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

Dice rolls
 Percentile Rolls: 1d100 (1-100):

o Low Open-ended Roll
o High Open-ended Roll
o Open ended d100

 Non-1-100-Rolls
 Unmodified Rolls (UM): 1d100 no modifications

Basics

Units

1 lbs (Pfund) 0,453 kg 1 kg 2,205 lbs

1 inch 2,5 cm 1 cm 0,39 inch

1 foot 0,3 m 1 m 3,2 feet

1 mile 1,609 km 1 km 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) = 10 platinum pieces (pp)
1 platinum piece (pp)= 10 gold pieces (gp)
1 gold piece (gp) = 10 silver pieces (sp)
1 silver piece (sp) = 10 bronze pieces (bp)
1 bronze piece (bp) = 10 copper pieces (cp)
1 copper piece (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

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

 Recovering Power Points:
o CH active: alle 3 h 1 PP recovered
o CH rests: Real stat bonus / 2 pro resting hour (min 1 PP)
o CH sleeps: 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

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

Rolemaster RMFRP Basics 5/47



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)

       

Encumbered Movement
(p. 56) Weight Penalty may limit maximum pace and makes maneuver more difficult 
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Miscellaneous Topics

Offensive Capabilities
(p. 210)
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Defensive Capabilities
(p. 212)
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Injury, Death & Healing
(p. 75)

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

 Physical death: body can no longer function
 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.

 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,

 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
 First Aid: successful static maneuver (A-4.20, p. 130) will heal any “light” injury, if necessary, 

equipment (e.g. compress, bandage)
 Healing Hits: by four ways:

o If CH is active: 1 hit / 3 hours is recovered
o If CH is resting (CO Stat Bonus / 2) hits are healed every hour of rest (at least 1 hit is 

recovered / hour)
o If CH is 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

 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  look up result in the type  and degree of 
Injury:
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 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
 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

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)

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.

 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.

 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 eg. 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 spell items (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.

 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 
 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:  A vial 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:
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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):

Actions

Classes:

 Simple Actions   (p. 39)
 Moving Maneuvers MM   (p. 48)
 Static Maneuvers SM   (p. 44)
 Casting Spells   (p. 46)
 Attacks   (p. 42)
 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:

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)
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5. Standard Modification from the Standard Maneuvers Modifcation Table (p. 50, T-4.2.):

6. Special GM modifications
7. After Modification check result in Moving Maneuver Table T-4.1:

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 
Hard

-30

Sheer Folly -50
Absurd -70
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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                                                      5. Ergebnistabelle:
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Casting Spells
(p. 46) If spell is cast automatically, no static maneuver is required

 All spells fail on an unmodified attack roll 01-02

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

Spell Casting static Maneuvers
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Attacks

Categories:

 Missle Attacks   (p. 215)
 Melee Attacks   (p. 216)
 Basic Spell Attacks   (p. 218)
 Directed Spell Attacks   (p. 219)
 Area Spell Attacks   (p. 219)

General Battle Round Sequence

(p.40)

# Battle Round Sequences
1 Action Declaration Phase:

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

2 Initiative Determination Phase:
 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:

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

3.2, p. 39)
4 Normal Action Phase:

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

3.2, p. 39)
5 Deliberate Action Phase

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

3.2, p. 39)

Attack Resolution
(p. 42)

1. Attacker: open ended 1d100 + Modifications (Weapon Skill Bonus, snap/deliberate, etc.)
2. Attack table for weapon:

 fumble & failures
If unmodified dice roll of 1d100 is in fumble range: fumble table (p. 240; AL: p. 106, 107)

 Hits: open ended 1d100 (with Mods) – Defensive Bonus

Missile Attack Melee Attack

Armor Missile Attack Penalties (p. 213 T-
3.3)
ATs     Missile Attack Penalty (ArmorClass – 
Penalty):

 6: -5
 10, 14, 18: -10
 7, 8: -15
 11, 15, 16: -20
 12, 19: -30
 20: -40

Resolve by Attack tables

OB: d100oe 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

Resolve by Attack tables

OB: d100oe roll + Skill Bonus + Special Item
Bonus + Position Bonus +/- Status 
Bonuses/Panelties – Parrying Bonus – 1 per
1% activity not used
DB: Armor Quality Bonus + (3 x QU Stat 
Bonus – Armor Quickness Penalty [min. 0] +
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 

 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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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: ½ 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:
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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

Experience Points
(p. )

Condition EP 
Multiplier

First Time X 5
Second Time X 2
Routine X 0,5

Rolemaster RMFRP Basics 26/47



Creating Character

1. Type of Character (p. 28)
a. Personality
b. Motivation
c. Alignement

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

b. Profession:
 

(Details: p. 91 ff.)

c. 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).

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:
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b. Potential Stats
Increase temporary stat by roll (potential stat >=temporary stat)

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

Hobby rank restrictions: 
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 increasing ranks max to max ranks that normally may be developed (as during 
advancing a level)

 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), 
Common-speech 
(S8/W6), Grey-elvish 
(S6/W6), High-elvish 
(S2/W2)

High-Speech (S10/W10), 
Common-speech (S10/W10), 
Grey-elvish (S8/W8), High-elvish 
(S6/W6), Hill-speech (S6/W6), 
Sea-speech (S8/W8), Small-
speech (S6/W6), Plains-speech 
(S6/W6)

Wood Elves Elvish (S10/W10), Grey-
elvish (S8/W6), Common-
speech (S8/W6), High-
elvish (S4/W4)

Grey-elvish (S10/W10), Common-
speech (S10/W10), High-elvish 
(S10/W10), High-speech (S4/W4), 
Plain-speech (S8/W8), Wood-
speech (S8/W8)

Dwarves Dwarvish (S8/W6), 
Common-speech 
(S5/W5), Elvish (S4/W4)

Dwarvish (S10/W10), Common-
speech (S10/W10), Hill-speech 
(S2/W2), Plains-speech (S6/W6), 
Wood-speech (S6/W6)

Halfings Small-speech (S8/W6), 
Common-speech (S8/W6)

Small-speech (S10/W10), 
Common-speech (S10/W10), 
High-speech (S8/W8), Grey-elvish 
(S8/W8)
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5. Choose Background options
(p. 21)
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6. 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)
 Obtain training packages (Section 6.3 p. 24)
 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.)

 Variable DP Costs for Weapons: 

 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 For the first five lists developed the DP cost is normal (x1)
o Fort the 6ht to 10th costs are doubled (x2)
o For lists beyond 10th costs are quadrupled (x4)

 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
o 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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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:

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

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

 Vocational Training Packages (V): represent specific occupations
 Lifestyle Training Packages (L): represent groups of skills/abilities that would be 

gained by living a particular lifestyle

Rolemaster RMFRP Basics 36/47



 Time to Acquire: months T-2.7 
 Starting Money: 20 silver + d10 silver
 Special: GM d100 open ended roll for each item: >100  1 item
 Skill/Skill Category Ranks: All packages give skill ranks/skill category ranks. A Training

Package cannot raise a skill above 10th rank.
 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 Roll 2 d10 (section 6.4 T-2.3 p. 25)

 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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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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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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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:)

 Rank Bonuses

The Rank Bonus is defined for Types of Bonus Rank

In table T2.2:
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 Skill Category Rank Bonuses

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

 Total Skill Category Bonuses

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

 Skill Bonuses

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

 Total Skill Bonuses
Skill rank bonus + total skill category bonus + any item bonuses + any special bonus

Level, Experience Points and Age:

 Level: 1, Experience Points 10.000

Outfitting
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Miscellanceous Factors

 Power Points  
 Hits  
 Recovering Power Points and Hits
 DB Defensive Bonus  
 Known Spells  
 Resistance Roll Bonus  
 Moving Maneuver Penalty  
 Base Movement Rate  
 Weight Penalty  

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

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

a. Roll 2 d10 (section 6.4 T-2.3 p. 25)
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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 + Re + SD) / 5
4. Totalling skill rank bonuses
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X, Y, Z
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