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PARTI 
INTRODUCTION 

Rolemaster Fantasy Role Playing is ICE's complete set of 
rules for those who are looking for a realistic yet playable 
fantasy role playing system. It is also suitable for experi­
enced gamers who want guidelines and material to inject 
into their own existing game systems and world systems. 

Rolemaster Fantasy Role Playing contains complete rules for 
handling most of the situations that arise in fantasy role 
playing games. A variety of tables and charts add a great 
deal of flavor and detail to a game without significantly 
decreasing playability. 

WHAT 1s FANTASY Rou PLAYING? 
The easiest way to understand a role playing game is to 

think of it as a work of fiction such as a novel or a play or 
a movie. In a novel the author determines the setting of the 
novel along with the actions of all of the characters and 
thus the plot. In a role playing game, the author ( called the 
Gamemaster) determines the setting and some of the basic 
elements of the plot. The actions of the characters (and 
thus part of the plot) are determined during the game by 
the game "players" and the Gamemaster. Each "player" con­
trols the actions of his "player character" or alter ego, while 
the Gamemaster controls the actions of all of the other 
characters (called non-player characters). Thus each player 
assumes the role of (role plays) his character and the Game­
master role plays the non-player characters. A fantasy role 
playing game is a "living" novel where interaction between 
the actors (characters) creates a constantly evolving plot. 

The Gamemaster also makes sure that all characters per­
form actions which are possible only within the framework 
of the setting that he has developed (his "fantasy" world), 
In a sense, the Gamemaster acts as a referee. This is where 
the "fantasy" part and the "game" part come into the defi­
nition of a fantasy role playing game. A Gamemaster cre­
ates a setting which is not limited by the realities of our 
world; thus, the setting falls into the genre of fiction known 
as "fantasy." However, the Gamemaster commonly uses a 
set of "rules" which define and control the physical reali­
ties of his fantasy world. Using these rules turns the role 
playing "novel" into a game. 

Thus, a fantasy role playing (FRP) game is set in a fan­
tasy world whose reality is not defined solely by our world, 
but instead is defined by a set of game rules. The creation 
of the plot of a FRP game is an on-going process which 
both the Gamemaster and players may affect, but which 
neither controls. The plot is partially determined along with 
the setting, but it is heavily influenced by the interaction of 
the characters with one another and random events. 

Since fantasy role playing is a game, it should be interest­
ing, exciting, and challenging. One of the main objectives 
of a FRP game is for each player to take on the persona of 
his (or her) player character, reacting to situations as the 
character would. This is the biggest difference between FRP 
games and other games such as chess or bridge. A player's 
character is not just a piece or a card; in a good FRP game, 

a player takes on the role of his character. Each player 
character should speak and react to the other players as his 
character would. All of this creates an air of involvement, 
excitement, and realism (in a fantasy setting of course). 

The Gamemaster has been described as "author" of the 
FRP game; actually, he functions as more than this. The 
Gamemaster not only describes everything which occurs in 
the game as if it were really happening to the player charac­
ters, but he also acts as a referee or judge for situations in 
which the actions attempted by characters must be resolved. 

The Gamemaster has to do a lot of preparation before 
the game is actually played. He must develop the setting 
and scenarios for the play of the game, using the game 
rules and material of his own design ( or commercially avail­
able play aids). The Gamemaster uses detailed descriptions, 
drawings and maps to help the players visualize the physi­
cal settings and other characters. Until the players encoun­
ter certain situations during play, some material concern­
ing the setting and the scenario is known only to the Game­
master. In addition, the Gamemaster plays the roles of all 
of the characters and creatures who are not player charac­
ters, but still move and act within the game setting, affect­
ing play. 

Each player creates a character using the rules of the 
game and the help of the Gamemaster (for the character's 
background). Each player character has certain numerical 
ratings for his attributes, capabilities, and skills. These rat­
ings depend upon how the player develops his character 
using the rules of the game. Ratings determine how much 
of a chance the character has of accomplishing certain ac­
tions. Many of the actions that characters attempt during 
play have a chance of success and a chance of failure. There­
fore, even though actions are initiated by the Gamemaster 
and the players during the game, the success or failure of 
these actions is determined by the mies, the characters' 
ratings, and the random factor of a dice roll. 

Finally, a fantasy role playing game deals with adven­
ture, magic, action, danger, combat, treasure, heroes, vil­
lains, life and death. In short, in a FRP game the players 
leave the real world behind for a while, and enter a world 
where the fantastic is real and reality is limited only by the 
imagination of the Gamemaster and the players themselves. 
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PERSONAL CHARACTERISTICS (STATS) 
Rolemaster provides a unique approach to the statistics that 

define a character's physical and mental attributes (i.e., stats). 
Under these guidelines each stat is quite important, and no 
one or two stats clearly dominate. Rarely will a character be 
without flaws or a "chink in his armor." A character must 
choose his strengths and weaknesses. In Rolemaster there are 
10 stats, each represented by a number between 1 and 100. 
They provide detail and flavor and remain relatively simple 
to work with. 

The stats include 4 physical characteristics: Strength, Con­
stitution, Quickness, and Agility. They also include 4 mental 
characteristics: Intuition, Empathy, Memory, and Reason­
ing. Finally, there are two stats included that represent char­
acteristics partially mental and partially physical: Presence 
and Self Discipline. Each stat may affect the ability of the 
character to perform specific actions. 

Each stat has two values. The potential ("ultimate") value 
that represents the character's stat can obtain genetically. 
The temporary value represents the current value of the stat. 
The temporary stats can rise due to character advancement 
and other factors, and it can fall due to injury, old age, etc. 
However, the potentials rarely change. Of course, the tempo­
rary stat for a particular characteristic can never be higher 
than the potential for the same characteristic. For example, 
a character could have a temporary Strength of 80 and a 
potential of 92; and the 80 would be his effective Strength 
for combat purposes (circumstances could raise or lower the 
80 but never above 92). 

PROFESSIONS 
Each character has a profession which reflects his train­

ing and inclinations in early life. A profession dictates the 
ease in which a particular skill or skill category may be de­
veloped, but it does not generally act to prohibit develop­
ment. Thus, a player is allowed to enhance his abilities in 
certain skill areas which would not be accessible to his pro­
fession under other systems. Only the "cost" in time and lost 
opportunities in "easily developed skills" act to bias the se­
lection process. Note that a character may not normally change 
his profession after it is initially chosen. 

Each profession requires different "efforts" to develop each 
individual skill. For example, in order to gain a certain ex­
pertise in using a sword, a Fighter might only expend 20% 
of the effort that a Magician might: this is because a Fighter 
is trained in physical activities (fighting in particular), while 
a Magician has spent much of his early life studying spells. 
However, the effort required for the same Fighter to learn to 
cast a spell might be 20 times that required of a Magician, 
and he would never be very effective with it. 

EXPERIENCE LEVELS 
Each character while adventuring will reach stages of de­

velopment called experience levels (or just "levels"). At each 
new level the character becomes more powerful and skillful 
in his chosen areas of expertise. Ideally, for realism, the char­
acter would develop after each activity or experience. How­
ever, this is extremely difficult to handle in practice. It ne­
cessitates stopping action in the game, performing bookkeep­
ing, calculating the value of the experience, and determining 
what the character learned. Thus, we limit these factors by 
allowing a character to develop only at discrete intervals called 
levels. 

SKILLS ~ SKILL CATEGORIES 
As a character advances in levels he develops and trains in 

certain abilities called skills and skill categories. His capabil­
ity (i.e., rank) in each skill and skill category affects his 
chances of accomplishing certain actions and activities (e.g., 
fighting, maneuvering, spell casting, etc.). The key features 
of skills in this system are: 

1) Each skill is grouped with other similar skills in a skill 
category. Both the skill and its skill category affect his 
chances of accomplishing certain actions. 

2) Any character may develop any skill and skill category 
regardless of profession. However, depending upon the 
specific character's training early in life, certain skills and 
skill categories require more or less effort relative to other 
characters. How much effort is required to develop a skill 
or skill category depends upon the profession chosen by 
the player. 

3) Based upon the values of certain stats, each character has 
a total amount of "effort" to devote to skill and skill cat­
egory development. This effort is represented by the "de­
velopment points" that a character may allocate to devel­
oping skills each time he advances to a new experience 
level. 

4) Each character has complete freedom in how to allocate 
his "effort" among the various skills and skill categories he 
decides to develop. Development costs will be the same for 
characters of the same profession and will tend to reduce 
the degree of variation. Yet, this "cost effectiveness" will 
direct development only along vaguely similar lines. 

The skills and skill categories provided in this book are 
suggestions for what we believe works as a skill set in most 
fantasy games. A Gamemaster should customize the skill list 
to fit his specific game or setting. 

INDIVIDUALIZING CHARACilRS 
It is often desirable to provide each character with certain 

factors that make him unique. This system already does this 
to a certain extent: 9 professions and complete freedom in 
skill development. We also provide a variety of other sugges­
tions, including: races, role traits, equipment, detailed per­
sonal backgrounds, background options, training packages, 
special items, hobbies, etc. 

THE COMBAT SYSTEM 
Rolemaster has a unique system for handing attacks using: 

critical strike tables, fumble and failure tables, a resistance 
roll table, and a wide variety of attack tables (for spells, 
animal attacks, and medieval weapons). 

THE SPELLS 
One of the basic aspects of Rolemaster is the use of spell 

lists and experience levels ( or just levels). The ability to cast 
and learn spells is closely tied to a character's level. 

Spells are grouped into lists. A spell list is an ordering of 
spells based upon their level, intricacy, and potency. All spells 
in a list have common characteristics and attributes, although 
each may have vastly different effects and applications. Spell 
lists are grouped into categories based upon professions and 
realms of power (Channeling, Essence, and Mentalism). 
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CHARACTER LEVELS 
Your character's level is determined by how many experi­

ence points he has accumulated. Your character starts at 1st 
level with 10,000 experience points. The Experience Point 
Table T-2.6 summarizes which experience point totals corre­
spond to which levels. 

Normally, your character's level only directly affects his 
resistance rolls and determines when and how often he de­
velops his skills. Characters of 20th level and above, how­
ever, are generally classified as "Lords" and are usually iden­
tifiable amongst a collection of lesser beings by their bearing 
and deference shown them by others knowledgeable of their 
status. 

Example: Chrissa, after a sen·es of adventures, has a total of 
75,614 experience points, which is more than the 70,000 
minimum for 6th level and less than the 90,000 required to 
be 7th level. Thus, she is 6th level. 

ADVANCING A LEVEL 
Designing your character doesn't stop when you begin 

play at first level, it is a process that continues as you adven­
ture. When your character advances (goes up) a level, he 
may develop skills and update his bonuses. To develop a skill 
he allocates development points to it in order to increase the 
skill's rank. This process is identical to apprenticeship skill 
development (see Section 6.0, p. 22). 

ADVANCING A LEVEL 
When your character advances a level, you must perform 

several actions: 
• "Stat Gain Rolls" must be made to determine if your 

character's temporary stats change. 
• The skill development process is followed. This process is 

identical to apprenticeship skill development (see Section 
6.0, p. 22). 

• Finally, any skill rank bonuses whose components have 
changed must be re-totaled. 

Note: Some GMs may wish to require time and/or facilities 
for training before skill development actually takes place. As 
a simple mechanism, we suggest two hours of "practice" or 
•contemplation* for each rank developed. For a more compre­
hensive approach, a GM should refer to Character !Aw. 

STAT GAIN TABLE T-2.3 

High Low (Diff = Potential - Temporary) 
Die Die Diff < 10 10 < Diff $; 20 Diff > 20 

1 1 -1 -1 -1 

2 2 -2 -2 -2 

3 3 -3 -3 -3 

4 4 -4 -4 -4 

5 5 -5 -5 -5 

6 6 +12 +12 +12 

7 7 +14 +14 +14 

8 8 +16 +16 +16 

9 9 +18 +18 +18 

10 10 +20 +20 +20 

Otherwise Low Die High Die Sum of Dice 

STAT GAIN Rous 
Upon reaching a new experience level, your character must 

make a stat gain roll for each stat to determine if that tempo­
rary stat changes. During his adventures, it is assumed that 
a character's faculties will be exercised heavily, possibly af­
fecting their value. A stat gain roll must be made for each 
stat-roll two dice (d 10): 

• If the result is double 1s, 2s, 3s, 4s, or Ss, the tempo­
rary stat goes down by 1, 2, 3, 4, or 5 respectively-treat 
resulting stats of less than 1 as 1; otherwise, 

• If the result is double 6s, 7s, 8s, 9s, or 10s, the tempo­
rary stat goes up by up to the sum of the two dice (i.e., 
12, 14, 16, 18, or 20 respectively); otherwise, 

• If the difference between the potential stat and tempo­
rary stat is between 1 and 10, the temporary stat is 
increased by up to the value of the lower of the two 
dice; otherwise, 

• If the difference between the potential stat and tempo­
rary stat is between 11 and 20, the temporary stat is 
increased by up to the value of the higher of the two 
dice; otherwise, 

• If the difference between the potential stat and tempo­
rary stat is greater than 20, the temporary stat is 
increased by up to the sum of the two dice. 

This process is summarized in the Stat Gain Table T-2.3. 

Important - Remember, if a stat gain roll results in a 
temporary stat greater than its corresponding potential stat, 
the temporary stat becomes equal to the potential stat. A 
temporary stat can never be greater than its corresponding 
potential stat. 

Example: Suppose Rhiannon has a temporary Self Disci­
pline stat of 54 and a potential of 78-a difference of 24. 
She rolls a '4' and a '7' for a stat gain roll, so her SD stat 
increases by 11 (4+7) to 65. However, on her next stat gain 
roll (at a later level advancement), she rolls a '2' and a •2; 
and her temporary stat drops by 4 (2+2) from 65 to 61. 

Now the difference between her temporary SD and Poten­
tial SD is 17 (78-61), and Rhiannon later makes a stat 
gain roll of '2' and '9'. Since, the difference between tempo­
rary and potential is 17. the temporary SD stat is increased 
by the higher of the two dice (i.e., by 9) to a new value of 70. 

The next time Rhiannon makes a stat gain roll it is a '4 ' 
and a '7'. Since, the differmce between temporary SD and 
potential SD is 8 (78-70), the temporary SD stat is in­
creased by the lower of the two dice (i.e., by 4) to a new value 
of 74. 

For lier next stat gai11 roll Rhia1111on rolls a11 '8' and an 
'8; and her temporary stat is increased by 16. However, her 
Potential SD stat is 011/y 78, so lier temporary SD stat only 
increases to 78. 
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Note: .4 round 
consists of 5 
phases, thrtt of 
u:hich ~u can 
ta.ke actions in. 
A character 
may take up to 
3 actions per 
round. one ac­
tion per phase, 
but may not 
excee.d 100% 
activity. 
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PART III 
PERFORMING ACTIONS 

This part of Rolemaster is concerned with how to resolve a 
variety of actions and activities that commonly arise in role 
playing games. These guidelines primarily address action in 
a tactical environment, but they can be easily extended to a 
more strategic setting (see Part IV). 

OVERVIEW 
In a tactical situation (usually combat), action is resolved 

in terms of feet and seconds. Normally during the Rolemaster 
tactical sequence, each character may take up to three actions 
every 10 seconds. This 10 second period is called a "round." 
A round usually takes considerably longer than 10 seconds 
of real time to resolve. Some typical actions are: 
• Preparing a spell 

• Casting a spell 

• Making a missile attack 

• Loading or Reloading a missile weapon 
• Parrying a missile attack 
• Making a moving maneuver 
• Making a melee attack 
• Full movement 
• Making a static maneuver 

The basic principle to keep in mind is that each action 
takes a percentage of the total activity that a character has 

for a round. For ex­
ample, one can view 
a melee attack as 60-
100% of the total ac­
tivity for a round, 
casting a spell as 10% 
or 75% activity, pre­
paring a spell as 90% 
activity, and move­
ment as 0-100% activ­
ity. Of course, the 
sum of a character's 
% activities cannot 
normally exceed 
100%. 

Certain factors may 
affect the actions that 
a character may take. 
Most of these are ob-

vious and can be resolved by using common sense (e.g., a 
character with a broken arm can't use a two-handed weapon 
or a bow; an unconscious character can perform no action, 
except perhaps breathing, etc.). The Gamemaster is, of course, 
the final authority on these matters. 

DIVIDING UP THE WORK 
The Gamemaster and the players should divide up th 

work involved in controlling a tactical combat situation. n: 
Gamemaster has to handle the physical layout and all of the 
non-player characters, but the players can help with other 
factors. For example, one player can keep track of the dam. 
age taken and status of each character. Another player can 
keep track of the round and action sequencing (Section 11.0, 
p. 40). Another player can recor~ activi~ by player charac­
ters which can later lead to expenence pomts. Other players 
can handle the tables and read off results during play. By 
dividing up these tasks the game flows very smoothly, every­
one gets involved, and no one is swamped with work. 

REPRESENTING THE PHYSICAL SITUATION 
The Gamemaster must decide how to keep track of move­

ment, the relative positions of all of the characters, ranges 
for firing missiles and casting spells, and the layout of the 
area in which they are adventuring. This usually requires a 
playing surface that represents the physical situation as well 
as playing pieces representing the characters and other com­
batants. Many possibilities exist for such play aids, and the 
Gamemaster may elect to use whichever seems most appro­
priate for his game and for a particular situation. Below, we 
present a few of helpful display techniques and hints. 

The Gamemaster can sketch the layout on a sheet of pa­
per (or on a black board) and mark the position of each 
character on it. For small sheets of paper we suggest a scale 
of 1" = 50'. For a larger surface, 1" = 20' or 1" = 10' would 
be more appropriate. Many fantasy role playing game minia­
tu_res are scaled for 1" = S'. You can keep track of distance 
with_ a ruler. The problem with this technique is lack of 
detail and the hassles of erasing each time a character moves. 

. To solve part of this problem we suggest that a playing 
piece be used to represent the position of each character. 
These ca~ be as elaborate as you wish. Suggestions include: 
commercially available miniatures (small statues of various 
characters and creatures), chess pieces coins or 0.5'' square 
to 1" • ' ' square pieces of cardboard marked with the characters 
names. The cardboard pieces are easy to make and use; they 
can b I d • e co ore or decorated to aid the flavor of play. 

_On pa~e ~51 there is a sheet of 8.5" x 11" paper with a 
gri<l _consisting of hexagons (i.e., hexes). This sheet makes 
keeping track of distances easier; just count the number of 
h~xes between two points. If playing pieces are used, each 
pie~ can occupy a separate hex to indicate its location. 

. os~ photo-copying centers have a transparency machine 
which is capable of copying any black and white figure onto 
a clear plastic sheet. We suggest that you take a piece of the 
hex paper and have a transparency made. This can be laid 
over almost any s t f I . . 'd ·1 or o ayout, superimposing a gn on 1 • 



10.0 
THE ACTIONS 

There are an unlimited number different actions that a 
character may attempt during a role playing game. However, 
rnost fall into the following six classes: 

Attacks .............. ................. (see Section 12.0, p. 42) 
Simple Actions ...................... ............ .... ... (see below) 
Static Maneuvers ............. (see Section 13.0, p. 44) 
Casting Spells ................... (see Section 14.0, p. 46) 
Moving Maneuvers .......... (see Section 15.0, p. 48) 
Movement ........................... (see Section 16.0, p. 51) 

The rest of Part III details how such actions are resolved. 
If a character takes an action that does not specifically fall 
into one of these classes, the GM will have to extrapolate or 
use mechanisms similar to those presented to handle the six 
classes. 

Table T-3.2 presents some of the commonly occurring 
actions and the activity percentages normally required. 

MANEUVERS ~ SIMPLE ACTIONS 
Maneuvers are actions (other than attacks and spell cast­

ing) which under normal circumstances have a chance of 
failing and usually entail an element of risk. Simple actions 
do not normally have a significant chance of failure. 

Thus, normal movement and activities such as walking, 
climbing stairs, drawing a weapon, etc. are simple actions. 
However, unusual activities (swimming, climbing a rope, 
running up or down stairs, opening a locked chest, etc.) and 
activities performed under stress (running, dodging, stalk­
ing, hiding, etc.) are maneuvers and generally require ma­
neuver rolls. 

The Gamemaster is the final judge as to what is a maneu­
ver and requires a roll, and as to what is normal activity and 
doesn't require a roll. Maneuvers are further classified as 
being static maneuvers or moving maneuvers. Each class of 
maneuvers is resolved differently (see Sections 13.0 & 15.0). 

COMMON ACTIONS TABLE T-3.2 

Action % of Total Activity 
Movement as a snap action ....................................... 1-20% 
Movement as a normal action ................................... 1-50% 
Movement as a deliberate action .............................. 1-80% 

Preparing a spell (Section 18.12, p. 55) .................... 90% 
Casting a non-instantaneous spell t ............................ 75% 
Casting an instantaneous spell t .................................. 10% 

Concentration 
(i.e., to maintain a spell, balance, etc.) ................. 50% 

Disengage from Melee (may move 10') ...................... 25% 

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

Making a melee attack (App. A-10.5) * ............. 60-100% 
Press & attack (App. A-10.5, p. 216) * ..... 80-100% 
React & attack (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 ......................................•• 50% 

Loading or Reloading a short bow ·······••··• .................. 5o% 

Loading or Reloading a composite bow ••••••••••••••••••••• ~~: 
Loading or Reloading a long bow .............................. . 
Loading or Reloading a light crossbow ·••••••• ............ 160% 
Loading or Reloading a heavy crossbow .................. 220% 

. . . .............. ................... 10% Shifting a weapon .......................... 20% 
Drawing a weapon .......................................................... 50% 
Changing weapons ........................ ..................... ............ . 

Making an Awareness static maneuver 10% 
(Section 18.3, p. 53) .................................... ............... .. 

Co t II. (S ti· n 18 15 p 55) ..... ..... t0-100% n ro mg mount ec o • , • 
• ., • ·ry ·ndicated is used, the - If less than the maximum to actJVl I h . 

attack has a -1 modification for every 1 % uoder I e maxi-

mum (see Appendix A-10.2, p. 210). 

VARIABLE PERCENTAGE Acnvnus 
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 
on the actual % activity requires. 

Action % of Total Activity 

Making rapid Observation Maneuver (-40 mod) ..... 30% 
Making half Observation Maneuver (-20 mod) ....... 50% 
Making full Observation Maneuver ( +O mod) ......... 70% 

Rapid dismount from a riding animal ....................... 20% 
Careful dismount from a riding animal ..................... 50% 
Mounting a riding animal ............................................. 50% 

Relaxed swim ................................................................... 50% 
Hard swim ........................................................................ 90% 

Hiding ................................................................................ 20% 
Stalking ............................................................... at least 50% 
Climbing .......................... ........................................... 60-100% 

Standing up from a seated position ............................. 10% 
Standing up from "on knees/crouch" ........................ 20% 
Moving up from prone to "on knees/crouch" .......... 30% 
Standing up from a prone position ............................. 50% 
Rapid drop to the ground ............................ '. ................. 10% 
Careful drop to the ground ........................................... 20% 
Picking something up off the ground .. .. .................... 30% 
Dropping something .......................... ................................ 0% 

t - Unless stated otherwise by the GM or by the description of 
the skill used (see Appendix A-4, 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. 
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Part Ill 
Performing 

Actions 

tt.0~ 
SEQUENCING 

ACTIONS IN A ROUND 
This section provides guidelines for determining how to 

sequence the resolution of the actions that take place in a 
given round. While each action takes a percentage of a 
character's activity for a round, it is important to keep in 
mind that when an action is resolved is not determined by 
the percentage activity it requires. Rather, the sequencing of 
an action is based upon how fast the character is attempting 
to accomplish the action and the character's initiative roll. 

How fast the character is attempting to accomplish his 
action is abstracted into a simple decision for each character 
- Is the action: 

A snap action? .................................... resolved earlier with 
a -20 modification 

A normal action? ..................................... resolved normally 
A deliberate action? ............................... resolved later with 

a +10 modification 

Example: A single melee attack is an action that requires 
60-100% activity-it represents a number of swings, parries, 
dodges, etc. However. it is assumed that only one actual blow 
lands and that the attacker makes such a blow when a good 
opportunity presents itself. 

When a character makes a melee attack as a "snap ac­
tion,• he has probably taken the first opportunity for a blow 
and resolves it early in the round sequencing. However, he 
still spends the rest of the % activity for the action in melee 
and the fact that he took the first and not the best opportu­
nity is reflected in the -20 OB mod. 

A melee attack made as a "normal action" is assumed to 
take the first good opportunity. 

A melee attack made as a "deliberate action" is assumed 
to wait for the very best opportunity. So it is resolved late in 
the round and receives a + 10 OB mod. 

BATTLE ROUND 
SEQ.UENCE TABLE T-3.l 

1) Action Declaration Phase - Declare all actions: snap 
actions, normal actions, and deliberate actions. Each 
combatant may declare up to one of each of the three 
types of actions, but the total activity percentage of all of 
his declared actions may not exceed 100%. If a melee 
attack or a missile parry is declared, parry proportions 
must also be declared (see Appendix A-10.3, p. 212). 

2) Initiative Determination Phase - Each combatant must 
make an initiative roll: 

(2d10 + Qu Bonus+ modifications) 

3) Snap Action Phase - Resolve all snap actions in the 
order indicated by initiative rolls. 20% is the maximum 
activity for a movement action. 

MOVEMENT LIMITATIONS 
Movement can take up to 100~ a~tivity for a.round. How. 

ever, depending upon the phase 1~ 1.s resolved m ~i._e., snap, 
normal, or deliberate), the % act1V1ty for a spec1f1c move. 
ment action is limited. More than one movement action can 
be taken in a given round. Movement is described in detail 

in Section 16.0 (p. 51). 
• A snap movement action can take no more than 

20% activity (i.e., up to 20% of your movement rate). 

• A normal movement action can take no more than 
50% activity (i.e., up to 50% of your movement rate). 

• A deliberate movement action can take no more than 
80% activity (i.e., up to 80% of your movement rate). 

THE BATTLE ROUND SEQUENCE 
Actions are normally performed in the following order 

during a round (unless an action is canceled or put into an 
"opportunity state," see Sections 18.7 & 18.8, p. 54). 

1) Action Declaration Phase 
2) Initiative Determination Phase 
3) Snap Action Phase 
4) Normal Action Phase 
5) Deliberate Action Phase 

Note: Awareness and Orientation rolls are used when T?­

quired by circumstance (see Sections 18.3 & 18.4, p. 53). 

Note: Conflicting actions may modify this sequence (see 
Section 18.6, p. 54). 

ACTION DECLARATION PHASE 
At ~he beginning of each round, each player should state 

or. wnte ~own (the GM must decide which) what actions he 
wishes his character to perform for that round. Each com· 
bat~nt may declare up to one of each of the three types of 
actions, but his total declared activity percentage may not 
excheed 100%. He must also indicate during which phases 
eac action will occur. 

At the same time, the GM should decide what actions the 
~on-player characters will take. The actions are then resolved 
m t~e order specified by the sequence above. The following 
sections describe how to resolve the various actions. 

INITIATIVE DETERMINATION PHASE 
Each character must make an initiative roll: 

2d tO + Qu Bom1s + Modifications 
Condition Modification 

llOUMASTU 
4) Normal Action Phase - Resolve all normal actions in 

the order indicated by initiative rolls. 50% is the 
maximum activity for a movement action. 

~u~prised ................................................................................. 4 
a en more than 50% of hits -4 

~ 5) Deliberate Action Phase - Resolve all deliberate actions 
in the order indicated by initiative rolls. 80% is the 
maximum activity for a movement action. 

Declared Movemen ...................................... _. ••••• 
t .................... -1 per 10% of maximum 

movement activity (based on declared pace) 
In each phase (s 

with the hi h .. ~a~, normal, deliberate), the character 
then th hg eSt initiative roll takes his action (if any) first, 

e c aracter with th h. • and so on until all . e next 1ghest roll takes his action, 
actions for that phase have been resolved. 



SNAP ACTION PHASE 
During this phase, all snap actions are resolved using the 

following restrictions: 

• A snap action receives a -20 modification. 

• All snap actions are resolved in the order indicated by 
initiative rolls. 

• 20% is the maximum activity for a movement action. 

NORMAL ACTION PHASE 
During this phase, all normal actions are resolved using 

the following restrictions: 

• All normal actions are resolved in the order indicated by 
initiative rolls. 

• 50% is the maximum activity for a movement action. 

DELIBERAil ACTION PHASE 
During this phase, all deliberate actions are resolved using 

the following restrictions: 
• A deliberate action receives a +10 modification. 
• All deliberate actions are resolved in the order indicated 

by initiative rolls. 
• 80% is the maximum activity for a movement action. 
• Any unused activity (maximum of 80%) may be used as 

movement that is simultaneously resolved after all of the 
deliberate actions have been resolved. 

Example: This example uses some combat terms defined 
later in Part III. You should read it now to get an idea of 
huw the tum sequence, % activity, and initiative works. 

Jax (a Half~lf Thief) has just finished climbing a rope 
onto the flat roof of a tower. His buddy, Naug (a Dwarven 

Fighter), is still climbing up behind him. Unfortunately, the 
large Ogre coming up a stairwell (10' away) sees fax and is 
not happy (his buddies downstairs are also upset). 

At the start of a new round, Jax declares that he will draw 
his broadsword as a snap action (20%) and melee attack as 
a normal action (80%). He also declares that all of his OB 
will be used to parry. Naug decides to use all of his activity 
(100%) as a deliberate action to finish climbing the rope. 
The GM declares that the Ogre will just walk over (snap 
action) to Jax and attack (normal action). 

fax's initiative roll (IR) is 16, the Ogre's is 9, and Naug's 
is 7 (as if it mattered). 

During the snap action phase, Jax draws his weapon and 
then the Ogre moves 10' to Jax. Since the Ogre's movement 
rate is 501/md when walking, it takes 20% of his activity to 
move the 10'. 

During the normal action phase, fax's action is resolved 
first (due to his 16 IR)-he makes a +0 OB attack because 
he used his entire OB to parry. Jax misses and then the Ogre 
attacks (after he finishes laughing). He must subtract fax's 
"OB-20" ljax used 20% activity to draw a weapon) and 
N-20" (due to 20% activity the Ogre used to move). The 
Ogre also misses and Jax breathes a sign of relief 

During the deliberate action phase, Naug makes a success­
ful Climbing static maneuver, reaches the top, and reluc­
tantly scrambles onto the roof 

At the start of a new round, Jax declares that he will 
attack with his broadsword as a deliberate action (100%). 
He also declares that half of his OB will he used to parry. 
Naug decides to use 20% activity as a· snap action to draw 
his war hammer, 20% of his activity to move behind the 
Ogre, and 60% activity to attack as a deliberate action. The 
Ogre is really incensed-he missed the little elf-hoy-this time 
he attacks as a snap action (100%). 

fax's initiative roll (JR) is 11, the Ogre's is 10. and 
Naug's is 14. 

During the snap action phase, Naug draws his war ham­
mer first (JR: 14). Then the Ogre attacks (JR: 11)-he must 
subtract fax's NOB x 0.5» ljax used 50% activity to parry) 
and "-20» (the penalty for a snap action). The Ogre hits fa.,: 
this time but only delivers a few hits. 

In the normal action phase, Naug moves behind the Ogre. 
During the deliberate action phase, Naug makes his at­

tack first (IR: 14)-he must subtract -40 (due to the 40% 
activity already used), b11t he gets + 10 for a deliberate ac­
tion, + 15 for a f/a11k attack and +20 for a rear attack. He 
delivers a mighty blow and the Ogre drops. ]a.,: would like to 
cancel his attack action. but he cannot because he has al­
ready used 50% of his OB to parry the Ogre. 

llOl.lMAS1U 
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t 2.0 ~ 
A1TACKS 

Part Ill ATTACK RESOLUTION 
Performlna 

Actions 

This section describes attacks and the process used to 
resolve attacks. Attacks occur when a character (the attacker) 
attempts to affect or harm an opponent (the defender. or 
target). Normally, an attacks falls into one of five categories: 

A ttack is resolved by the attacker making an open. 
end; :ttack roll (1d100), addin_g_ any applicable modifica­
tions, and then applying the modified roll to _the appropriate 
attack table. Attack, critical, and fumble/failure tables can 
be found in Appendix A-10.9 -A-10.11 (p. 22~241). Results Missile Attacks ............................ Appendix A-10.4, p. 215 

Melee Attacks ............................. Appendix A-10.5, p. 216 
Basic Spell Attacks .................... Appendix A-10.6, p. 218 

1 l·ned in Section A-10.1 (p. 208) and include· are exp a • 

Directed Spell Attacks ............... Appendix A-10.7, p. 219 
• Hits delivered 

Area Spell Attacks ..................... Appendix A-10.8, p. 219 
• Fumbles and Failures 

Note: See Appendices A-10 (p. 208-219) for full details on 
each type of attack. 

• Critical Strikes 
• Modifications to Resistance Rolls 

ONE-HANDED EDGED WEArON ATTACK TABLE A-10.9.2 

Plolo Cham Rigid -
20 11 18 17 11 15 14 13 12 11 10 I 

Soll­
e 

No Armor 
3 2 

, .... ,so 80 ,oo 12E 14E 15E ,se 18E 18E 16E 18E 1BE 22E 22E 20E 2SE 28E 22E 2SE 2BE :JOE 148-150 

1'5-1'7 l!C ,oc 120 14E ,so ,so 18E 18E 16E ,ee 22E 21E 20E 20E 25E 27E 2,e 2<E 27E 29E 1<11-147 

1.Q-144 8C 10C 120 130 150 140 170 17E 150 17E 21E 21E t9E 19E 24E 26E 21E 24E 27E 28E 142•144 

1»-141 88 108 11C 130 140 140 170 170 150 180 200 20E 19E 19E 23E 26E 20E 23E 26E 27E 1»1.Cl 
1J&.1a 88 9B 11C 130 14C 14C 160 160 140 160 190 19E 180 18E 22E 25E 19€ 22E 25E 26E 131-131 

1SS-1J5 
1»1:u: 
127-121 

124--121 
121-123 

7A 9B 118 120 13C 13C 15C 150 14C 150 190 180 180 180 220 24E 18E 21E 24E 25E 133-135 
7A 9A 108 12C 138 13C tSC 150 13C 150 180 180 17D 170 210 230 170 20E 24E 24E 130-132 
7A 9A 108 11C 128 129 14C 14C 13C 14C 170 170 17C 170 200 22D 170 190 23E 23E 127-121 
7A 8A 108 11C 128 128 14C 14C 12C 13C 16C 160 1$C 160 190 210 160 180 22E 22E 12if.129 
7 8A 9" 108 12A 118 138 13C 12C 13C 15C 150 16C 160 190 200 15D 18D 21E 22E 121-123 

8 9A 108 11A 11A 138 12C 11B 12C 15C 14C 15C 15C 18D 19D 1<D 17D 200 200 11•120 
115--117 • 
112-114 6 ,.,,, 

7 8A 108 11A 10A 128 12C 118 11C 14C 14C 15C 14C 17C 1DO 14C 160 200 190 115-117 
7 8A 9A 10A 10A 128 118 108 118 13C 13C 14C 14C 17C 180 13C 150 190 190 112•114 

6 7 8A 9A 10A 10A 11A 118 108 108 13C 12C 1-48 13C 16C 17C 12C UC 180 180 10.111 
105-tOI 6 7 6A 9 9A 10A 108 9A 96 12B 11C 138 13C 15C 18C 11C 13C 170 _ 11D 10&-108 

1~105 5 6 7 6A 9 9 10A 9B 9A 9B 118 11C 138 12C 14C 15C 108 13C 17D 160 103-105 
1•10:2 5 6 7 7A 9 8 9A 9A SA 88 118 108 128 128 148 14C 108 12B 160 15C 1~102 
.,... 5 6 6 7 8 9 BA 8A 8A 108 98 128 118 138 138 9A 11B 15C 14C 97-89 

- 6 
8 8 B 6A 7A 7A 9A BB 11A 12B 12B 12B BA 108 1<4C 12C 14-N 

5 6 6 7 7 8 7A 7 6A BA 78 11A 108 11B 12B 7 9A 13C 128 11-83 

5 8 7 6 7 8 8 8 6A 7B 10A 108 11B 11B 6 B 13C 11B N-eO 
4 6 6 6 8 5 7A 6B 10A 9A 10A 108 8 7 12B 10A 85-87 
4 5 6 6 8 4 SA 9 9A 9A 9A 5 11B 9 82-14 
4 4 ◄ 6 4 <A 8A 9A 8A < 10A 6 79-81 

4 C 5 5 ◄ 3 5 4A 8 _. BA 7A 3 - 10A - 7&-71 

]S.75 • 3 5 < 3 7 BA -
7 6 8A -
6 6 

,s.75 
70-72 
87-411 

71).72 3 3 3 4 ◄ 3 2 ., ... 3 3 4 3 2 

- 3 3 
2 2 3 3 2 2 

.,.., 3 2 3 2 2 

5l-e0222 3 2 
511-57 2 2 1 2 2 
52-M 2 2 2 

ff.-51 2 2 

- 2 --i7.a, -

6 5 -81.Q 

XX-U XX43 

1111101-XX F F F F F F F F F F F F F F F F F F F F 01-lcXUII 

WEAPON DATA TYPICAL WEAPON DATA 

C.t!.M, 

0-
Fakhlon i 
Foil f 
llandu, 

Ka-* 
Lon,Swwd 

Main G,U<h, 

Rapi,, t 
s.i., 

Sal 

Sdmlw 
Shon Swwd 

Tomwwk 

...... Cnd<.a 08 M.u M.u 
._ T,.. "'°" ...... Cnd<.a 

01-04 Sluh -5 150 E 

01-03 Sluh .0 150 E 

01-03 SI.uh -5 150 E 

01 Pl.lflC1wr 0 10 110 0 

01-05 Sluh •<I 150 E 

01-03 PW\dw~ -15 110 

01-04 Sluh • 10 150 

01-03 Sluh •·5 150 

01-04 Sluh •<I 150 

01-02 PW\dun -5 120 

01.0. Punctwc • 10 130 

01-03 Sluh .0 150 

01-02 Pwuw-c •10 J20 

01-04 Swl> .0 150 

OU)2 Sluh •0 135 

01-04 Sluh .0 140 

D 

E 

E 

f 

D 

f 

E 

D 

f 

E 

E 

t - Dt-liYffl only hall of W hlu lNlk•ttd. 
l - Drllven an cxtn 50ft ol the hlu lndlcaLCd. 

l.cn,th, 2 - 3.sr .. , Ranp Modillcn, 
Wripb 3 • 5 pounds 

Pwnbla Raap, 01 • 03 UM (XX•3) 

Cridcal Type, Slash (p. 235) < 
P - Wupon fumblrd, roll on Tablr A-10. 1 I . I (p. 240). 
UM - Unmodlnrd roll. Apply muh whh no modific11ions. 

M'f11&J,,,,. 

The last three results will usually require 
a second roll on a fumble or failure table 
(p. 240-241), a critical table (p. 231-239), or 
the Resistance Roll Table T-3.4 (p. 52). 

Example: Rollo with his shield and broad. 
sword faces off with a Gorlu warrior using a 
sdmitar. Both combatants will attack using 
the One-Handed Edged ~apon Attack Tablt 
A-10.9.2. Rollo has an armor type of 9, a 
defensive bonus of +29, and a skill bonus of 
+65 (his offensive bonus, OB) with his broad­
sword. The Gorlu has an armor type of 13, a 
defensive bonus of + 15 and a skill bonus of 
+69 with his sdmitar (his offensive bonus, 
OB). 

Rollo attacks firn and rolls a '36: for a 
modified attack result of '86'-adding Rollo's 
OB of +65 and subtracting the Gorius DB 
of 15. Cross-indexing '86' with the Gorlu's 
armor type of 13, we get a result of '6'-the 
Gorlu takes 6 hits. 

The Gorlu then attacks Rollo and rolls a 
'91: for a modified attack roll of '131'-add­
ing the Gorlu 's OB of +69 and subtracting 
Rollo's DB of 29. Cross-indexing '131' with 
Rollo's armor type of 9, we get a result of 
'18D'-Rollo takes 18 hits and an 'D' sn;tr· 

ity critical. The critical type is 'slash' and 
another roll is made for the critical-the roll is 
a '17: Rollo is lucky. Cross-indexing '17' with 
the severity ('D') on the Slash Critical Strike 
Table A-10.10.5, we see that Rollo takes 2 
extra hits and has a -10 modification to all 
actions. 

Now wounded and worried, Rollo attacks 
again and rolls a '97'. Because this roll is 
open-ended, Rollo rolls again-the roll is a •11; 
so Rollo's attack roll is 108 (97+11). His 
modified attack roll is '148' (108 +65 OB 
-15 DB -10 due to the critical). Cross-index· 
ing '148' with the Gorius armor type of 13. 
we get a result of '18E'-the Gorlu takes 18 
hits and an 'E' severity critical. The critical 
type is 'slash• and another roll is made for the 
cn'tical-the roll is a '66'. Cross-indexing '66' 
with the severity ('E') on the Slash Critical 
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01-05 

Strlll lands l)C)Ofty. Youn111e1111 ..._ 

+211 +3H 

06-10 
"'1 opening IPPIIII and II yoa can 1011 Unbllanct tilt. You~~ nut lfflldt lot IIQhlty. round. 

+-4H +&H 

11-15 
You folclyou, c,pponer,tblclt HtllNpt Yo,, PUii! llldl toe·a W11P011 Ind ton:1 
)'OIi II Illy wlll wld swtngs. him back. 

+3H-ll +4H-ll 

16-20 
You 111n In and alnh lllt's side. You S1rong blow IO toe's rtlll. F1>I drops his 
IICIIYt lnltillM next round. OM 111d llfflolt his 'Mllpon. 

+211-(-10) C>e-(+10) 

21-35 

Affll 111d chest llrlb. foe C1M01 dlll!,d foe Mids your 11111n lllotl, 11111 yo,, n1c:11 
hlnlllll lOf I moment. Yo,, llilp wound him on )'OUf ~- foe 1av11 minor his shlllded aide. side WIiund 111d lllfllblaa Ila 101Nt. 

36-45 

+3H-oe +3H-•-(·10) 
fol blocb your llllclt on his chnt. YOI Blowto lot's upper llQ. UO lffflOl hllpa 
slall lot's upper a- bloc:lt ... blow. 

+3H-2• 
wllllllao-: +SH 

wlo Ilg o-: +3H -3' 

46-50 
Rtlcl, long 111d Cllch lot In his low Stria IO lllt'I IIOnllch. HI doulllll Mr 
blclt HI twlsls OIII ol 11. but Is In pain 111d you pul your IWOfll cllln 
Ulllllllnc»d. wtlh Olll lllllfl llWIIP, 

+3H-oe-2, +-4H-C>e- 3' 

51-55 

Hlavy blow IO upper IOr1o. Wound 1111 Cul 10I open wllh 111111 QIICI. You n 
Ol)III 111d lot II In pain. His oaa,d 111t11 -olyoar-..uiyou .. 11 
1111, lffllillnOly enough. 1111 blood comilg OU1 ol his chest. 

+SH-ll-3'-(·15) +6H-2O-4'-(·10) 

~ 
1" ol your blldl Qllll 11111 on IOl'a Thlgll-.cl. Your blow CUii dllP and 
lllgh. Yoa twist your wapon. -•k1ll)Ol1lnlwln. 

+611-20-2, +6H-2O-5' 

61~ 
Youn lucky IO llrlrl IOl'I IOfllml foe lrlll III dlurm you and pays • • 
.... -tnafnllll1langa. IIIS1y cut IO his '°""111. 

+-4H-2O -3' - (·10) +6H-2O-3'-(·15) 
You lalOClt IOI Ota lor 6 houri with 1 Block lot's WIIPOII arm--, and thin 

66 
llrlrl lO Ilda ol hlld. II IOI 1111 no hllm, -11. fol drops lmfflldllllly and 
yoa lcll him lnslanlly. uplrn In 12 rounds. Good aholl 

+15H +12H-(+10) 

Strike Table A-10.10.5, we see that the Gorius arm is sw­
md. he is down, he taka 12 more hits, ht dies in 12 rounds, 
and Rollo gds a +10 bonus to his attadu next round. 

Heaving a sigh of relief, RDllo sits down and starts to bind 
his wound. 

UNMODIDID Rous 
When an attack roll before modification falls within an 

MUnmodified" (UM) range for the attack table ~ei~g used, 
no modifications are made to the attack roll. This includes 
Mopen~nded" modifications (i.e., such a roll is not treated as 
being Mopen~nded" -<lo not roll again)._ . . 

Unmodified results can only be achieved if the ~m.odi­
fied roll falls within these ranges. Modified rolls falling mto 
these ranges are treated as the next high~r (or l~wer),.result. 

Each unmodified range is marked with a UM. Each 
weapon attack table in Appendix A-10.9 (p. 220-230) has an 
variable unmodified MFumble Range" specified in the statis­
tics for each specific weapon. 

Example· Suppose in the previous example, Rollo had rolled 
a '02' in;tead of a '97' on his second attack. '02' is in the 
unmodifltd fumbk range of 01.()3 for Table A-10.9.2. S~, 
tven though Rollo would normally add his +65 OB to h1_s 
attack, his attack roll remains a '02'-Rollo fumbles 1111 

broadsword, automatiazlly misses the Gorlu, and must roll 
on the ~apon Fumble Table A-10.11.1 (p. 240). Th~ roll 
;. '27' C . d • '27' wi'th the type of weapon ( Ont· .. . ross-,n exmg 
Handtd Arm() on Table A-10.11.1, we ltl that Rollo has 
dropped his broadsword. 

MAxiMUM AND MINIMUM lhsuLTS 
Each attack table has a maximum and a minimum result. 

If a modified attack roll exceeds the maximum result, the 
roll is treated as the highest non-unmodified result (see above) 
allowed. If a modified attack roll is less than a minimum 
result, the roll is treated as the lowest result 'that is not an 
unmodified result. 
• On all of the attack 

tables, the minimum 
result is one more than 
the unmodified fumble/ 
failure result. 

• On Tables A-10.9.1 -
A-10.9.6, the maximum 
result is 150. 

• On Tables A-10.9.7 & 
A-10.9.8, the maximum 
result is determined by 
the type of attack, the 
animal's size-tiny, small, 
medium, large, or huge. 

• On Table A-10.9.9, the 
maximum result is 
determined by the type of 
bolt-lightning, fire, ice, 
water, or shock. 

• On Tables A-10.9.10 & 
A-10.9.11, the maximum result is 95 (i.e., one less than 
the unmodified results). 

Example: Suppose in the first example for Rollo's second 
attack, he had rolled a '97' followed by a '81' instead of a 
'97' followed by an '11'. His modifitd attack roll would be 
'218' (97 +81 +65 OB -15 DB -10 for the critiazl). H{)U)­
ever, the maximum rtsult on Table A-10.9.2 is '150' which 
would givt the same rtsults as '148'. 

ONE-HANDED 1WO-HANDED POLEARMS 
ARMS ARMS AND SPEARS 

Part Ill ,.,.. .... 
Aaa-

01-25 
Your palm Is sweaty. My that weapon Is heayyl Y011 snag your own clolhlS 
Mlybl you will lmprOYII. You lose the opportunity to 111d lose the opportuniy to 

tak11swlng. take a swing. 

Klutzy. Drop your weapon. Your weapon Illes. Take Fumble your dllNIIY 111d 

26-30 Spend two r011nds four r011nds to racowr tt: 01 your weapon Is 0\11 of 
racowrlno tt: or draw a new draw I new one next round. postton. You lose the 
one next round. option to altac k. 

SUMMARY 
1) The attacker makes an open~nded attack roll (not 

open~nded for Basic Spell attacks). 
2) If an unmodified result is obtained, proceed to step 4-

the roll is not modified by anything. 
3) All applicable modifications are made to the roll. 
4) The modified roll is applied to the appropriate 

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

IOUMASlU 
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13.0~ 
STATIC MANEUVERS 

Static maneuvers include tracking, hiding, picking locks, 
disarming traps, reading runes, using items, observation, in· 
fluencing other characters, and any other complex or un· 
usual activity not involving significant movement. 

If a character chooses a static maneuver as his action for 
a round, the Gamemaster should assign it a difficulty (rang· 
ing from "Routine" being the least difficult to "Absurd" be• 
ing the most difficult): 

Routine ................. +30 
Easy ....................... +20 
Light ....................... +10 
Medium ................... +O 
Hard ........................ •10 

Very Hard ............... -20 
Extremely Hard .....• 30 
Sheer Folly .............• 50 
Absurd .....................• 70 

Each difficulty indicates a modification to the static ma• 
neuver roll. The Gamemaster may also assign an additional 
modification to the maneuver roll ( e.g., an attempt to hide in 
a completely empty, small, brightly lit room might be given a 
difficulty of "absurd -10"). 

Note: It is important to remember that certain maneuvers 
may be deemed impossible by the GM The player should be 
advistd that such a maneuver is doomed to failure. 

Unless stated otherwise on the Common Actions Table 
T-3.2 (p. 39), by the GM, or by the description of the skill 
used (see Appendix A-4, p. 102), a static maneuver takes one 
round of 100% activity. Normally, this may be reduced up to 
50% by taking a -1 penalty for every 1% reduced (see the 
example on the next page). 

The Gamemaster may require more than one round for 
maneuvers which he decides are very difficult or complex­
see Section 18.10 (p. 54) for a discussion of multi•round 
actions. He may also allow a character to decrease the diffi• 
culty of appropriate maneuvers by using multiple rounds. 

After the difficulty is assigned, the character may then 
decide not to attempt the maneuver (i.e., he reconsiders and 
decides not to do it). In this case, he cancels his action and 
may perform some other limited action as described in Sec­
tion 18.8 (p.54). 

If the character decides to proceed with the maneuver, he 
makes an open-ended roll (1d100) and adds any applicable 
modifications. These modifications include: 
• If a skill applies to the maneuver, add the skill bonus 

from the character's character record. 
• If there is no specific skill that applies to the maneuver, 

the GM may decide that three times an applicable stat 
bonus will modify the maneuver. 

• Standard modifications from the Standard Static 
Maneuvers Modifications Table T-4.4. 

• Special GM assigned modifications (see Appendix A-4 
for suggested modifications for certain skills). 

After modifications are made, the resulting total is cross• 
indexed with the Static Maneuver Table T•4.3 to obtain the 
maneuver result. 

Note: Some results give the maneuverer special bonuses to 
later maneuvers-these special modifications art not cum11/a. 
tivt (i.e., only one such modification can ht active at a time). 

UNMoomEo Rous 
When a static maneuver roll before modification is a '66', 

no modifications are made to the roll. The '66' result from 
the appropriate Static Maneuver Table is applied immedi· 
ately. 

When a static maneuver roll before modification is a '100', 
the .roll is not treated as being "open-ended" (i.e., do not roll 
agam). In addition, no modifications are made to the roll-
the '100' 1 f . • . . resu t rom the Static Maneuver Table is applied 
1mmed1ately. 

SUMMARY 
l) The Gamemaster assigns a difficulty to the maneuver. 
2) The character decides whether or not to perform the 

maneuver. 

3) If he decides to c h d d per1orm t e maneuver, an open-en e 
roll (not open•ended for '100') is made. 

4)a![ the ~oil is '66' or '100', proceed to step 5. Otherwise, 
apphcable modifications are made to the roll. 

5) The total is a 1· d h · T4 3 PP ie to t e Static Maneuver Table • • • 



.....__ 

Example: Narien uses 60% activity to make a static maneu­
ver to examine a box she has acquired. The GM rules that 
this is a Light difficulty, so Nan·en deddes to go ahead. 

She rolls a 59 and adds +JO (Light maneuver) and +20 
(Observation skill bonus). A full observation maneuver re­
quires 70% activity (seep. 39), so she must also subtract 10 
(-1 per 1% under the % activity required). This modified roll 
of 79 is applied to the Static Maneuver Table 4.3. This is a 
•Partial Success, n so she may not make another maneuver to 
examine the box until next round. The GM tells Narien that 
the box is wooden with silver inlays, and that it has some sort 
of trap. If Narien had a modified roll of 111 or more she 
would have found out more information like the type of wood, 
the type of trap, the value of the box, etc. 

Narien deddes not to examine the box again, and tells the 
GM that she will make a static maneuver to try and disarm 
the trap, and that she will he very careful and take the full 
required % activity. She has a + 10 Disarm Trap skill bonus 
and the GM assigns a difficulty of medium if she takes at 
least 2 minutes (12 rounds) on the maneuver. She decides to 
try and rolls a 37, which is modified to a 47. This is a 
•Failure, • so the GM rules that she may not try again for 24 
hrs and there is a 20% chance that the trap goes off. 

STATIC MANEUVER TABLE T-4.3 

-26 down Spectacular Failure: -
You make a thorough mess of your attempt as you forget 

even the most basic principles of this maneuver. You are at 
-20 modification to your next two actions while you recover 
from your stunning failure. 

-25 - 04 Absolute Failure: -
Your remarkable failure marks you for ridicule. Hope your 

parents weren't watching ... 

05 - 75 Failure: -
You fail. Your skill is not up to the task. Maybe next time. 

UM 66 Unusual Event: -
Your maneuver is beset by an unusual event. It may or 

may not be a beneficial occurrence (GM should choose or 
determine randomly). 

76 - 90 Partial Success: 20% 
Your attempt bears little fruit, but you app~ar t~ b~ on the 

right track. Perhaps more attention to detail will improve 

your chances. 

91 - 110 Near Success: 80% 

You are within sight of your goal! If appropriate, you .may 
attempt to complete your maneuver with another roll with a 
modification of +10. 

UM 100 Unusual Success: 125% 
1 You have achieved a remarkable success in an unusua 

fashion. The GM should determine the details; t his result 
may occur because of an unexpected extraneous event or 
because of a remarkable personal effort. _ _ _ 

111 - 175 Success: 100% 
Congratulations! You are completely successful ln your at­

tempt. Carry on. 

176 up Absolute Success: 120% 
Zounds! Your masterful performance has stretched the 

boundaries of your own abilities! You operate at +10 .\non­
cumulative) to all future attempts to use this skill, unu you 
receive a result of Absolute Failure or Spectacular Failure. 

Note: The "# % " notation indicates the extent to whic~ ~ 
• 1 xtra success 1s mappro-rnaneuver was successful. If part1a or e 

_ Priate, a GM should only take 100% or higher as success • 

STANDARD STATIC MANEUVER 
MODIFICATIONS TABLE T-4A 

General Modifiers Modification 
Any applicable skill bonus ......... .. ........... .................... varies 

Any applicable item bonuses ..... .... ............. .......... .. .... var ies 

Less than normal % activity used ............... -1 per 1 % less 

% of Hits Taken Modification 
0% to 25% ......................................................................... -..... 0 
25% to 50% ......................................................................... -10 
51% to 75% ...................................................................... -... -20 
76% to 100+% .................................................................. _ .. -30 

Other Wounds Penalty 
Hits/Rnd Being Taken .................................. -5 per hit/md 

Stunned .......................................... -50 + 3x SD stat bonus 

% of ExPs Expended Penalty 
0% to 25% ......................................................... _._ ............ ___ .... 0 
25% to 50% ..................................................................... ·--·-· -5 
51 % to 7 5% .................. _ ........................... -·-····-......... _. __ .... _ .. -15 
76% to 90% .................................................... _ ..... ·-·······-·--·-· -30 
91 % to 99% .................... -........ _._ ........................... -·-·-.... ·--·-· -60 
100+% ...................................... -··········-···-···---· .. •····· .. ···---··· -100 

Difficulty Modification 

Routine ................ ·-······ ..................... _._····-· .... -.. ·-----· ....... ___ . + 30 
Easy .............................. _ .............................. ·-····· .... -.. _--··----- +20 
Light _ ...................................................................... --·--·· .... -. +10 
Medium .............................. ·-··· .. ···-·-.. ················ ........... _. ___ ... +O 
Hard ..... ·-········· .. ···· .. ····· ................................................... _. __ .. -t0 
Very Hard .............................. ·-········· .......................... --.-·-···-20 
Extremely Hard ............................................ ·-·······-·-··--.... ---30 
Sheer Folly .................................................... ---········ .. -........ _-50 
Absurd ··-······ .. •••• .. •••••·•••••• .. ·-······· .. -·-............. ____ ... _ ................ -70 

Combat Situation Modification 
In a melee environment § .............................................. _ -20 
Under m issile fire ..................... _ ...................... _._ ............. _ .. -10 

Lighting, if Required t Modification 
No Shadows ........ .............. ............................................... _ +10 
Light Shadows ......................... .......................... ................. +5 
Medium Shadows .................................................. .. ... ....... +O 

Heavy Shadows .................. .......... ...................... ................. -10 
Dark .................. .................................. ...................... ............ -25 
Pitch Bla ck ......... .. ..................................................... .......... -40 

Darkness, if Advantageous t Modification 
No Shadows ... ............................ ..... .. ................... ... ........ .... -30 
Light Shadows ...... ................. .... ........................ .. .. ......... .... -20 
M edium Shadows .... .. .... .. .......... .. ... ................................... +O 

Heavy Shadows .. .. ..... .. .. ........... ........ ............ ............. ........ +10 
Dark ..... . _ ...... .......... ............ ..................... ......... .......... ......... +30 
Pitch Black .............. ....... .. ................... ............. ................. +40 

§ - Some static actions may not be allowed in melee situations 
(GM's discretion). 

t - T hese lighting conditions are for normal human eyesight, 
creatures that can see in the dark should ignore the dark and 
pitch black modifications and half the shadow modifications. 
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t4.0 
CASTING SPELLS 

In order to cast a spell, the character's skill rank for the 
spell list that the spell is on must be greater than or equal to 
the spell's level. In addition, the character must have enough 
Power Points to cast the spell-see Section 8 .4 (p. 33) and 
Appendix A-9 (p.152). 

AUTOMATIC SPELL CASTING 
If a spell is cast automatically, no static maneuver is re­

quired. However, such a spell may still fail: 

• All attack spells fail on an unmodified attack roll of 01-02 
(see p. 218-219). A ld 100 roll should also be made for 
each non-attack spell, the spell fails only on an unmodified 
roll of 01-02. 

• Attack spells can also fail on certain modified attack roll 
results (see p. 218-219). 

A spell may automatically be cast if there are no appli­
cable negative modifiers from the Spell Casting Modifica­
tions Table T-4.6. Otherwise, a spell may only be cast if a 
spell casting static maneuver is made. 

CoNomoNs Rf.QUIRED 
FOR AUTOMATIC SPELL 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). 

4) 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 level - 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 J(ey 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 Jess than 10.5 pounds of 

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

SPELL CASTING STATIC MANEUVERS 
If any negative modifiers from Tab!e T-4.6 apply to a 

. ell the caster can not automatically cast the spell given sp , 
1 

. . 
Instead, he must make a static maneu~er ro I m order to be 
able to cast the spell. If this maneuv~r 1s successful, the spell 
may be cast with the same normal failure chances previously 

outlined. 
This open-ended (1d100) static mane~ve~ roll is modified 

b the caster's skill bonus for the spells bst and all other 
a~propriate modifications from the Spell Casting Modifica­

tions Table T-4.6. 

Spell Casting Static Maneuver Roll = 
1d100 (open-ended) 
+ caster's skill bonus for the spell's list 
+ mods from Spell Casting Modifications Table T-4.6 

Note: This static maneuver is part of the spell casting action 
and is not a separate action. 

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 

(~. 241) and subtract the total of all applicable modifica­
t1ons from the Spell Casting Modifications Table T-4.6. 

UM 66 Unusual Event: ~ 
'Jiou become confused and somehow cast the \vroni? spell. 

e GM should randomly select one of vour other -spells. 
Any results are applied to the target of yo~r ori!!inal spell (a 
GM may choose to ignore normal range limita;ions). 

26 - 40 Partial Success: 
You complete part of the spell casting. You may cast the 

spel_l normally n~xt round as a 50% activity action (i.e., no 
static maneuver 1s required). 

41 - 60 Near Success: 
'f'.ou caSt your spell normally at the end of the deliberate 

action phase of the current round. 

UM 100 Unusual Success: 
Your spell is cast t I . anc you get a +30 bonus (non-clunu :i-

!•ve) to your next spell casting static man.-uvcr (if it occurs 
in the next 10 minutes). 

61 - 125 Success: 
Your spell is cast normally. 

126 up Absolute Success: 

t. Yo)m spell is caSt and you get a +10 bonus (non-cumula-
1ve to your next sp 11 . • th e casting static maneuver (if it occurs 

m e next 10 minutes). 



23.0 
A WARDING EXPERIENCE POINTS 

Experience point (EP) accumulation is a significant fac­
tor in most FRP systems. Simplistic experience point guide­
lines have certain advantages, notably quick assessment and 
a generally diminished opportunity for the Gamemaster to 
inject bias. This seems to be the rationale behind "gold piece" 
based systems. Unfortunately, these rules do a disservice to 
the noble and gutsy player who actually 'experiences' more 
of the battle or campaign; for quite often the spoils fall into 
the hands of th~ cautiou~, or the gold is divided evenly. 

These gu1delmes are aimed at providing a workable bal­
a~ced approach whi~h rewards those who have actuall~ de­
rived the most experience from an adventure without creat­
ing situations where the Gamemaster (GM) must make too 
many or overly subjective decisions. 

The suggested experience points awards are guidelines 
and the Gamemaster should feel free to modify them when­
ever common sense indicates that they are out of line. The 
Gamemaster may total and reward experience points at any 
convenient time, though this usually occurs at the beginning 
or end of a session of play. 

23.1 
EXPERIENCE POINT 

MULTIPLIERS 
All of the experience point guidelines given in the next 

section may be multiplied by 5 if the activity has never been 
performed by the character, by 2 if he activity has only been 
performed once before, and by 1/2 if it has become routine. 
These experience multipliers reflect the "uniqueness" and 
learning value of a given event or action and may act to 
significantly increase or decrease the norm. They should be 
applied to all standard experience values (where applicable) 
unless stated otherwise. 

A routine experience is one where the acting character 
has employed an idea, maneuver, method, etc. of a nature 
which has become "common" to him or her. This includes 
situations where the character has frequently traveled a cer­
tain route, kills a specific creature on a frequent basis, al­
ways uses a spell in a given fix, or has a given religious 
experience periodically. 

-

Condition EP Multiplier 
First Time ........................................................................ x 5.0 
Second Time ................................................................... x 2.0 
Routine ............................................................ .. .. ............. x 0.5 

In addition, certain experience point categories have their 
own specific multipliers. 

Example: Darien the Illusionist always flees and hides be­
low cliffs when pursued. He then uses an illusion to make 
the cliff look like a gentle slope, fooling his pursuers and 
possibly leading them to take a long fall. After the fourth or 
fifth use of this ploy, the Gamemaster may wish to give 
Darien half the usual experience points for it has become 
"routine." 

23.2 
BASIC EXPERIENCE 
POINT CATEGORIES 

This Secti.on summarizes some of the activities that nor­
mally arise during play which should be rewarded with ex­
perience points (EPs). They are the normal rewards, and are 
subject to modification as a result of circumstance. 

The GM may wish to install his own categories or bo­
nuses if needed (e.g., "quest points"). 

MANEUVER EPS 
These experience points are given for unique or inspired 

maneuvers (static and moving) successfully accomplished 
during an adventure. For moving maneuvers a "100" result 
or higher must be obtained. Based upon difficulty, the EPs 
awarded are given the Maneuver EP Chart and are normally 
modified by the following factors. 

Condition Modifier 
Failure of maneuver involves no danger .................... x 0.5 
Failure of maneuver involves some danger ............... x 1.0 
Failure of maneuver involves danger .......................... x 2.0 
Failure of maneuver involves extreme danger .......... x 3.0 
Foe was "defeated" as a result of maneuver.. ........... x 5.0 

Example:Jax (a Thief) successfully scouts a cave (the GM 
ranks this a Light maneuver, 10 EPs). He then sneaks across 
a clearing without an Ore guard hearing him (a Medium 
maneuver, 50 EPs), and hides behind a tree next to the Ore 
(another Medium maneuver, 50 EPs). The GM decides that 
the first and third maneuver involved "some danger• and the 
second involved "danger", and records a total of 160 EPs 
(10x1 + 50x2 + 50x1). 

MANEUVER EP CHART 

Routine ......................................................... O 
Easy ................................................ ............... 5 

Light ............................................................ 10 

Medium ............................. ......................... 50 

Hard ............................ ............. ................ 100 

Very Hard ....................................... ........ 150 

Extremely Hard ..................................... 200 

Sheer Folly ........................ .. .................... 300 

Absurd .......... .. ..... ............................. ... ... . 500 

Note: Result is a number of experience points received by the 
character making the maneuver. 
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SPELL EP CHART -

Lewi of the Character Casting the Spell 
8 9 10 11+ 

Spell Level 1 2 3 4 5 6 7 -
50 40 30 20 10 * 

1 100 90 80 70 60 
60 50 40 30 20 * 

2 110 100 90 80 70 
70 60 50 40 30 * 

3 120 110 100 90 80 

4 130 120 110 100 90 80 70 60 50 40 * 

5 140 130 120 110 100 90 80 70 60 50 * 

6 150 140 130 120 110 100 90 80 70 60 * 

7 160 150 140 130 120 110 100 90 80 70 * 

8 170 160 150 140 130 120 110 100 90 80 * 

9 180 170 160 150 140 130 120 110 100 90 * 

10 140 130 120 110 100 * 190 180 170 160 150 

* * * * * * 11+ 200 * * * * 

Note: Result is a number of experience points received by the character casting the spell. 
* - For characters and/ or spells above 10th level the spell EP result is: . . 

100 - ( 10 x (level of the caster - level of the spell cast) with a maximum result of 200 and a minimum result of 0. 

SPELL EPS 
These points are awarded for casting spells during a com­

bat situation and appropriate non-combat situations (i.e., the 
spell cast must have a valid purpose within the context of 
the goals of the game). Casting a spell that fails results in 0 
points. The experience points awarded are given by the fol­
lowing formula and summarized in the Spell EP Chart. 

100 - ( 10 x (level of the caster - level of the spell cast) 
with a maximum of 200 & a minimum of 0 

Example: Darien the Illusionist is 20th level. If he casts a 
16th level spell-he normally receives 60 EPs. He would 
receive O EPs for casting a 5th level spell and 200 EPs for 
casting a 50th level spell (good luck). 

Spell EPs may also be modified by the following factors. 

Condition Modifier 
Spell caster is in no danger .......................................... x 0.5 
Spell caster is in some danger .............. ..................... .. x 1.0 
Spell caster is in danger .......................................... ...... x 2.0 
Spell caster is in extreme danger .............................. .. x 3.0 
Foe was "defeated" as a direct result of spell .......... x 5.0 

COMBAT EPS 
A number of different EPs are awarded as a direct result 

of damage taken and delivered during combat. 

Htr EPs 
A character receives one experience point for each hit he 

received during the battle and one EP for each hit he deliv­
ered during the battle. 

Condition EP Multiplier 
Character is knocked out ...................................... ........ x 0.5 
Foe is knocked out ....... .. ............................................... . x 2.0 

Example: Berin takes JO hits from the killer beaver but is 
finally able to slay the sucker. Moz gave the beaver 5 hits the 
round before. Berin receives whatever kill points he gets for 
the beaver plus 10 EPs; Moz receives 5 EPs. 

CRmtAL EPs 
These points are awarded for any criticals inflicted on a 

foe regardless of their effect. The EPs awarded are based 
upon the level of the foe and are modified depending upon 
the state of the foe and the combat (see chart on the next 
page). A character also receives critical EPs when he takes a 
critical (e.g., 100 EPs for an 'A', 200 EPs for a 'B', etc.). 

Note: The critical EPs awarded for criticals against a foe 
may not exceed the foe's "kill points." 

Condition Multiplier 
Foe is dead or dying (i.e., no points) ......................... x 0.0 
Foe is unconscious or incapacitated ........................... x 0.1 
Foe is down ..................................................................... x 0.2 
Foe is stunned ................................................................. x 0.5 
Character is alone in melee combat with the foe ... x 2.0 
Foe is a "Large" creature .............................................. x 1.5 
Foe is a "Super-large" creature .................................... x 2.0 

~ 



CRITICAL EP CHART 
Opponent's Critical Delivered 

Level A B C D E 
0 3 5 8 10 13 
1 5 10 15 20 25 
2 10 20 30 40 50 
3 15 30 45 60 75 
4 20 40 60 80 100 
5 25 50 75 100 125 
6 30 60 90 120 150 
7 35 70 105 140 175 
8 40 80 120 160 200 
9 45 90 135 180 225 
10 50 100 150 200 250 

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

to self* 100 200 300 400 500 

* - These points are awarded to a character for criticals 
inflicted upon him by a foe, for these points the 
"level of the foe" is always treated as 20. 

KILL EPs 
These experience points are awarded for killing an active 

opponent or rendering him unconscious. This must occur in 
a combat situation- a true conflict, not a practice or staged 
fight. An active opponent is one that is not dead or uncon­
scious. These points all go to the combatant who delivers 
the blow that knocks out or kills the opponent. The EPs 
awarded for "killing" a character are given in the chart be­
low. 

These EPs are reduced by the number of EPs given for 
criticals already inflicted on the opponent (to a minimum of 
zero EPs). In some cases the GM should add extra EPs for 
creatures with special abilities and powers. 

Condition Modifier 
Foe is same race as character ..... .... ..... ..... ...... ............. x 2.0 
Foe is an "intelligent" creature .... .. .... .. .......... ... ..... ...... x 1.5 
Foe is a "Large" creature ..... ... ........ .. .... ... ......... ... .... ..... x 1.5 
Foe is a "Super-large" creature ..... .. .. ... .. ....... ..... .. ..... ... x 3.0 

Note: A GM may want to award these points whenever a 
character(i) defeat, an opponent, even if combat is not in­
volved. Thi.i would involve getting a foe to submit or to per­
form as you want him lo without actually fighting. Examples 
might include winning a Riddle game with a foe or sneaking 
into his abode and taking what you are after. 

Example: Fulla and Balli are fighting a 9th level Ore. 
Fulla has delivered two 14' criticals and a 'B' critical for a 
total of 180 EPs (2x45 + 1x90), and Balli has delivered a 
'C' critical for 135 EPs. Balli delivers a critical that kills 
the Ore. Since Balli is 7th level the Kill EPs are normally 
300, and the GM rules that the Ore is "intelligent" so the 
300 EPs is modified by x1.5 for a total of 450 EPs. How­
ever, Balli and Fu/la have already delivered 315 EPs 
(180+ 135) worth of criticals; so Balli only gets 135 EPs 
(450-315) for delivering the killing blow. 

DEATH EPs 
A character who takes a "mortal wound" receives EPs 

equal to the Kill EPs (see above) that a 1st level character 
would get for "killing" the character. These points are awarded 
even if the character's mortal wound is healed before he 
dies. 

Condition Modifier 
Character dies, but is later "revived" .............................. x2 

Example: If Ska[, a 7th level Lay Healer, takes an arrow 
in his throat that will kill him in 6 rounds, he receives 500 
EPs even if he is healed before he actually dies. If he dies and 
is later revived by a Lifegiving spell he would receive 1000 
EPs (500x2). 

KILL EP CHART 

Opponent's Level of the Character Delivering the "Killing" Blow 

Level 1 2 3 4 5 6 7 8 9 10 10+ 

0 50 45 40 35 30 25 20 15 10 5 0 

1 200 150 130 110 100 90 80 70 60 50 40 

2 250 200 150 130 110 100 90 80 70 60 50 

3 300 250 200 150 130 110 100 90 80 70 60 

4 350 300 250 200 150 130 110 100 90 80 70 

5 400 350 300 250 200 150 130 110 100 90 80 

6 450 400 350 300 250 200 150 130 110 100 90 

7 500 450 400 350 300 250 200 150 130 110 100 

8 550 500 450 400 350 300 250 200 150 130 130 

9 600 550 500 450 400 350 300 250 200 150 150 

10+ * * * * * * * * * * * 

N t . R I • b f xperience points received by the character delivering the "Killing" blow 
o e. esu t 1s a num er o e d d f • d' 'd I · · I d 1· d) 

( h• I • d d b an amount equal to the EPs awar e or m 1v1 ua cntlca s e !Vere . t 1s resu t 1s re uce Y 
* EP d d ~ I I b ve 9th are· 200 + (50 x (opponent's level - character's level) with a minimum of 200. s awar e or eve s a o • 
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IDEA EPS 
These experience points are given for ideas and plans that 

lead to the accomplishment of a goal or a successful event, 
set of actions, or adventure. The Gamemaster should keep 
track of ideas, plans and suggestions made by player charac­
ters that prove to be useful or successful. After an event, set 
of actions, or adventure is completed and experience points 
from earlier in this section have been awarded, the resulting 
experience points to all group members are totaled. The 
Gamemaster should award half of this total as "idea points," 
dividing it among the characters who came up with ideas 
based upon their respective contributions. This is very sub­
jective, so the Gamemaster doesn't need to keep an exact 
tally of ideas and can usually rely on his general impressions 
of the adventure. 

Example: Balli, Fu/la, and Jax have defeated an Ore guard 
in the examples presented earlier in this section Uax remain 
in hiding as the Ore guard was defeated). Their GM totals 
the EPs already acquired as: Jax, 160 EPs; Balli, 270 EPs; 
and Fu/la, 180 EPs. Thus, the GM should award 305 idea 
EPs (half of the 610 total). Jax had come up with the plan 
for scouting the area and setting up behind the Ore guard as 
a reserve force, so the GM awards Jax 155 idea EPs and 
gives Balli and Fu/la 75 idea EPs each. 

TRAVEL EPS 
A character receives one experience point for each mile 

traveled on land in an unfamiliar area, and one experience 
points for every 10 miles if flying or at sea. The character 
must be conscious and interacting with his environment. 

Condition Multiplier 
Travel is in civilized region .................................. ........ x 0.5 
Travel is in moderately dangerous region ......... ........ x 2.0 
Travel is in extremely dangerous region ................... x 3.0 

Example: A group has traveled 30 miles from through a 
moderately dangerous region. Thus, each character gets 60 
experience points (30 miles x 2 for moderately dangerous) 
for travel. 

MISCELLANEOUS EPS 
Most of these experience point guidelines concern action 

in a tactical situation-a situation involving detailed and pre­
cise activity, usually under time constraints, such as fighting, 
maneuvering, and exploring. It is more difficult to award 
experience points for activities and accomplishments in a 
strategic environment-less structured than the tactical envi­

ronment. 
Travel points reflect the experience gained by traveling 

through new and stimulating regions. In addition, a Game­
master should award miscellaneous experience points for 
the other strategic activities not involving travel. For example, 
figuring out a riddle or clue, planning a successful trip or 
adventure, etc. 

These points may also be awarded by the Gamemaster for 
events that have special significance to a given character For 
example, having a religious experience, visiting a special place, 
accomplishing a special mission or goal, casting non-combat 
spells, etc. They are also awarded for any actions or accom­
plishments that the Gamemaster deems worthy of reward. 

NEGATIVE EXPERIENCE POINTS 
Negative points can be awarded if the Gamemaster feels 

that the actions of a character demonstrate a regression in 
the learning process. . 

Example: Trenket is wandering through a corridor of a de­
serted castle and finds a trap (for which the GM awards her 
100 EP), skillfully circles it and proceeds (perhaps more EP. 
depending on difficulty). Some hours later she returns and 
having forgotten the trap, walks right into it. The GM dete;. 
mines this is something an adventurer of Trenket's level 
shouldn't do (i.e., stumble into a known trap), and awards 
her 100 negative experience points. 

In the rare case when negative points awarded bring a 
characters experience point total below the minimum for his 
level, he loses all benefits earned for that level (resistance 
rolls and combat bonuses), although not acquired skills. Skills 
currently being learned d · · ·1 an stat gains are not acqmred untt 
th_e character next reaches a level he had not previouslv at· 
tamed. • 
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A-9.3 
THE SPELL DESCRIPTION KEY 

Several types of codes may follow the spell names in the 
listings: area of effect, duration, range, and type. In addition, 
some descriptions will explain that a particular spell has an 
RR Modification (shown with the notation [RR Mod: #)). 
This section presents a key to those codes. 

SrECIAL SrEu CooES 
[RR Mod #] - Any RRs against the effects of this spell are 

modified by #. 
* - Instantaneous; spell does not require preparation rounds. 
• - Spell does not require power points. 

* - Part of a set of spells that must be thrown in conjunc­
tion with other spells continuously to be effective ( or fully 
effective). 

Srut TYPES 
E - Elemental spell. These spells use the force of the spell to 

manipulate physical elements (heat, cold, wind, light, wa­
ter, earth, sound, smell, taste, touch). These elements (and 
not the spell) are used to either create a phenomena that 
can affect the physical environment of the target ( e.g., a 
"wall" spell) or the sense of the target (e.g., an "illusion" 
spell). Because the elements are real, no Resistance Rolls 
are normally allowed. 

BE - Ball Elemental spell. These are elemental spells that 
attack an area with one of the physical elements. Such 
attacks are resolved on the Ball Spell Attack Table A-10.9.10 
(p. 229)-see also Appendix A-10.8 (p. 219). 

DE - Directed Elemental spell. These are elemental spells 
that directly attack a target with one of the physical ele­
ments. Such attacks are resolved on the Bolt Spell Attack 
Table A-10. 9. 9 (p. 228)-see also Appendix A-10. 7 (p. 219). 

F - Force spell. These spells involve the direct manipulation 
of matter, energy, the elements, or living beings through 
the use of a spell's force. If the spell has a target capable of 
resisting, the caster makes an attack roll on the Basic Spell 
Attack Table A-10.9.11 (p. 230)-see also Appendix A-10.6 
(p. 218). to determine the RR modification for the target. 
Determine the type of armor the target is wearing and roll 

~ 

on the appropriate column_ of the table (using the Other 
column if nothing else applies). After determining the RR 
modification, the target makes an RR (on Table T-a 

4 p. 230, using the target's level and the attacker's level ·a~ 
the indices). 

p _ Passive spell. These spells usually only indirectly or 
sively affect a target. 1:1tus, if an RR !s a!lowed (G:: 
discretion), its purpose 1s only t~ determine 1f the target is 
aware of the spell. Many detection spells are of this typ e. 

U _ Utility spell. These spells only af~ect the caster, a Willing 
target, or a target incapable of resistance. Thus, RRs are 
not usually necessary. A willing target who is capable of 
resisting may still be required to i:nake an RR (GM's dis­
cretion), but it is modified by -50 (1.e., he_ mostly likely Will 
not resist). Most healing spells are of this type. 

I _ Informational spell. These spells involve gathering infor­
mation through means that do not require RRs. 

SPELL Sue-TYPES 
5 _ Subconscious spell. These spells are capable of being 

cast (or triggered) by the subconscious. The caster can 
always cast a spell of this type as a normal spell. In addi­
tion, any subconscious spell can be triggered while the 
caster is unconscious, asleep, in a trance, etc. A subcon­
scious spell can be triggered by conditions that the spell 
can affect ( e.g., a Regenerate spell will trigger if the caster is 
knocked out and has unhealed concussion hits). 

A Stun Relief spell may be cast normally while stunned 
(or stunned no parry) with no penalty. Similarly, an Awake 
spell may be cast while unconscious or asleep if circum­
stances alert the caster/spell's senses. In both cases, it is 
assumed that the spell is triggered subconsciously. 

A GM may allow a character to set conditions on his 
subconscious spells by "programming" his subconscious 
( e.g., a character might decide to only trigger Regrnmzte if 
he takes hits and goes unconscious in combat and not if he 
just trips and falls and knocks himself out). In such a case, 
the GM may require a maneuver roll to use the "program· 
ming" modified by +50 plus three times the character's 
Self Discipline plus any skill developed for this spell list. 

m - Mental Attack spell. Any spell marked with an 'm' is 
considered a mental attack spell, and is subject to effects 
and defenses that target mental or mind attacks. It should 
also be noted that these spells are ineffective against any 
creature or entity that does not have a "mind" per se (e.g., 
Undead, plants, politicians, etc.). 

SPELL AREAS OF EFFECT 
x target(s) - The spell affects x number of targets. 
x target(s)/lvl - The spell affects a number of targets equal 

to the caster's level times x. 

distance R - The spell affects all within a radius equal to 
distance in size. 

distance R / lvl - The spell affects all within a radius equal 
to distance times the caster's level in size. 

area - The spell affects all within a fixed area of effect. 
Sometimes area will be specified as a specific target (e.g., 
1 herb, 1 limb, etc.). 

caster - The spell affects only the caster. 
"-" - The spell has no area of effect. 
varies - The exact size of the area of effect depends upon 

some other aspect of the spell. 

....... 
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OPEN CHANNELING LIST A-9.5.9 

SPELL DEFENSE 
Lvl Spell 

1) Protection I 
2) Cancel Channeling 
3) Protection Sphere I 
4) Cancel Essence 
5) Protection II 

6) 
7) 
8) 
9) 

Area of Effect 

1 target 
caster 
varies 
caster 

1 target 

caster 
varies 

1 target 
caster 

Duration 
1 min/Iv) 

C 
C 
C 

1 min/Iv) 

C 
C 
C 

Ranft 

10' 
self 
10' 
self 
10' 

self 
10' 
10' 
self 

Type 

u 
F 
u 
F 
u 

1 target 
................................................... : .. ::·:::::::::::::::::::::::::::::::::::::::::::::::::::·: 

10) 

Cancel Mentalism 
Protection Sphere II 
Dispel Channeling I 
Channeling Shie.ld 
Protection III 

1 min/Iv) 
1 min/Iv) 10' 

F 
u 
F 
u 
u 

1. Protection I - Subtracts 5 from elemental attack rolls against 
the target, and adds 5 to all of the target's RRs versus spells. 

2. Cancel Channeling- When the caster of this spell is a target of 
a spell from the realm of Channeling, the "incoming" spell must 
first make an RR before the caster makes an RR. For RR 
purposes, each spell uses a level equal to its caster's level. If the 
"incoming" spell passes the RR, it may target the caster of this 
spell normally; otherwise the incoming spell has no effect on this 
target. 

3. Protection Sphere I - As Protection I, except for duration and 
all beings within 10' of target get the benefits. 

4. Cancel Essence - As Cancel Channeling, except the caster is 
protected from spells in the realm of Essence. 

5. Protection II - As Protection I, except bonuses are 10. 
6. Cancel Mentalism - As Cancel Channeling, except the caster is 

protected from spells in the realm of Mentalism. 

7. Protection Sphere II -As Protection Sphere I, except bonuses are 
10. 

8. Dispel Channeling I - Any active spell from the realm of 
Channeling that is on the target must make an RR (use the level 
of that spell's caster as the spell's level). If the spell fails its RR, 
it is dispelled. 

9. Channeling Shield- Creates a shimmering shield in front of the 
caster. This shield subtracts 10 from all frontal Channeling attack 
rolls on the caster (base and elemental). In addition, if the caster 
performs no other actions during a round, he can "pan:y" (as with 
a normal shield) one spell attack. The parry bonus is equal to 10 
plus the caster's skill rank with this list. 

10. Protection III - As Protection I, except bonuses are 15. 

ROUMASna 
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Lvl 

1) 
2) 
3) 
4) 
5) 

Spell 

WEATHER WAYS 
Area of Effect Duration Ranae TyPt !! 

C self H Living Gauge 
Rain Prediction 

Storm Prediction 
Weather Prediction I 

caster 
caster 

caster 
caster 

self 

self 
self 

:: 
:: 
:: 
g 
:: 
:: 
n 
:: 

~~ Breeze Call 1 O'R 1 md/lvl self E II 
JO'R/1 I 1 min/Iv! I H 

10

:))) Fog Call v sef E \:_l.:: 

Weather Prediction III caster self 
:·:::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::::}~ 

1. Living Gauge - Caster can ascertain information from the 
surrounding atmosphere. Information that may be gained in­
cludes: temperature, humidity, barometric pressure, and wind 
speed. The caster can gain a different piece of information each 
round. 

2. Rain Prediction - Gives caster a 
95% chance of predicting the time 
and type of precipitation (±15 
min.) over the next 24 hr. period. 

4. Storm Prediction - As Rain Pre­
diction, except it allows a 95% 
chance of predicting the time and 
type of a storm, ±15 minutes over 
the next 24 hour period. 

5. Weather Prediction I -As Rain 
Prediction except it allows 95% 
chance of predicting time, type, 
and severity of weather (±15 min­
utes) over the next 24 hour period. 

7. Breeze Call - Caster causes a 
breeze to come forth that will 
drive out any gaseous matter 
(cloud, etc.) and modifies by -10 
all missile attacks entering, exit­
ing, or passing through the area of 
effect. Once set, the direction of 
the breeze will not change. 

8. ~og Call - Caster causes fog to 
anse that obscures all vision in 
and through the radius. All missile 
attacks into or out of the fog are 
modified by -10 to -50 (GM's 
discretion). See Appendix A-
9.17.12 (p. 206) for more on fog. 

10. Weather Prediction III _ As 
Weather Prediction /, except that 
~aster has a 95% chance of predict­
mg weather over a 3 day period. 

SPECIAL Nons 
1) All weather generating spells 

cause weather to gradually form 
ove~ ~ period of one minute. In 
addition, weather generating 
spells ~ave no effect in areas where there are not normally 
occurring weather p tt (' . , 2) S A a erns 1.e., ms1de buildings, etc.). 

ee pp. A-9.17,13 (p. 206) for more on information spells. 
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~ ELEMENTAL SHIELDS 
1 L.- spd Ana of Efftc:t Dllralloll Ranp Type 
J O Resist t 1 wget 1 11\ln/l.,.I 

10
, 

.i l) R Heat 1 ta..lif:l 1 . I I0' 
j ~} Resist Cold 1 1Uitt 1 nun/ h•I 1 o• U 
~ 4) RtsUt Light Sjilim 1 O'R 1 lYl 1 0' U 
~ S) R.:sist Heat Sphm: I0'R I rnmf) J I0' U 

S b) Rc:s:a.st d Sphere 1 0'R 1 mm/lvl 1 0' U 
l ) 
;: ) l.Jg}i.Wll\or 1 ta..rgc_t 1 nu kl 10, U 

! 9) Hm-mnor 1 target 1 m1njlvl 10' U 
1: 1 ) Coldannor 1 LlJiet 1 mmjlvl 1 0' u 
l-::i=-•·-·-=:::====:~== :: =:====: : ==· : :::::: = :; ==-=:: :: : ~- = ......... .............. : ... ~::-..:::: ::: : :::·. 

~~. Resist u,ht - Target is totally protected from all natural light . 
(includes glai:e, sunburn, an~ temporaiy blmdmg; but not 
lightning~ This also give a special mocLfication of+ 1 O to all RRs 
,-asu:s hght (electnc1ty), and a special modification of +10 to 
iarger's DB agamst elemental electricity attacks. 

2. Resist Heat-As Rm .st Light., except protects against natural he.1t 
to 200 • F and the mocLfications apply to heat 

3. Resist Cold -As Rtsist u.ght, except protects against natural cold 
10 -20 • F and the mocLfications apply to cold. 

4. Resist U,ht Sphtn - As Rai.st Light, except all beings witlun 
a 10' radius of target are prote.cted. 

5. Resist Heat Sphert - As Rai.st Heat , except all beings within a 
10' radius of target are protected. 

6. Resist Cold Sphrn - As Resist Cold, except all beings within a 
10' radius of target are protected, 

8. Uihtarmor -As Rtsi.st Light , except protects against aU natural 
light and electricity and the modifications are +20 for RRs and 
~20 for DB against attacks. 

9. Heat.armor - As Lightarmor, except protects against heat. 

10. Coldarmor - As Lightarmor, except protects against cold. 

SPEcw.Nons 
No spells on this list are cumulative with each other. 

1. Vibrations I - Causes an obJect of up to 1 pound mass to vibrate 
rapidly; if fragile it may break (roU a RR). If it JS an obJect held 
by a be.mg the being must make a RR or fumble it (each round). 

2. Stayini I - Exerts 1 pound of pressure on a person or objec 
ObJect cannot be moved by staying alone, and pressure can only 
be m one direction. 

3. Telekinesis I - Can move one obJect. up to 1 pound in mass , up 
to 1' per second (with no acceleraoon). lf the caster stops 
concentration before the duration is up, the object remains 
stauonary as if it had a Staying spell of an equal weight hrrut cast 
upon it. 

4. Vibrations II - As Vibrations I, except mass limit is 5 pounds. 

5. Stayini II - As Staying I, except mass !unit is 5 pounds. 

6. Tddtlnuis II - As Te-ltkinesu I, except mass limit is 5 pounds. 
7. Vibrations III - As Vibrations I, except mass limit is 25 pound . 

8. Stayini III - As Staying /, except mass hm1t is 25 pounds. 
9. Vibrations IV -As Vibrations I, except mass limit lS 50 pounds. 

10. Afminr- By concentrating on the mind of a missile firer (the 
firer cannot be the caster) and the flight of the nusstle, the caster 
causes +50 to be added to the attack roU of the missile. The caster 
must concentrate, touch the firer and see the missile for the entire 
round that the missile is fired . 

IOUMASTU 
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MAGICIAN IASl lar 9.11.5 

WATER LAW 
Lvl Spell 

1) Condensation 
Fog 

Aru of Effect 

1 cu' water 
lO'R/lvl 

Duration 
p 

Raup 

touch 
100' 

Type 

E 
2) 
3) 
4) 
5) 

6) 
7) 
8) 
9) 

10) 

WaterwaJI lO'xlO'xl ' 

p 

C 100' 
Water Bo.It I 1 target 100' 
Unfog l0'R/)vl P 100' 
----------------

Calm Water lOO'R 

W.ue.rwall True lO'xl0'xl ' 

C 

I min/Iv) 

100' 

100' 

E 
E 

DE 
F 

F 

E 

1. Condensation - Condenses 1 cubic foot of water from the 
surrounding air. Water gradually condenses into caster's hands 
and may be funneled into any suitable receptacle. 

2. For - Creates dense fog within up to 1 O' radius per level of the 
caster. See Appendix A-9 .17 .12 (p. 206 ). 

3. Waterwall - Creates a wall of water up to 10' x 10' x 1 '. This 
wall reduces all movement through it by 80%. In addition, all 
attacks through the wall suffer a -80 penalty. 

4. Water Bolt I - A bolt of water is shot from the caster's palm. 
Resolve attack on the Bolt SpeJI Attack Table A-10.9.9 (p. 228). 

5. Unfor - Disperses any fog in the area of effect. If all of a fog 
is not dispersed (Le., the fog covers a greater area than the area 
of effect for this spell), the fog will refill the area of effect at a 
rate of 10' radius every 1-5 minutes. 

8. Calm Water - Water within radius is calmed. Waves are cut by 
20' in center and less towards the perimeter. 

10. Watcrwall True - As Wattrwall, except for the duration. 

SftCIAL Nons 
All walls created by speUs on this list must rest on a solid surface. 

' , ...,.-;,,,."'- .. 
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,, 

1. Brenes - Causes a light breeze (up to 20' per round) as long 
as the caster concentrates. Any gasses in the area are moved by 
the breeze. 

2. Airwall - Creates a waJI of dense churning air up to 10' x 10' 
x 3'. This wall reduces all movement through it by 50%. In 
addition, all attacks through the wall suffer a -50 penalty. 

3. Slumber Mist - By concentrating, the caster can remove most 
of the oxygen from the area of effect. After three rounds of 
concentration, all targets in the area of effect must make an RR 
each round in the area of effect or fall asleep (1 round per 10 
failure). All fire spells in the area suffer a -20 penalty (or are 20% 
less effective in the case of non-attack spells). 

4. Stun Cloud I-Creates a 5 ' radius cloud of charged gas particles. 
This cloud delivers a 'C' Electricity critical to all within the area 
of effect on the first and second rounds; a 'B' on the third and 
fourth rounds; and an 'A' on the fifth and sixth rounds (after 
6 rounds, the cloud dissipates). This cloud drifts with the wind. 
The cloud takes one round to form (so anyone in the radius when 
it is cast may make a maneuver to move out of the radius without 
taking a critical). It dissipates after six rounds. 

5. Aintop I - Stops all generalized air movement (e.g., wind) up 
to winds of 30 mph; cuts stronger winds by 30 mph in the area 
of effect. 

6. Stun Cloud X - As Stun Cloud I, except radius is 10'. 
7. V~cuum I-Creates a 5' radius near vacuum. Anyone inside the 

radius must make a successful RR or take a 'B' Impact critical, 
as air leaves and rushes back in. 

8. Air Stop II - As Air Stop I, except radius is 20'. 

9 •. Siu~ Cloud - As Slumber Mist, except for the duration, and 
1t dnfts with the wind. 

10. Stun Cloud IV - As Stun Cloud V, except radius is 20', 

SrlaAL Nons 
1) All vacuums created by spells on this list also create a loud noise. 

The larger the radius, the louder the noise. The GM may wish 
to rule that all within the radius must make a second RR or bt 
dea~ened for 1 round per 10 failure (RR attack level equals the 
radms of the vacuum). 

2) All walls created by spells on this list must rest on a soBd surface. 
3) -~ ~lemental creature made of gas will be cut to 20% activity 

I hit ts the target of an Air Stop spell (and the creature fits into 
t e area of effect). A Vacuum spell thrown upon an elemental 
creature made of gas will result in a Slayt'ng critical on the 
creature. 






