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FANTASY ROLE PLAYING

WHY THIS
BOOK WILL
SAVE YOUR

LIFE...

Or at least save your
story or your character
concept!

You are creative. You
have crafted an interest-
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ing, compelling, and dra-
matic story. Or you have conceptualized the
perfect character. But what rules do you use to
assist you in telling that story or playing that
character in a role playing game? Well, you
hold that answer in your hands!

What lies before you is the ultimate rules set.
Rolemaster provides you with all the rules you
will ever need to tell any fantasy role playing
game. Rolemaster becomes the tool set that you
will use to entertain and explore that new
fantasy that you have been crafting. Like any
good craftsman, simply go to your tool set and
select the tools that will best suit the job at
hand and use those tools.
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When it comes to characters, there is no
system that will allow you more control over
your character definition or more customization
in character design than Rolemaster. What lies
ahead of you is the ultimate mechanism for
portraying the character you have conceptual-
ized! No arbitrary limits. No “you can't do
that”s. Any character can attempt to do any-
thing desired.

You will never adventure in a land that is as
enthralling as one of your own creation. So turn
the page and begin your ultimate journey.
Either as the player or the Gamemaster, the
path lies ahead...
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Rolemaster Fantasy Role Playing is ICE's complete set of Rolemaster Fantasy Role Playing contains complete rules for
rules for those who are looking for a realistic yet playable handling most of the situations that arise in fantasy role
fantasy role playing system. It is also suitable for experi- playing games. A variety of tables and charts add a great
enced gamers who want guidelines and material to inject deal of flavor and detail to a game without significantly
into their own existing game systems and world systems. decreasing playability.

WHAT 1s FANTASY ROLE 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 rules, 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.

ROLEMASTER




PerRSONAL 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 & SkiL 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 CHARACTERS

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).

Introduction




CHARACTER LEVELS

Your character’s level is determined by how many experi-
ence points he has accumulated. Your character starts at 1st
Jevel 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 series of adventures, has a total of
75,614 expertence points, which is more than the 70,000
minimum for 6th level and less than the 90,000 required to
be Zth 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 LEviL

When your character advances a level, you must perform

several actions:

e “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 andy/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 Law.

STAT GAIN TABLE T-2.3
i Low (Diff = Potential - Temporary)
}gigch Die Diff < 10 10 < Diff <20 Diff > 20
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

S1ar GAIN RolLs
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-

art 1l

fecting their value. A stat gain roll must be made for each  creating a
Character

stat—roll two dice (d10):

o If the result is double 1s, 2s, 3s, 4s, or 5s, 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,

e 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,

o 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.
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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 tsa ‘¢’
and a ‘7' Since, the difference 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 her next stat gain roll Rhiannon rolls an ‘8’ and an
‘8 and her temporary stat is increased by 16. However, her
Potential SD stat is only 78, so her temporary SD stat only
increases to 78.




Note: 4 round
consists of 5
phases, three of
whick you can
take actions in.
A character
may take up to
3 actions per
round. one ac-
tion per phase,
but may not
exceed 100%
activity.

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

e 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,

Diviping Up THE WORK

The Gamemaster and the pla}fers should divide up the
work involved in controlling a tact1c§l combat situation, The
Gamemaster has to handle the physical layout and all of tp,
non-player characters, but the players can help with othe,
factors. For example, one player can keep track of the dap,.
age taken and status of each c'haracter. AI.Iother player can
keep track of the round and action sequencing (Section 11,0,
p. 40). Another player can record act1v1t3{ by player charac.
ters which can later lead to experience points. 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 miniz-
tures are scaled for 1" = 5'. 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 can be as elaborate as you wish. Suggestions include:
commercially available miniatures (small statues of various
char"acters 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 be colored or decorated to aid the flavor of play.

.On page 251 there is a sheet of 8.5" x 11" paper with
grid consisting of hexagons (i.e., hexes). This sheet makes
keeping track of distances easier; just count the number ©
hgxes between two points. If playing pieces are used, ¢ac
Pléce can occupy a separate hex to indicate its location.

Most photo-copying centers have a transparency machiné
which is capable of copying any black and white figure onto
a clear plastic sheet. We suggest that you take a piece of tl‘le
hex paper and have a transparency made. This can be lai
over almost any sort of layout, superimposing a grid on it
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THE ACTIONS

There are an unlimited number different actions that a

character may attempt during a role playing game. However.
most fall into the following six classes: '

AAEREKS: i (see Section 12.0, p. 42)
Simple ACtONS ..o, (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 ........ccccccevnn.ennn (s€€ 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 mechanisras 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.
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MANEuvVERs 8. 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 @ SNAP ACHOMN ...covereeeeneeeeecrsseeesseesssennes 1-20%
Movement as a NOrmal aCtion .........eeveesessessessrenns 1-50%
Movement as a deliberate action ............cccoeesveinene 1-80%
Preparing a spell (Section 18.12, p. 55) ....cc..cceevunee 90%
Casting a non-instantaneous spell § ......cccoovverrvinnenne 5%
Casting an instantaneous spell § .........cccoovciivernnnneen. 10%
Concentration

(ie., to maintain a spell, balance, etc.) ......cccoueunne. 50%
Disengage from Melee (may move 10).......cccuvcemueeee. 25%
Making a moving maneuver (Sec. 15.0, p. 48) ...... varies
Making a static maneuver (Sec. 13.0, p. 44) 1 ...... varies
Making a melee attack (App. A-10.5) * ..ccoovrees 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 @ SN ....ccoouummmescsessssssssssssssssses
Loading or Reloading a ShOTt BOW cccucurvvussssssssssssens
Loading or Reloading a composite bow
Loading or Reloading a long bow ...........cccee
Loading or Reloading a light crossbow ........
Loading or Reloading a heavy crossbow

R e
DIGWINgG & WeAPOI v.vvvvssssssessssssssssssssssssssssssssssssssssssisness
ChaNging WeAPONS .vvvvsssssessssssssssssssssmmmmmsssssssssssssssstreeess

Making an Awareness static maneuver
(Section 18.3, P. 53) .ucurrremrmsssssssmmmmusssssssssssssssssssisseess

Controlling mount (Section 18.15, p. 55) v

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

VARIABLE PERCENTAGE ACTIVITIES
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 (+0 mod) ......... 70%

Rapid dismount from a riding animal .......cccccccc.ccce 20%
Careful dismount from a riding animal ......cccccecureenes 50%
Mounting a riding animal e 50%
Relaxed swim 50%
)& Pt e WCutiaty o (R0 s SReRRadt. T astsr s L e, T, SRS 90%
AN st s e 20%
Stalling st famatastatss il at least 50%
Climbing ......coreereessernneens v 60-100%
Standing up from a seated POSItION ...cuurvuecrereenasesnaeses 10%
Standing up from “on knees/crouch” ........ccuummvunnene 20%
Moving up from prone to “on knees/crouch” .......... 30%
Standing up from a prone position ............cceevsseensees 50%
Rapid drop 1o the ground vmmssseesovamsss 10%
Careful drop to the ground ... 20%
Picking something up off the ground ... 30%
Diopring somvethitng woioinmesmmsinsawii 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.

$ — A character may only cast one spell each round.
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SEQUENCING

ACTIONS IN A

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 ACHON? ...oeevreereresenrerssrenees resolved earlier with
a -20 modification

resolved normally
A deliberate action? ......cecoeverreeresnnne. 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.

A normal action?

BATTLE ROUND
SEQUENCE TABLE T-3.1

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:

(2410 + 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,

4) Normal Action Phase — Resolve all normal actions in
the order indicated by initiative rolls, 50% is the
maximum activity for a movement action.

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

ROUND

MOVEMENT LIMITATIONS

Movement can take up to 100%.; activity for a round. Hoy.
ever, depending upon the phase 1t' is resolved in (.1..e., shap,
normal, or deliberate), the % activity for a speCIfl(‘: move.
ment action is limited. More than one movement action can
be taken in a given round. Movement is described in detai]
in Section 16.0 (p. 51)-

e A snap movement action can take no more than

20% activity (i.e., up to 20% of your movement rate).
e A normal movement action can take no more than

50% activity (i.e., up to 50% of your movement rate).

o A deliberate movement action can take no more than

80% activity (i.e., up to 80% of your movement rate).

Tue BatrLe 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 re-
quired by circumstance (see Sections 18.3 & 18.4, p. 53).

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

AcmoN DecLARATION PHASE

At the beginning of each round, each player should state
or write down (the GM must decide which) what actions he
wishes his character to perform for that round. Each com
bat.ant may declare up to one of each of the three types of
actions, but his total declared activity percentage may not
exceed 100%. He must also indicate during which phases
each action will occur,

At the same time, the GM should decide what actions the
non-player characters will take. The actions are then resolved

in the order s;_)ecified by the sequence above. The following
sections describe how to resolve the various actions.

INmATIVE DETERMINATION PHASE
Each character must make an initiative roll:

2d10 + Qu Bonus + Modifications

Condition Modificatio
e L S -4

Taken more than 50% of hits

Declared Movemen........ -1 per 10% of maximum
movement activity (based on declared pace)
witllr: t;aedt\\ip}t\ase‘ (§r}ap. normal, deliberate), the character
et Chgr est Initiative roll takes his action (if any) ffrst.
o acter w1t‘h the next highest roll takes his actiom
on until all 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.

DELIBERATE 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
how the turn sequence, % activity, and initiative works.
Jax (a Halfelf Thief) has just finished climbing a rope
onto the flat roof of a tower. His buddy, Naug (a Dwarven
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Fighter), is still climbing up behind him. Unfortunately, the
large Ogre coming up a stairwell (10’ away) sees Jax 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).

Jax’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 50'/rnd when walking, it takes 20% of his activity to
move the 10"

During the normal action phase, Jax’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 Jax’s
“OB-20" (Jax used 20% activity to draw a weapon) and
“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 be 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-boy—this time
he attacks as a snap action (100%).

Jax’s initiative roll (IR) is 11, the Ogre’s is 10, and
Naug’s is 14.

During the snap action phase, Naug draws his war ham-
mer first (IR: 14). Then the Ogre attacks (IR: 11)~he must
subtract Jax's “OB x 0.5" (Jax used 50% activity to parry)
and “20" (the penalty for a snap action). The Ogre hits Jax
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 0%
activity already used), but he gets +10 for a deliberate ac-
tion, +15 for a flank attack and +20 for a rear attack. He
delivers a mighty blow and the Ogre drops. Jax would like to
cancel his attack action, but he cannot because he has al-
ready used 50% of his OB to parry the Ogre.




Part 1l P ks and the process used 10 ATTACK RESOLUTION
Performing This section describes attacks and the p . d by the attacker maki
k is resolved by Ng an open.
Actions resolve attacks. Attacks occur when a character (the attacker) An attac 14100, e mOdi?iec:

attempts to affect or harm an opponent (the defender of  ,nded attack roll

" s i he modifi lltotheap ;
i ategories: 3 d then applymgt ¢ modified ro § Propriate
target). Normally, an attacks falls into one of five categ ;13:? atr:1 ble. Attagk, critical, and fumble/failure tables o

Missile Attacks.. ... Appendix A-10.4, p. 215 : dix A-10.9 - A-10.11 (p. 220-241), R
) be found in Appendix i esults
g”d_‘fs‘:‘:ﬁjt;"i;; """"""""""" :gg:ﬁjﬁ Y f e e eplained in Section A-10.1 (p. 208) and include;
asi ERS e -10.6, p. . 11 —
Directed Spell Attacks ............... Appendix A-10.7, p. 219 Hits delivere

Area Spell Attacks .. Appendix A-10.8, p. 219 * Fumbles an-d Saees
o Critical Strikes

z::);ez:}g:eo?‘z;:;n;ices A-10 (p. 208-219) for full details on » Modifications to Resistance Rolls
' The last three results will usually require

i a second roll on a fumble or failure table
SR On:-Hanpeb Epcep Wearon Arrack Tasie A-10.9.2 NN o *580241), a critcal table (p. 231.239) o

Plate Chain Rigid Leather Soft Leather No Armor . a
2 1 18 17|16 15 14 1312 1 10 o | s 7 € 5|4 3 2 1 the Resistance Roll Table T3.4 (p. 52)
8150 | 8D 10D 12E 14E | 1SE 1SE 18E 18E | 16E 18E 18E 22F | 226 20E 5B 28E |22 25E 28E O0E | 148-150 " f 1 4 A
145147 [ BC 10C 12D 14E 15D 1SD 18E 18E | 16E 18E 22E 21E |20E 20E 25E 27E [21E 24E 27E 29 | 1AG-147 Example. Rollo 'wzth his shield c'md broad
142144 | BC 10C 12D 13D | 15D 14D 17D 17E 15D 17E 21E 21E [ 19E 10 24E 26E [21E 24E 27E 28E | 142144 sword faces offwlth a Gorlu warrior using a
139141 [ 88 10B 11C 13D 14D 14D 170 17D | 15D 16D 20D 20E | 19E 19E 23E 26E | 20E 20E 26E 27E | 136-141 Cas 7 %
136138 [ 88 98 11C 13D |14C 14C 16D 16D | 14D 16D 190 19 | 18D 18E 22 25E | 19 22E 25E 26E | 136-138 scimitar. Both combatants will attac using
133135 | 7A 98 11B 12D [13C 13C 15C 15D | 14C 15D 19D 18D [ 18D 18D 22D 24E | 18E 21E 24E 25E | 133-135 3 Weapon Attack Ta
130-132 | 7A 9A 10B 12C |13B 13C 15C 15D |13C 15D 18D 18D | 17D 17D 21D 23D | 17D 20E 24E 24E 130-132 the One Handed Edged p T ble
127129 | 7A 9A 10B 11C | 12B 12B 14C 14C | 13C 14C 17D 17D |17C 17D 20D 22D | 17D 19D 23E 23E [ 127129 A-10.9.2. Rollo has an armor type of 9 a
124126 | 7A B8A 10B 11C | 12B 12B 14C 14C | 12C 13C 16C 16D |16C 16D 19D 2iD | 16D 18D 22E 22E | 124-126 " A
121123 | 7 BA 9A 10B|12A 11B 13B 13C[12C 13C 15C 15D [16C 16D 19D 20D [ 15D 18D 21E 22E | 121-123 deﬁmswe bonus Of "'29, anda skill bonus af
118120 | 6 8 9A 10B[11A 11A 138 12C|11B 12C 15C 14G |15C 15C 18D 19D [14D 17D 200 20D | 118120 +65 (hiS oﬂémive bonus, OB) with his broad-
115-117 6 7 BA 10B |11A 10A 12B 12C| 11B 11C 14C 14C [ 16C 14C 17C 19D |14C 16D 20D 19D | 115117
1122114 [ 6§ 7 8A 9A [10A 10A 128 11B|10B 148 13C 13C | 14C 14C 17C 18D |13C 15D 19D 16D | 112-114 sword. The Gorlu has an armor type 0f13,a
109-111 13 7 8A QA [10A 10A 1A 11B[10B 108 13C 12C | 148 13C 16C 17C | 12C 14C 18D 18D | 108111 : .
w606 | 6 7 7 BA| S A 10A 10B| SA 9B 128 11C[13B 13C 15C 16C|11C 13G 17D 17D | 106-108 defensive bonus of +15 and a skill bonus of
W05 [ 5 6 7 BA| 9 O 10A 98 |OSA 98 118 11C[138 12C 14C 15C|10B 13C 17D 16D |103-105 +69 with his scimitar (his offensive bonus,
100-102 S ] 7 7A 9 8 OA OA | BA 8B 11B 10B |(12B 12B 14B 14C | 10B 12B 16D 15C | 100102 OB
97-99 5 6 6 7 8 8 9 BA | BA BA 10B 9B [12B 11B 13B 13B | SA 11B 15C 14C 97-89 )‘
94-96 5 6 6 6 8 7 8 BA|[7A 7A 9A 8B ([11A 12B 12B 12B | 8A 10B 14C 12C | 94-96 ‘35’
91-83 5 5 6 6 7 2 8 7A T 6A BA 7B [11A 10B 11B 12B 7 SA 13C 12B 91-83 R?Ila attac‘ks ﬁm andl ’o{ls a :36’ fbr ’a
% |« s 5 6|7 6 7 6|6 6 8 7B|10A 108 118 1B 6 8 13C 118 | 8880 modified attack result of ‘86°—adding Rollo’s
85-87 4 5 5 5 6 6 6 6 6 5 7A 6B [10A 9A 10A 10B| 6 7 128 10A B85-87 > L7
@284 |« 4 5 5|86 6 6 5|5 4 8 S5Al9 0A 9A 9A| S5 7 1B @8 | s2es OB of +65 a_"d subtracting the Gorlu’s D?
o1 [4 4 4 4|6 5 5 5|5 4 5 4|9 8A 9A BA|4 & 1A 8 | 798 of 15. Crossindexing ‘86° with the Gorlu's
7678 |4 4 4 4 |5 5 5 4|4 3 5 4|8 8 8A 7A|3 - 1A - | 7878 i,
ol (T (I R S | A iy Py iy [} armor type of 13, we get a result of ‘6"—the
772 |3 3 3 3|4 4 4 3|3 2 3 2|7 7 6 |- - 8 - |77 Gorlu takes 6 hits.
o760 | 3 3 3 3|4 3 3 2|3 - 2 - |7 6 6 5|- - - _|eres
6466 |3 3 2 2|3 3 3 2|2 - 2 -|6 5 5 4|- - - _ | eses The Gorlu then attacks Rollo and rolls a
6163 |3 3 2 2|3 2 2 1|2 - - -|l6 5 4 -|- - - _| s 01’ i . s
R et A T R ot it i B = < 1 W i Sl o o _9 1’ for a mo?'lﬁed attack roll of ‘131 —add 2
WA § % © Bt Sl AR Y fia TG0 TS e, G L ing the Gorlu’s OB of +69 and subtracting
| - - - - - - - - - - - .54 s % % P
i 155 5 =it Ut S g L Nl G s X ) Rollo’s DB of 29. Cross-indexing ‘131" with
selr ol D s s e | Rollos armor type of 9, we get a result of
s | % 4 Somle =t = =taed B FR e TSI L 2 3 G 18D’-Rollo takes 18 hits and an ‘D’ sever-
zw |y ococoo|oocoToI|zoc T oT|Tzozz|toioz o|mm | ity critical. The critical type is ‘lash’ and
il L Il T 0 [ et e MRS Nl e R RO I ... another roll is made for the critical—the roll is
e e e P P Y O] & 17, Rollois Iuckyﬁé indexing ‘17’ with
WEAPON DATA TYPICAL WEAPON DATA th # SN THRCIO SSINaERIE .
Fumble Cridcsl OB  Max  Max 2-35¢ e severity (‘D’) on the Slash Critical Strike
Weapon Range  Type  Mod Result Critical Length: = 3.0 feet Range Modifiers:  — Tabl A 2
Welght: 3 - 5 pounds able A-10.10.5, we see that Rollo takes
oo PR I I Fumble Range: 01 - 03 U™ (XX=3) extra hits and h g all
handed nd has a -10 modification to
Broadoword 0105 Skh 0 150 E Critical Type:  Slash (p. 235) %’ actions.
Cutlass 0103  Ssh 5 150 E
Dagger o1 Pwawe 30 110 D | F~Weapon fumbled, roll on Table A10.11.1 (p. 260) Now wounded and worried, Rollo attacks
:ﬁn’ g:z: Psw, :(; :f‘; E UM — Unmodified roll. Apply result with no modifications. agajn and TOHS a 197‘ Because t’liS m” s
uncture - : p 44’
Handaxe 0104 Slash 110 150 E Open’ended‘ RO”O rolls agam—the m” isa 11'
Kauns $ 0103  Slsh 5 150 E so Rollo’s attack roll is 108 (97+ 1 1) His
Long Sword 0104 Ssh 0 150 E : 5 ’
e i - modified attack roll is ‘148" (108 +65 OB
Rapier 0104 Puncwe +10 130 E -15 DB -10 due to the critical). Cross-index:
Sabre 0103 Slsh 40 150 E ing ‘148’ wi ’ 3
Sai 0102 Punuwe 40 120 D ¢ with the'GorI‘u § armor type of 1 6',
Scimitar 0104 Sh 40 150 E we et a result of ‘18E’~the Gorlu takes 1
Short Sword 0102  Ssh  +0 135 E hits and an ‘E’ severity critical. The mtlcal
Tomahawk 0104 Sh +0 140 E type is ‘slash’ ) he
slash’ and another roll is made for t
1 — Delivers only half of the hits indicated critical—th R , e 66’
# ~ Delivers an extra 50% of the hits indicated. —the roll is a ‘66" Cross-indexing

with the severity (‘E”) on the Slash Critical
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A-10.10.598 MaAximum AND MiNiIMum REsuLts

v

sTass
D Each attack table has a maximum and a minimum result. gﬂ§’é
— E If a modified attack roll exceeds the maximum result, the 3'%'11&
———'01 pe s poorly. Your attack is weak. roll is treated as the highest non-unmodified result (see above) il
e | ,z: - allm;/ed.h If a“modiﬁed attack roll is less than a minimum  Ppart [II
' youcantols | Unbalance foe, You receive inniatve ne | TeSUlt, the roll is treated as the lowest result ‘that is not an Performing
06-10] [smeknelony » — unmodified result.
A "8 e On all of the attack
You force your opponent back. He keeps | You push aside fos' ac
1115 | | youtvay win wid swins. im back, S tables, the minimum
3H-x P result is one more than
T | | Youleaninand siash foe's side. You | Strong blow 1o fow's ibs Fos drops s the unmodified fumble/
- I i o eerd ind slmost s weepon. failure result.
s — O®-10f o On Tables A-10.9.1 -
Arm and chest strike. Fos cannot defend | Fos e
Nl ren. You 59 wowng Naayou e e | A.10,9.6, the maximum
21-35 shioided side. side wound and stumbles back 10 feet, i
e result is 150.
- " SH-4-(10) o Qn Tables A-10.9.7 &
Foe blocks your attack on his chest. You | Blow to foe' "
Slsh fon's upperarea ™| bockmapow - 20¥martobs | A.10.9.8, the maximum
36-45 o g result is determined by
5 Wi leg greaves: +3H - 34 the type of attack, the
Reach long and catch 's stomach Y
back Mo i ot o bt i‘::.w,;u o animal's size—tiny, small,
46-50| | unbaianced. With one more sweep. medium, large, or huge.
e tow h:“v;::;‘ HH-29-u]| o On Table A-10.9.9, the
pen andon s Inpain. s uard s S8 unbee of your sones et v maximum result is
51-55| | . amazioly enough. the blood coming out of his chest. determined by the type of
+5H- X~ 34 - (-15) +6H- 22— 48 - (-10) bolt—hghtn}l‘ngl.‘fue. i
Tip of your biade gets a hit on foe's Thigh wound. Your blow cuts deep and WRIEE; OF SN0CK,
56-50 | | thioh- You twist your weapon. severs an Important vein, ® On Tables A-10.9.10 &
+BH -2~ 26 +8H - 22 - 54 A-10.9.11, the maximum result is 95 (i.e., one less than
o Youan iy s thie m::mm 2:,, s o dir you sad g Wb 3 the unmodified results).
AH =261 -38- (10) +6H=22- 3~ (15) Example: Suppose in the first example for Rollo’s second
You knock 108 out for 6 hours witha | Block foe's weapon arm away and then attack, he had rolled a ‘97’ followed by a ‘81° instead of a
66 :Lhuf Lokt o et ¥ i o o b, w&,ﬂ;’x&“g’&%‘,‘” ‘97’ followed by an ‘11°. His modified attack roll would be
il 2= (100 218’ (97 +81 +65 OB -15 DB -10 for the critical). How-
ever, the maximum result on Table A-10.9.2 is “150° which
Strike Table A-10.10.5, we see that the Gorlu’s arm is sev- would give the same results as ‘148"

ered, he is down, he takes 12 more hits, he dies in 12 rounds,
and Rollo gets a +10 bonus to his attacks next round.

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

R WEAPON FUMBLETTABLEAY 0111 B

ONE-HANDED | TWO-HANDED POLEARMS
Unmobpinep Rolis ARMS ARMS AND SPEARS
i . I Yi im s 3 that is L ( clothes
When an attack roll before modification falls within an | 94.25 | Maybe you w‘;"‘m:{m' i hﬂmmmm You srag your own clthes
“Unmodified” (UM) range for the attack table being used, take a swing. take .Mm"'"""‘“"
no modifications are made to the attack roll. This includes Klutzy. Drop your weapon. | Your weapon fies. Take | Fumble your deiivery and
z : Spend two round 1 ds t it is out ot
“openended” modifications (i.e., such a roll is not treated as | 26-30 o i or e o | eeca new s e round. | Somkie: Vi B
being “open-ended”"—do not roll again). one next round. option to attack.

Unmodified results can only be achieved if the unmodi-
fied roll falls within these ranges. Modified rolls falling into
these ranges are treated as the next higher (or lower) result. SUMMARY

Each unmodified range is marked with a “UM.” Each 1) The attacker makes an open-ended attack roll (not
weapon attack table in Appendix A‘19'9 (p. ?20f23?\) hasan o onended for Basic Spell attacks).
variable unmodified “Fumble Range” specified in the statls- 2) If an unmodified result is obtained, proceed to step 4—
tics for each specific weapon. the roll is not modified by anything.

Example: Suppose in the previous example, R"f"’ ’f‘fd _"’”;ld 3) All applicable modifications are made to the roll.

Z 'Ozd}rfs;eafz 0}; ;: v OthgI-‘(‘)‘;'}':ra;g'lz' A?IZOS "2" ;. ; 4) ’I'hekmo:lified roll is applied to the appropriate

nmodified fumble range o S attack table.
1 OB to his

:::: c;ho:ghaf;lfz zf:;;li:znc;rg:‘aliy ?gg'f;g;fiumbk: his 5) The result may require a roll on a second table.
broad;ward, automatically misses the Gorlu, and must roll
on the Weapon Fumble Table A-10.11.1 (p. 240). The roll
is 27" Cross-indexing ‘27’ with the type of weapon (‘One-
Handed Arms’) on Table A-10.11.1, we see that Rollo has
dropped his broadsword.
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Static maneuvers include tracking, hiding, picking |0c]fs.
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 saswsssss: +30 Very Hard ............... -20
Easy .o +20 Extremely Hard.....-30
1) | (R, +10 Sheer Folly ............ -50
L L S— +0 P10 Rp— -70
Hard ..o -10

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
advised 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:

o 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 are not cumula-
tive (i.e., only one such modification can be active at a time).

UNmobifep RolLs

When a static maneuver roll before modification is a ‘66’,
no modifications are made to the roll. The ‘66’ result from
tltwl appropriate Static Maneuver Table is applied immedi-
ately.

When a static maneuver roll before modification is 2 ‘100’
the roll is not treated as being “open-ended” (i.e., do not roll
again). In addition, no modifications are made to the roll-

Fhe 100" result from the Static Maneuver Table is applied
immediately,

SuMMARY

1) The Gamemaster assigns a difficulty to the maneuver.

2) The character decides whether or not to perform the
maneuver,

3) If he decides to perform the maneuver, an open-ended
roll (not open-ended for 100") is made.

4) If the roll is 66" or *100", proceed to step 5. Otherwise,
all applicable modifications are made to the roll.

5) The total is applied to the Static Maneuver Table T4.3




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

She rolls a 59 and adds +10 (Light maneuver) and +20
(Observation skill bonus). A full observation maneuver re-
quires 70% activity (see p. 39), 50 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 isa
“Partial Success,” 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 decides 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 be 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.

STANDARD STATIC MANEUVER
MODIFICATIONS TABLE T-4.4

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:

Your attempt bears little fruit, but you appear to be 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%

You have achieved a remarkable success in an unusual
fashion, The GM should determine the details; this result
may occur because of an unexpected extraneous event or
because of a remarkable personal effort.

1111725 Success: . 100%
Congratulations! You are completely successful in 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-
Ccumulative) to all future attempts to use this skill, until you
receive a result of Absolute Failure or Spectacular Failure.
[ ———

O A S

S —————

DR SR T

General Modifiers Modification
Any applicable skill bONUS ..........ccoooermmereocererrirresicennee varies
Any applicable itemn bonuses .............ccocccoovveeereeereeneee varies
Less than normal % activity used ............... -1 per 1% less
% of Hits Taken Modification
0% t6 25%unmiimsinasnassnsssannsaiann i
25% 10 DO . consussscastiitopmssnsssssstivtangesgsyssssasarssssssastossiciscsiisss
51% t0 75% .o

76% to 100+%

Other Wounds Penalty
Hits/Rnd Being Taken........ccccooovrurerernurenenee -5 per hit/rnd
Stunned ......coceenernenninrenesnessienns -50 + 3x SD stat bonus
% of ExPs Expended Penalty
0% 10 2DMsssssmmmsrivmmsaininssuiimssbiruneivs s sisnsessbesrasions 0
25% £0 5O ceveeervecereeiee et eessss s s st sissasensssenes 5
51% t0 75% ceoovvevnrerrereeenene -15
26% 10 90B saimuitmmasmsnmassensnasmsbissnae -30
(L PR — -60
100+% -100
Difficulty Modification
Routine........ +30

+20

Hard
Very Hard .o

...................... -10
-20
-30
-50
-70

Extremely Hard ......cocouvvriunernnne.
Sheer Folly.........cccoouune.
Absurd

Combat Situation
In a melee environment §
Under missile fire.......ooceveerrreneenrerenne

Modification

w20
...-10

Lighting, if Required Modification
IO SHAAOWE: v errsemssmmsmonissssasisausinmsmnissssiasmmsss

LIDHE SR s e RS
Medium Shadows

.............................................................

Darkness, if Advantageous
NG SRAAOWE ssurusimusvsnivemsmeiomimm s A O s
A Te1 1] AT o
Medium Shadows

Note: The “# %" notation indicates the extent to whic.h a .
Maneuver was successful. If partial or extra success Is inappro
Priate, a GM should only take 100% or higher as success.

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

t — These 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.




Part 1

Performing
Actions

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 A9 (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 1d100 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.

ConbpimioNs REQUIRED

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 key words for the spell.
c) The caster is not wearing metal armor,
d) The caster is not wearing a metal helmet.
e) The caster is carrying less than 10.5 pounds of
inorganic material.

8) For Mentalism spells: the caster is not wearing a helmet.
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SpeLL CASTING STATIC MANEUVERS

If any negative modifiers from Tab!e T4.6 apply ¢, 4
given spell, the caster can not automatically cast the spe]|
Instead, he must make a static maneuver roll in order to pe
able to cast the spell. If this maneuver 1s successful, the spe||

may be cast with the same normal failure chances previously

. d' -
ouEIl']lrxlii open-ended (1d100) static maneuver roll is modifieq

s ski II's list and all oth
by the caster’s skill bonus for the spe : other
agpropriate modifications from the Spell Casting Modifica.

tions Table T-4.6.

Spell Casting Static Maneuver Roll =

1d100 (open-ended) v
+ 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.

-15—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 T4.6.

02 — 25 Failure:
Your spell fails; roll on the Spell Failure Table A-10.11.2
(P. 241) and subtract the total of all applicable modifica-
tions from the Spell Casting Modifications Table T-4.6.

e ———

UM 66 Unusual Event:

You become confused and somehow cast the wrong spell.
The GM should randomly select one of your other‘SP*?HS'
Any results are applied to the target of your original spell (a
GM may choose to ignore normal ranée limitations).

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

Spe‘_l normally next round as a 50% activity action (i.e., no
static maneuver is required)

41 — 60 Near Success:

Ypu cast your spell normally at the end of the deliberate
action phase of the current round.

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

61 — 125 Success:

Your spell is cast normally.

126 up  Absolute Success:

Your spell is cast and you get a +10 bonus (non-cumula-

ti i
t ve?‘to your next spell casting static maneuver (if it occurs
in the next 10 nminutes),
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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 plaver who actually ‘experiences’ more
of the battle or campaign; for quite often the spoils fall into
the hands of the cautious, or the gold is divided evenly.

These guidelines are aimed at providing a workable, bal-
anced approach which rewards those who have actually 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

FIEst THIN@ cinissosssosssssimsssserssssersssessissssin

Second Time

ROUINE ...t sssissssssssssssanssassnnnes

EP Multiplier

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

Example: Darien the Ilusionist 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.”

23.0
AWARDING EXPERIENCE POINTS

N s e s s Zas Za s

23.2
BASIC EXPERIENCE
POINT CATEGORIES

This Section 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.........ccceec.... x 0.5
Failure of maneuver involves some danger ............... x 1.0
Failure of maneuver involves danger ........ccccoceruunee. x20
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 Orc guard hearing him (a Medium
maneuver, 50 EPs), and hides behind a tree next to the Orc
(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
ROULINE cooooveeeceenecns s sesesesssnsnians 0
Easy st immasssrscasiss 5
Light.. ssis 1O
Medium ... 50
Hard smmmmmanassmsmmsmsasimims 100
LT N o F.1 (o (———————————— 150
Extremely Hard ........cccccovmvvnnnnvriinrn 200
Sheer Folly i wsnismssoimns 300
> 315 [R————————————— 500
Note: Result is a number of experience points received by the
character making the maneuver.
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SPELL EP CHART

S
Level of the Character Casting the Spell
Spell Level 1 2 3 4 5 6 7 8 9 10 11+
L —
1 100 90 80 70 60 50 40 30 20 10 *
2 110 100 90 80 70 60 50 40 30 20 *
3 120 110 100 90 80 70 60 50 40 30 *
4 130 120 110 100 90 80 70 60 50 40 *
5 140 130 120 110 100 90 80 70 60 50 *
T
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 *
10 190 180 170 160 150 140 130 120 110 100 S
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 N0 danger......isisienisnnins
Spell caster is in some danger ...............

Spell caster is in danger........coeeveerenrinnes

Spell caster is in extreme danger .
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.

Hir 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 .........c.cocevvviveeveiieinieiennns x 05
Foe is knocked OuUt ..........coccvvevevevvveerereerieee oo, x 20

Example: Berin takes 10 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.

CrimicaL 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) ......ccccceeeerruemeeee. x 0.0
Foe is unconscious or incapacitated..........c..coovvrenr.o x 0.1
Foelis: dOWI wsssasmsmmimmsanssossamessessissstassssssssmassiasss x0.2
Fo@ 15 STUNNET wopmmsviisisssnmssismssssmssmsassssassunssasssmssmsisssasss x 05
Character is alone in melee combat with the foe ...x 2.0
Foe is a “Large” creature ............oooooeveeervoereeeeerre. x 15

Foe is a “Superlarge” creature




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 20 105 140 175
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.

KiL 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 2 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 ..o, x 2.0
Foe is an “intelligent” creature.............oooovvvevvvvrooon. x 1.5
Foe is a “Large” creature ............cccooovvccovevvcosmscrrnnnnn. x 1.5
Foe is a “Super-large” creature...........coooovooooomvvvvvon. x 3.0

Note: A GM may want to award these points whenever a
character(s) defeats an opponent, even if combat is not in-
volved. This would involve getting a foe to submit or to per-
form as you want him to 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 Orec.
Fulla has delivered two 'A’ 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 Orc. Since Balli is 7th level, the Kill EPs are normally
300, and the GM rules that the Orc is “intelligent” so the
300 EPs is modified by x1.5 for a total of 450 EPs. How-
ever, Balli and Fulla 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” .........ooeoovvevevemnnn. x2

Example: If Skal, 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 20 60
4 350 300 250 200 150 130 110 100 90 80 20
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+ - % * * * * * * * * *
Note: Result is a number of experience points received by the character delivering the "Killing" blow
(this result is reduced by an amount equal to the EPs awarded for individual criticals delivered).
* _ EPs awarded for levels above 9th are: 200 + (50 x (opponent's level - character's level) with a minimum of 200.
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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, Fulla, and Jax have defeated an Orc guard
in the examples presented earlier in this section (Jax remain
in hiding as the Orc guard was defeated). Their GM totals
the EPs already acquired as: fax, 160 EPs; Balli, 270 EPs;
and Fulla, 180 EPs. Thus, the GM should award 305 idea
EPs (half of the 610 total). Jax had come up with the plan
Jor scouting the area and setting up behind the Orc guard as
a reserve force, so the GM awards Jax 155 idea EPs and
gives Balli and Fulla 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 ........coevmemmsisereereessraseenes x 0.5
Travel is in moderately dangerous region ................. x 2.0
Travel is in extremely dangerous region ............c...... 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 invol\{ing detailed a.nd pre.
cise activity, usually under time constramts.‘su'ch as fighting,
and exploring. It is more difficult to award
experience points for activities and accomphshmgnts in a
strategic environment—less structured than the tactical envi-

maneuvering,

ronment. )

Travel points reflect the experience game.d‘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 noncombat
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 deter-
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 and stat gains are not acquired until

th.e c(}i\aracter next reaches a level he had not previously at-
tained.
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A"903
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 SrerL Cobes

[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).

SpeLL Tyres

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
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on the appropriate colurmn of the table (using the Oty
column if nothing else applies). After determining the Rer
modification, the target makes an RR (on Table T3
p. 230, using the target’s level and the attacker's leve] .as’
the indices). : fit
— Passive spell. These spells usually only indirectly o
Psively affect a target. Thus, if an RR is allong (E;I}’\:Z
discretion), its purpose is only to determine if the targe iy
aware of the spell. Many detection spells are of th;s o
U — Utility spell. These spells only affect the caster, 3 Wi]lin.
target, or a target incapable of resistance. Thus, RR ari
not usually necessary. A willing target who is capap]e o
resisting may still be required to make an RR (GM's %
cretion), but it is modified by -50 (i.e., he mostly likely )
not resist). Most healing spells are of this type.

I — Informational spell. These spells involve gathering info,.
mation through means that do not require RRs.

SpeLL Sus-TYPES

s — 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 add;.
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 4wake
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 Regenerate 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 (¢g»
Undead, plants, politicians, etc.).

SpeLL AREAS OF ErrecT

x target(s) — The spell affects x number of targets.

x target(s)/Ivl — 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 ©
distance in size.

distance R / IVl — 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 (8-
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 upit
some other aspect of the spell.
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SPELL DEFENSE

Lvl Spell Area of Effect Duration Range Type
1) Protection I 1 target 1 min/lvl 10’ U
2) Cancel Channeling caster C self F
3) Protection Sphere I varies C 10’ U
4) Cancel Essence caster C self F
5) Protection II 1 target 1 min/lvl 10 U
Cancel Mentalism caster C self F
Protection Sphere II varies c 10' U
Dispel Channeling [ 1 target C 10' F
Channeling Shield caster 1 min/lvl  self U
Protection III 1 target 1 min/lvl 10’ U

WEATHER WAYS

Lvl Spell Area of Effect Duration Range Tive
1) Living Gauge caster c self |
2) Rain Prediction caster - self
3)
4) Storm Prediction caster - self | i
5) Weather Prediction 1 caster - self p §
6) ' |
7) Breeze Call 10'R Tmd/M self g i
8) Fog Call 10'R/Ivl Imin/lvl  self g
9)

10) Weather Prediction III caster — self

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 “parry” (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.

ROLEMASTER

1. Living Gauge — Caster can ascertain information from the
surrounding atmosphere. Information that may be gained i
cludes: temperature, humidity, baromgtnc pressure, and wing
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. Fog Call — Caster causes fog to
arise 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 1, except that
caster hasa 95% chance of predict-
ing weather over a 3 day period.

SeeciaL Nores

1) All weather generating spells
cause weather to gradually form
over a period of one minute. In
addition, weather generating
spells ,have no effect in areas where there are not normally
oceurring weather patterns (i.e., inside buildings, etc.).

4 2) See App. A9.17.13 (p. 20

3

6) for more on information spells
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ELEMENTAL SHIE| ps
Area of

Lo Spell . Effect Duration Range Type
- ) Reust Light ! target Iminl 10
| 7 Resist Heat 1 target Lmi/il 100
| 3 Resst Cold 1 target Lo/l 10

4 4) Renst Laght Sphere 10R Tmavivl  1p o
i g Resist Heat Sphere 10R I min/lyl 1@ H
p) Resist Cold Sphere 10R I miyvl 10 U
i

¢ ) Ligharmor 1 target Im/ 100 g
I min/bl 10 U
.

1 mun/lvl 10

:‘-l -
(includes glare, sunburn, and temporary blinding; but not

lightning). This also give a special modification of +10toall RRs ||

versus light (electnaity), and a specia) modification of +10 to
warget’s DB against elemental electriaity attacks.

2 Resist Heat — As Resust Light, except protects against natural h
to 200°F and the modifications apply to heat. =

3. Resist Cold — As Resust Light, except protects against natural cold
t0-20"F and the modifications apply to cold.

4 Resist Light Sphere — As Resist Light, except all beings within |

a 10' radius of target are protected.

5. Resist Heat Sphere — As Resist Heat, except all beings within a
10" radius of target are protected.

6. Resist Cold Sphere — As Resist Cold, except all beings within a
10’ radius of target are protected.

8. Lightarmor — As Resist Light , except protects against all natural
light and electricity and the modifications are +20 for RRs and
+20 for DB against attacks.

9. Heatarmor — As Lightarmor, except protects against heat.
10. Coldarmor — As Lightarmor, except protects against cold.

SeeciaL NoTEs

No spells on this list are cumulative with each other.

Oren Essince List 9.9.4 @

ESSENCE HAND £

Lvl Spell Area of Effect Duration Range Type

1) Vibrations | ltaget, 116 Imd/M 1000 F ¢
2) Staying I 1 target, 1 Ib 1 mun/lvl - 100 F
3) Telekinesis | 1 target, 1 1b 1 mun/IVi(C) 100 F
4) Vibrauons 1] 1 target, 5 ibs 1 md/lvl 100 F
| 5) Staying I 1 target, 5 lbs 1 min/iW 100 F
6) Telekinesis 11 1target, 5lbs 1 mun/W(C) 1000 F
7) Vibrations 111 1 target, 25 Ibs 1 rnd/lVl - 100 F
8) Staying 111 1target, 251bs  1mun/lvl 1000 F
9) Vibrations IV 1 target, 50 lbs 1md/M 1000 F
10) Aiming 1 target U

1 md(C) touch

et i ¥ St '—‘f‘:’;:'":"';::':::::::":?E
Light — Target 1s totally protected from all natura) light | "

' 1. Vibrations I — Causes an object of up to 1 pound mass to vibrate
rapidly; if fragile it may break (roll a RR). If it is an object held
by a being the being must make a RR or fumble it (each round)

be 1n one direction.

3. Telekinesis I — Can move one object, up to 1 pound in mass, up
to 1' per second (with no acceleration). If the caster stops
concentration before the duration is up, the object remains
stationary as if it had a Staying spell of an equal weight limt cast
upon it.

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

5. Staying IT — As Staying I, except mass limit is 5 pounds.

6. Telekinesis II — As Telekinesis I, except mass limit is 5 pounds.

7. Vibrations III — As Vibrations I, except mass limit is 25 pounds

8. Staying III — As Staying I, except mass limit is 25 pounds

9. Vibrations IV — As Vibrations I, except mass limt 1s 50 pounds.

‘ 10. Aiming — By concentrating on the mind of a missile firer (the

firer cannot be the caster) and the flight of the mussile, the caster

causes +50 to be added to the attack roll of the missile. The caster
must concentrate, touch the firer and see the missile for the entire
round that the missile is fired.

i Object cannot be moved by staying alone, and pressure can only
|
l
[
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WATER LAW

WIND LAW

Area of Effect Duration Range Type

Lvl Spell
1) Breezes 10R/IM ' C 10/lvl g
2) Airwall 10'x10'x3 C 100 g
3) Slumber Mist 5'R/Wvl C 5/M
4) Stun Cloud I 5'R 6 mds 100 g
5) Air Stop I 10R c 1000 p
6) Stun Cloud II 10R 6 mds 20 g
7) Vacuum I 5R - 1000 f
8) Air Stop Il 20'R C 1000 p
9) Slumber Cloud 1'R/IVl 1 min/lvl 5/

10) Stun Cloud IV 20'R 6 mds 40' E

i Lvl Spell Area of Effect Duration Range Type
: 1) Condensation 1 cu' water P touch E
2) Fog 10'R/Ivl P 1000 E
3) Waterwall 10'x10'x1’ C 1000 E
4) Water Bolt I 1 target - 1000 DE
5) Unfog 10'R/Ivl P 100 F
6)
7)
8) Calm Water 100R C 100' F
i09
i 10) Waterwall True 10x10x1° 1 min/M 1000 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. Fog — Creates dense fog within up to 10' 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 Spell Attack Table A-10.9.9 (p. 228).

5. Unfog — Disperses any fog in the area of effect. If all of a fog
is not dispersed (i.e., 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. Waterwall True — As Waterwall, except for the duration.

SreciaL Nores
All walls created by spells on this list must rest on a solid surface.

1. Breezes — 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 wall of dense churning air up to 10' x 1('
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. Airstop I — Stops all generalized air movernent (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. Vacuum 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 1, except radius is 20'.
9. Slumber Cloud — As Slumber Mist, except for the duration, and
it drifts with the wind.

10. Stun Cloud IV — As Stun Cloud V. except radius is 20"
SreciaL Notes

1) Allvacuums 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 be
deafened for 1 round per 10 failure (RR attack level equals the
radius of the vacuum),

2) All walls created by spells on this list must rest on a solid surface

3) An elemental creature made of gas will be cut to 20% activity
if it is the target of an Air Stop spell (and the creature fits it
the area of effect). A Vacuum spell thrown upon an elernentd

creature made of gas wj : . ar s
will res critical on
Creature. ult in a Slaying
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