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1.0INTRODUCTION

The Rolemaster Companion If (RMCI) is yet another collection of
optional rules and spell lists for the Rolemaster fantasy role-playing
system. Optional is the key word here: this material runs the gamut from
play aids that simply make the standard game mechanics easier to handle
to very high powered spells and optional rules. Most (sane) Gamemasiers
(GMs) will not use everything in the RMC/I; there is just too big adiversity
instyle and power level. Carefully examing each section of material before
using it in your world or campaign.

"The RMCII includes a wide variety of material because different role
players want different things from a role playing system. Some GMs run
a low-powered, tightly structured game, while others un a high powered
or loosely structured show. Some might be wary of tinkering with their
guidelines; others might adopt most or all of the material in this product
and still have a longing for more. Most GMs, of course, fall in between
these two extremes, and they will use certain material, ignore some, and
modify the rest.

We encourage the GM to remember two other points. First, he should
never feel that the rules are an etched-in-concrete, unbreakable, unbend-
able, absolutely fixed system; they are simply tocls to help the GM
develop, manage, and run his world. Second, the Gamemaster has- an
obligation to his players to make clear what the physical laws of his world
entail (Le., the game mechanics). We hope GMs indicate clearly what
rules and guidelines from the RMCII are being used and which ones have
been modified or changed. After all, both the GM and the players must
know the bottom line in order 1o cooperate and enjoy a successful FRP
game. — ICE Guys. .

1.1 LORD DESIGNERNOTES TRUE

Have you been frustrated by the “Muiti-book Search” routine while
creating your characters? Well, we have. The RMCII is directed at a
comprehensive presentation of the skills. We've added new skills and a
fully alphabetised skill description section, as well as individualized
character development costs (by profession) and alternate methods for
handling skill resolution, but we’ve kept all this material inside one —we
repeat — one book. (Hurray!). No more frantic book searches or the need
fora 10' by 10’ work area. (Wo!}

OnN SELF-CONGRATULATION

(Now, for more self-kudas...} In this book we have tried to present the

most complete, the most comprehensive character profession and skills

development system possible. And, due in no small part to the help and

guidance of the Good Folk of ICE, we think we’ve done it. It is designed

10 have something in it for everyone, with plenty of room for easy

. expansion, What started out as a highly diversified manuscript evolved

into a fairly specific game aid keying on critical points, compiling a great

deal of scattered information, and incorporating a lot of —heaps 0" —new
material,

ON FLEXIBILITY

We'd like to stress that GMs pick and choose carefully from this
material to help round out your worlds. As a matter of fact, any GM who
opts to incorporate everything within the book will find himself running
a game which would reduce the Lords of Chaos to gasping awe. Options
are strewn throughout the book in a feeble attemnpt to cover all the
possibilities and, though we tried hard, there’s simply no way to doit. So
feel free to enhance, modify, expand, restrict, add and/or delete to your
heart’s desire. Don’t be afraid to improvise if the situation warrants it. If
the game would be improved by the implementation of a sudden insight,
then do it. Justkeep your game consistent, and always remember that your
players breathe the life inio the game.

On RoLe PLAYING

The other half of the key is role-playing. That’s what we re here for. The
game mechanics, the rules, are merely supporting structures. Don’t let
them get it the way of a good time.

As for the players and their characters, remind them that role playing
is what it’s all about. We all know. people whe play characters that are
actually just the players’ normal selves. No matter whether that player is
playing a human mercenary fighting man from Dragonguard, or a dwar-

ven thief from Ravenrook, or an elven healer priestess from Minas
Tiralome, the personality is the same. That is & prime example of poor role-
playing. Encourage (date we say cajole) the players to be bold, adventur-
ous, evendaring. Many of the guidelines included here are intended to give
them more options. Above all, have fun.

On TE HisTory o0F RMCII

Here’s the Work, and welcome to it. A lot of sweat and compromising
went into it, but we feel that it was well worth the effort to be able to bring
it fo you.

The book that you now hold contains a small fraction of the information
that exists in our Red Book. In fact, our major hassle was trying to figure
out what was going to be put into this Companion and what was to be left
out, Our grief knew no bounds when we found out that, due to space
limitations, we couldn’t include everything. (Should I wear the burgundy
silk tunie, or theroyal blue?). Perhaps, if we're fortunate, you'Tl see the rest
in print sometime in the future.

The changes, modifications, and addendums that we came up with
staried almost from Day One when we first bought the system back in early
1983. (Some people just can’t leave well enough alone.) By the way, We'd
like to thank Fohn Berryman for that introduction to Rolemaster. He
showed us the Warrior Monk. “That’s how Martial Arts should work!”

Art’s main job during this creation process was that of a critic, to make
sure that when they ran with the ball they didn’trun too far. Twas Art who
said slyly: “You can’t do thai!” Of course the inevitable quesfion was
“Why not?” Then Art was forced to come up with an explanation. This
helped refine the process and tie up any loose ends. In time, “Youcan’'tdo
that!” became “Pass the Red Book.”

About the only thing we’d like to add is a few thank-you’s. First, to all
of our playtesters. Looking over that list brought back some memories.
Some painful, some heart-warning, quite a few of them hilarious, but all
them worth experience poinis { "Yeh! it was like that for me too, 1 had to
fit it onto the title page” — SCC, the ed.). Thanks to Phil Hagen, who
printed our firstreally viable character sheet {we needed lots of room). We
also wish to give our sincere thanks to Gilbert Webber, who has been in-
strumental in giving us assistance with word processing. data transferring,
and allowing us to use his own personal computer and other computer
accessaries, He has spent many hours proofreading and speil checking this
document. He also is responsible for the reincarnation of our character
sheets. Thanks to John Brown for his assistance in proof reading. Last but
by no way least, thanks to our wives (except PAXX who believes that
single life is wonderful) who allowed us to do the RMCI,

Have thrills, have magic and have fun! We know we did and still do.
Laterdays, — Singh, Mike, and Art.

X TN/

1.2NOTATION

Rolemaster CompanionITuses the standard notation from the Rolemas-
terproducts: Arms Law & Claw Law (AL&CL).Spell Law (SL), Character
Law & Campaign Law (ChL&Cal.), and Creatures & Treasures (C&T}.
Those products should be consulted for specific references; for example,
the spell lists in Section 2.0 all use SL abbreviations and notation in the
spelldescriptions and the creature descriptions inSection 7.0 use the codes
and abbreviations from C&T.

Two type of notatien for dice rolls are employed:

1) The range notation, #-#, where the first # is the beginning range and
the second # is the end of the range; for example, 1-100 is a roll
resulting in a number between 1 and 100 (00).

2) The di¢ type notation, #D#, where the first # is the number of dice
to roll {and sum the results) and the second # is the ‘type’ (number
of sides or possible results from 1 to #) of dice to roll. For example,
D6 = roll two six-sided dice and sum the results; 1D8 =rell one
8-sided die; 3D10 = roli three 10-sided dice and sum the results.
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Optional Profession " Laws"

2.00PTIONAL
PROFESSION “LAWS”

In this section we present new character professions and optional
profession guidelines for the GM to consider. There are several compre-
hensive tables presented in Section 11 that cover these topics for all of the
Rolemaster professions currently published in Character and Cam-
paign Law (ChL&CaL),Rolemaster Companion (I) (RMC1),and
Rolemaster Companion II (RMC2).Thesetablesare:

11.6 Master Level Bonus Table
11.7 Profession Table
11.8 Master Development Point Cost Table

NEWPROFESSIONS
The following new professions are described in detail in Sections 2.1
{uon-spell users), 2.2 (semi-spell users), 2.3 (hybrid spell users), and 2.4
{pure spell users}):

Non Semi Hybrid Pure
Dancer Beastmaster Necromancer Conjuror
Scholar Dervish Warlock Sage
Trader Paladin * Witch Runemaster

Warrior Mage Shaman

* —The Paladin is not a new profession, but some new options and
spell lists are provided. ’

We strongly recommend that the GM examine each profession to see
if it is appropriate for his world in general and his immediate game in
particular. For instance, the Scholar profession might simply fall under the
general auspices of the “NoProfession” profession for some GM’s and not
‘have a separate set of development points; while in another GM’s world,
the civilization might be undergoeing a renaissance and Schelars are very
important and influential. Some of these character professions may be
more suited to NPC’s than a party of adventurers (e.g., a party with good
tendencies might have trouble traveling with a Necromancer who has 6 or
7 undead servants/bodyguards tagging along).

Secondary skill costs for the new professions are presented in Table
11.8.

2.1 NON-SPELLUSERS
2.11 DANCER

The Dancer is a non-spell user who has specialized in precision body
movements. This profession has many variants and can be found in exotic
Martial Arts cults, gymnastic performers, and even as pleasure dancers,
With prime requisites of Agility and Quickness, the Dancer is a true master
of physical self-control.

2.12SCHOLAR

The Scholar is a non-spell user who specializes in the learning,
organizing, and disseminating of knoweledge. Usually found in the
Libraries of more advanced cultures, the Scholar’s prime requisites are
Intuition and Reasoning, Scholars are sometimes seen in less advanced
cultures wandering about the countryside seeking knowledge and wis-
dom.

Weapon Skills: 4/8; 6; 9;15;20; 20 N
Maneuveringin Armor: Magical Skills:
Soft Leather ....covcnnenneens 3 SpPell Lists coeereiriceeeiieeees
Rigid Leather ......cievvveins 4% RuURES vt snserans
Chain Staves & Wands
Plate ..oecerecceeccereeernnenes Channeling ...ovvine
Directed Spells ......
Special Skills: General Skills:
Ambush ..o 39 Clmbing ....cvecveeecmrcnerirninnns 6
Linguistics .......... L Swimming .. w3
Adrenal Moves ....... e d Riding eovveveriaerns w3
Adrenal Defense..... .18 Disarming Traps.... .3/9
Martial ArtS ..oocvveeeereeeeeeienns 3 Picking Locks.... e 37
Body Development ............. 7 Stalk & Hide.......cooviiivinnnns 3
Perception .........ccuveincan 13
Other Skills: see Master Development Point Cost Table.
Prime Requisites: IN/RE.

2.13 TRADER Merchan)

Traders, sometimes known as Merchants, are those who buy, sell, and
barter for a living. Not restricted to a civilized environment, they go
anywhere for a profit. Often their “mark™ lies in lawless territories that
require good protection and a silver tongue. In the cutthroat arena of profit
and loss, a Trader fits well in the realm of Arms. With prime requisites of
Agility and Presence a Trader develops subterfuge and social/linguistic
skills relatively well.

Weapon Skills: 3/9;5; 6,8, 9,10 Weapon Skills: 2/7;3/8;3/9:4: 5,6
Maneuveringin Armor: Magical Skills: Maneunveringin Armor; Magical Skills:
Soft Leather ........ccouvecnee Spell LIStS couvcviriveinrcrinnnans 10 Soft Leather Spell Lists oot
Rigid Leather... Runes.....cococeeeeeeee B Rigid Leather .. RUNES oo coreemecrereneas
Chain .......ccoenne. Staves & Wands ... .-8 Chain ....ccoecvarne Staves & Wands
Plate vcvvvvriivmniininnincieeniie Channeling .........ccocceeccenens 19 Plate oo eeecmreisiscnns Channeling ............
Directed Spells ......ooaueu... 20 Directed Spells ......
Special Skills: General Skills: Special Skills; General Skills:
Ambush ....cocoeiniianine L81171110)17 11~ U AMBUSH coovvrinrinresrirerearinnies 4 CHMbING.....ccovimiiininiosisins 4
Linguistics Swimming .. Linguistics .......... o 1% Swimming .. <2f5
Adrenal Moves .....ccceevuen. Riding wc.cueemeenerermecieasiiens Adrenal Moves....... 210 Riding ..o veveneene - 14
Adrenal Defense............... Disarming Traps Adrenal Defense..... w20 Disarming Traps............... 3/6
Martial ATts c.oevvevieerncneen Picking Locks........ Martial Arts ..coueennnee L3 Picking Locks........ e 316
Body Development Stalk & Hide ..... Body Development .......... 2/6 Stalk & Hide ..... w245
Perception .....oeveeevvnnneee Perception ........eemnininsns 13
Other Skills: see Master Development Point Cost Table. Other Skills: see Master Development Point Cost Table.
Prime Requisites: AG/QU. Prime Requisites: AG/PR.




New Professions: Beastmaster & Dervish : 5

2 2 SEMI-SPELL USERS 2.22 DERVISH

. The Dervish is a semi-spell user of the realms af Arms and Channeling

221 BEASTMASTER who channels and focuses his power through the use of ritualized dances
The Beastmaster is a semi-spell user of the realm of Essence, who uses of power. A true fanatic, the Dervish’s prime requisites are Intuition and
his affinity for animals to bind them to his service. A deadly Arms

Agility.
combatant, the Beastmaster usually has no compunctions over the use of The following are the Dervish’s Base Lists:
his animals to ensure his victory. A Beastmaster’s prime requisites are

Fascination Dances
Strength and Empathy. A common variant of the Beastmaster is a semi- Travelling Dances e

Deadly Dances
Changing Dances

spell user of the realms of Arms and Mentalism, with prime requisites of Teledance Communing Dances
Strength and Presence.
Weapon Skills: 3/9;5;6,6,9; 15
Maneuveringin Armor: Magical Skills:
Soft Leather....oeveueeenenee 5/% Spelt ListS cneriicieriiniienne
Rigid Leather ........oceeeene. ¥ RUNES «.eoecriennnrnenne
CRAIN ceermsiiiiiirinninsserienees 9/* Staves & Wands .....
PLALC oo cseeemsssnnrerineens 20 Channeling ..........
Directed Spells ....ovvvenennes
Special Skills: ‘| General Skills:
AmbBUsh ...ovvreeereeeeerenenees 3 Clmbing ...coceveeermreeervrrenns 2/5
LiNGUISHICS evvroerermseneevnnones 3/ Swimming ....... W 143
Adrenal Moves ...o.ovireeeenne 1/4 Riding ..coveeccemcnrsinsinsererrns 3
Adrenal Defense......coceveienene 3 Disarming Traps. )
Martial ArtS ...cvcveerenerienns 2/5 Picking Locks...occeceeeend i O
Body Development .......... 2/6 Stalk & Hide....oooocveverrninrin 3
Perception .....ceovvereeeenns 2/4
Other Skills: see Master Development Point Cost Table.
Prime Requisites: IN/AG.

The following are the Beastmaster’s Base Lists:
Sense Enhancement Movement Enhancement
Combat Enhancement Animal Bonding
Animal Control (As Animal Mastery: Animist Bagse List)
Calm Spirits (As Closed Channeling List)

Weapon Skills: 3/7;,4;6;6:6;9
Maneuveringin Armor: Magical Skills:
Soft Leather .....oveevveeeens Spell Lists ovvruinviarierrsrececs 4/%
Rigid Leather .. Runes .........cocunes .5
Chaill ..overeeeceecsvensesnnnnnes Staves & Wands ..b
Plate.....occreriecereneriininns Channeling ..... e 13
Directed Spells .....ceevcrnniee 9

Special Skills: General Skills:
AMDBUSH ..o 3 ClmbIng «.vvevevverecriaerennnns
Linguistics .......... w30 Swimming .........
Adrenal Moves........ w27 Riding ccovvcererversrerns
Adrenal Defense..... w15 Disarming Traps
Martial A8 ...oovvrenene 317 Picking Locks....
Body Development .......... 271 Stalk & Hide v.oovvervoninnns

‘ Perception .......coweevens
Other Skills: see Master Development Point Cost Table.
Prime Requisites: ST/PR.
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New Professions: Paladin & Warrior Mage

2.23 PALADIN (HolyWarrior)

This material on the Paladin is an addendum to the Paladin profession
which appeared in The Paladin, RMCL, Section 4.11.

Paladins are the Arms champions of their respective religions. They
will find it easy to develop armed combat skills and wear armor, However,
due to their extreme religious connections, they will also be able fo draw
upon the power of their deity to aid in the championing of that deity’s cause
as a semi-spell user of the realm of Channeling. A Paladin’s prime
requisites are Intuition and Strength.

Here is a list of the Paladin base lists from the RMC1, Section 3.4, and
some additional base lists for GM consideration.

The following are the Paladin’s Base Lists:

Holy Warrior Hand aof Cleansing (As Purifications )
Spell Breaker Communion (As Communal Ways }
Hand of Healing (As Concussion’s Ways)

The following are Additional Base Lists for Paladins:

Inspirations Laying on Hands
Arm'sWay Shielding Way
Exorcism

The GM should allow only those base lists appropriate to his game
world, Due to the rigid nature of a Paladin’s training we advise that the
character be closely supervised (from “above™) to ensure absolute fidelity
to the deity’s cause. After all, most interpretationsof the Paladin make him
out to be a fanatic, either wild-eyed and raving, or calm, quiet, and
inflexible.

Option 1: Oftenitis better thata Paladin not be allowed to learn spell lists
until Sth level. This is give the “higher ups” in the religious structure a
chance todevelop faithand confidence in the new Paladin, Perhaps most
importantly, this give a Paladin a chance to develop his weapon skills
and become capable of championing a cause through Arms.

Option 2: Ler at least one of the base lists learnable by the Paladinbe a

Religious spell list: hidden religious knowledge not disclosed to the
paladin until he proves his worthiness, perhaps at 10th level.

N e A
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Weapon Skills: 2/5;3/8;4;4: 4,6 .

Maneuveringin Armor: Magical Skills:
Soft Leather ......cooocvveennas /% Spell Lists... LAfE
Rigid Leather ... R Vi RURES .cooevrrcresvreserecrisrines 7
101711 | SRR 2% Staves & Wands .......o.......... 9
Plate ..o 3/* Channeling ... 3
Directed Spells ... 20
Special Skills: General Skills:
AMDUSH L 1rvvrrereecrercercecenns 9 CHMBPINE ...o.ovvievirirrsvsnessrinians
Linguistics..... L3 Swimming ....ccovviveerirennes
Adrenal Moves..... .3/9 Riding ...oovorvvimnerirvrisnereans
Adrenal Defense .. .20 Disarming Traps
Martial ATtS .ocoveveecereenenin 6 Picking Locks.....cccvmrerviunne
Body Development .......... 2/5 Stalk & Hide.....c.ococcvnnnnee
Perception ...

Other Skills: see Master Development Point Cost Table.

Prime Requisites: ST/IN.

2.24WARRICRMAGE

The Warrior Mage combines the realms of Arms and Essence as a semi-
spell user. With prime requisites of Strength and Empathy, his might of
weapons combat is well augmented by his Magical abilities, which makes
him a good companion in adversity and a fierce foe in conilict.

==

The following are the Warrior Mage’s Base Lists:

Elemental Ways Sense Enhancement (Beastmaster’s Base List)
Mind’ s Touch Combat Enhancement (Beastmaster’s Base List)
Highriding Movement Enhancement (Beastmaster's Base List)

v+ Option 1: Some GMs may wish tomake an additional Base Listavailable

to Warrior Mages: Body Renewal (Monk’s Base List)

‘ Option 2: A variant of the Warrior Mage uses the realms of Arms and

Mentalism, with prime requisites of Strength and Presence. -

Weapon Skills: 2/7,3/8;3/9;5,9; 12

Maneuveringin Armor: Magical Skiils:
Soft Leather.......ccccovvueens 2% Spell Lists .o veeeecmeecccmenncnne
Rigid Leather ...ccoeeveiennns 2/ RUnes .oevvviinianioisnsananns :
Chain Staves & Wands .
Plate...o i Channeling .......
Directed Spells ....ccoovnnnve.
Special Skills: General Skills:
AMBUSH o 3 ClmbINg ...vevecrreemenennenne 3/9
Linguistics ....covivminisnninns 2% Swimming ..., 26
Adrenal MOVES ...oovvevenen. 3/7 Riding ...coeeevvvess 2/6
Adrenal Defense.. w20 Disarming Traps.....covmverners 4
Martial Arts ... L3/8 Picking Locks ....coccierererinee 5
Body Development .......... 2/8 Stalk & Hide .... W21
Perception ... 2/6

Other Skills: see Master Development Point Cost Table.
Prime Requisites: ST/EM.




New Professions: Necromancer & Warlock

2.3HYBRID SPELLUSERS
2.31 NECROMANCER (DeathMage)

Also known as a Death Mage, the Necromancer is a hybrid spell user
of the realms of Channeling and Essence. A Necromancer gajns his power
through the summoning, communing with, and control of the dead. A
Necromancer's prime requisites are Empathy and Intuition.

The following are the Necromancer’s Base Lists:

Summon Dead Commune
Death Mastery Animate Dead
Undead Mastery Dark Law
Weapon Skilis: 9; 20; 20; 20; 20; 20
Maneuveringin Armor: Magical Skills:
Soft Leather .............. Spell Lists c..oucemivenvnrssrserees 1¥
Rigid Leather. RUDIES 11 evovreemeecseanercsnimssnases 2/5
Chain .....covemeee Staves & Wands ............... 25
PLALe c.vvverriarerisccrerinenenenes Channeling .......... e 215
Directed Spells ...ooveveeens 2/6
Special Skills: General Skills:
AmbBUSH ..o (05111120717 S 7
Linguistics Swimming .3
Adrenal MOVES .oviiereriinnns 5 Riding ..ovivnremenreriniarenreersioneans 3
Adrenal Defense ..o 20 Disarming Traps ...... e T
i Picking Locks ..o.vveeeeecenreneas 7
Stalk & Hide....covirrarercernneas 6
PErception ......ouwemeresmeecs 3
Other Skills: see Master Development Point Cost Table.
Prime Requisites: EM/IN.

2.32 WARLOQCK (ChaosMage)

The Warlock is a hybrid spell user of the realms of Channeling and
Mentalism whose prime requisites are Intuition and Presence. Actually a
renegade Witch, the Warlock’s powers can make him at least as nasty a
character to mess with as the Sorcerer. :

The following are the Warlock’s Base Lists:

Changeling Doom’ s Law
Evil Eye Revenging Law
Scrying Guard Visions of Doom

Weapeon Skills: §;20; 20;20; 20, 20

Maneuveringin Armor: Magical Skills:

Soft Leather ......oisiisins 4% Spell ListS c.ovveereeeeicvrnee 17

Rigid Leather .. . AfF RUBES ..overinrenreanns w25

Chain .......occene .. 6fF Staves & Wands . e 2f5

Plate .ccovrvrriennens * Channeling ........... w25
Directed Spells .ooveereerivenne. 277

Special Skills: General Skills:

AMBUSH oo vvserrsnssrensenns O (051111151117 SOV

Linguistics....... L 1 Swimming ..

Adrenal Moves ... 5 LT3 1117 RO

Adrenal Defense . .15 Disarming Traps

Martial Arts .ooocovcrnecirrenninrens 9 Picking Locks....

Body Development ............. 8 Stalk & Hide ......
Perception ........coeeeeeunees

Other Skills: see Master Development Point Cost Table.
Prime Requisites: IN/PR.
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New Professions: Witch, Conjuror, & Sage

2.33WITCH

The Witch is a hybrid spell user who combines the realms of Channel-
ing and Essence, through the allegiance to one of more deities and/or
demons. Male or female, the Witch is not a character class that is well
versed in dealings with the normal run of folk, consorting with demons
usually by preference as well as necessity. Other than that outside contact
required by the profession, the Witch is usually a veritable recluse,
adventuring abroad only with definite goals in mind. A Witch’s prime
requisites are Intuition and Empathy.
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The following are the Witch’s Base Lists:

2.4PURE SPELLUSERS
2.41 CONJUROR

A pure spell user of Essence, the Conjuror specializes in the use of
Magical Circles for the summoning of creatures and power. With these
Circles, he can summon all manner of beasts: monsters, spirits, and
demons. He can also cast Circles for a variety of other purposes. A
Conjuror’s prime requisites are Empathy and Reasoning.

The following are the Conjuror’s Base Lists:
Demon Mastery

Animal Ways (As Shaman Base List)

Circles of Protection
Circles of Power

Spirit Mastery {As Shaman Base List) Circles of Summoning

Weapon Skills: 9;20; 20; 20; 20; 20

Manenveringin Armor: Magical Skills:

Soft Leather ...oooeevevrivenes 9 Spell ListS covrcearisersicnsesss 1/*

Rigid Leather Runes.......cocveins e 144

{04111/ R Staves & Wands .......oo.... 1/

PlALE c.oovrevrinirsrereneemereneennns Channeling .........coeeeernen 7
Directed Spells .....coooeenne 2/6

Special Skills: General Skills:

AMBUSH oo ceeereiisiisiinernn L0171 11071 1T OO 6

LinGUISHCS .ovvvevoeemeseereeareer SWIMMINE ...vveerrvveeeeseereoenes 3

Adrenal Moves ..... RIAINE 1ovecrcerrerenssermsrsrrsmiansns 3

Adrenal Defense ... - Disarming Traps ..o ececeeen 7

Martial ArtS wovireeererineenn Picking Locks o.oovversnernines 8

Body Development ............. 7 Stalk & Hide...ooooevevmieenrrnns 5
Perception ..o e rcsssinenes 2

Other Skills: see Master Development Point Cost Table.

Prime Requisites: EM/RE.

2.42SAGE

The Sage (sometimes known as a Lore Master) is a pure user of
Mentalism. With prime requisites of Presence and Memory, the Sage is
unparalleled in the arena of knowledge gaining, organization, and assimi-
lation.

The following are the Sage’s Base Lists:

Analysis AbsorbKnowledge
Lore’s Master Recreations
Weave Tale Item Love {As Bard Base List)

Weapon Skills: 8; 10; 15;20;20;20

Conjuring Ways Glamours
Natures Mastery Earth Mastery
Candle Magic Potion Magic
Weapen Skills: 9;20; 20,20, 20; 20
Maneuveringin Armor: Magical Skills:
Soft Leather ..o veessiensences 9 Spell Lists..... 1
Rigid Leather......oveeeeesenn 9 RURES .covuriarnrnnrans w25
Chain .......ccoveee .. 10 Staves & Wands. w25
Plate.....oocveemssiracnemineransenes 11 Channeling .....occeeevrrieesencns 1/4
Directed Spells oeeereennn. 2/5
Special Skills: General Skills:
AMBUSH o 9 CLMDINE .. eoereecesssrrrrrssrennne 5
LiNGUISHCS cvoeveaserrarseeesaes 2/ Swimming .. .3
Adrenal MoVes ....cvvemieenisarns 5 RiGINE -.corveverncrmsivinennsasircnens 3
Adrenal Defense .. 20 Disarming Traps .....coceecscorer 8
Martial ATES ..ooeovvereerncrnnn- 8 Picking Locks..... .8
Body Development ....covees 6 Sialk & Hide... S
Perception ..eereseesscosens 3
Other Skills: see Master Development Point Cost Table.
Prime Requisites: IN/EM.

Maneuveringin Armor Magical Skills:
Soft Leather.....coovaveveennnes Spell LiSts cvevvarrerrrsessssens
Rigid Leather .. RUNES ..oovuriririanas -
[0431: 1, O Staves & Wands .
Plate.verercrerreccessrenrsserssnen ChanneliBg ...oorirerreceses
Directed Spells ....cocverrems
Special Skills: General Skills:
AMbBUsh s ClmbINg c.covevvereresemirmrrenonies 7
Linguistics .... Swimming .. .3
Adrenal MOVES ...oovrvrereeennns Riding .......... 3
Adrenal Defense. . Disarming Traps 8
Martial Arts ......covenee Picking Locks.... 8
Body Development ... ~ Stalk & Hide...... .
. Perception.......ccceveue w2

Prime Requisites: PR/ME.

Other Skills: sec Master Development Point Cost Table.




New Professions: Runemaster & Shaman

2.43RUNEMASTER

Runemasters are pure spell users of the realm of Essence who work
closely with the primal source of Magic. Their power is manifested
through an extensive use of Runes, Glyphs, Wards, Circles, and Power
Words. A Runemaster knows that power is based on symbolic forms, and
the quest to discover or acquire new forms is serious business, A
Runemaster’s prime requisites arc Empathy and Reasoning.

The following are the Runemaster’s Base Lists:

Rune Law Glyph Law
Warding Law Circle Mastery
Words of Power SigiliRunes Imbedding

Option: Runemasters should have special rules governing their spell
casting, having to do with the number of free hands available during
spell casting. This requirement reflects the fact that they must actually
trace and inscribe their Circles, Glyphs, Runes, and Wards.

Minimum #of Non-Compliance

SpellLevel HandsFree Penalty
1st-10th 1 ESF mod — 40

11th+ level 2 ESF mod — 70

These ESF modifiers are additional to any other ESF modifiers
already accrued.
Note: The 1/2/* cost below for Runes skill development means: | point

for the 1st skill rank developed in a given level and 2 points for all
further skill ranks developed in the same level.

Weapon Skills: 9;20;20; 20; 20 20

Maneuveringin Armor: Magical Skills:

Soft Leather ......c.ccocecernnees 9 Spell ListS coevvvsiensiiariiriaes 1/*

Rigid Leather... - 2301 15 SO L 172/0%

Chain .....ocoveccne. .10 Staves & Wands . . 1/4

Plate ..coocvvriivicimieneiiisseene 11 Channeling .....ccoervverevienans 7
Directed Spells ..o 2/6

Special Skills: General Skills:

AMbUSH i 9 ClHmMbING ...couererveiinrmesrarenss

Linguistics ....... L AfE Swimming ..

Adrenal Moves ......c.cceeeeere.. 6 Riding .. eoeeeees

Adrenal Defense................. 20 Disarming Traps......cceoveene. 7

Martial AItS ..cooovmnrenceniaerenn 9 Picking Locks ...c.ccevenevinnnen 8

Body Development ............. 8 Stalk & Hide... 5
Perception ..c.uuemrrreeseecaeens 3

Other Skills: see Master Development Point Cost Table.

2.44SHAMAN

Prime Requisites; EM/RE.
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The Shaman is a pure spell user of Channeling whose power is
manifested through manipulation of the Spirit World (see Section 3.3 and
Table 11.9) and the use of visions, both spelt and drug induced. He is also
well in touch with world of nature, for nature is the root of a Shaman’s
power. Although the Shaman is usually considered to be a barbaric kind
of cleric or animist (even called a “witch doctor” by the uninformed), he
is actually quite sophisticated in the ways of Magic and doctrine. Because
he must interact so much with others (even if most of the others are spirits),
he is usually quite wise to inner workings of men and makes a good
diplomat and negotiator. .

A Shaman will be on very good terms with all animals, though he will
have no reservations about killing and eating them if it is necessary. The
exception to this is the animal which is the Shaman’s totern. This animal
is always treated with respect and reverence by the Shaman.

The following are the Shaman Base Lists:

Spirit Summoning Spirit Mastery
Spirit Healing Animal Ways
Visions Herb Mastery (see Animist base list}
Trances

Because a Shaman has seven base lists to start with, he only receives 3
extra base lists instead of four. A Shaman’s prime requisites are Intuition
and Memory.

Weapon Skills: 6;7;9;9;9; 20
Maneuveringin Armor: Magical Skills:
Soft Leather «...o.cvveeniinins Spell LiStS coevervvceevirsrrnsrennns
Rigid Leather . RUnes ..ovvvcienns
Chain ...uees Staves & Wands
Plate......oovveerirermersiisneenns Channeling ..........
Directed Spells ........cocoinn
Special Skills: General Skills:
AmbBUSh .cvee i (011711377 SO 5
Linguistics SWIMMING ..cooeeervieaeieniannnns 3
Adrenal MOVES .oveeereeeceernsns Riding .....coomivereces .2/4
Adrenal Defense .....oeeeeen Disarming Traps ....oeererens 7
- Martial AT vaewereene. Picking Locks....... 8
Body Development .......... Stalk & Hide..... 3
Perception...eeeeeeeeecrcsnionnes 3

Other Skills: see Master Development Point Cost Table.
Prime Requisites: IN'ME.
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Optional Profession " Laws"

2.5VARIABLE PROFESSIONAL
REALMS

If the GM sees fit he may allow semi-spell users to be of any realm for
their magic use. Thus a Bard could be an Essence using Bard (his Base
Lists would then be Essence and he would learn other lists as a Monk).
Similarly, a Warrior Mage could be of the Realm of Mentalism.

The only profession which does not easily lend itself to this gnideline
is the Paladin, whose very nature necessitates him using the Realm of
Channeling,. However, with minor redefinition even a Paladin can be of
another realm. For instance, instead of caliing the profession Paladin, call
it Champion, and insure that he is tightly bound to a very specific group
or cause (ihe High King for example). Ensure that the world scheme will
accommodate such an idea to this extreme as a profession. For instance,
itis a special group of women dedicated to the ideal of female equality, and
they raise and train such Arms Champions.

While allowing Variable realms there is really no need to modify
development costs, These cosis are extrapolated according to the needs of
the Profession, the job, and the task at hand. The only possible exception
to this is the skill of Channeling, which the GM may opt to modify higher
or lower for professions varying to or from the Realtm of Channeling. A
GM may either double or halve such Channeling skill, which ever is
appropriate. Remember, normally the development costs are keyed more
1o the profession than'the realm.

The GM is well advised to setdown in writing the Realm Variability he
intends to allow in his world, so as to avoid possible player confusion.

Option: If the GM wishes and feels thathis world scheme can incorporate
it, he may allow full Realm Variability for semi-spell user. Forexample,
a world might contain a European style monk who uses Channeling, an
Eastern style monk who uses Mentalism, and a martial arts style monk
who uses Essence. Thus a party of adventures might have both a
Mentalism Beastmaster and a Channeling Beastmaster, if the two
characters could get along. Remember that a fundamental difference
like that of realm of magic could and probably wouldcreate fundamental
differences in perspective, attitude, and goals.

2.6 LEVELBONUSES

In the standard Character Law rules, the only bonuses based upon a
character’s level are level combat bonuses and level spell bonuses (see
Section 5.2, ChL&CaL). When this Optional rule is used, the Master
Level Bonus Table 11.6 provides some other suggested level bonuses.

Option 1: The GM may see fit to allow players to individualize their
character’s level bonuses. Any bonus points above 1 on the Level Bonus
Chart be allowed to be shifted to whether the player chooses. Thus the
original bonus in each category will never be less than 1 (reflecting the
basic needs of fhe profession) and shifted bonus points will reflect
individual direction and tendencies. No category may have a bonus in
excess of 3. '

Option 2: As Option 1 above, but the player must expend 1 background
Option to effect the level bonus shift(s).

2.7 CHANGING CHARACTER
PROFESSIONS

This section presents optional guidelines for something which should
not occur very frequently in a role playing game: 4 character ‘changing’
professions. The GM should handle each character in this situation on an
individual basis, molding the following guidelines to fit the circum-
stances.

The idea of changing character professions may seem 1o be quite
unnecessary in view of a development cost system which allows any
profession to learn to do anything if enough time and effort is applied. But
what about the character who wants to change his profession entirely?
Such a thing could happen. After all, people frequently change their jobs
* and lifestyles. The problem lies in that they do not forget everything they
fearned in their old job and they often have difficulty picking up the
viewpoints and skills necessary for a new profession.

This process is not necessarily unbalancing, but it does produce more
paperwork. If allowed, GM’s should remember that this chore belongs to
the players, not you. Don’tlet your players try to foist the work off onyou!

These guidelines assume that, first, the GM will allow such an action
to take place, and second, that such an event will be closely monitored by
the GM. There are a number of ways that this can be handled. All
approaches assume that the GM requires a period of training and practice
in the ways or the ‘new’ profession. Depending upon the GM's world
system, this could take weeks, months or years.

/ :

Option 0: Only allow the ‘addition’ of anew profession if the character
has at least 2 90 temporary stat in both of the ‘new’ profession’s prime
requisiies.

Option 1:Development Point Cost Averaging upon taking onanew
profession — Basically this option creates a new profession by
averaging the Development Point Costs of the ‘old’ profession and the
‘new’ profession (other factors such as RR bonuses and level bonuses
can also be averaged). As many character professions as desired may be
allowed with this Option, without splitting experience points between
them. The ‘averaged’ profession advances in level normally.

Note: To average development costs use the following guidelines
(fractions shouid be rounded up, unless you want to do the math to
work with fractions of development points):

1) Averaging two single skill development costs — This is the
averaging of two skills thatallow only 1 skill level development per
level. Just average the two numbers. For example, a skill which has
a skill development cost of 3 in one profession and a 6 in the second
profession are averaged 1o get a new skill development cost of 5.

(3 +6)/2 = 4.5 —> (round up 1o get} 5.



Optional Profession " Laws"
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2) Averaging rapid skill development costs — This is the averaging
of two skills that allow two skilllevel development per Jevel. For the
averaging with rapid skill development costs (e.g., 2/5, 1/, etc.),
treat a single value development cost, #, as a #/25 cost (e.g., a cost
of 6 would be treated as a 6/25 for averaging purposes). Also treat
a#* cost as a #/# cost (e.g., treat a cost of 2/% as 2/2 for averaging
purposes). -

Using the above treatment for # costs and #/* costs, just average
the first two numbers and average the second two numbers. For
example, a skill which has a skill development cost of 2/6 in one
profession and a 3/8 in the second profession are averaged to get a
new skill development cost of 3/7.

(2+3)/2=2.5—> 3 and (6+8)/2=7—> 7 for 3/7
Similarly, 9 (9/25) and 2/5 average to 6/15.
Similarly, 2/* (2/2) and 3/7 average to 3/3.
Similarly, 5 (5/25) and 3/* (3/3) average t0 4/14,

3) Dual multiple skill development cost averaging — This is the
averaging of two skills that allow unlimited number of skill level
development per level. Just average the first two numbers; the
second cost is a *. A skill which has a skill development cost of 3/
* in one profession and a 1/ in the second profession are averaged
to bet a new skill development cost of 2/%.

‘i’\ 6ption 2: Using Option 1 above and allow more professions to be
gradually ‘averaged” in. It is interesting to nofe that if a character uses
this Option and adds ‘new’ professions often enough, his development
costs will begin to closely resemble those of the “No Profession”
profession.

@Option 3: Separate “Multiple” Professions — TheGMmayrequire that
the character split his experience points between the two professions in
question. The professions would advance separately in level and each
profession would maintain its own skill ranks and skill bonuses. In a
given situation, the character could use the appropriate skill from the
profession of his choice (usually the one with the higher skill bonus).
The variables would then be: how to split experience points and how to
handle level advancement and development point costs.

Experience Points (GMdecision):
1) The EPs can be split equally between professions.

2) The player can be allowed to choose how to split his EP {(assumes
he concentrates on whichever profession he wants). This gives the
player a great deal of flexibility in designing his character.

3) The GM could assign experience points based upon the profes-
sional activities of the player. This would mean that a character who
is a fighter initially and who is learning to be a thief would only be
assigned thief EPs for activitics that use his Thief profession skill
bonuses. '

3 *4) A combination of the above with the GM assigning EP into the three
choices (i.e., some EP are specified when they are awarded, some
FP are split equally, and some EP are left up to player assignment).

Level Advancement and Development Points (GMdecision):

t"1} The professions individually advance levels as the normally
required EP are obtained. Skill development is handled normally for

each profession (i.e., each profession gets the full complement of

development points).

2) Level progression in both professions only occurs when the highest
level profession goes up a level. Each profession has a full set of
development points to allocate. This results in the lower level
professions advancing much slower than normal, justified by the
character’s split attention.

Option 4: Use Option 3, but maintain only one set of experience points.
New EP gained after the change of professions are divided by the total
number of professions. When anew level isreached, eachprofession has
a full set of development points to allocate.

Option 5: Use Option 3, bur maintain only one set of experience points.
When anew levelis reached, the normal development points are divided
between the professions (see the EP guideline in Option 2 for four
alternate ways to split the development points).

Option 6: Freeze the Old Profession — Use Option 3, but all the
experience points gained once the ‘new’ profession is taken go to the
‘new” profession which then develops normally. The ‘old’ profession is
‘frozen’ and progresses noe further,

Option 7: Freeze the ‘old’ profession as in Option 6, but at some later time
start developing the ‘old’ profession again using one of the ‘multiple’
profession Options above.

Option 8: As Opiion6above except thatthe ‘old’ professiondecrease in

- level (or experience for the picky GM) as the ‘new’ profession rises in
level. This takes into account the “forgetting factor” in the character. As
new skills are learned the old ones are slowly forgotten.

Option-9: Only allow the ‘addition’ of a *new’ profession when a
character has reached a certain level in his/her ‘old” profession, perhaps
3rd, 5th, 8th, or 10th.

Which (if any) option is used is up to the GM. As far as game balance
is concerned, regardless of the number of professions, there is still only
one character. Barring a Haste/Speed situation, the effect on the game is
limited at best. If a GM normally limits the number of characters in.a
group, he can discourage multiple professions by making each profession
count as a character. ’

2.8“OUTOFPLAY”CHARACTERS

When notin involved ina game for some time, a character “out of play™
is normally in “dead time”: no level advancement, no activity, just
existence. If the GM so desires he can allow level advancement for “Out
of Play” characters.

This system reflects that people can advance if they make the necessary
effort. Advancement takes considerably longer because one is learning in
a “safe” environment, without the spur of survival to speed the process, as
well as without the “real world” adventuring experience that fosters the
total development of all facets of character.

It is assumed that a character will have one chance each year to (o
advance 1 level (the GM can vary this base required time to reflect his
world system). A character need not attempt to advance every year, but
when he does he must devote at least § hours a day to study and training
{two days off a week is acceptable).

The base chance of advancing a level is:

5% { month + ME mod. + SD mod.

If he fails to go up a level when the die roll is made, he may try again
in 4 months, retaining all of his original training as well as the new.

It is assumed here that “out of play” characters are humans with a
lifespan on the order of 100 years. Races with longer lifespans should
require proportunatety more time for level advancement (e.g., a Dwarf
with a 500 year lifespan might only get achance every five years with only
a 1%/month, while an immortal EIf might never get a chance).

A character must choose the nature of his studies: physical, academic,
weapons, general, special, or magical. He may only choose 2 categories
{or 1 or 3 at the GM’s discretion) from which to develop skills. Only
development points from the pertainent stats listed below may be used to
develop the skills.

For example, if a character chooses General and Magical he can use:
his development points from AG only to develop General skills, his points
from RE only for Magical skills, and his points from SD and ME for both.
He cannot use his CO development points at all.

Development  Typesof
Category Stats LearnableSkills*
Academic SD/ME/RE  Academic / Linguistic / Medicak
General SD/ME/AG  General / Outdoor / Social / Perception
Magical SD/ME/RE  Magical/ Dir. Spell / Base Spell Casting
Physical SD/CO/AG  Athletic skills / Body Development
Special SD/ME /RE Concentration / Subterfuge
‘Weapens SD/AG/CO  Arms Law Combat skills / Deadly

_* These skills are arranged in categories equating to the skills categories
used on the Master Development Point Cost Table 11.8 and the Master
Level Bonus Table 11.6.
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Power Point Development

3.00PTIONALSPELL “LAWS”
3.1POWERPOINTDEVELOPMENT

Since magical power is obviously something that is developed (as
evidenced by an increase in power as a spell user goes upinlevels), the GM
may decide that a spell user should be required o expend development
points for such development. With this system everyone does have power
to some degree, either greater or lesser. However, there is a difference
between base power points and developed power points,

B ase Power PoINTS

Intrinsic power is what everyone has, and it is quite usable, but at an
exorbitant price to the physical body. Intrinsic, or base power points, are
computed by taking the character’s temporary stat(s) used for power
points (Empathy, Intuition, Presence, or the average of two) and dividing
itby 10, reunding off. These power points are usable for casting spelis, but
each base power point used consumes 20 exhaustion points. These
exhaustion points may not be recovered until the power points are
recovered, usually with a night’s sleep.

DEvELOPED PoweR POINTS

For development purposes, all pure spell users have a power point
development point cost of 2, and hybrid spell users have a cost of 3. All
profession power point development costs are listed on the Master
Development Peint Cost Table 11.8. Only under special GM determined
circumstances may more than one skill rank of power point development
be learned in each level of experience (suggested: 2/8 for pure spell users
and 3/9 for hybrids).

Total PPs are calculated by multiplying the PP skill ranks by the stat PP
number. For example, 9 skill ranks and a 100 stat (3 PP) would result in
a PP total of 27.

Total Power Points = Base PP +(PP skill ranks x stat PP #)

Option 1: In fantasy literature, some races have a greater reputation for
producing wizards than others, so it can be assumed that magical power
has a greater potential insome of these races than in others. Also Magical

Resistance modifiers on the Racial Abilities Table {ChL&Cal., 15.51).

show that some races have a greater suscepiibility and sensitivity to
Magic than others. This option suggests the use individual racial
potential to affect developed PPs.

Based upon his world system, the GM should assigneach race apower
point “die” to roll to determine the number of power points gained for
each skill rank. A suggested norm is a 1-5 roll (1-10 divided by 2 and
rounded off for an average result of 3 PP per skill rank}.

Upper limits can be placed on the number of power points learnable
by a given race (similar to body development). So at higher levels the
spell users will be less powerful than under the old system.

When computing the total power points of a character, add the base
power points to the developed power points and multiply the result by
one plus the appropriate stat modifier divided by 100.

Total Power Points =
(Base PP + Learned PP) x (1.0 + (Stat Mod / 100))

This system is obviously quite radically different from the original, and
the GM should enly use it after careful consideration of how it will affect
his world. Spell users will possess more power at lower levels, but will
have to use that power with much more care. It wouldn’t do to frivolously
consume power points on trivial things and then suddenly find one’s self
in a major battle ata -25 or -50 on all actions due to exhaustion (see Power
Point Exhaustion below). We strongly suggest that power point multipli-
ers be much harder to obtain and some suitable substitution be made for
them on the Background Option Table.

POWERPOINTEXHAUSTION

Option 2: This system can leave a spell caster in possession of considera-
bly more power points than under the old system. However, with this
Option, now a spell caster must contend with an exhaustion rate on
power point expenditure. Wizards will now get tired from too much
spell casting. These modifiers are cumulative with the effects of base
power point consumption.

25% of PP used —  -10to all actions
50% of PP used —  -251to all actions
75% of PP used —  -351to all actions
100% of PPused —  -50to all actions
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EXAMPLE: Blackames, a bold young Elven Runemaster, has 57
power points at 10th level. While traveling the many leagues to the fair
city of Meljink, Blackames has had the misfortune to be set upon by
three brigands, who seem to have taken a dislike to his continuned
living. Blackames quickly throws up & Bladetrn I 1o foil the first
brigand and circles to keep the other two from geiting behind him. The
other two pause in astonishment, Taking advantage of their pause,
Blackames uses the time to casta Haste  on himself, to take effect next
round, while drawing a concealed dagger from his cloak. The first
bandit, suspecting some sort of chicanery and enraged at being made
to seem to be a foolish incompetent, snarls and throws his dagger at
poor Blackames early the next combat round, before Blackames’
Haste[I takes affect, 'Since Blackames has used 15 power poiiis, more
than 25% of his total, he is at a -10 to all actions. The dagger flies by,
grazing his neck and inflicting a total of 6 hit points of damage. Now
the Haste f kicks in/and Blackames opts to use his hasted time to help
get his next spell off. As the other two villains rush him, Blackames
lets go with a Fire Ball (ESF would normally only be 25 but because
of exhaustion it is now 33!) with a -10 to his ¢lemental attack roll
(exhaustion again). The single surviving brigand decides to choose his
prev much more carefully next time and departs for destinations
unknown. All well and good for Blackames, because now he’s not
exactly in the best of shape to continue casting spells.

Option 3: As Option 2 above except that the modifiers may be increased
(up tec double the values given), to intensify the effects of exhaustion.

Option 4: Againas Option 2 above except that the negative number to all
actions is directly correspondent to half the percentage of power points
expended. This method is much more realistic but has the disadvantage
of requiring the player to calculate the percentages after every power
point expended.

Option 5: If the GM feels that power points are recovered too quickly
(usually with Option 1 above) with the increased power points available,
extend the amount of time required for full recovery (a night’s sleep plus
4 hours of meditation, 2 days, a week, etc.). As a rule of thumb, as the
recovery time increases the exhaustion rate should decrease somewhat.
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3.2CHANGELINGSPELLS

The Changeling spell (see Changeling spell list, Section 8.21) causes
physiological changes in the target as initiated by the spell caster. These
effects are normally ‘permanent’ in nature, They can be reversed by one
or more of the following means:

Option 1: The spell may be reversed by a Remove Curse spell castata
higher level than the level of the Changeling spell(s} used in the
ransformation and if the Changeling spell fails 2 RR.

Option 2: The individual may make a will vs will and if successful the
Changeling spell is cancelled. (Will combat is the caster’s will vs the
transformation target’s will, see RMC1 5.1) The following modifica-

- tions apply:

Each hour transformation has been in effect ........... -1 (max -200)
Caster’s Will FAlNG ...ccovirviiiem it nssrissres s varies
Shock value to transformed individunal.......cooiininnnnnee +30 to -70

NOTE: Shock value is basicalty the reaction the individual has to the
transformation and how much it effects his normal mental condition.

Option 3: The spell may be reversed by a Cancel Mentalism or Dispel
Mentalism spell cast at a higher level than the level of the Changeling
spell(s) used in the transformation and if the Changeling spell fails a
RR. ’

Option 4: The individual can always undergo the Changeling spell once
again. If you can “trust” the spelt caster.

Option 5: The speli caster dies.

ARl 2

CHANGELING CATEGORIES
There are 5 categories under the Changeling spell. They are:
Outward Appearance (Type A)
Simple Modifications (Type B)
Moderate Modifications (Type C)
Severe Modifications (Type D)
Non-Humaniod Modifications  (Type E).

Each change must be casted separately. If you cast the Skin Coloration
option from the Changeling spell you can turn the target’s skin a different
color or put stripes on or even add spots, but to do all three you must cast
3 separate Changeling spell. '

1) Outward Appearance (Type A): Thiscategory is the simplestof the
5 changeling categories and emphasiscs modification related to the
outward appearance of the target without any change to the target’s shape
ormass (surface skin areas only). The following are the Outward Appear-
ance (Type A) options:
Skin Coloration-—Changes in skin color, adding/removing stripes or
spots, etc.
Skin Texture — Changes to outer skif texture, oily, dry, scaly,
leathery, metallic, etc. -
Skin Density —Gives Type A armor type 3 or 5-8.

2) Simple Modification (Type B): This category adds, removes, in-
creases or decreases size/mass or remolds small parts of the body. Parts
change should be no larger than the target’s hands. All changes are
external only. The following are the Simple Medification (Type B)
Options:

Attack Modifications—Gives Type B smallattack size.

Bone Modifications — Changes to horns, anthers, beaks, talons,
barbs, thorns, bone runners which act as razors/saw or other bone
projections, etc.

Bonus Modifications —Giving Type A picks+5 bonus.

Cartilage Modifications —Changestonoses, ears, antenna, stalks,
spikes, efc.

Covering Modifications — Changes toeye Iids, gill slois, neck and
stomach pouches, manes, bald, fur covering, feather, whiskers,
etc.

Digit Modifications — Changes to toes, fingers, webbing between
digits, small tentacles, claws, toe or finger nails, etc.

Misc Modifications—Changestosex organs, wings, stingers, rattles,
pads, web spinner, etc.

Mouth Modifications — Changes to snout, lips, teeth, fangs, tusks,
tongue, suckers, etc.

Skin Density — Gives TypeB armor type 4 or 5-8.

3) Moderate Modifications (Type C): Thiscategory creates the “half
man and half animal” combinations. Itemphasises increasing, decreasing,
adding, or deleting of appendage type parts of the body. All changes are
external only. The following are the Mederate Modification (Type )
Options:

Arm Modifications—Changesinlength, diameter, etc.

(length increase = double arm length)

(length decrease = 1/2 arm length)

(diameter increase = double arm diameter)

(diameter decrease = 1/2 arm diameter)
Attack Modifications — Type C givesmedium attack size.
Bonus Modifications—Giving Type A picks +10bonusand Type B

+5 bonus. -

Leg Modifications —Changesin length, diameter, eic.

{length increase = double leg length)

{length decrease = 1/2 leg length)

(diameter increase = double leg diameter)

(diameter decrease = 1/2 leg diameter)
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Extra Limb Modifications— Adding, removing,ormodifying extra
limbs, such as trunks, tail feathers, large tentacles, legs, arms,
necks, etc.

(length increase = double limb length)
{length decrease = 1/2 limb length)
{diameter increase = double limb diameter)
(diameter decrease = 1/2 limb diameter)

Joint Modifications— Adding,removing, ormodifying joints suchas
ball, hinge, double, etc.

Neck Modifications —Changesinlength, diameter, etc.
{length increase = double neck length)

(length decrease = 1/2 neck length)
(diameter increase = double neck diameter)
(diameter decrease = 1/2 neck diameter)

Skin Density — Type C gives Armor Type 9-12.

Tail Modifications—Adding, removing, modifying tails.
(tail is either blunt or pointed)

Joining of legs together to make a tail.
{tail length = double leg length)
(tail diameter = waist diameter)
(length increase = double tail length)
(length decrease = 1/2 tail length)
(diameter increase = double tail dia)
(diameter decrease = 1/2 tail diameter)
Adding a tail between legs.
{tail length = leg length) (tail diameter = 3" diameter)
(length increase = double tail length)
(length decrease = 1/2 tail length)}
{diameter increase = double tail diameter)
(diameser decrease = 1/2 tail diameter)

Wing Modifications—Adding, removing, modifying wings

(Wings are made up of stretched skin)
Combining with arm, with hand in middle.

(wing length = double arm lengih)

(length increase = double wing length)

(length decrease = 1/2 wing length)
Adding wings. _

(wing length = arm length)

(length increase = double wing length)

(length decrease = 1/2 wing length)

4) Severe Modifications (Type D): This category creates the “half
animal” combinations. It emphasises increasing, decreasing, adding, or
deleting of torso parts of the body. The following are the Severe Modifi-
cation (Type D) Options:
‘Bonus Modifications — Giving Type A +15 bonus, Type B +10
ponus, and Type C +5 bonus.
External Modifications — Hump backs, multi-spine, skull bones,
outer shells {breast plates), compound eyes, n0ses, Cars, etc.
Internal Modifications — Voice box, lungs, heart, stomach, gills,
pressure adaptation, floatation bladders, poisor, spit, hormonal
glands, blood type, fatlayer (thermo), change balance, sex organs,
waier bladders, kidneys, excretion (webbing, slime, etc), weight
change (hollow bones, +/-density), metabolisim, eic.

Resistant Modifications — Gives +5 or -3 1o resistance modifiers
Essence, Channeling, Mentalism, Psionic, Poison, Disease, Fear,
etc,

Skin Density —Gives Type Darmor type of 13-16

Stat Modifications —Gives+3or-3tostatbonuses AG,CO,EM,IN,
MC, ME, PB, PR, QU, RE, 8D, or ST (racial stats could become
forfeit)

5) Non-Humaniod Modifications (Type E): Thiscategorycreates the
true alien forms. It emphasises mass changes to the targets body. The
following are the Non-Humaniod Modification {Type E) Options:

Attack Modifications — Gives TypeElarge attack size, and breathe
Weapons.

Ronus Modifications — Giving Type A +20 bonus, Type B +15
bonus, Type C +10 bonus and Type D +3 bonus.

External Modifications —Insectiod, multi-legged, avian, aguatic,
mammal, amphibian, mineral, vegetation, etc.

Internal Modifications —Breathe weapon internal organs, instinc-
tive, behavior patterns, mental changes, etc.

Skin Density —Gives Type E armor type of 17-20.

OPTIONS
While using these spells there will times that certain changes can be

beneficial to the target or just the reverse. It is recommended that one or
more of the following Options be used with the Changeling spelis:

/0

0

70

0

0

ption 1: Torefiect lack of control on the caster’s part, use a random die
roli to make a transformation by the Changeling spell uncertain or
random.

ption 2: Make the spell caster who wishes to have expertise in the
Changeling spell develop it by learning Spell Mastery for the spell.

ption 3: As in Option 2 except, each Changeling category must be
developed separately in order to use (e.g., In order for Darconn, the
‘Warlock, to have control in Type A, B, C, D, or E he must first develop
skill rank ranks in Spell Mastery. Darconn decides to develop 2 skill
rank ranks in Type A and B and 1 skill rank ranks in Type C for his next
level thus allowing him to be able to cast the Changeling spell for type
A, B and C next level.

ption 4: As in Opiion 3, except that each subcategory under each
Changeling category must be Spell Mastered. This limits the mastery of
the Changeling spells very dramatically, but can ultimately make the
spells much more potent.

ption 5: If using the Spell Mastery requirement in Option 3, the caster
may use similar skill (half the skill ranks) for those Changeling
calegories yet to be developed or for those already developed (if the
gimilar skill has a higher skill bonus total than the developed skill
bonus).

EXAMPLE: Darconn has10 skill ranks in Spell Mastery for Type A,

4 skill ranks in Type B and 3 skill ranks in Type C and 0 skill ranks in
Type D and E giving him skill bonus totals of 70, 55, 35, -5 and -5
respectively {racial and stat bonus = +20]. His similar skill would be
based on Type A allowing for 5 similar skill rank for Type B, C, D, and

E giving him a similar skill bonus total of 45 for each. Darconn would
use the higher value which would be be skill bonus total of spell
mastery of Type A and B and similar skill bonus total fortype C,Dand
E, thus giving him a 70, 55, 45, 45, and 45 respectively.

- Option 6: As Option 3 but development of skill ranks for the five types

is restricted like Martial Arts Attack rank developement: each higher
type cannot exceed the lower types in skill rarks of spell mastery. That
is, the spell caster must develop more or equal skill Jevels in Type A than
in Types B, C, D and E and develop more or equal skill levels in Type
B, than Types C, D and E and etc. :

Option 7: Use the Changeling section of the Extension to the Alternate

Static Action Table 11.2(RMC2) when attempting to give abonus with
any change. For example, Darconn casts a Skin Coloration (Type A)
Changeling spell on his minion, Tang-Biter. Darconn attempts to give
Fang-Biter a +10 to his stealth skills. A roll on Table 11.2 for the
Changeling spell determines if Darconn was successful. ‘
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4.0 0PTIONAL SKILL“LAWS”
4.1SIMILARSKILLS

Many of the skills now available are very similar to each other in both
knowledge and action. In game terms, this translates into a given number
of skill ranks in one base skill ‘bestowing’ a fraction of those skill ranks
to a similar skill.. For example, 10 skill ranks in Atmor Evaluation would
‘hestow’ 2 skill ranks to the similar skill, Metal Evaluation (degree of
similarity is 1/4, see Table 11.3).

While one skill might give you knowledge of a second, skill ranksinthe
second skill might not imply the same percentage of knowledge back to
the first skill. Thus, when reading the Similar Skills Table 11.3 (for skills
in the same category), the vertical column is for the * similar’ skill, and the
horizontal row is for the ‘base” skil.

Option 1: The actual skill rank of a skill is the higher of:
1) the current number of skil ranks (its base skill rank) or
2) the maximum number skill ranks “bestowed’ by a similar skill

Thus, for a given skill, if the number of similar skill ranks exceeds its
‘hase’ skill rank, the skill’s ‘base’ skill rank is increased fo equal the
number of similar skill ranks. If additional skilt is developed in that skill,
the rank developed is the next highest rank (even if the previous highest
rank was gained through the similar skill rule).

EXAMPLE: Ifyou have 5 skill ranks in Body Development, Gskill
ranks in Rowing, and 10 skill ranks in Climbing, neither of the
similar skill ranks ‘bestowed’ by Rowing (6 skill ranks times 1/2=
3)or Climbing (10 skill ranks times 1/8=1.25or 1 ) are greater than
the ‘base’ skill rank of Body Development. So neither one would
apply and your would stillhave 5 skill ranks in Body Development.

Modifying the above example, if you only had 2 skill ranks in
Body Development, the similar skill ranks from Rowing (3) only
would apply, giving you a new total of 3 skill ranks in Body
Development, Future skill developed in Body Development would
begin with rank 4.

Option 2: As Option 1 except that the “hase’ skill rank of a skill is never
actually changed by any similar skills (i.e..a skill’s base rank is always
its developed rank). In the modified example above, the Body Develop-
ment skit] rank would be handled as 3 for skill bonus purposes, but any
future development would begin with rank 3 since the ‘base’ (devel-
oped) skill rank is still 2.

Not all skills are amenable io this method (such as Body Develop-
ment) and it is suggested that the GM designate which skills he feels can
be similarized in this manner.

Tt is further suggested that, with this option, a development point
multiple (RMC1,4.3) beallowed tohelp balance the character-to-skill
quantity ratio {e.g., give all character 20% more development points).
Justbedr in mind, no one should be able to learn everything. That would
be both ludicrous and pretentious, not to mention impossible. After all,
characters are not omniscient.

Option 3: As Option 3 except thaino similar skill capabilities should be
written down, but tather the charts should be consulied as the need
arises. This will stimulate player thought processes somewhat, and
hopefully improve actual roleplaying, instead of furthering additional
reliance on the charts. The GM is encouraged to make judgement calls
with this option, and use the Similar Skill Chart only as a general
guideline. This option can both decreases bookkeeping, foster GM and

player creativity, and increase realism.

Option 4: This eption applies the bonusina cumulative manner. Thatis,
if you had 5 skill ranks in Body Development, 6 skill ranks in Rowing,
and 10 skill ranks in Climbing, both Rowing (6 skill ranks times 1/2=
3) and Climbing {10 skill ranks times 1/8 = 1.25 or 1} would cumula-
tively affect Body Development, giving your 5+3+ 1 or 9 skill ranks
in Body Development.

This option will result in a good deal of bookkeeping, and can inflate
skill ranks. However, if all of the optional RM skills are frequently used
in your game this option is not necessarily unbalancing. In a game
where knowledge is scarce this option comes intoit’s own. If this option
is full utilized, the GM should not increase the number of development
points available to a character (RMC1,4.3). ‘

4.2 GENERAL SKILLDEVELOPMENT

The knowledge/lore skills can be developed as specific skills which
have the potential of giving detailed information on the subject, or as a
general skill which will give at best sketchy information on most of the
related areas under the skill,

EXAMPLE: Metal Lore developed as a specific skill for the Norman-
dic mountain range would give detailed information on the type of
metals that have been mined from this region while Metal Lore
developed as a general skill for the Rostum planet would give infor-
mation on the abundant types of metals but have little or no informa-
tion on the unique or exotic metals in specific regions.

The crafi/manuat skills are like the knowledge/lore skills in that the
specific skill can be fully developed and mastered in great detail while the
general skill development allows basic ability in most of the skills within
the general skill arca.

If the general skill guidelines are used,a GM should censider using one
or more of the Secondary Skill options from RMCI1 (Section 4.3). Skills
developed underthe general skill guidelines have the following modifiers:

Standard Optional

1) Attempting a normal action or - +00 -30
seeking normal type information
2) Looking for detailed or specific -30 -60

information on a topic, subject or area
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4.3RESTRICTEDSKILLS

While it may seem that the number of skills now available are pethaps
too great to easily handle, there are anumber of ways thata GM canchoose
from to simplify the process.

Option 1: The GM is advised to look over ALL the skills very carefully
and to predetermine which ones are applicable to his world scheme.
Note these and tell the players that all other skills are off limits. After all,
if the skill is unknown within a given world scheme, it cannot be leamed.

If a player absolutely insists on wanting to learn the skill, and can
justify the invention of it (circumstances leading to the recognition of the
concept as a skill and the need to develop it), that the skill should be
learnable at double the normal cost (that s, if the GM opts to allow it at
all.

Option 2: The GM may decide to restrict skills by culture. While a skill
might be quite common in one culture {i.e., laiin an oriental culture), it
might be totally unknown in. a different one (i.c., Iai in a medieval
France).

With this option, as characters travel between culfures, their skill
options increase. This results in a more realisiic feel in the game and
gives the GM more latitude in skill control. Also, new skills can become
akin to treasure,

Option 3; Similar to Option 2 above, except the GM may wishto control
special skifls by only making them available through specific sources,
such as colleges, academies, guilds, or secret societies. However, these
specific sources will usually guard their “Trade Secrets” very jealously
and thoroughly.
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4.4 COMPLEMENTARY SKILLS

In certain situations a character may have two or more skills that may
be in conjunction with each other to solve the action or problem at hand.
These skills are called complementary.

The GM first decides whether the skills are actually complementary,
then decides which is prinary and which is secondary. Then a maneuver
roll is made for the secondary skill, and if successful, a bonus of +15 is
added to the maneuver roll of the primary skill for the actual action/
problem. There should beno penalty applied for failing the secondary skilt
roll uniess the GM feels it is necessary (i.e., in the case of a fumble or

" extreme failure).

There is no way to list all the possible complements for they are almost
limitless and depend heavily on the situation at hand. The examples that
foltow should give you an idea on how they might work in practice.

EXAMPLE 1: Theinfamous rogue, known only as Leoriann, having
just moved into a new city, wishes to make connections in the local
black market, but doesn’t know where to go to find any fences. She’s
been told a certain shopkeeper has the information she needs, but
won’t give it up voluntary. Leoriann can either try to con the informa-
tion out of the man using her Duping skill or beat it out of him with her
Interrogation skill. She decides to con him using her Duping skill, but
at the same time she uses her Interrogation skill to look for the little
tell-tale signs her victim unconsciously gives when Leoriann stumbles
upon the right track. The GM decides that the primary skill used here
is Interrogation. Leoriann makes a successful Duping roll gaining a
+15 to her Interrogation skill roll, which also proves successful.
Leoriann leaves satisfied with the information, and the shopkeeper is
in one piece and unharmed, none the wiser. After all, he didn’t actually
say anything important, did he?

AN

EXAMPLE 2: Arla, one of the feature dancers at the Howlipg Vicar
Alehouse sees the city tax assessor in the crowd before it’s time for her
sct. At the last moment she decides to try to make her break into High
Society. She can dance for his pleasure now, and try to seduce him
Jater, butthe GM informs her she can actually do both at the same time.
The GM, knowing her main goal is seduction, decides her Dance skill
is secondary. She is successful with her Dance skill roll and gains the
+15 to her seduction attempt. Alas, she is cursed with a \fumbled
primary roll and the tax assessor’s gaze wanders elsewhere toanother
dancer he finds more appealing. Arla’s troubles are just beginning,
however, as her obvicusly erotic dance has attracted the attentior: of
a plains barbarian chieftain. No one said a tavern dancer’s live was
casy.

EXAMPLE 3: Clubber Legrande who fancies himself as a Master
Thief is creeping up on a guard in order to kill him and sneak past.
Clubber presumptucusly assumes that his stalking skill and skill with
adagger are complementary in this case. He's somewhat disappointed
when the GM coolly informs him that although they are used in order
to accomplish the same goal and they are not interdependent or used
together. They are definitely two distinct actions.

The compiementary skill rule can also be used for skills not usually used
together at all. :

EXAMPLE 1: The Qutlanders have come across an animated statue
that serves as the defense of a portal they wish to pass through. Inan
attempt to find out what the statues capabilities are (and possibly how
to get by it), Marshall Blackames (Runemaster) uses his Attunement
skill complemented by his Meditation skill. A successful Meditation
skill roll gave Blackames a +15 to his attunement roll. His attunement
roll is successful but his attempt is thwarted by an intelligences that
wasn't expected within the statue. He does find out, however, that the
intelligence is purely defensive and for some strange reason has had
a female persona embedded in it’s pattern. Blackames passes this
information on to Krishnalai who also has Attunement and Meditation
skills, but he also has Seduction skill. He decides that putting the
female intelligence off guard and relaxed is more important than
finding out it’s capabilities since he knows it won’t actually attack.
The GM makes Meditation secondary to his Attunement skill and
makes Attunement skill secondary to his Secuction skill. Krish makes
a successful skill resolution for his meditation giving hima+1510 his
attynement attempt. He also is successful on his attunement roll
gaining +15 and contact with the intelligence. Since he also has 22
levels in seduction he not overly concerned about the outcome of his
primary roll. (Actually Krish seduces himself right into a Will vs Will
contest which he losses and is made an unwilling guardian .of the
portal. Fortunately for Krish, his devoted and loyal comrades once
again came to his rescoe, but that’s another story.) )

AN N
N
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The following are some suggested combinations:

- Siege Engincering and Architectuze to build a defensible citadel.

« Acrobatics and Martial Arts to lend exira thrust to a Martial Arts attack
while swinging from a chandelier. (Keep in mind this also makes you
a more predictable target and is good only for surprise situations.

»Region Lore (Mountain) and Tactics so your froops have the advantage
when fighting in the mountains.

« Leadership and Public Speaking to get a crowd to do what you want
them to do.
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Option 1: Instead of using a +15 from the success of the secondary skill,
the GM mighs wish to consider allowing one half of the secondary skill
bonus to be used in conjunction with the primary skill. Note that while
this does reflect perhaps greater realism, at high levels it will give the
user a great deal of power in complementary skill use (but then they are
of a high level). If this option is used, make the players come up with the
skill combinations for various actions, with the GM only judging
appropriateness to the situation,

Option 2: As Option 1 except use half of the skill rank bonus (i.e., no stat
bonus, level bonus, etc.).

Option 3: Instead of using a +15from the success of the secondary skill
roll, the GM might wish to consider shifting the action difficulty
depending upon the secondary skill resolution (¢.g., from “Hard’ to
‘Medium’ or from ‘Sheer Folly’ to ‘Extremely Hard’). Fumble or
extreme failure results in an increase in difficulty of one ‘level’, while
success results in a decrease in difficulty. It is recommended that the
difficulty change only one ‘level”.

Option 4: Use the Maneuver/Movement Table to geta percentage of the
+15 bonus that will apply to the primary skill roli (e.g., if the difficulty
isMedium and the secondary roll is *98”, then the resulting bonus for the
primary roll would be 12 = .80x15).

Option 5: As Option 1 (or 2) and Option 4 — use the Mancuver/
Movement Table to get a percentage of the secondary skill bonus that
will apply to the primary skill roll.

4.5INTRA-SKILLAREAS

Certai?ﬁills are actually infFa~skill areas that contain multiple related
skills {e.£., Riding can be developéd.for Riding Horse and/or Riding
Camel). Such skill arcas are listed and ‘have their “breakdowns” in the
Composite Skilt Listing Table 11.5.

If this optional Tule is used, all Intra-skill areas have several skills that
must be developed independently of one another. All skills insuch an area
have the same development cost. For example, skill in riding a horse and
skill in riding a camel fali into the skill area of riding) The two skills must
be developed separately, at the development cost indicated for Riding.

INTRA-SKILLSIMILARITY
The Intra-skill Similarity allows skill development in‘ape skiil of an
intra-skill area to affect the skill development of the other skills Jalsointhat
area. These guidelines work the same way as Option 1 for Similar Skills ‘
(see Section 4.1). The Similarity Bonuses (fractions) are presented in the
Composite Skill Listing Table 11.5 and are usually the same for all skills
in a given intra-skill area.
EXAMPLE: If a character develops 15 skill ranks in Riding Horse,
_ then since the Riding Similarity Bonus is 1/2 he alsc has at least 7 skill
ranks in each of the other Riding skills (e.g., Riding Camels Riding
Giant Ferrets, etc.).

Options: Useany of the Options presentedin Section 4.1 for similar skills.

4.6 FORAGING, FLORALORE,AND
FAUNALORE

These regions and climates are to be used for Foraging, FloraLore, and ~

Fauna Lore skills. The character must choose a combination of ‘home’
region/climate, sometimes referred to as a zone, to match his background.
He may choose different zones to develop as separate skills. All similar
zones may be treated as if the character had that skitl at half his skill rank
for his *home’ zone. All other zones inay be treated as if the character had
that skill at one quarter his skill rank for his ‘home’ zone.

Werecommend that the player use the appropriate abbreviations for the
zones for keeping track of his skills on the character sheet. This will go a
long ways towards making the character sheet bookkeeping caster.

EXAMPLE: Bardakosh the Paladin has 8 skill ranks in Foraging:
COOL TEMPERATE & DECIDUQUS/MIXED FOREST. Because
of this the GM has decided to allow him to forage in deciduous and
mixed foresis in mild climes at half skill level, or at a skill rank of 4,
aswellas in coniferous forests in cool and cold climes. Allotherclimes
and regions Bardakosh is restricted to one quarter skill level, ot 2 skill

levels.
REGIONS

O — OCEAN/SALTWATER SHORES
M — MOUNTAIN

A — ALPINE

B — BREAKS/WADIS
C — CONIFERQUS FORESTS § — SHORT GRASSES
D — DECIDUOUS/MIXED FORESTS T — TALL GRASSES
F — FRESHWATER COASTS & BANKS U — UNDERGROUND
G — GLACIER/SNOWFIELD V — VOLCANIC .

H - HEATH/SCRUB/MOOR W — WASTE

J — JUNGLE/RAIN FOREST Z — DESERT

CLIMATES
h— HOT AND HUMID
¢ — COLD m — MILD TEMPERATE
e — EVERLASTING COLD s — SEMI-ARID
f— FRIGID (EVERLASTING COLD) t-— COOL TEMPERATE

4.7 RAPID SKILLDEVELOPMENT

With this option al! skills can have rapid skill development. Those skills
which have only a single development cost have an second or rapid
development cost of 25, That is a skill that has a cost of @ could have rapid
skill development cost of 9/25.

a— ARID
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5.0 OPTIONALACTION
RESOLUTION “LAWS”

5.1HANDLINGFEAR

From time to time a situation arises in which the condition of fear exists
in game play. This system is not for handling the fears that a player builds
into his or her character, but rather for the GM stipulated fears, When these
fears arise, these guidelines can help the GM determine the exactresponse
of a character.

The types of “fears” possible are legion, and we cannot cover them all
in the space alloted here. The list below is only a sampling:

DEMON-FEAR
DRAGON-FEAR
GIANT-FEAR
UNDEAD-FEAR
SIDHE-FEAR (HIGH FAERIE)

Whenever a character is confronted with these and other similar
phenomena, he should be made to roll percentile die, adding his self
discipline, and attempt to break 100. Success means that the character is
under control, although quite possibly very afraid, and can take normal
actions. Failure means that the character has lostcontrol of his fear and will
act accordingly. We suggest this breakdown,

FAILURE RESULT
01— 10 -25 to all actions
; 11—25 -50 to all actions
26—350 Breaks and runs
51—99 Paralysed
100+ Special (heart attack.etc.)

The FAILURE column is the amount that the roll failed by, and the
RESULT column is self-explanatory.

The result is modified by both the creature feared and the character. The
creature may have special modifiers (e.g., the GM determines that a huge
red-gold dragon confers an additional -30 to the roll). Normally, the
creatures merely decrease the character’s roil by 1 for each levelof the
creature. The character however, can learn a skill of sorts to deal with the
particular type of fear. For each time a specific type of creature is
encountered the character gains one skill rank in Fear Control for that type
of creature. The only way such a skill canbe learned is threugh experience,
and this method simply simulates the character “getting used te it”.

Option 1: The GM may want to use this system for “Awe” effect as well.

Option 2: The GM may wish to consider vsing the Fear section of the
Extension to the Alternative Static Action Table 11.2.

-

5.2RESOLVINGACTIONS
AFFECTEDBY SKILLS

Skill resolution can be accomplished in different ways, depending on
the GM. Each skill is classified as being standardly applicable to amoving
manenuver (MM), a static action (SA), an attack (offensive bonus: OB, or
defensive bonus: DB), or as a special purpose (SP) skill. This section

describes how each of these types of bonuses are used to resolve actions.

5.21 MANEUVERS

Maneuvers are actions (other than attacks and spell casting) which
under normal circumstances have a chance of failing and usually entail an

¢lement of risk. Thus normal movement and activities such as walking, |

climbing stairs, drawing a weapon, etc. are not maneuvers. However,
unusual activities (swimming, climbing a rope, running up or down stairs,

opening a locked chest, etc.) and activities performed under stress (frun- |

ning, dodging, stalking, hiding, etc.) are maneuvers and generally require
rolls. The GM is the final judge as to whatis amaneuver and requires aroll,
and as to what is normal activity and doesn’t require a roll, Maneuvers are
further classified as being Moving Maneuvers or Static Maneuvers. Each
class of maneuvers is resolved differently. .

5.22 MOVING MANEUVERS (MM)

{Generally used for movement/actions greater than 5 feet)
Moving Maneuvers include climbing, swimming, riding, stalking, and

any complex or unusual movement (acrobatics, dodging, tumbling, div-

ing, etc.). If a character decides to make a Moving Maneuver as his action
for a turn, the GM should assign if a difficulty: routine, easy, light,
medium, hard, very hard, extremely hard, sheer folly, or absurd. The
maneuver must still be within the physical capabilities of the character,
and is limited to covering a distance no more than half of the character’s
normal (not running) movement. The GM may also assign an additional
maodification to the maneuver roll (e.g., an unassisted running leap across
a 40 chasm for 2 human might be given a difficulty of “absurd -10” since
the real world record is only around 28}). Assigning difficulty requires a
familiarity with the Maneuver/Movement Table 15.31, ChL&CaL, and
subjective decision by the GM (practice and experience will help).
Afier the difficulty is assigned, the character may then decide not to
attempt the maneuver (i.e., he reconsiders and decides not to do it). I this
case, he cancels his action and may perform some other limited action as
described under “Canceling Action” below,
The following are methods of resolving moving manguvers are de-

scribed in detail below:

Standard Maneuver Resolution,

Percentage Maneuver Resolution,

Advance Percentage Maneuver Resolution,

Optional Static Action Table Resolution,

Alternate Maneuver Resolution

METHOD A (Standard Maneuver Resolution): Roll percentile dice
open-ended and add the skill bonus totat along with any other applicable
medifications. Apply new total to the chart under the appropriate
difficulty column of the Maneuver/Movement Table 15.31,
ChL&CaL, and find the result. This result is the success threshold,
Once again roll percentile dice open-ended, and if you roll under the
success threshold, the skill has been successfully accomplished. This
method is usually used for moving maneuvers for which there is no
partial success. An “ALL or NOTHING” resolution.

_METHOD B (Percentage Maneuver Resolution): As above except that

the result is not a success threshold but rather a percentage of the action
successfully completed in a given time period (usually 1 rnd). A result
of *30” means 30% action accomplished. This method results in success
(although partial) most of the time. It is usually used for maneuvers of
a basically simple but time-consuming nature,
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METHOD C (Advance Percentage Maneuver Resolution): As Method B
above except that a result over 100 is an overall percentage of action
accomplished. Thus a result of 140 indicates 140% of the action is
accomplished. Thiscan indicate that less time was required and alsocan
be used for “Super-Human” efforts, to determine whether or not an
“ABOVE and BEYOND?” action is successful (i.e., a desperate dash).

METHOD D (Optional Static Action Table Resolution) : Utilizing the
Static Action Tables in Section 15.32 will obtain varied results. These
tables should be reviewed by the GM to pre-determine their usefulness
and appropriateness to the need and world scheme.

METHOD E (Alternate Maneuver Resolution): Roll percentile dice
open-ended, add the total skill bonus and all difficulty modifiers. Now
check your resultant skill roll against the Alternate Maneuver Tables
(ChL&Cal. 15.76 and RM{C2 Table 11.2). Notall skills have Alternate
Maneuver Tables usually only those skills that have special or unique
skill difficultly modifiers.

5.23STATICACTIONS(SA)

(Generally used for action/movement of less than 5 feet)

Static Actions (Static Maneuvers) include tracking, hiding, picking
locks, disarming traps, reading runes, using items, perception, influencing
other characters, and any other complex or unusual activity not invelving
" significant movement, I a character chooses a Static Action as his action
for a round, the GM must assign any applicable modifications from the
15.32 Static Action Table, ChL.&CaL, pg 36 and then the character must
decide whether or not to actually perform the maneuver (see below for the
effects of “Canceling Action”). The GM may require more than one round
formaneuvers which he decides are very difficult or complex. He may also
allow a character to decrease the difficulty of appropriate maneuvers by
using multiple rounds.

The following are methods of resolving Static Action are describe in
detail below:

Standard Static Action Resolution,
Percentage Static Action Resolution,
Advance Percentage Static Action Resolution,
Optional Static Action Table Resolution,
- Alternate Static Action Resolution and

METHOD A (Standard Static Action Resolution): Roll percentile dice
open-ended, and add the total skill bonus. A total result (after difficulty
modifiers have been applied) in excess of 100 indicates success. This
method obtains an “ALE or NOTHING” result. No partial success.
Usually used for actions such as picking locks, sight perceptions, etc.

METHOD B (Percentage Static Action Resolution): As above excepi that
the total result over 100 is the percentage of action accomplished in a
given time period. A result of ‘35" means 33% action accomplished.
Usually used for minimal movement actions that can be partially
accomplished in a given time period, usually 1 rnd. A character canroll
until it is accomplished, consuming time.

METHOD C (Advance Percentage Static Action Resolution): As
Method B above except that a result over 100 is an overall percentage
of action accomplished. Thus a resuit of 140 indicates 140% of the
actionis accomplished. This can indicate that less time was required and
can be used for “Super-Human” efforts, to determine whether or not an
“ABOVE and BEYOND" action is successful (i.e., a desperate attempt
to open a combination lock in less than normal time).

METHOD D (Optional Static Action Table Resolution): Utilizing the
Static Action Tables in Section 15.32 will obtain varied results. These
tables should be reviewed by the GM to pre-determine their usefulness
and appropriateness to the need and world scheme.

METHOD E (Alternate Static Action Resolution): Roll percentile dice
open-ended, add the total skill bonus and all difficulty modifiers. Now
check your resuftant skill roll against the Alternate Maneuver Tables
(ChL&Cal 15,76 and RM {2 Table 11.2). Notall skills have Alternate
Maneuver Tables usually only those skills that have special or unigue
skill difficultly modifiers.

15.24 OTHERACTIONS AND SKILLS

ATTACKBONUSES (Offensive Bonuses: OB and Defensive Bo-
nuses: DB) — Offensive Benuses are added to certain attack rolls and
Defensive Bonuses are subtracted from certain attack rolls. This is only
done if such bonuses are applicable to the resolution.

SPECIAL PURPOSES BONUSES (SP) - Skills whicharenot specifi-
cally applicable to moving maneuvers, static action maneuvers or attacks
areclassified as “ Special Purpose” skills. The effects of bonuses varies for
each of these skills.

\\CANCELLING ACTION — During around anaction may becanceled

before it would otherwise be resolved. A character who has canceled his
action may perform one of the following actions: melee with half his
normal OB or move half his normal (not running) movement or atternpt
a different maneuver modified by -30 (this one may not be canceled). The
alternate action chosen must be performed when the other actions of that
type are normally resolved.

TECHNICAL SKILLS — Technical skills are those which a1d inactual
repairs and construction of mechanical and other physical constructs. If

. Tech Law is being used, the bonuses can be applied to the Construction

and Research Chart (section 4.5) and the Malfunctlon[Repalr Chart
(section 6.51).

RESEARCH SKILLS — Research skills are those which aid in design
and/or construction of devices {Note:; GM should insure that only those
items that would fit into his world scheme and matches the current
technical level of the society be allowed). If utilizing Tech Law, the
Research and Construction Chart (section 4.5) should be used to deter-

" mine time required and likelihood of success.
. XENO SKILLS ~— Xeno-skills are skills that apply to areas of knowledge

of different planets or dimensions other than one’s home planet or
dimension.
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6.00PTIONAL
MISCELLANEOUS “LAWS”

6.1LIFELEVELS

Life levels are a measure of a character’s live essence, the vital
intangible which differentiates between a normal healthy living being and
a perfectly preserved corpse. It is also the thing which most undead
(primarily the more intelligent) so desperately hunger for. Life levels can
be depleted, usually through the touch of an undead or disease, and when
that happens the victim feels weakened, tired, and otherwise drained.

A character has life levels equal to his temporary constitution stat
divided by 10 rounded up (e.g., Herman has a temporary CO stat of 85,50
applying the formula 85/10 = 8.5 rounded up = 9). -When life levels are
lost they are regained at a rate of 1 for every month of rest, or 1 for every
4 months of activity. Speciat herbs andfor healing Magic are the only
things can speed that recovery.

A character may go under 0 life levels to a negative equal to his normal
full life Jevels, but once O or less isreached the character is in a coma. After
the maximum nuiber of negative life levels has been passed the character
is dead beyond normal recovery, though with certain types of undead
intervention he may join their ranks (¢.g., Vampires often recruit in this
manmner).

The effects of the loss of life levels prior to going into a coma are shown
in the chart below:

REMAININGLIFELEVELS % NEGATIVEMODIFIER

6.2THESPIRITWORLD

This section describes a plane of existence called the “Spirit World”.
This plane and its inhabitants are referred to in the Shaman Base spell lists
{9.4) and the Spirit Statistics Chart at the end of this section. The GM must
examine that material and this section with regards to his own world and
then decide if it is appropriate to nse or if he can modify it for use in his
campaign.

The Spirit Werld is the conceptual plane of existence that all spirits not
derived from living people call home, and also the home of a few exalted
shamans who have chosen to exist there after their death. It is also where
a shaman gains much of his powers.

The Spirit World has no solid references for time or space except those
imposed by the beholder, and it’s denizens tend to consider such the height
ofridiculousness. They are much more concerned with purities of thou ght,
feelings, means, and ends. The spirits see an orderly multi-verse where
everything has it’s place, even chaos, and to violate the natural order is the
greatest crime,

The Spirit World appears as a misty swirling void, scintillating with
colors both normal and colors not found anywhere else. The spirits can
appear as anything, as can the shaman who ventures there. Normally a
visitor to the Spirit World appears as he thinks he is, and others present can
project their perception of him upon his spirit form.

Because of their highly sensitive forms and the nature of these forms, |
a spirit is extremely susceptible to other influences. Their heightened
empathies can sense the slightest change of attitude, but for a spirit, to
experience is to be, in the most literal sense. Thus was born their concem
with purity of self. A spirit who leaves it’s immediate brethren soon finds
its self contaminated to some extent. When this contamination, or taint,
reaches the point of being equal 1o half of the spirit, the spiritbecomes very
indecisive and is capable of very little. When the taint on and inits self gets
to the point of majority within the spirit, the spirit actually changes into
something else, even though it’s core is still the same. On top of all this,
the process of tainting and take over causcs some pain and damage to the |
spirit. This is why a spirit who is summoned will always desire healing
from the summoning shaman, both before and after a task, and sometimes
during if the taint grows too great. This is also why a smart shaman will
help the spirit as much as possible, for it could get very nasty if a
summened spirit of calm brought in to stop arioting mob turned into spirit
of anger. Thus the relationship between the shaman and the spirit is, in a
very real sense, one of mutual benefit.

Spirits are tainted by the aforementioned process, and the game
mechanics for handling the taint are as follows. The GM observes the
interaction of the spirit, and any interaction will taint. The only exception
to this is interaction with a shaman, who may choose to taint or not to taint
a given spirit. Merely being present in the physical world causes the spirit
to have toresista 1st level taint with a+20. Interaction with an animal level
or higher creature requires the spirit to resist versus the level of the
creature. Each time the spirit fails to resist a tainting it loses 1 purity point;
a spiril’s purity point total is the spirit’s level x 2.

. Spirils do not have a multi-plane existence, thus they are either here or
there, but never both simultaneously. This is why they are, for the most
part, dependant on the shaman for access to other worlds. They can anddo
manifest in other worlds all the time. Normally this happens when they are
summoned by a normal person, so they manifest at their lowest possible
level of power and intellect, as normal feelings and thoughis, incapable of
any free will.

SPIRITDESCRIPTIONS
All spirits have a base Will of 10/1v; and can effect all within 107/ivl
within their Will (see RMC1,5.1).

CONCEPTUAL SPIRITS are those spirits which embedy a special
concept, which can be almost anything, Usually they are the spirits of an
event (such as Christmas, or mob action), or a specific act (such as
murder, or signing a treaty). When called upon the caster must stipulate
what type of spirit ke is attemnpting to summon, and once summoned and
controlled the spirit may be used to foster (sometimes even enforce) a
particular feeling which normally surrounds and pervades a specific
event or act, These spirits attack by initiating a Will vs, Will contest. If
the spirit wins, then normal “victory” conditions will ensue, with the
spirit engulfing the being and heavily biasing that being’s actions,
perhaps even controlling the being. If the being wins, the spirit simply
must leave and cannot attack the being again for 24 hours.
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ELEMENTAL SPIRITS are the spitit forms of the elements, but are noi
clementals. These spirits come in various forms and types, but are one
and all embodiments of alchemical elemental archtypes. These Spirits
may attack by a Will vs. Will contest such as the Conceptual Spirits
above, or perform an Innundation Attack. This attack form flocds the
area (1'/lv] of the spirit) with the Essence of the element of the spirit.
/ An Elemental Spirit of Earth could cause all within the area of effect

/to feel the solidity and ponderousness of the Earth, their thought
processes slowed l?ut inexorable, their every physical movement a
monumental accomplishment.

An Elementai Spirit of Fire would cause all within the area of effect

* to feel mercurial and eclectic, their thoughts, feelings, and actions
impulsive, passionate, and brief. Reactionary in the exireme, the burn-
ing intensity of this spirit is fierce, )

An Elemental Spirit of Water emanates the flexibility, compromise,
eternity, and the feeling of depth of it’s namesake. All things seem to
originate from far away, and whatever choices are made under the aegis
of this spirit will seem to be most reasonable.

An Elemental Spirit of Air stirs the intellect to rapidity, crystalclarity,

" and- conciseness. The feelings of readiness and incipient action are
pervasive. h

An Elemental Spirit of Light heralds tranquility and utter oneness.
Harmony s the rule, and acceptance of what is and what will be.

EMOTIVE SPIRITS are those spirits which embody the essence of raw
emotion. These spirits, through a Will vs. Will contest, spread the
emotions which they champion. They operate on a purely instinctual
level, coherent thought the exception rather than the rule.

HAUNTS are spirits of distress. They are broughtinto being by extremely
traumatic experiences, and are usually tied to the site of the experience.
Their power is the ability to cause the losers of a Will vs. Will contest
to re-live the source of their distress.

RATIONAL SPIRITS arc spirits are the antithesis of the Emotive
Spirits, operating on a level of pure cold logic. Perhaps the most
dangerous of all spirits when they fixed vpon a course, they can be
argued with as long as the opponent uses logic.

SHAMAN SPIRITS are the spirits of Shamans who chese to remain in
the Spirit World after physical death. These spirits come in all types, as
many as there are Shamans. Their presence can be beneficial as well as
malevolent, although normally they are just uncaring and “above itall”.

STANDARD SPIRITS are those which have no particular alignment or
allegiance. Sometimes called Unbom Spirits by the Shamans who
summons them, they are exiremely maleable to outside influence and

- can become a specific type of spirit if enough taint is encountered (this
includes the taint caused by coniact with other spirits).

TOTEM SPIRITS are basically a mixture of Conceptual, Emotive, and
Rational Spirits. They are, in a sense, Avatars of highly complex goals
and ideals, partaking of the essence of their symbolic appearance. They
guide, teach, learn, and grow with their own particular Shaman. There
isusually only one Shaman to given Totem, although that Shaman might
have a number of lesser apprentice Shamans below hiim, helping him to
achieve the ideal of the Totem.

Bach Toter Spirit will confer a special ability or power upon the
Shaman, to be used in the pursuit of the goal or ideal. Each Tetem Spirit
also has listed a Conferred Power. This is only a general guideline for
the particular type of power or ability, the actual conference differs from

_Shaman to Shaman. These powers may range from stat increases to
special spell ability, from character trait enhancement to special skills
and skill increases. In short, they can be anything (it’s up to the
individual GM to design and define the individual powers). The only
thing which is truly certain is that the Conferred Power will start out
relatively minor and will grow with the Shaman as the Shaman grows.
This will only manifest when the Totem Spirit is with the Shaman, and
the ability can be either mirrored by the Totem Spirit or the Totem Spirit
canhave an entirely different (although in keeping with the “alignment”
of the spirit) power,

Below is a list of the basic goals and ideals of the various Totem
Spirits. These spirits have the attack forms of the phiysical appearance,
as well as tradjtional allies and enemies anong other Totem: Spirits.
Theoretically there is a Totem Spirit for, everything in existence,
although some are sommnolent, inactive, as their Time of activity in the
Cycle of Life has not yet arrived. Also, during certain times (holidays,
solstices, even special years) one spirit is dominant and will always
prevail.

Special
Totem Goal/Ideal Conferred Power
Badger Home and Hearth ....c.coveeeee Defense
Bat ceereeenirinns Self Discipline
Bear .cc.coeveenee ... Raw Power Boost
Beaver Building Skills

Buffalo/Bull .... Masculinity/Abundance ....... Masculine Allure
Deer (Doe} ...... Femininity/Temperance ....... Feminine Allure

 2F:T) (COr—— Absolute Freedom ......ocevee- Perception
Hawk voeeneereeane Nobility/Swifiness ......oc... Speed/Control
|5 (1] S Work/Perseverance ... Travel Abilitics
Lion voecveevennee Procreation/Life ..o.oerveieinns Courage
)37 ST Stealthiness ....oeverensererarncennee Subterfuge Skills
MOOSE oo Endurance/Stability ......coers Stamina

Otter ..... v FUD/HApPPINESS evrerecrisnicnns Sense of Humor
(0107 U Wisdom/Magic ..vcceeveenenns Special Magic
Rabbit ............. Harmony/Caution .......cee. Danger Sense
Snake ..ocoveeeee Healing/Perservation............ Healing Powers
WOl ..o Survival of the Fittest.. .. Improvisation

Wolverine ....... Fighting/Death ......cccorverveenes Combat skills
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Spirit Statistics Chart
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7.0 COMPLETESKILL
DESCRIPTIONS

ACROBATICS (AG/QU) (Maneuver) — Bonus for in-air ma-
neuvers (e.g., flying or levitation) or swinging on objects. Helps
reduce the effects of falls. Refer: 14.14 Secondary Skills,
ChL&CaL, pg 63.

ACTING (PR/EM) (Static Action) — Bonus for simulating ac-
tions or reactions of others which is to be used in drama type
performances, devising new identities, etc. Refer: f4.14 Secon-
dary Skills, ChL&CaL, pg 63.

ADMINISTRATION (IN/EM) (Static Action) — Bonus for
functioning successfully within any entity where record keeping,
personnel interaction, and bureaucracy is present. Also useful in
¢ gaining public office and applying governmental power. Refer:
3.5 Secondary Skills, FL, pg 12.

ADRENAL DEFENSE (NONE)(Special/DB)—By using this
skill, attacks with melee or missile weapons may be dodged or
" deflected (wholly or partially). The skill rank bonus of the Defen-
der is added to his defense bonus versus melee attacks. Against
missile attacks the skill rank is halved before the bonus is calcu-
lated and added to the Defensive Bonus. To use adrenal defense,
you must be aware of the fact that you are under attack. In addition,
the character must not be wearing any armor and cannot have a
shield or large object in his hands, (If Optional Rules 13.31 isbeing
used, a martial artist can hold any weapon usable as their weapon
kata). Refer: 3.8 Special Skills (Adrenal Defense), ChL&Cal., pg
42. - ‘

ADRENAL MOYVE (PR) (varies) -— These skills relate to the
" development of the art of superhuman effort. Using “concentra-
tion” and Self-Discipline, the character skilled in Adrenal Moves
. must prepare the round before he will use one of these skills. This
is accomplished by taking a 20% penalty on action in this prepa-
ration round. Adrenal Moves may not be attempted in consecutive

reunds, nor may more than one be attempted at any one time. Skill -

fanks in each Adrenal Move must be developed separately. Each
Adrenal Move counts as a separate arca for development purposes.
- Refer: 3.8 Special Skills (Adrenal Moves), ChL&Cal., pg 42.

Balance (PR) (Manecuver) — This skill enhances the ability of
the character to maintain his balance in one maneuver action
(requiring balance). The skill rank bonus is added to any
maneuver roll required for the action (even if it takes several
rounds). Refer: 3.8 Special Skills (Adrenal Moves),
ChL&Cal,pg42.

Landing (PR) (Maneuver) — A character may automatically
decrease the severity of a fall by his skill rank bonus times one
foot. For example, if a character’s skill rank bonus was 60, a
100 fall would be treated as a 40' fall. The severity of a fall can

" never be reduced below that of a 10' fall. For this adrenal move
the penalty of -20% for a preparation round is applied the round
after the fall (assuming he’s alive and conscious). This is the
recuperationround. Refer: 3.8 Special Skills(Adrenal Moves),
Chl.&CalL, pg 42.

Leaping (PR) (Maneuver) — This allows the character to
automatically increase the distance he can successfully leap
from either a standing or 4 running start. Table 15.31 can be
used, with the skill rank bonus being added. A 100% would
indicate a normal leap and results above that a longer jump. If
using the Alternate Maneuver Table, Adrenal Move Leaping
moves the jump down one difficulty rank, (¢.g., an absurd jurp
would now be sheer folly). Refer: 3.8 Special Skills (Adrenal
Moves), ChRL&Cal.,pg 42. :

Quick-Draw (PR) (Maneuver) — Bonus for drawing your
weapon without taking -20 for drawing your weapon during
combat rounds. This is a form of Adrenal Moves and acts as the
adrenal move Speed but only effects the drawing of your
weapon. Success indicates you have your weapon ready and
failure indicates you take -20 for drawing your weapon. This
skill does count against the one adrenal move every other round
limit. For this adrenal move the penalty of -20% for a prepara-
tion round is applied the round after drawing the weapon
{assuming he’s alive and conscious). This is the recuperation
round. It must be developed separately for each type of weapon
{1-handed edge, 1-handed crushing, 2-handed, thrown, etc).

Speed (PR) (Static Action) — This allows a character to move
at twice normal speed (as if hasted) and thus increase his
activity for one round as described in Arms Law. Speed is
prepared just as the Strength Adrenal Move, and success is
determined the same way. If using the Initiative System
(Refer: 6.7 Anfnitiative System, RMC1, pg 69-7(), his actions
for the round in which the adrenal move speed is active are all
at half cost. Refer: 3.8 Special Skills (Adrenal Moves},
ChL&Cal., pg 42.

Strength (PR) (Static Action) — This skill gives a character a
+10 bonus on his OB and doubles the number of concussion
hits that he delivers. At the end of the preparation round, the
character rolls 1-100, adds applicable bonuses from 15.32
Static Action Table, ChL&Cal., pg 36, and then adds his skill
rank bonus. A roll of 101+ indicates success and the above
bonuses apply for the nextround. Failure means no bonuses are
obtained the next round. Refer: 3.8 Special Skills (Adrenal
Moves), ChL&CaL, pg 42,

ADVANCED MATH (ME/RE) (Static Action) — Bonus for
using higher levels of mathematics (e.g.. calculus, differential
equations, basic relativity, etc.). You must develop an equal or
higher skill rank in Basic Mathematics. Refer: 3.48 Scientific
Skills, FL,pg 11.

ADVERTISING (IN/RE) (Static Action) — Bonus for success-
fully marketing a product or service: Must be developed separately

. for each culture encountered; otherwise bonus is halved for all but

specific culture researched. Refer: 3.5 Secondary Skiils, FL, pg
12. E

ALCHEMY (CHEMISTRY)(RE/ME) (Static Action)— Bonus
for identifying and mixing various non-magical substances with
relatively predictable results. Acids, itching powders, foxins, etc.
are just a few of the possible results. Some combinations the GM
may deem inappropriate for his world (e.g., he might disallow
gunpowder or petroleum products). Allows user to know
elemental composition, reactions, compounds, etc. Skill is modi-
fied -30 to -70 for lack of laboratory equipment, supplies, etc.
Refer: 4.3 Secondary Skills, RMC 1, pg 48.
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Complete Skill Descriptions: Ambush— Attunement

AMBUSH (NONE) (Special) — This is the ability to make a very
precise attack. To use his Ambush skill a character must approach
his foe undetected and be able to sirike before the foe can react.
If the ambush skill is successfully used, the character may
modify his roli on the resulting Arms Law normal (not Large or
Super-Large) critical strike roll. This modification consists of
being allowed to adjust the critical strike roll by any number up te
the ambush skill rank (not bonus) of the attacker. This adjustment
may be either up or down. This is the only adjustment that is ever
allowed on an Arms Law critical strike roll. Note that to use this
bonus, the attacker must first get a normal critical strike result on
an attack table. If he dces, however, this ability greatly increases

the chance of akilling blow and tremendously increases the chance

of a blow that kills instantly. ,

Since position is relatively unpredictable in a general melee
situation, Ambush skill rank is halved if an ambushed foe is in a
melee situation. (Note: Youmuststill approach the foe undetected
and strike before he can react.)

If a “Large” or “Super-Large” creature is ambushed, the Am-
bush skill rank is added to the critical roll. If the resulting modified
roll is above 95, a second roll is made and added to the modified
critical roll as in a nermal open-ended roll.

Refer: 3.8 Special Skills (Ambush), ChL&CalL, pg 10.

ANIMAL HANDLING (EM/PR) (Static Action) — Bonus for
the care and feeding of animals including bedding, hobbling, etc.
Developed separately for each type of animal (e.g., horses, hunting
birds, etc). This skill is normally used in the handling of one animal
at a time.

ANIMAL HEALING (EM/RE) (Static Action) -— Bonus for
administering medical aid to injured animals. Allows one to
stabilize or repair light wounds and illnesses. -Successful static
maneuver can stop (or reduce) up to 5 hits/rd bleeding. Refer:
14.14 Secondary Skills, ChL&CalL, pg 63.

ANIMAL TRAINING (EM/IN) (Static Action) — Bonus for
training a particular type of animal, such as Birds of Prey, Dogs,
Bears, Big cats, ete. Skill normally ends up taming the animal.
Refer: 4.3 Secondary Skilis, RMCI,pg 47.
The following is a sample listing of animal skills:
* Bird Trainer: Trainer of attack birds or birds that perform
services.

« Dog Trainer: Trainer of attack dogs, or dogs that perform
tricks.

« HorseTrainer: Raising and rearing of horses.

ANTHROPOLOGY (IN/EM) {Static Action) — Linguistic
trends, customs, habits and cultural trends of any known races and
cultures. Skill may be developed in-depth of a specific race or
culture from your home world. Several different anthropology
races or cultures may be developed simultaneously, assuming
research materialsare available. Refer: 3.48 Xeno-Anthropology,
FL, pgll

APPRAJSAL (IN/RE) (Static Action)— Bonus for determining
or estimating the value of an object or goods other than Armor,
Metal, Stones or Weapons, Similar skill rule applies to ail but
Armer, Metal, Stones, or Weapons. Refer: Secondary Skills,
RMCI, pg47.

ARCHITECTURE (RE/ME) (Static Action) — Bonus for de- -
signing buildings.

ARMOR EVALUATION (IN/RE) (Static Action)—Bonus for |
determining the value and quality of armor.

ASTRONOMY (ME/RE) (Static Action) — Bonus for stellar
analysis and survey. Skill is useful for aiding in divinations, and ;
detailed knowledge of siars, planets, moons, etc. Refer: 348

Scientific Skills, FL,pg 11. j

ATHLETIC GAMES (AG/QU or AG/ST) (Maneuver)—Bonus® i
for playing any one game primarily involving agility, coordination :
and motor skills. Refer: 4.3 Secondary Skills, RMC1,pg 47.

N
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ATTUNEMENT (Staves & Wands) (EM/IN-'/) (Static Action)—
This skill enables a character to use the spell abilities of a staff,

.wand, or any item with spell casting abilities. In order to cast spells

from an item, the wielder of the item must have made an attune-
ment (staves & wands) roll. The process for gaining the capability
of casting spells off an item is identical to that for deciphering a
Rune, except that the spell on the Rune is equivalent to the spells
on the item.

If an item has several spells or groups of spells that are widely
separated in power or type, the GM may require separate atiune-
ment (staves & wands) rolls for each spell or group of spells.

Learning to use an intelligent item may not necessarily give the
character control over that item. An itemn may have an ego, which
the character must roll over (on 1-100} in order to impose his will
on the item’s. .

Note: Some GMs might prefer to use the optional guidelines for
Items with Intelligence and Will (Refer: 5.1 ltems with Intelli-
gence and Will, RMC1, pg 52).

“Teaching” someone else an item is not permitted because using
an item is a personal experience between the individual and the
item. Although you may tell someone what the item does and thus
remove any penalty for not knowing the power of the item, you
cannot aid them. Certain spells on items do not normally require
atunement (staves & wands) rolls, subject to GM stipulation. They
include:

1)Spells that operate constantly: Boots of Silence, Cloaks of
Invisibility, etc.

2)Bonuses built into items: Bonuseson weapons, bonuses on
armot, spell adders, spell multipliers, etc.

3)Spells in intelligent items: Intelligent iterms can cast the
spells that they contain when instructed by a wielder who can
communicate with the item and whom the item will obey
(unless specifically created otherwise, intelligent items will
obey any wielder). Refer: 9.0 Optional Rules,SL,pgs14-21,
Refer: 5.1 Items with Inteliigence and Will, RMC!I , pg 52.

All of these cases include spells that de notrequire the conscious
casting of any spell by the wielder of the item. Refer: 3.7 Magic
Skills, Staves and Wands, ChL&CaL., pg 40.
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'BASIC MATHEMATICS (RE/ME) (Static Action) — Bonus

for calculating distances, angles, and applying basic principles of
physics toa given situation {e.g., determining the angle of reflected
light, the rate of fall of a given grade, or the difficulty of a climb
without approaching or touching the obstacle). Refer: 14.14
Secondary Skills, ChL&Cal., pg 63.

BEAST MASTERY (EM/PR) (Static Achn) — Bonus for
simple communicating and if possible, the mastering of an animal.
Each specific type group of animal is developed separately. The
animals that are controlled by use of this skill do not have to be
trained or tame. The animal will only do what is within its
capabilities. If the skill roll fails, the animal will’ revert back to its
basic tendency. See RMC2 Tables 11.1 and 11.2. The Beast
Mastery skill may also be used with the Alternate Static Action
Tables.

Example: Eredrone Denmere, 10th level Astrologer, has 10
levels of Beast Mastery (Wolf). Out stalking a deer which he
has plans to have for dinner, he has the misfortune of running
into a pack of hungry wolves that plan to make him their guest
of honor at their banquet. Eredrone confronts the leader of the
pack and attempts to master him, He has a total skill of 853, -20
for wolf being wild, -30 for wolf being a camivore, +0 for
animal-intelligence, +0 for wolf being of canine category;
giving Eredrone a base chance of 35. He rolls 64 for a total of
99. If using the Static Action Table, Eredrone would have been
completely unsuccessful. However, he was using the Alternate
Static Action Tables and he gets NEAR SUCCESS, giving him
another chance with a +20. With a +55 and a roll of 57 giving
hima 112 and he influences the leader of the pack to stop which
brings the whole pack io a halt. Thus with this slight reprieve,
Eredrone manages to escape.

BEGGING {(PR/EM) (Stati¢ Action) — Bonus for eliciting a
sympathetic response from the person being begged to.

BIOCHEMISTRY (IN/RE) (Static Action) — Understanding
and analysis of basic biochemistry and genetics for the life forms
of a specific area. Refer: 3.48 Seientific Skills, FL,pg 11.

BOAT PILOT (ME/AG) (Static Action)—Bonusforknowledge
of water courses such as the locations of sand bars, rapids,
waterfalls, whirlpools, currents, reefs, icebergs, vegetation clogs

“(underwater snags and roots) (overhead hanging branches, and

vines), etc. Skill is very useful for navigating water ways. Each
water course must be learned separately, or it is halved for use on
unfamiliar waterways.

BODY DAMAGE STABILIZATION (SD/EM)(Static Action)

— Bonus for keeping onself alive after bemg injuried. This skill

puts your body into a near death condition (coma) for 1 day/round

before death. (Round before death is obtained from the description -

of the critical strike taken). Due to the slowing down of your body’s

imetabolic rate, you will appear to be dead to all but the closest of
crutmy (~75 from other’s perception). .

i If you fail to make a successful skill roll, you 1mmed1ately go
mto a coma but you still die at the appointed time. You may be
aWakened from this state by one or more of the following: Within
1ihour of the preset time or an Awaken spell or vigorous physical
disturbance lasting more than 3 minutes. If you'receive a critical
that kills instantly, this skill will have no effect.

Example: Savin, 7thlevel Seer and Eagletop, Sthlevel paladin
were ambushed by Beastdogs. The Beastdog isademon 1Spawn
breed of the canine family which is as large as a horse; ‘has the
speed of a cheetah and hide that protects as AT 20. The Beast
dogs give Eagletop a critical that will cause him to die in 6
rounds and kill Savin instantly. Eagletop uses body damage
stabilization and makes a successful skill roll which places him
in coma for 6 days. Savin would not have been able to use this
skill due to the instantancous death. B ‘

Certain types of damage may make it 1mp0551blc to use this skill
(e.g.. massive brain damage, head being completely ripped off or
destroyed, body dissolving in acid, heart being ripped out of chest,
etc). See RMC2 Tables 11.1 and 11.2.

BODY DEVELOPMENT (Hits) (CO) (Special)—Skill rank in-
Body Development is one of the factors which determines how
many hits (concussion hits) a character can take without passing
out. The character is entitled to increase his base hit point total
(BHPT) by his race’s alloted die roll each time that he raises his
Body Development skill rank by one. Refer: 15.51 Race Abilities
Table and 6.2 Special Racial Capabilities, ChL&Cal., pg 50-51.

Starting Base Hit Point Total: Eachcharacterstarts withabase
hit peint total equal to the temporary value his Constitution stat
divided by 10 {rounded off).

Maximum Base Hit Point Total: Acharacter’s base hit point
total can not exceed the maximum allowed for his race (see
Table 15.51).

Total Hit Points: The hit point total used during play is the
BHPT plus the- BHPT multiplied by the Constitution stat and
racial bonus divided by 100 (i.e., the CO stat and racial bonus
is used as a percentage figure).

Summary for Determining the Total Hit Points:

1) Start with a base hit point total equal to Constitution divided
by 10 rounded up. -

2) Each time the Body Development skill rank is increased by
one add the alloted racial die roll fo the base hit point total
(up to racial maximum).

3) The total hit points: BHPT + (BHPT x CO Bonus / 100)

Death due to massive concussion hit damage: Ifacharacter
takes more concussion damage than the sum of his total hit
points and his Constitution, massive shock and internal bleed-
ing occurs, His soul will depart (i.e., he will die} in the number
of rounds indicated on the Race Abilities Chart. Refer: 6.2
Special Racial Capabilities, CRL&Cal., pg 50-51. Refer: 3.8
Special Skills, ChL&CaL, pg 42.
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Complete Skill Descriptions: Brawling— Channeling

BRAWLING (RE/IN) (Maneuver) — Bonus for using non-
weapon implements as a weapon, (e.g., such as a stool as a bash
attack, throwing sand into your opponents eyes, etc). This skill
doees not apply to normal weapons which are defined under varies
other skills (weapon skills, yado, martial arts, etc), The attacks
under brawling may never exceed small attacks. For example, an
attack with a stool wouldrbe a small bash attack, a broken bottle
slash would be a small talons attack, etc.).

BRIBERY (PR/RE) (Static Action)-——Bonus for offering a bribe
to an official in the proper and unobtrusive manner.

CAMOUFLAGE (RE/IN) (Static Action)— Bonus in hiding or
concealing an item or another person by using the natural attributes
of the surrounding environment.

CAVING (SD/RE) (Maneuver) — Bonus chance of determining
natural course and lay of a cave or cavern (passage or chamber).
Benus when attempting an unassisted maneuver in a cave. Dwar-
ves receive an additional +25 modification to this skill bonus.
Refer: 14.14 Secondary Skills, ChL&Cal., pg 63.

CHANNELING (IN) (Special)— Thisis the skill of transmitting
and receiving power between two willing individuals over any
distance, provided that contact can be made. The transmitter of the
power must be able to see the receiver or know his exact location
{direction and distance, or a specific place). The receiver must
know exactly when the spell is coming. For example, if a Cleric
was atacertain altar at a certain time (midnight of full moon) ready
to receive a spell, then another spell user (or deity) could use
Channeling to send him a spell (if he knew where the altar was and
the correct time). In some cases it will occur when a Clericisona
vital mission and his god decides to aid him. It is permissible,
however, for characters to Channel to each other.

It is important to note that the spells a “Channeling™ spell user,
(e.g., Clerics, Animist, Healer, etc.) acquires normally through
worship and the use of intrinsic power points (although the entire
realm is termed “Channeling’) are not subject to this rule. Simi-
larly, the acquisition of Channeling skill will not allow others to
gain a “Channeling” spell user’s intrinsic spell ability. This skill
applies to extraordinary channeling.

Transmitting Power Points: Normaily Channeling consist of
transferring power points from one character to another. The
sender expends the power points and multiples this number of
power points by his channeling skill rank bonus expressed as a
percentage (e.g., a sender with a 60% Channeling skill rank bonus
— skill rank 12 - and expending 20 power points actually
channels only 12 = 60% x 20). Treat channeling abilities of greater
than 100 as 100, and round down the resulting power points. This
is the number of points sent. The receiving character multiples the
number of points sent by his Channeling skill rank bonus (again,
expressed as a percentage, the result is rounded down, and chan-
neling abilities of more than 100 are treated as 100). This result is
the number of points received. These points may be used by the
receiving character to cast spells as he wishes, although any unused
points will be lost when next he sleeps.

Channeling between characters (including NPCs) may only
take place if they are concentrating en the same realm of power. In
other words a Cleric can’t channel to a Magician. In the case of d
Non-spell wser (e.g., Fighter, Thief, Rogue, Warrior Monk,
Dancer, Burglar, Barbarian, High Warrior Monk, Scholar or
Trader), the character’s realm of magic should be determined at 1st
level. Gods are, of course, able to channel to whomever they
please. Hybrids may channel to or be channeled to by the
character’s concentration on either of the Hybrid’s realms (e.g., 1
Mystic can channel in either Essence or Mentalism).

Transmitting Spells: Spellsmay be channeled intare cases, If the
receiver is of the proper spell realm, the sender may cast spells
through him. It is not necessary for the receiver to know how to cast
the spell; he is not required to do any of the work. The spell is cast,
and the power points expended by the sender. The power points are
subject to the same modifications for Channeling skill rank bo-
nuses as power points sent without a spell, and sufficient power
points must be received tocastthe spell. The spell may not be cast
if it depends on the receiving character to provide any of the power
points; nor may the spell be cast by one individual while the power
points requited to cast the spell are channeled by someone else.

Example: Bak is of the Mentalist realm of Magic. He has skill
rank 1 in Channeling (5%) and no further bonuses. A high level
Mentalist, Moour, offers to channel through him, and Bak, in
need of such help, agrees. Moour must either see Bak, make
mental contact with him, or know exactly where Bak is. Bak
must also know the exact time that the spell is being sent.
Moour, in a crucial situation, throws “Ice Resistance” (a 3rd
level spell) and puts 60 spell points into the efforf, He has a
100% Channeling ability and all 60 peints are sent, but Bak
receives only 5% or 3 of them. This, however, is enough to
power the spell and it takes effect. Had Moour possessed only
a2 90% Channeling ability, he would have had to expended 67
points for the spell to take effect (90% x 67 = 60 points sent,
with 5% x 60 =3 points beingreceived). Failure to provide even
- one of these 67 spell points would make it impossible for the
spell to work, : '

Burnout Due to Channeling: Successful Channeling can be
dangerous. Roll 1-100 and add the number of power peints
received (this die roll is open-ended). Subtract the skill rank in
Channeling of the receiving character. If the result is over 100, a
burncut has occurred.

Example;:Bak’sbrother Geenis a Cleric, with Skill Rank 14in
Channeling. In a crucial situation, he asks his god, Blag, for
help and Blag responds (the GM rolls an incredible reaction for
the deity) by throwing the spell “Absolution Pure” through the
Cleric. This is a 20th level spell and the god sends 40 power
points with the spell. All 40 are sent (Blag is a god) and Geen
receives 58% of them (23). He now rolls D100 to determine if
it affects him. He rolis a 48 (+23 for the power points received
in the spell), -14 for his skill rank (note that the skill rank, not
the bonus is subtracted). The total is 57 (48 +23 =71 — 14 =
57) and Geen does not suffer burnout. _

Suppose that Geen had rolled a 97 instead of a 48. Since 97
is over 95, under the “open-ended’ rules, he mustrell again and
add. Herolls a 23 the second time for a total “roll” of 120 before
modifications. Again +23-14, yielding a 129. Geen has suf-
fered some form of burnout.
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If burnout occurs, roll twice on the 15+ column of 15.12 Stat
GainTable, ChL&CaL, pg 30. This is the number of points that are
lost from the Memory stat (the temporary not the potential). This
process istepeated for Reasoning. If this process reduces either stat
toQor below, all experience and skills are lost. On the brighter side,
the character can switch professions as he has lost all memory of
his adolescence and apprenticeship (though it will take him many
years to function as an adult again).

Option when using Spell Law: If Spell Law is available and a
bumout occurs, a 1-100 is made and 5x the amount that the
bumnout roll was above 100 is added. This total is applied to the
Non-attack Spell Failure Table (Refer: 10.72 Non-Attack Sec-
tion, SL, Table 10.7 Spell Failure Table ). This result can be in
addition to the toss of Memory and Reasoning or mstead of it (at
the GM’s discretion).

Should a burnout occur, the being channeling power to the
victim rust roll under his Presence on 1-100 or suffer the same
result (gods would not be affected). If the sender survives,
unharmed, he may (regardless of the status or will of the receiv-
ing individual) exercise absolute control over the victim’s body
and its remaning knowledge, skills, spells, and power points. The
sender must have some method of issuing commands and in-
structions to the burnout victim. This control last 24 hours or until
contact is broken. Refer: 3.7 Magic Skills, ChL&Cal., pg 41.

CIRCLE LORE (ME/RE) (Static Action)-— Bonus on manipu-

lating and using circles in conjunctien with Circles of Power and
-Circles of Protection spells. Also allows non-magical research in

defining, identifying new “Circles” in which to add to his reper-
“toire of circle spells.

CLIMBING (AG) {Maneuver) — This could range from the
ability to climb sheer faces (absurd), through mountain climbing
(very hard), to climbing a ladder (easy) through the use of hand
holds. The normal climbing rate for walls with adequate hand
holds is 107/rnd -as a “medium”™ moving maneuver, Refer: 3.6
General Skills, ChL&CalL, pg 38.

CONTORTIONS (AG/SD) (Maneuver) — Bonus formanipulat-
ing one’s body in order to move through small openings or absorb
sudden crushing impact (other than falls). Helps escape from
bonds, etc. Refer: 14.14 Secondary Skills, ChL&Cal, pg 63.

CONTROLLYCANTHROPY (SD) (Static Action)— Bonus
for control of lycanthropy See RMC2 Tables 11.1 and 11 2.

COOKERY (IN/RE) (Static Action) — Bonus when detecting
bad food, or prepanngfneutrahzmg dangerous herbs and food
ingredients. Includes poison preparations as well as normal
cooking, Refer: 14.14 Secondary Skills, ChL&Cal, pg 63.

The following is a partial listing of cookery skills:
» Baking: Turning of flour into breads, cakes, pies, etc.
* Brewing: Making ale, beer, cider, malt or mead beverages.
» Curing: Saiting or preserving of food.
+ Distilling: Making of alcohol.
- » Poiscner: Poison manufacture.
+ Winery: Making of wines.

CRAFTING (RE/AG) (Static Action) — Bonus for particular
craftsman skill, such as jeweler, copper etching, cloth work, etc.
Diiferent skills must be developed separately. Refer: 4.3 Secon-
dary Skills, RMC1, pg 48.
The following is a partial list of suggested crafts:

+ Barber: Hair groomer and shaver of beards, etc.

* Billeting: Innkeeping duties .

* Book Maker: Binds paper into books.

» Calligraphy: Attractive form of writing.

= Candle Maker: Use of wax and wicks to make candles.

» Ceramics: Glazing, staining of pottery, glass, eic. and firing it
in a kiln to harden it.

» Cooper: Making or repairing of barrels.

» Counselor: Listening to problems and attempting to give
solutions.

+ Critic: Analysis and description of faults and merits of art
works,

« Crocheting: See Knitting.

* Dying: Coloring of fabric and cloth.

» Embalmer: Mummification of bedy after death.

* Embroidering: Decorating of fabric, cioth and leather.

* Enameler: Use of enamel to place a hard, long-lasting surface
on objects.

+ Furrier: Turning furs into clothing.

* Glass Blower: Turning of sand into glass objects.

» Guide: Pointing the way and leading.

» Knitting; Turning yarn and thread into cloth, using needles.
+ Law: Knowledge of law, its application & interpretation.

+ Masseur/Masseuse: Manipulaticn of bones and muscle to
relieve tension, etc

* Messenger/Runner: Bearer of messages (written or verbal).

* Miller: Grinder of grains into flour.

» Net Maker: Make and repair of fishing nets,

» Paper making: Turning wood pulp into paper, reeds into
papyrus, etc.

« Potter: Turning clay into objects. _

* Quilting: Turning pieces of cloth into blankets, clothing, etc.

+ Roofer: Putting roofs together, and maintaining them:

= Sail Maker: Making and repairing of sails,

» Scribe: One who copies manuscripts or other documents.

* Seneschal: Running of a household, daily routines, etc.

+ Spinner: Turning wool or flax into thread.

» Stewardship: Management of land and people in the absence of
the overlord.

+ Tatloring: Turning cloth into articles of clothing.

* Taxidermist: Preparing and stuffing the skins of animals.

+ Trapper: Capturing of animals either alive or dead.

» Tube Hollower: Hollows tubes out of stone, metal, wood, etc.

= Upholstery: Covering of furniture with material for decoration
or comfort.

* Valet: Assists others in getting dressed and ready for various
occasions.

* Weaving: Using Loom to make rugs, cloth, tapestries, efc.
* Wicker Worker: Use of wicker to make baskets, furniture, etc.
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Complete Skill Descriptions: Dance — Disarm Fo .:

DANCE (AG/IN) (Maneuver) — Bonus when attempting to
recreate a dance one witnesses. Also used to create new dances,
this skill dan be a factor in Magic Rituals. Refer: /4.14 Secondary
Skills, ChL&CaL,pg 63. *‘ ‘
DEMON/DEVIL LORE (ME/RE) (Statlc Action) —Bonus for
recognizing, and identifying the major powers and abilities of
extradimensional beings, and things pertaining to demons/devﬂs
(land, items, etc.) /

DETECT TRAPS (IN) (Static Acuon) —Bonus to detect inani-

mate traps or ambushes. ’,
DIAGNOSTICS (IN/RE) (Static Actlon)—Bonus for determin-
ing medical condition a type of creature. Skill must be learned for
* aparticular race, or type of creature. You may use similar skill for
those races that are genetically close to the race you have special-
ized in. One must pick the skill in either general diagnesis, or
diagnosis of a specific race. General diagnosis skill of 30+ allows
certification of simple medical practice on all races (use of field
equipment and healing drugs). Diagnosis skill for a specific race of
30+ is rtequired for surgical certification (and reasocnable
competence). Refer: 3.48 Scientific Skills, FL,pg 11.

DIPLOMACY (PR/IN) (Static Action)—— Bonus for operating
successfully in a complex, bureaucratic foreign environment, such
as a foreign royal court or any other large foreign government
structure, Tact, negotiation, and deceit are all facets of diplomacy.
Used for the conducting of relations between nations. Bonus for
using the proper protocol in an unfamilar situation and impressing
a person in authority. This applies to situations ranging from an
audience with with the High King to an inveluntary meeting with
the Prince of Thieves. For operating within one’s own government
system refer 10 Administration. Refer: 4.3 Secondary Skills,
RMCI, pg4S.

DIRECTED SPELLS (AG) (Maneuver/OB)—SpellLawma.kes
provision for Spell Atiacks Rolls with certain “elemental” spells.
(These spells are specifically listed there, and have separate attack
tables.) Skill may be developed separately for each such spell.
Developing skill in Diirected Spells is treated just as developing
skill in weapons. Generally skill may be developed only for spells
that are directed against single target (e.g., Fire Bolts but not Fire
Ball or Fire Storms). A character wishing to develop skill with such
a spell must be able to cast it at least once a day (either intrinsically
or from an item or runes).

This rule is important for it allows certain Spell Users to
specialize in particular spells in the same manner that fighters may
specialize in their weapons. Refer:3.7 Magic Skills, ChL.&CaL,pg
41.

Option 1: Thisoption allows developmentof DirectedSpeliskill
for the elemental “Ball” spells. Under this Option no +30 for
“center of effect” is allowed, and the Directed Spell skill bonus
is applicable to the “center of effect” target only.

Option 2: The GM may feel that the skills of Directed Spells are
in factquite similar to each other and so fall under the precedent
of similar skill treatment. Be warned, however, that this will
result in spell users being better than normal in the casting of
directed spells. At the very least they will have more develop-
ment points freed for the development of other skills. In order
to show the difficulty of mastering the directed skill as a similar
skill, the GM may decide that this Option should only be open
to pure spell users and perhaps a few appropriate hybrids.

DIRECTION SENSE (IN/RE) (Static Action) — Bonus forl§
determining which way is north or any specific direction, such asfg
“HOME”, without the aid of navigational instruments. Skill is§
useful determining direction while underground, during the dark-§:
est night without stars, moon, or other night lights. See RMCI§
Tables 11.1 and 11.2. -

DISARMFOE, ARMED (AG) (Maneuver)— Bonustoremove§
a foe's weapon with your own. If successful, the opponent mus|
make a successful RR vs, the level (# of skill ranks) of disarming
skill used. There are 4 categories for the user io develop. The firs
is the primary skill and the others can be used as similar skills at I/}
2 skill rank bonus. Each category reflects the type of weapon thaif
the disarmer can go against. Categories: 1 Handed, 2 Handed}
Polearm and Two Weapon Combo. Refer: 4.3 Secondary Skills}.
RMCI, pg48. ’

DISARM FOE, UNARMED (AG) (Maneuver) — Bohus tof;
remove a foe's weapon with your bare hands. If successful, thep
opponent must make a successful RR vs. the level (# of skill ranks)
of disarming skill used. This is NOT a similar skill to Disarm Foe,
Armed. There are 5 categories for the user to develop. The firstis!
the primary skill and the others can be used as similar skilis at |
2 skill rank bonus. Each category reflects the type of weapon that
the disarmer can go against. Categories: 1 Handed Edge, 1 Handed:
Crush, Two Handed, Polearm, and Two Weapon Combo. Refer:

4.3 Secondary Skills, RMC1, pg 48. :
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DISARM TRAP (INJAG) (Static Action)— Bonusinidentifying
and disarming, but not locating, an inanimate trap. Refer: 3.6
General Skills, ChL&CalL, pg 386.

DISGUISE (PR/SD) (Static Action) — Bonus to change one’s
appearance (not his actual shape or weight) by application of
cosmetics and other props.

DISTANCE RUNNING (CO){(Maneuver)—Bonusisadded to
the character’s base exhaustion points to determine his total
exhaustion points for movement purposes.

DIVINATION (IN/EM) (Static Action)— Bonus for the foretell-
ing of the future or perceiving unknown quantities/qualities, with
the use of divinatory means and methods (e.g., crystal balls, tarot
cards, sticks, tea leaves, palms, etc). Each method must be learned
separately. Skill can also be used to scan the past and the present.
See RMC2 Tables 11.1 and 11.2.

‘Note: Divinations are general in nature and are left up to
interpretation of symbology rather than the cleaner, clear cut
means that the appropriate Divination spells give you. Also,
Divination methods take a minimum of 1 minute (and often
considerably longer) to perform. The Qabbals (RMC1) may be
used in conjunction with this skill.

DIVING (SD/AG) (Maneuver) — Bonus for controlled falling
maneuvers. Refer: 14.14 Secondary Skills, ChL&CaL, pg 63.

DOWSING (EM) (Static Action) — Benus for locating under-
ground water sources through the ground. The water will be
diréctly under your feet when the skill has successfully been used.

DRAFTING (RE/ME) (Static Action)— Bonus to draw an item,
object, biue prints, etc. This is not free hand drawing; specialized
drafting equipment (squares, triangles, compasses, etc) is used in
making accurate and precise drawings (normally to scale).

DRAGON LORE (ME/RE) (Static Action) — Bonus for recog-
nizing and identifying the major powers and abilities of dragons,
and things pertaining to dragons (e.g., lands, items).

DRIVING (AG/QU}) (Maneuver) — As in Riding, skill ranks in
driving must be developed separately for different types of ve-
hicles, Vehicles are defined as animals pulling such objects as
wagons, carts, sleighs, etc. One skill rank allows basic understand-
ing of the controls; subsequent ranks reflect increased ability and
some quickness in maneuvers.

‘DRUG TOLERANCE (CO/SD) (Static Action) — Bonus for
resisting the effects of any one type of intoxicant, poison, or other
chemical substances. Bonus is applied directly to the RR. Skill
must be déveloped separately for each type of drug (e.g., alcohol,
sodium pentothal). One need not be conscious to have the bonus.
Refer: 3.5 Secondary Skills, FL,pg 12.

‘DUPING (PR) (Static Action) — Bonus for speaking quickly,
convincingly, and confusingly in order to get a victim to do
something they would not ordinarily do. This skill isnormally used
on one person at a time.

ENGINEERING (RE/ME) (Static Action) —Bonus for knowing
major facts about engineering of the appropriate technical level
known to the culture. Similar to 1 tech level forward in time and 1
tech level/skill rank back in time. '

FAERIE LORE (ME/RE)(Static Action)-—Bonus forrecogniz-
ing and identifying the major powers and abilities of faeries, and
things pertaining to faeries {¢.g., lands, itemns, etc.).

-
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FALSIFICATION (SD/RE) (Static Action) — Bonus for crea-
tion of false but believable writings or illustrations or records from
scratch. Tt is used to falsify bank records and accounts, change
testimony records to mistepresent the facts, etc. The ability to
reproduce official documents, works of arts, or the duplication of
almost anything that is already in existence or the reproduction of
a successful style, technique, procedure, process, trade mark, or
copyright. The ability to reproduce official currency (coined or
paper monies), stocks and bonds. Refer: 14.14 Secondary Skills,
ChL&Cal, pg 63. ‘

FAUNA LORE (ME/RE) (Static Action)— Bonus forrecogniz-
ing and identifying the major animal forms within a specific area,
region and climate. May be developed either in-depth for a specific
area or as general education in fauna/zoological trends. Must be
decided when skill is picked. Several different regions/climates
may be developed simultaneously, provided that research materi-
alsare available. See Region/Climate List, Section4.6. Note: This
skill may be used for learning about specific species as well,
providing great detail on the characteristics and habits of a particu-
lar type of apimal.

FIRST AID (SD/EM) (Static Action)— Bonusforapplications of
emergency aid or treatment (Hmited to type of creature), such as
attempts to halt or slow bleeding or damaging deterioration. It is
suggested that, provided with the proper tools or bandages, a
character using first aid could stop up to 5 hits/md of damage
without resorting to a tourniquet, Refer: 7.1 Special Abilities and
Equipment, ChL&CaL, pg 53. Used normilly in the field without
the benefits of a proper medical facility or elaborate equipment,
Refer: 14.14 Secondary Skills, ChL&CaL, pg 63.

FLETCHING (AG/SD) (Static Action) — Bonus for making an
arrow out of available wood, metal, paper, and/or feathers. Note:
With this skill, sophisticated types of special purpose arrows may
be crafted (such as hunting, armor piercing, message, howling,
poison bearing, etc). Refer: 14.14 Secondary Skills, Chl.&Cal, pg
63
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Complete Skill Descriptions: FloraLore—Gimmickryj

FLORA LORE (ME/RE) (Static Action)— Bonus forrecogniz-
ing*and identifying the major plant forms within a specific area,
region and climate, May be developed either in-depth for a specific
area or as general education in flora/botanical trends. Must be
decided when the skill is picked. Several differentregions/climates
may be developed simultaneously, provided that research materi-
als are available. See Region/Climate List, Section4.6. Note: This
skill may be used for learning about specific species as well,
providing great detail on the characteristics and habits of 2 particu-
lar type of plant.

FLYING/GLIDING (AG) {Maneuver) — Bonus for flying or
gliding through the use of natural or artificial wings. Flying/
gliding has a natural -75 for all types of maneuvers performed
while trying to fly/glide if this skill is not learned or developed.
(e.g., feathered wings, parachute, hand-glider, balloonist, etc).
Does not include powered aircraft of any type.

FORAGING (IN/ME) (Static Action)— Bonus chance of finding
any local source of potable water or edible plants and animals.
Includes basic food acquisition such as gathering or fishing. See
Region/Climate List, Section 4.6. Refer: 14.14 Secondary Ski Iis,
ChL&CaL, pg 63.
The following is a partial listing of foraging skills:

s Clamming: Finding and digging up of clams from beaches.

« Fishing: Capture of fish by means of hook and line, spear or net.

« Hunting: Finding and killing or capturing of game animals for

food or sport.
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FRENZY (EM/SD) (Static Action)—Bonus to attempt to go into
a state of single-minded, unpredictable rage which results in an
additional +30 to the OB, the ability to take twice normal concus-
sion damage and the ability to deliver double the concussion hit
damage. While in frenzy, you have no DB other than the armor
bonus, get no shield bonus, and cannot parry. Preparation for
frenzy takes one round. Once in a frenzied state, the berserker may
make a static maneuver each round in order toresume one’s normal
state. Once frenzied, the berserker will continue to fight until there
is no one left standing except himself, at which time he receives a
+30 to end the frenzy. While frenzied, as long as there is anyone
‘standing, the berserker may attempt (with a perceptionroll ata-30)
to distinguish friend from foe. Refer: 14.14 Secondary Skills,

ChL&CalL, pg 63. ’

GAMBLING (ME/PR/AN) (Static Action) — Bonus when play-
ing any game with a significant element of luck. Also includes
cheating as a form of improving one’s luck at any game. Refer:
14.14 Secondary Skills, ChL&CaL, pg 63.

GENERAL PERCEPTION (IN/IN/RE) (Static Action}— Thisj
skill affects how much information and how many clues a charac- |8
ter gets through observation. 1t may be used to notice the right
things, to find carelessly hidden objects, to see that pile of oldi
clothes in the corner, to notice the imperfection in the wall-tha i
hides the secret door, the trigger for the trap ahead, the ambush
These are the types of things that the GM cannot mention to thefld
players because to do so would call them to special attention that g
the character’s perception might not atiow.
If a character states that he is watching or examining an arez[li
situation, or place, the GM should make a static maneuver rol
modifier with the perception skill bonus of the character to deter-$#
mine if the character notices or detects anything. The GM may#§
keep this toll secret, revealing only what the character has ob-§§
served. Of course a heavy subtraction should be given (if a rell is§#
allowed at all) in situations where the players don’t know wha@g
their characters are looking for or don’t specify that their charactersf@
are looking for something -in particular (like-wise, looking forl
ceiling traps makes it difficult to see pit traps, tc). The bonus mayg
be used to modify an opponent’s maneuver roll attempt to Stalk orf
Hide. If a character states that he/she is looking for a specific thing §§
then he/she gains a+301to perceive it, but a-30 to perceive anythingl
else. Refer: 3.8 General Skills, ChL&CaL, pg 38. f
Option 1 If the GM feels that the General Perception skill is tooJg
all-encompassing and potent, a highly viable option is to breakig
down the General Perception skill into seven sensing catego‘g
ries: - f
» Balance: This is your sense of physical equilibrium. g
« Body: This is the sense of knowing where one portion &
of the body is in relation to the rest. Those who have :
been stopped by the City Guards for RU/RWI (Riding §
Under the Influence / Riding While Intoxicated) have
experienced the testing of it. RUI/RWI is a nasty rap. :§
» Hearing: Self-cxplanatory ¥ |
= Sight: Self-explanatory o
« Smell: Self-explanatory

» Taste; Self-explanatory :
+ Touch: Self-explanatory ’
The character may develop the skifl ranks of any two senses@
with one development cost. Each additional sense must bef
developed individually. This option can be exiremely playable 1
and plausible (standard perception skill is an awful lot of sensc§
enhancement bought at bargain basement prices)-

Option 2 As Option I above, except also allow a Generalf
Perception skill to be developed, with a basic -30 to perceptmn ]
rolls.

GIMMICKRY (IN/RE) {Static Action} — Bonus for making§
plans for an uncommon or not yet invented item. The charactes
does not receive materials or other essentials for the production off
item (such as mathematics, laen, wood carving, etc). The GM must§
approve the creation of the item for it to be included in his world§
Refer: 4.3 Secondary Skills, RMCI,pg 48. ‘
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GRAPPLING HOOK (AG) (Maneuver) — Bonus when throw-
ing a grappling hook and making it stick at the intended targeted
area. The hook can be thrown up 1o 20 feet horizontakly and 10 feet
vertically per skill rank learned (strength mods apply). Refer: Ad-
ditional Secondary Skills for MERP, Adventurer’s Club, issue 10,
Summer 1987, pg 63.

HERALDRY (MFE/RE)(Static Action)—Bonus for designing or
recognizing a particular heraldic crest (coats-of-arms). Separate
Cultures must be developed separately. Refer: 4.3 Secondary
Skills, RMC1,pg 48.

HERB LORE (ME/RE) (Static Action) —Bonus for recognizing
and identifying herbs. See Region/Climate listing.

HERDING (EM/PR) (Static Action) — Bonus for gathering,
befriending, or manipulating herd animals. Skill normally deals
withone group of animalsatatime. Refer: 14.14 Secondary Skills,
ChL&CaL, pg 63.

HIDE ITEM (RE/IN) (Static Action) — Bonus to hide an item

from other beings.

HORTICULTURE (RE/EM) — (Static Action) — Bonus for
growing flowers, fruits, fungi and vegetables.

HOSTILE ENVIRONMENTS (AG/SD) (Special)—The bonus
forthis skill is taken as the percentage of the character’s offensive,
defensive, or maneuver bonus under the given condition. Condi-
tions must be developed separately. Each one must be learned as
a separate skill.

The following is a partial listing of Hostile environments:
» Arctic Regions: North pole, South pole, tundra, etc.

"« Extremely powerful gravity: Self explanatory.
« Fire Planes: Dimension that is based on fire.
« Underwater: Either fresh water, salt water, etc.

. » Vacuum: Outer space, airless, etc.

HYPNOSIS (PR/SD) (Static Action) — Bonus for placing a
* willing individual into a trance where they.are responsive to
suggestions. An unwilling individual's natural RR is doubled.
Once under, the individual can be told to forget that they have been
placed under hypnosis. The individual can also be primed to
perform some type of task which is triggered by a word, a gesture,
a person, efc.

" JAI {Taijitsu) (QUFAG) (Maneuver) — Bonus for performing an
Tni attack draw. The skill of [ai is a quick-draw technique to geta
~ weapon from scabbard into battle very quickly. Iainormally isonly
used with bladed weapons. If the user rolls 101+ (1-100 open-
ended roll plus the skill bonus), the weapon is out of the scabbard
-and in hand and moreover may make an attack and/or move the
same round without the normal -20 penatty for drawing a weapon.
The user will make an additional role for his attack. However, if the
* roll is negative, he has dropped the weapon. Otherwise, if the Iai
is. unsuccessful, he takes the normal -20 for drawing a weapon.
. Refer: 4.3 Secondary Skilis, RMC1, pg 48.

INTERROGATION (RE/AG) (Static Action) — Bonus for ex-
tracting information from an intelligent source. This may or may
not include causing discomfort to the target, though a +25-bonus
is received if the target is discomforted. However, if a target is
discomforted and the “interrogation roll” is negative, the target
may suffer a major injury or death. In such a case, the target should
roll a RR vs level 10, using SD/CO as a modifier to determine the
extent of the injury. This skill not only applies to torture but also
includes the ability to piece together scattered fragments of infor-
mation received. Refer: 4.3 Secondary Skills, RMCI, pg 48.

JUGGLING (AG/IN) (Maneuver) — Bonus for tossing up ob-
jects and manipulating them in such a manner as to keep them up
in the air. See RMC2, Tables 11.1 and 11.2

JUMPING (ST/AG) (Maneuver) — Bonus for jumping maneu-
verseither running or from a standing position, See RMC2, Tables
I1.fand 112

LANCING (ST/AG) (Maneuver) — Bonus for using complex
Lancing (mounted) maneuvers, such as tilting, skewering rings in
a tourney, etc. '

LEADERSHIP (PR) (Static Action) — Bonus to inspire and
command others tofollow you, and to make others believe that you
are competent to lead and that you know what you are doing. This
includes the ability to raise the morale of those you command.

. LEATHER WORKING (AG/RE) (Static Action) — Bonus for

working with hides and creating leather goods (e.g., leather armor,
bolas, etc). Refer: 14.14 Secondary Skills, ChL&CaL, pg 63.
The following is a partial listing of leather crafts:

+« Cobbler: Making of shoes and boots.

« Saddler: Making of saddles and other horse trappings.

« Tanner: Turning hides into leather.

« Tooler: Decorating leather with imprinted designs & coloring
them. :

LIE PERCEPTION (IN/RE) (Static Action)— Bonus for deter-
mining if one is being lied to. Acting skill on the part of the liar is
a negative modifier.



32

Complete Skill Descriptions: Linguistics —Magic Ritual

LINGUISTICS (NONE) (Static Action)—Rolemasteriscreated
for a world with a variety of cultures and languages. There is no
such thing as a common tongue or an alignment tongue (though a
GM can add 