
basic concepts in the form of phrases. User can get
the tonc/context of the language when spoken at a
normal rate, but no more. He can, however,
understand basic phrases spoken at a slow pace.

Skill Rank 3 — User can get an overview of simple
writings, but will have trouble with specific details.
Allows user to write very short sentences of a
moderately simple nature (i.e., at third grade level).

Skill Rank 4 — User may converse on very simple
subjects, using whole sentences instead of broken
phrases. User can und d everyday o ion
when spoken slowly.

Skill Rank 4 — User can read moderately simple
writings and understand most of the details. User
still has trouble with subtle concepts. Basically,
newspaper level reading ability, Allows user to write
sentences at a fifth grade level.

Skill Rank 5 — Allows user to converse freely in
everyday conversation of an average nature (e.g.,
market talk, peasant discussions, conversation with
guards, etc.). Rapid and/or sophisticated speech is
still troublesome.

Skill Rank 5 — Allows reading of most everyday
writings and normal books. User can write on a
seventh grade level.

Skill Rank 6 — The normal speaking level of the
native population, the common man. Subtle or
particularly sophisticated concepts still prove
troublesome. User cannot understand dialects or
archaic speech out of the norm. User can converse
freely on the same level

Skill Rank 6 — Reading level of the average literate
man. Allows user to write at a ninth grade level.

Skill Rank 7 — True fluency. Allows understanding
of, and conversation with, the most Jlearned of
native speakers. Sophisticated folk may still brand
you as an “outlander,” however, and archaic or
unusual concepts will still prove troublesome.

Skill Rank 7 — Allows one to write at an eleventh
grade level, and reading ability is that of an average
member of the nobility.

Skill Rank 8 — Fluency plus the ability to recognize
the regional and cultural origin of all speech
(although such speech will still prove troublesome
to speak or understand).

Skill Rank 8 — College writing level of an average
nature, Allows one to read relatively complex
material and recognize (but not fully understand)
the nature of archaic or unusual dialects and
concepts.

Skill Rank 9 — Absolute fluency in chosen dialect
plus simple understanding and speaking ability in
closely related dialects.

Skill Rank 9 — Allows one to write very complex
passages, even technical books and read the same,
but only in the chosen dialect. Allows moderate
translation of closely related dialects, and simple
writing ability in such areas.

Skill Rank 10 — Absolute fluency of the chosen
language and all closely related dialects. Extremely
archaic and complex concepts may prove trouble-
some,

Skill Rank 10 — Allows reading and writing of the
most complex nature in the chosen language, as
well as strong reading/writing abilities in closely
related dialects.

Skill Rank 10+ — As for skill rank 10, unless the
GM’s world system calls for extremely complex
languages and/or dialects.

Skill Rank 10+ — As for skill rank 10, unless the
GM’s world system calls for extremely complex
languages and/or dialects.

5. Choose Background options
(p. 21)
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BACKGROUND OPTIONS TABLE T-1.5

Special Items (choose for 2 BOs) —
See the notes below and Section 24.2 (p. 80) for descrip-
tions of the various types of items.

Roll Item

01-05  Choice of the following: a +1 spell adder or
one special bread/poison/herb (Appendix A-7).
The GM should assign a bread/poison/herb
that is appropriate.

11-10  Choice of the following: a +1 spell adder or
two +5 non-magic items.

21-20  Choice of the following: a +1 spell adder or
one +10 non-magic itern.

31-30  Choice of the following: a +1 spell adder or
two +5 magic items.

31-65 Choice of the following: a +1 spell adder or
one +10 magic item.

66  Choice of the following: a +3 spell adder or

a loyal domesticated animal (e.g,, a dog) or
one +20 non-magic item.

66-15 Choice of the following: a Daily III spell item or

a +2 spell adder, or three +5 non-magic items or

three doses of a potion (with a level 1-5 spell).
76-80 Choice of the following: Daily III spell item or

a +2 spell adder, or one +15 non-magic ittm or

three doses of a potion (with a level 1-5 spell).
81-85 Choice of the following: Daily IV spell item, or

a +2 spell adder, or three +5 magic items, or

five doses of a potion (with a level 1-5 spell).
86-90 Choice of the following: Daily IV spell item, or

a +2 spell adder, or one +15 magic item, or

five doses of a potion (with a level 1-5 spell).
9195  Choice of the following: a +3 spell adder or

or two +10 magic items or two Daily III items.

9697 Choice of the following: a +3 spell adder or
or one +20 magic item or a Daily IV item.

98  Choice of the following: a +3 spell adder or
or a Daily VI item or three +10 magic items.

99 Choice of the following: a +3 spell adder or

or a Daily VII item or two +20 magic items.
100 Chaoice of the following: a +3 spell adder or

a Daily VIII item or

a loyal unusual creature (e.g., a monster).

Item Note: If multiple background options are used to take
items, it is suggested that the player have the choice of having
all of the abilities joined in one item or spread throughout twe
or move separate items. The bonuses on items and spell adders
would be cumulative (up to a total of +30 for a bonus and +3
for an adder) if taken in one item.

Item Note: A “+# magic item " gives a +# bonus to any skill
with which the item is used (e.g, a +10 mace would increase
the wielder’s 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

the wearer’s DB by 10, etc.).

Item Note: A “+# spell adder” allows the caster to cast one
additional spell per day without expending power points (see
Section 24.2, p. 80). It is suggested that such items be at least
2" long and hand-held.

Item Note: A “Daily #" spell item allows a chosen spell to be
cast a certain number of times a day without expending power
points (see Section 24.2, p. 80). The "#" is greater than or
equal to the level of the spell times the number of times a day
that it can be cast. E.g, a Daily IV item could cast a Ist level
spell four times a day, a 2nd level spell two times a day, or a
3rd or 4th level spell once a day. The player may choose any
appropriate spell 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.).

Extra Languages —
Allocate 20 skill ranks to the extra languages listed for your
race in Appendix A-1 (p. 85).

Extra Money (choose for 2 BOs) —

Roll Amount
01-02 1ap
03-05 2ep
06-15 5ep
16-25 10 gp
26-35 15 gp
36-45 20 gp
46-55 30 gp
56-65 35 gp
66-70 40 gp
71-75 50 gp
76-80 60 gp
81-85 70 gp
86-90 80 gp
91-94 100 ¢p
95-97 125 gp
98-99 150 gp

100 200 gp

Extra Stat Gain Rolls —

Make an extra stat gain roll for each of your stats
(see Section 6.4, p. 25).

Special Bonuses (choose one) —
s A special +10 bonus for one skill.

* A special +5 bonus for one skill category.

Develop apprentice skills
a. (Skills p 102 ff)

Development Points (DPs) based on Dev Stats (Section 6.2 p. 22): DPs = (Ag + Co + Me + Re +

SD) /5

DPs can be used to:

¢ Increase ranks of your character’ skills and/or skill categories (p. 22)
e Obtain training packages (Section 6.3 p. 24)
e Obtain extra stat gain rolls (Section 6.4 p. 25)
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DP Costs

Standard DP Costs: “-“ no development possible, “#” costs for 1 rank, “#/#" costs for 1 or/and
2 ranks, “#/#/#" costs for 1-3 ranks (Section 6.1 p. 22)

Variable DP Costs: (Section 6.2 p 22 and Races p. 85 ff.)
e Variable DP Costs for Weapons:

Weapon = 1-H Concussion

Weapon » 1-H Edged Weapon * Missile Arillery
Weapon » 2-Handed Weapon = Pole Arms
Weapon = hMissile Weapon * Thrown

e Variable DP Costs for Spell Lists: (section A-4.18, p. 127)

DP Costs for Ranks Greater Than 5 (T-2.4)
DP Costs for Ranks in More Than 5 Lists — additionally there is a DP cost increase based
upon how many spells lists have already had ranks developed during the current level:
o Forthe first Five lists developed the DP cost is normal (x1)
0 Fortthe 6htto 10™ costs are doubled (x2)
o For lists beyond 10" costs are quadrupled (x4)

SPELL LIST DP COST TABLE T-2.4
Skill Rank
Spell Ho. Being SPELL USER TYPE
List Type Developed  Pure ¥ Semi § Fighter Thief Rogue
OWN REALM:
Ohan Base Lists i+ T TP - - -
Open Lists 15 4/4/4  B/E 25 18 15
610 444 BB 50 36 30
11-15 4/4/4 12 15 54 45
1620 4/4/4 18 100 T2 60
21+ 6/6/6 25 125 a0 75
Closed Lists 1-5 4/4/4 10710 40 35 25
&10 4/4/4 12 80 10 50
1115 4/4,/4 25 120 105 75
18-20 4/4/4 40 160 140 100
21+ 88 60 200 175 125
Crther 15 878 25 80 10 50
Profession &10 10710 40 160 140 100
Dlase Lisis 11-15 12 &0 240 210 150
1620 25 &0 3200 280 300
21+ 40 100 400 330 250
OTHER REALM:
Open Lists 15 10710 30 @0 B0 6
510 12 &0 180 1600 120
11-15 25 80 2700 M40 180
1620 40 100 3ed 320 240
21+ &0 120 450 400 300
Closed Lists 15 20 45 105 100 20
&10 25 &0 210 200 180
1115 40 80 35 300 270
1620 &0 100 4200 400 360
21+ an 120 525 500 450
Other 1-5 &l i 120 120 120
Profession 610 0 100 240 240 240
Base Lists 11-15 90 120 360 380 360
16-20 10 140 480 480 480
2+ 130 160 600 600 &S00
MULTIPLIERS:
First 5 Lists Developed This Level e xl
&th - 10th Lists Developed This Level ... .x2
11th - up Lists Developed This Level st xd
1 — Pure spell users include Clerics, Magicians, and Mentalists
3 — Semi spell users include Rangers, Dabblers, and Bards,

e Variable DP Costs for Races/Professions:
o Occupational: for every rank developed, the character gains 3 ranks
o Everyman: for every rank developed, the character gains 2 ranks
0 Restricted: for every 2 ranks developed, the character gains 1 rank (eg.
Dwarves: swimming)

Hobby skills, adolescence skills, training package skills are not affected by these
classifications!
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L]
STANDARD SKILL CATEGORY :
DEVELOPMENT POINT COST TABLE T-2.8 |
g !
Shill Categary E g E !
Armor * Heavy HNI WM FEE 1 EECEE L
Armar + Light VA 28 11 % A2 a2 SRS 2-'2!'1
Armar ¢ dMedium AT I AR O 10 &G 44 10 3L ?,]i
Artistic = Active 25 24 2 25 A5 A5 25 N ."-'
Artistic = Passve 25 MR ONL MR ONG OXE O Nn % .:l'
Athletic * Brawm 25 We e B ] 5 e -'L"EI'
Athketke * Endurance 2a AT w3 3 3 s AT I
Athbetic = Gymnastics 25 113 s 3 OO AW M4 ey
Asgareness + Perceptions 2™ I W B ] 532 an2 g
Amareness * Searching I P S 1] 3 e 3 1 Mg 2‘.'[;'
Awareness * Senses M6 HS Me AT OT AT M5 AT 3.'Ti
Body Development 5 RIE O3S 15 10 12 402 e e
Combat Maneuvers A9 a2 410 18 10 W 512 &l &L
Communications I I WG AR MEE WA NI 22E 11Y
Crafrs 4000 410 490 4000 410 410 400 40 -}-'I{i
Drirected Spells 20 20 2% 3 e 13 5 10
Influcrice 21 W5 w5 w6 a4 we e w4 sl
Lare » (eneral BT T S T TS A N 1 . P 1|']
Lare = Magicsl & 3 4 e 24 24 38 M
Lare # Qbscure ATOXNT AT XY AT ¥ AT an
I_,¢n- . T'-c\. hinieal A6 X3 x5 e e e Me 5
Mar:lﬂ Arrs » Bariking o oawo9 & 3 3 4
Chardonr = Animal 14 A% 155 3 3 3 15 2
Ohardoar » Enviranmental a5 e 24 3 T 3 113 2 2-'6:
Power Aareness 8 & 7 14 X5 HE 5 27 e}
Power Paint Developmeni 2 15 12 4 4 4 8 B B
Scence/Analytic # Basic Me e A6 1M 1M W 2E XS 21'5'
'*'-rem:cu.ﬁmln L] 'ﬁr\-ecu'llzed 12 1212 &4 &4 &4 8 # § '
Sl (.nn.1m| N6 e M4 & 5 F T ] T
Spells + :
Cwn Realmn Closed Lists # 400 35BS 400 HEM dd 100 1000 10010
Chym Fealm Ovpen Lists 1 25 18 1 A4 M MM BB BB AR
Own Realm Own Base Liss § - - R e e T e T T A
Subterfuge » Artack M 2% 4R 15 15 15 & &1Z 12 !
Subterfuge » Mechanics L T - T ki LB N |
bubnrl'uq\c b{:alth & L3 3 5 5 5 s 15 2.'7"
TﬂchrlcaLTr:de . L-:Lner.:J W7 WT T AT AT M7 M7 M7
Technical Trade * Professional ] B ] B ] B ] a a '_
Technical/ Trade « Vocational 512 512 512 5M2 5M2 SM2 512 5112 5..'12'
Urban AL L R T | 3 3 3 e NS ey
Weapan * 1-H Concusskon * s 2 XNb 4 B & i wmmoand
Weapan = {-H Edged * X5 X8 R O20 T B 4 & 6 '
Weapon * 2Handed * an 4 e 20 L] 15 -] 7
Weapan = Missile = 241 & 20 L 20 & 8
Weapon = Missile Artillery * 414 39 20 % 20 & 1] T '
Weapan * Pole &rms * 5 & & 20 W 20 L] 15 15
Weapan * Thrown * & B & 20 i 20 9 15 15 "'
1
* —The DF conrs for skill cavegories in these groups may be Ineely sssigned 1o the casegories?
in that group {see Section 6.2, p. 22). '
¥ — Skill rank I} costs for ranks may vary dus to the number of the rank being |1¢~1¢In]1|\.1
and certain other factors (see Spr" Lists DPF Cost Table T-2.4 in Section A-4.18, P 1277
Mode: Some skills are designated as sither Restricted, Everyman, or Oocapational. See !
Secrien 6.2 (p. 22) for rales on developing these specific skils |

Training Packages
(Section 6.3 p. 24)

During apprenticeship skill development process, you may allocate DPs to obtain training
packages for your character which provide following:

e Rankincreases for skills and skill categories
e Extra stat gain rolls (Sections 6.4. p. 25)
e Extra money and special items (Appendix A-5, p. 134)

There are 15 Training packages (Appendix A-5, p. 134):

e Vocational Training Packages (V): represent specific occupations
e Lifestyle Training Packages (L): represent groups of skills/abilities that would be
gained by living a particular lifestyle
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TRAINING PACKAGE DP COST TABLE T-2.7

i, 4
Training E sﬂ § g g
Package Months = =
Adventurer (L) 24 29 29 29 332 3 29
Amateur Mage (L) 53 43 37 MW 24 26 26 i

GEREE S | Dabble

Animal Friend (L) 102 26 26 24 33 3 3 22 28
Burglar (V) 33 21 1 19 31 30 29 26 25
City Guard W) 25 15 17 16 31 28 29 20 21
Doctor (V) 18 2323 23 23 23 23 23 23
Herbalist {V) 33 23 023 023 2 23 023 20 23 23
Hunuer (L) 18 29 2T 2T 36 32 33 0B ™ N0
Knight (L) &9 25 29 28 46 40 40 31 36 32
Loremaster (V) 41 29 28 26 19 20 20 2 20 18
Merchant (W) 23 25 25 25 X 20 020 M 21 2
Performer (V) 40 2B 28 28 26 26 26 28 16
Seout (V) 33 21 20 19 3 28 30 16 25 25
Foldier (V) 26 15 22 19 37 29 31 23 28 25
Traveller (V) 18 13 12 10 20 18 20 10 14 M4

e Time to Acquire: months T-2.7

e Starting Money: 20 silver + d10 silver

e Special: GM d100 open ended roll for each item: >100 ¥ 1 item

e Skill/skill Category Ranks: All packages give skill ranks/skill category ranks. A Training
Package cannot raise a skill above 10 rank.

e Stat Gains (section 6.4 p. 25): Some Training Packages allow the CH to make extra stat
gain rolls to increase temporary Stat; Temporary Stat cannot be higher than Potential
Stat value.

o For every stat gain roll of a stat of your choice 8 DPs are allocated (Some
training packages offer stat gain rolls for specific stats)
o Roll2d10 (section 6.4 T-2.3 p. 25)

STAT GAIN TABLE T-1.3
High Low (D = Potennial - Temporary)
Die Die Diff < 10 10 < Diff < 20 Daff = 20
1 1 -1 -1 -1
2 2 2 2 3
3 3 -3 -3 3
4 4 -4 -4 -4
5 5 5 5 5
-] [} +12 +12 +12
1 7 +14 =14 +14
8 3 +1b +16 +16
9 9 +18 +18 1B
10 10 =20 +20 +20
Otherwise Low [He High Dhe  Sum of Dice

e Costs by Profession: costs in development points T-2.7

5. Skills and Skill Categories
(section 6.5 p. 26, Appendix A-4 p. 102)
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SKILL SUMMARY TABLE T-2.5

4 — A realm snar s

In for Channeling. Em for Essemce, Pr for Manvnalism,

t — This skill is actually 2 namber of skills based on a certain factor. Each skill must be developed separately
{e.g., riding skill must be developed separately for each type of mount: horse, elephant, Dragon, etc ).

J
Applicable  Rank Bomes  Rank Benus H
Skill Category Stats Progression.  Skills 1
Armor » Hesy St A St Srandard Standard Plate ]
Armar * Light Mg Srihg Etandard Standard Saft Learher, Kigd Learher i
Armir * Medium S S Srandard Standard Chain 3
Artistsc * Active Pr/Emy Ag Erandard Standard Acting, Dancing, Mimery, Mimicry, Play Instoument?, Poetic Impravisation, !
Sanging, Tale Telling, Ventriloqursm '
Artistic » Passive Em/ln/Pr Srandard Standard Music, Painting, Poetry, Sculpting i
Arhdetic = Brawn S/ A Standard Standard Arhletic Games (Brasen)d, Jumping, Weigha-lifuing i
Athletic = Endurance oy g/ Se Standard Standard Athletic Games {Enduranceyt, Distance Running, Rowing, Scaling. ¥
Sprimting, Swimming I
Aublitic = Gyminastics A QuAg Standard Standard Acrobatics, Athletle Games (Gymnastics)t, Climbirg, Conoriors, Diving. i
Flying/Gliding, Juggling, Tumbling H
Awarencss + Perceptians In/S0/In Limited el Alertness, Serse Ambush !
Awareness * Searching In/Re/3D Standand Standard Dietect Traps, Lie Perception, Locate Hidden, Observation, Polson Percepaion,
Reading Tracks, Surveillance, Tracking
Awareness * Sensts Ie/50/Tm Stapdard Standard Direction Sense, Senze fAwarenesst, Sitaatienal Awerenesst, Time Sense
Body Development CafS0/Co Special L gigi] Bedy Development £
Combat Mapeavers Mg QS0 Combined (et} Mounred Combat, Quickdraw, Swashbackling, Taoaeapon Combar '
Communicatian He/MeEm Srandard Standard Twa skills for each language (spoken f written)f, Lip Keading, Signaling 1
Crafts AgMe/5D Combined [lmleill} Cooking, Lesthercrafs, Mealcrafis, Rope Mastery, Stonecrafts,
Wood-crafts, and otherst i
Trected Spells Ag/ S0/ Ag Sandard Standard ine skill for eack type of directed attackt 1
Influence Pr/EmyTn Standand Standard Bribery, Diplomacy, Drapirg, [ntereogation. Leadership, Public Speaking. H
Seduction, Trading
Lare = Genseral Me/Re/Me Standard Standard Fauna Lore, Flora Lose, Heraldry, Hisioryt, Philasophy, i
Race Loret, Reglon Loret, Relipon I
Lore = Magical Me/Re/hde Standard Standard Artifact Lore, Spell Lare, Undead Lore ¥
Lame * Ohscure Me/RedMe Standand Standard Demony Devil Lore, Diragon Love, Faerie Lore, Menelorest
Lare * Technical MesRe/Me Standard Standard Herb Lore, Lok Lore, Mezal Lore, Foison Lore, Stone Lore, Trading Lare
Martial Az = Siking SrfAg St Standard Standard Boxing, Tackling I
Chutdone * Animal Em/Ag/Em Standard Standard Animal Handling?. Animal Training®, Driving®, Ridingt 4
Qurdoor * Enviranmmsental S0y In/ e Srandand Erandard Caving, Faraging, Hunting, Stargezing. Survivalt, Weather Warching
Power Awareress Em/In/Pr Srandard Erandard Artunement, Bead Runes -4
Porwer Point Dievelopmsent realm san Special eieilnl} Powwer Point Development '
Scienwce/ Anahtic » Hasic Ble/ b/ Fe Standard Standard Basic Math, Research
Sctence/Analyviic = Speculized  Re/Me/Re Combined D i) Advanced Math, Anthropalegyt, Alchemy, and ctherst
Self Cantral SOy PR Standard Standard Frenzy, Meditation. Mnemaonics, Stun Remowal 3
Syl - ——— !
Chwn Realm Closed Lists realm staz § Limited (imbeillmill=i} Oine skill per spell list of this fype ¥ ]
Orwn Realm Orpen Lists realm st Limiped (aiaia{l=} O kil per spel] lst of this rvpe + i
Orwm Bealm Onwne Base Lists realm stan § Limited =00 e skill per spell list of this type T H
Subterfuge * Anack Ag'SDvn Standaid Standard Arnbush, Silenn Attack :
Subterfuge * Mechanics In/Ag/Re Standard Standard Camouflage, Disarming Traps, Disguise, Picking Locks, Setting Traps. I
Using/Remaving Poisan i
Subterfuge « Stealth A Sy In Srandard Standard Hiding, Picking Pockets, Sualking, Trickery 5
Technical Trade = General Re/be/SD Standard Etandard FBeggirg, First Aid, Cambling, Mapping, Operating Equipment, Ortenteering, §
Ralling, Tacrical Games, Usirg Prepared Herbs '
Technical Trade » Professional  Re/Me/In Combined [l i ] Diagnosticst. Engineerirg, Mechanition. Mining, Second Aid i
Technical/ Trade » Wocarional Me/Tn/Re Csmbined Dalel=() Adminlstration, Appraisal, Boar Piloy, Evaluate Armor, Evaluare Metal, k4
Evaluate Swne, Evaluare Wespon, Mavgation, Tacricst ]
Urkan In/Fr/Tte Srandard Standard Comtacting, Mingling, Scrounging, Streetwise i
Weapan # 1-H Consussion SafhpSe Srandard Standand O gheill for each weapan in the category + i
Weapon = 1-H Edged SefhgiSe Standard Standard Oine shall for each weapon in the categery 1 i
Weapon = 2-Handed Sy AgSe Sandard Stardard Oine skill for each weapan in the category 4
Weapon & Bissile Ag/EtfAg Standard Standard Oine shill for each weapon in the categery t '
Weapon = Missile Arvillery In/ ARz Snandard Srandard ing skill for each weapan in the canegory i
Weapom = Bole Arms ErfAg S Srandard Srandard One skill for each weapan in the category T H
Weapon * Thrown AgSuy'Ag Standard Stardard Oine ghill for each weapon in the categoay + !
!
|
i

6. Flesh out your characters role

(section 7.0 p.

28 ff)

Role Traits
Personality
Motivation
Alignment

Physical Appearance

Potential Appearance = Potential Presence — 25 + 5D10
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ROLE TRAIT TABLE T-1.7

.02
0304
0506

0708
14

-1z
1314
1514
118
gl
.22
e B

25-26

27.28

2930
-3z
3334

Personality Trabts: Make the 1 roll {not openended) o deter-
mire the “range of the role trait.” Then make a 2nd roll (not
open-ended) to get a general idea where in the range your
character's role tralt falls (low resulis o the left In the range
and high results to the right in the range ).

1st Foll — Range of the Bole Trait

Sallen. Morase, Somber. Serious...
Merciful, Compassionate, Kind ..

Ausrere, Sober, Restrained,
Tergerase, Moderare ...

Drocile, Plaakble, Amenatde, Cooperative ...

Ilarryr, Oherpratestive,
Fratective

.. Lighthearred, Cheerful, Joyous

wcaring, Mean, Ruthless, Cruel

ceomers Umirestrained, Indulgesa
eoreees Stubborn, Obstinace

P ... Intimidating, Ceeerbearing. Bullly
Radical. Laberal, Openminded | Osthodom, Copservative, Heactionary
Liewing, Friendly, Amicable

Prudent. Patens, Cautious ..,
Confidens, Sanpaine, Secant

oo Duarrelsorse, Hostile, Amagonistic
lrnpatient, [mpubive, Recklis, Rash
e Mervous, Appeebansive, Daunned

Extrovert, Oubgeing, Talkative ... Beserwed, Shy, Timid, lsaroven
Pacilie, Roswielent, Peaceful ... ..., Pugnscious, Gelligerens, Bellicase
bk, Sell-eflacing,

Mfiodest, Fumble ... Froud, Corceited, Cocky, Fompous, Arrogant
Lethargic. Lazy, Idle, Easy Going,

Latd Back .. Wibraea, Energetic, Enserprising, Ambizious

Dreferential, Respecrfal, Courteous,
Podrte, Civil oo Impulite, Bude, legrodent, Ensolemt

Crardable, Forgring ... oo Windictive, Wengeful
e Slbish, Miserly, Greedy

Shiltw, Deceitful, Dishonesn
abile

Benewmlent, Generus, Gnang .
Hupest, Direct, Trustworihy
Honosable, High-principled . . .
Lavall. Faithiul, Beliable ..
Lawhal, Juss, Uprighe

Maral, Erhical, Pringipled ...

Treacherous, Disloyal

Arkirracy, Chactic, Cornapt
o Aumaral Lmsseral

Pigus, Devout, Relighous ,

Chuamstic, ledealistic ..., A

Ciullible, TrUSERR o imnnmimns e Shigaical, Suspricies, Paranoid

cesieeeee WY, Inpious

Praciicel, Pragmaric, Cynical

Curious, IBqUIBEI oo e Agathetic, Incarious

Focuned, ARBERIIE o vricrerremesmarsmsemeene: Wi IF@sSed, Absentminded
Cantinest, Chete ..oooovoev e Liseiel, Licenitions, Lecherous
Cheier, Beserved . Flambeyamt, Bolsterous, Loud
Wiakorous, Brawe, Bold, Audachous .. Tieeid, Coraardly, Craven
Pazsbwe, Devached, Calos ... Forceful, Enchusiasric, Excitable
Calen, Evervoempered ... Duick Temnpered, Hotheaded
Srole, Inpassive, Stolid Resporaive, Comnplainer

Soclable, Greganous Monsocial, Antisooal, Cold

Opaiminic, Upbear - Umnicertain, Cynical, Faralistic, Pesimisti
Creative, Trvveraive, Orainal oo Conformiss, Uncreaiiee
Telerans, Opensmizded ..o Snaobbisk, Prejudiced, [ntoderani
Dhisordered, Mlessy oo Cirderty, Perfectionast

Telerans, Undarsiandmg ..........c...

cereeinee Erviorus, Possessive, Jealous
Eelf-reliant, Independent

Eall agair: the "Znd roll™ fo determane where in the range the role it
falls receives a -2 modiflcazion.

Rall agaim; the “Znd roll® o dewermune where in the range che role traic
falls receives 2 +30 madifization

Motivation Traits: bake a roll (not oper-ended) to determine the first part of the

role trait, [f necessary, you or your GM may cheose the rest of the trait
Hall — Hole Trait

0105  Deestroy: evil, dask lord's foeces, race/culvare, country, quild, populaton cencer,

0610

11-15
1620

2125
26-30
3135

3620
4145
4650
5l-55
Sh-ai
bl-65
G670

7175
THE
8185
8690
195
P 100

imeividual, ate

Hate & Work Against: evil. dark lord's forces, race/oalbwre, couniry, guild,

pepalation center, individual, ee

Havei evil. dark lord’s ferres, race/cultar, country, guitd, population crevies, individiaal, sic

Dislike: il dark lond's forces, race/culture, cousary, gaild, population cenrer,

individual, ete,

Hevenge agaimst: individaal, family. dlan. race/zulrure. populanon center. guild, etc

Preserve: individual, faenily, clan, raler, counry, race/culrare, pepalation cener, quild, eic

Protect: individaal, Famdy, clar. ruler. couniry, race/ouliure, populatbon center,

guild, “the weak,” erc.

Server individual lTamily, chis, ruler, cousary, race/ouliure, popularion cenger, guild, erc

Promote: peace, freedom, justice, religion. morality. war. free enserprmse, eic
Rebuild/Restare: galld, populaticon censer, religon, dap, dvnasty, sic
Fanatic shoub: spreading meligian, freedam, clranlins, law & oeder, e1e
Compulsive abeat: spreading rebapon, freedom, cleanliness, lew & order. e

Fear of (Phobia): beights, darkeess, waer, o4

Acguire xxx for wyy “xxx” is wealth, power. knowledge, mame sems, g
"y i ruler, country, race/cultare, guld, religion, dan, population cencer, enc.

Acquire Personal:  power, knowledge, magic iberms, pleasure, Jame, 2
Acquire asd Maintais Personal Honor

Ad Thrills, E
Self-cerered, general self-interess
Heraism

“Make the World a Better Place™

-

Migﬂmml‘ Traits: Make the 15t mll fnut open end:d:l ton determine the "ﬂnge aof
the role rait.” Then make 2 2nd roll (not open-ended) 1o get a general idea where
in the range your character's role trait falls (Jow results 1o the left in the range?
and high results to the right in the range ).

Meatral
Meatral

Meatral

. Miareal .

Meatrd i san s
.o Meairad ...

Meatral

oo Mpairal
Meatral oo
oo Mewriral

Mewtral

Mngtral

I T

. Relsels/Oprpeniing Governesent *
. Opposrunien, ~The Exd fuglie

e Mewws” (Machipvellianism]
o Bithimmn
Cipposing Religion 1
Cartely Guildy Moesegolisy
- Scialism

Hidipnlsm

SR -1 Y

e, Melmterialise

.. Loverad

Eaoll again; the "2nd roll” 1o detérmine where i the range the rale wai falls

15t Roll = Range of the Hole Trait
M08 Good i
0312 Laws/Government
1318 Jewernment
1984 Laww/Principles
2530  Relgom ..o s s i
336 Religon .
3742  Free Enterprise
43458  Free Enterprise ...
LD T R —
5560  Altroism ...
6l66  Spiritgal o
67-72 Metaphorical ...
1386
receives a 200 modificanon.
87100

Eoll agaan; the “2nd roll” to determine where in the rasge the role irait falls

receives & +20 modificsion.

T — T — T — — T — — — —

* — This apghes 10 ary twe reling groups thar cppese one other. The groups
cam contrel different countries, fefs, cdfyv-atates, ete; o, they can be rival
groups within the same polincel or geographical ertity {eg., rebelion, ol
war, gie.) For Example. France ve. Esgland in the 100vears War, the
Gondomian Finstrife in Middbe-eartiy, York vs Lancaster in the 'War of the
Rerisen, Mosth v Soanh im the War of Morhern Apgreson, erc

t — Thas applies to any rew religions that oppose one another. This oppostion
cam have a palitical or dopmatic basis, Eg. Cheistians vi. Maslerss, Cathols:

g, Greek Oerhodox, Catholic vs. Protesant, etc.

7. Finalize your Character
(section 8.0 Final Character Preparation, p. 30ff)

Totaling the Bonues:

Stat Bonuses (p. 17 T-2.1)
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BASIC STAT BONUS TABLE T-2.1
Basic Stat

102+
m

100
9899
96497
9495
92.93
90-91

8589
BO-B4
579
70-74

31-69

2630
21-25
16-20
11-15

j{t]
0809
0607
0405
02:03

o

HTAT

Agakip
Lanainanie

-
-

|
e ¢

|

Mozmary
Frnonng
Seff [N i
Frapathy
Tarunis

fe-]

o
qr

Frasini
ke
Semph

‘Ex'odc-'-léw.'u bwws | OlewweltemneeS| e §
khisaklkerze
T
|'1'1“‘:’|'”-L o oo |a
|1!.{,;=t.:.-bib::-”-{.§-E

BEEERE

For each Skill Category you fill Sum of Stat Bonus of Applicable Stats (e.g. Armor Heavy
St/Ag/St = 10+6+10 = 26 in row Stat:)

[ CharEien Wawak

ol Fiw [ T - R
Shil Calepais il Manks  Hasks Fazk el Peal,  Syweil  Specal  Toal
[ irrime - Hey ET T L T L I+ ¥ LA =
Arree - Light LT - L - i
Arming s Atadnn SiApth  owe 2 [='a's ] =d - R — +M0
A - Al FelEmihg R L 0 | - +7 — — R
Artintis ~ Paaser EriTn'Fi LT . - e - k. ] — =4
Arhit s Migem SUCE AR &T L= & aZ - N2
Athlrae - Edueaic Codg®e w8 & Iy s 4ET em I
Arbing - Lyrnuoeo Mgy e = dal . i i J— =3
A s+ PTospE Bai%ivin Al n i n ] L] S — =i
A - Sarchieg ([ PT T E S x| = +F b i
| veanorana - e L T T R T T - I R . —
TRy T——— eSS4 s t 0 o - - B — 1}
Cambe Masen Al SR na . a e .
2 e Ho'dcibm A L] RN L. = S LE
[RTL AgMasne o nn - L] =] — S . ]
rrwcied S AgEag B 8 ad _oF L =
Ieflimse Pfbmin  Te n e, e 4;

e Rank Bonuses

The Rank Bonus is defined for Types of Bonus Rank

Type of Rank Bonus New Rank Symbol
Standard oo ] A

In table T2.2:
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RANK BONUS TABLE T-1.2
Standard
Categury
Rank Skill Rank Bonus
Bonus Standard Combined Limated Special
Rank oo ju s | " 1 T
] -15 -15 -30 o ]
1 2 3 5 1 fr
2 4 [} ] 2 12
3 & 9 15 3 18
[} 8 12 20 4 24
5 10 15 25 5 30
B 12 18 30 -] 36
7 14 21 35 7 42
] 16 24 40 8 48
9 18 27 45 9 54
10 20 30 50 10 60
1 21 32 53 11 65
12 22 34 56 12 0
13 23 36 59 13 15
14 24 a8 62 14 a0
15 25 40 65 15 B5
16 26 42 2] 16 90
17 a7 44 T 17 95
18 28 46 74 18 100
19 29 48 7 19 105
20 30 50 80 20 1o
2 3 51 82 205 114
2 3 52 33 21 18
23 32 53 a5 21.5 122
24 32 54 86 22 126
25 13 5% g8 225 130
26 i3 56 89 23 134
n 34 57 91 235 138
2B k2 58 92 24 142
29 35 59 94 245 146
k] 35 G 95 25 150
He 35 60+05 95+05 25 150+3
perrank  per rank per rank
aver 30 ower 30 over 30

e Skill Category Rank Bonuses

Fillin Rank Bonus based on T-2.2 in Skill Category Record Sheet T-6.2

e Total Skill Category Bonuses

Skill category rank bonus + stat bonus + profession bonus + any special bonus

SuiL Recoro SHeer T-6.3

Cedim

oy e

a

e Skill Bonuses

Skl Name
e LTl

Aeriari
el jor

Body Dewtiogrmant
g, S
i By e PR
Costrion-speita, Sooils

A_m"’.ld it iin

gl

Hairrinhing

FRanks

J P o

Pow
Ramis
S
LI
S04
dd
33
s
400
Jd
S
424
dad
dda
dda
A

v Iegm

+ Bouscs

Special

Special

For each skill, total the number of ranks and determine the corresponding skill rank bonus
% Record Sheet T-6.3

e Total Skill Bonuses

Skill rank bonus + total skill category bonus + any item bonuses + any special bonus

Level, Experience Points and Age:

e Level: 1, Experience Points 10.000

OutFitting
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Miscellanceous Factors

e Power Points

e Hits

e Recovering Power Points and Hits
e DB Defensive Bonus

e Known Spells
e Resistance Roll Bonus

e Moving Maneuver Penalty

e Base Movement Rate

e Weight Penalty

Advancing Level

(section 9.0 Experience & Advancing Levels, p. 36 ff)

EXPERIENCE POINT TABLE T-2.6
Level EPs Required
1. VAV
2. v 20,0010
3. veveemenres SO
- remseerenens S0, O
5. eee 30,000
B ... L
7. cennencees 90,000
B e 110D
9o e 130,000
L1 oo ss et 180,00
12 ... 210,000
13 ... T
14 . ——r
15 ... J— L
16 ... SO {4 K11
17 B
18 .. B—
19 ... IR LA
21+ o B00.000 + 50,000 per level over 20th

1. Advancing a Level

2. Stat Gain Rolls: to determine if CH Temporary Stats change (T-2.3)
section 6.4 p. 25): Some Training Packages allow the CH to make extra stat gain

a.

Rolemaster RMFRP Basics

rolls to increase temporary Stat; Temporary Stat cannot be higher than Potential

Stat value.
Roll 2 d10 (section 6.4 T-2.3 p. 25)
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STAT GAIN TABLE T-2.3
High Low (DNl = Porennial - Temporary)
Die Die Diff = 10 10 < Dnff < 20 Daff = 20
1 1 -1 -1 -1
2 2 2 -2 2
3 3 3 -3 3
4 4 4 -4 -4
3 3 3 5 3
-] [} +12 +12 +12
1 7 +14 =14 +14
8 d +16 +16 +16
9 9 +18 +18 +1B
10 10 +20 +20 +20
Oitherwise Low [he High Dhe Sum of Dhce

3. Skill Development (=Apprenticeship Skill Development, section 6.0 p. 22)
a. Development Points (DPs) based on Dev Stats (Section 6.2 p. 22):: DPs = (Ag + Co +
Me + RRe +SD) /5
4. Totalling skill rank bonuses
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Index

A

Actions Attacks

Area Spell Attacks Attack Resolution
B

Basic Spell Attack

C

Casting Spells
Character Creation

D

Death Defensive Capabilities Directed Spell Attacks
Defensive Bonus Dice Rolls

E

Exhaution Points

Experience Points
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H

Healing

Hitpoints

Injury

L
Level Advancing

M

Magic Items Movement Moving Maneuver
Penalty

Money Moving Maneuver

N

0]

Offensive Capabilities
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Power Points

R

Resistance Rolls

S

Simple Actions Static

Static Maneuver (SM)

Maneuver (SM)

Spells Known Strategic Movement
T
U
Units
V
W

Weight Penalty

Rolemaster RMFRP Basics

46/47



XY, Z
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