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240,000	14	......................................................................	Your	character	has	a	maximum	number	of	power	points	equal	to	his	skill	bonus	for	Power	Point	Development.	206	A-9.17.13	Information	Spells	.........	184	A-9.11.6	Wind	Law	..........................	128	A-4.20	Technical/Trade	Skill	Categories	..........................	These	are	factors	which	are	not	capabilities
of	or	restrictions	on	the	character;	instead,	they	are	facets	of	his	individual	nature	and	temperament.	•	Clothes,	including	cloak	and	boots.	50,000	6	..........................................................................	106	A-4.3	Athletic	Skill	Categories	............	193	A-9.14.2	Liquid	Manipulation	.......	(active)	__________	(Co	bonus	÷	2)	per	hr.	(active)	______	(realm	stat	bonus
÷	2)	per	hr.	61	Animal	&	Monster	Statistics	Charts	..	Your	character	can	attempt	to	cast	any	spell	that	he	knows.	This	is	meant	to	reflect	the	disadvantageous	effect	of	armor	worn	on	the	arms	and	hands	of	a	combatant	(see	Appendix	A-10.4,	p.	244	Skill	Category	Record	Sheet	........	89	A-1.5	Halflings	...........................................	1st	Roll	—	Range	of	the
Role	Trait	01-06	Good	.....................................................	97	A-2.7	Ranger	...............................................	36	T-2.7	Training	Package	DP	Cost	Table	..............................	Hawkins;	Race	Write-Ups:	Jessica	Ney-Grimm;	Original	Movement	Encumbrance,	&	Exh.	Example:	Varak’s	potential	Pr	is	75	and	you	roll	23	on	5d10;	so	his	Appearance	is	73	=	75	-	25	+
23.	Any	character	can	attempt	to	do	anything	desired.	First	aid	1	____	+7	“High-Man”	Race	Lore	3	+15	______________________	____	____	____________________	____	Soul	Departure:	___	rounds	______________________	____	____	____________________	____	____	Recovery	Multiplier:	x	___	A	RR	versus	a	Mentalism	spell	is	modified	Body	Development	Progression:
COMMONLY	USED	ATTACKS	by	three	times	the	subject’s	stat	bonus	for	______________________________	`	Attack/Weapon	Ranks	Bonus	Fumble	Range	Modifications	PP	Development	Progression:	Presence	(Pr).	138	A-5.7	Herbalist	(V)	.................................	Opportunism,	“The	End	Justifies	the	Means”	(Machiavellianism)	55-56	Quiet,	Reserved
..........................................	161	A-9.6.3	Calm	Spirits	.........................	198	A-9.15.2	Mind	Control	....................	If	your	character	has	a	weight	penalty,	it	will	modify	his	base	movement	rate	and	his	MMP.	E.g.,	Christians	vs.	............................	244	T-6.2	Skill	Category	Record	Sheet	.....	Forceful,	Enthusiastic,	Excitable	37-42	Free	Enterprise
..................................	It	is	a	significant	factor	under	most	FRP	systems.	Boxed	setthat	contained	Rolemaster	Standard	System,	Spell	Law,	and	Arms	Law.	136	A-5.3	Animal	Friend	(L)	.......................	You're	Reading	a	Free	Preview	Page	85	is	not	shown	in	this	preview.	214	Stride	Chart	................................................	45	T-4.5	Spell	Casting	Static
Maneuver	Table	............................	204	A-9.17.6	Encumbrance	Limits	for	Movement	Spells	...............	Like	any	good	craftsman,	simply	go	to	your	tool	set	and	select	the	tools	that	will	best	suit	the	job	at	hand	and	use	those	tools.	Neutral	...........................................................................	236	A-10.10.7	Large	Creature	Critical	Strike	Table	.........	Skill	Bonus
In	order	to	cast	a	spell,	a	number	of	power	points	(PPs)	equal	to	the	spell’s	level	must	be	used.	Neutral	...............................................................	SPELL	LAW:	Assembled	into	asingle	116	page	book,	Spell	Law	is	now	a	single	mighty	tome	of.The	rule	books	were	the	combined	Arms	LawClaw	Law	book	and	the	Spell.rolemaster	spell	law	pdfOf	Rolemaster
can	be	found	at:	http:www.icewebring.comdocsArmsLaw.pdf.of	material	in	other	Rolemaster	Standard	System	books.	203	A-9.17	Special	Spell	Notes	A-9.17.1	Combining	Effects	...........	ROLEMASTER	BH	35	9.0	BHBHBHBHBHBH	a	EXPERIENCE	&	ADVANCING	LEVELS	BHBHBHBHBHBH	Part	II	Creating	a	Character	Your	character	has	a	“level”
that	provides	an	indication	of	his	capabilities.	You're	Reading	a	Free	Preview	Pages	138	to	148	are	not	shown	in	this	preview.	162	A-9.6.4	Creations	...............................	6	Key	Concepts	and	Mechanisms	...................	142	A-5.15	Traveller	(V)	..............................	But	what	rules	do	you	use	to	assist	you	in	telling	that	story	or	playing	that	character	in	a	role
playing	game?	13	T-1.2	Stat	Assignment	Table	..................	Either	as	the	player	or	the	Gamemaster,	the	path	lies	ahead…	Copyright	1995,1999	by	Iron	Crown	Enterprises,	Inc.	Rolemaster	provides	you	with	all	the	rules	you	will	ever	need	to	tell	any	fantasy	role	playing	game.	215).	168	A-9.7.6	Summons	..............................	You're	Reading	a	Free
Preview	Pages	8	to	18	are	not	shown	in	this	preview.	So	potentially	there	could	be	three	versions	of	Rolemaster	in	print	and	pdf	in	the.	71	23.2	Basic	Experience	Point	Categories	............................	239	A-10.11	The	Fumble	and	Failure	Tables	A-10.11.1	Weapon	Fumble	Table	.....................	Hair:	__________	Eyes:	___________	Black	Hazel	COMMONLY
USED	EQUIPMENT	resolved	by	assigning	a	level	(potency	for	Personality:	_______________________	Idealistic,	Devout,	Item	Location	Weight	Description	_________________________________	Stoic	the	poison)	and	resolving	the	resistance	roll	__________________________	_______	____	__________________________	ElvenCloak	Wear	–	+10	bonus	to	Stalking	&	Hiding
Motivation:	_______________________	Destroy	Chaos,	Wooden	Rod	sheath	1.0	+3	spell	adder,	2'	long	__________________________	_______	____	__________________________	using	the	Resistance	Roll	Table	T-3.4	_________________________________	Promote	Law	and	Order	__________________________	Broadsword	sheath	4.0	+5	non-magic	bonus	_______	____
__________________________	Alignment:	_______________________	Law/Principles	__________________________	_______	____	__________________________	(p.	…	All	rights	reserved.	Appendix	A-10.3	(p.	Varak’s	realm	of	power	is	Channeling,	so	Intuition	is	the	applicable	stat	for	Power	Point	Development	and	Spell	categories.	248	Session	Log
..............................................	You	should	record	this	value	on	the	line	corresponding	to	that	skill	category.	147	Weapon	Chart	........................................	133	A-5	Training	Packages.	190	A-9.13.7	Detections	..........................	You	should	record	these	values	on	the	line	corresponding	to	that	skill	category.	The	four	books	are	to	form	the	basis	of	a	new	line
calledRolemaster	Classic.	46-50	Rebuild/Restart:	guild,	population	center,	religion,	clan,	dynasty,	etc.	Curtis,	S.	168	A-9.8	Ranger	Base	Spell	Lists	A-9.8.1	Inner	Walls	..........................	Skeptical,	Suspicious,	Paranoid	49-50	Curious,	Inquisitive	.....................................................	So,	add	the	values	for	each	stat	and	record	the	total	in	the	“Stat	Bonus”
space.	132	A-4.22	Weapon	Skill	Categories	.........	207	A-9.17.16	Dreams	and	Symbology	...........................	ROLEMASTER	BH	31	a	Part	II	Creating	a	Character	8.2	LEVEL,	EXPERIENCE	POINTS,	AND	AGE	You	should	record	that	your	character	is	1st	level	and	has	10,000	experience	points.	But	theitem	will	be	shown	under	your	resistance	on	PDF	page
1.Guild	Companion	Publications:	Rolemaster	2	2008	PDF.rolemaster	2nd	edition	spell	law	pdfI.C.E.rolemaster	spell	law	pdf	downloadSpell	Law	I.C.E.	Genre	Books,	I.C.E,	Rolemaster	3.Rolemaster	is	the	parent	system	to	the	simpler	MERP	rules.	Quarrelsome,	Hostile,	Antagonistic	15-16	Prudent,	Patient,	Cautious	..........	150	A-3	Stats.	He	can	be	any
age	that	is	greater	than	this	minimum—subject	to	the	lifespan	limits	given	in	Appendix	A-1	(p.	140	A-5.12	Performer	(V)	............................	Neutral	................................	2.5	Spear	...............................................................................	2	years	ago	5:	749MB:	0:	2:	ICE	5522	-	Rolemaster	Spell	Law.	25	6.5	The	Skill	and	Skill	Categories	........	48	23.0	Awarding
Experience	Points.	Neutral	....................................................................	56	18.18	Exhaustion	......................................	17),	the	racial	stat	bonus	modification	from	the	Race	Abilities	Table	T-1.1	(p.	420,000	19	.....................................................................	Your	character’s	minimum	starting	age	is	sixteen	plus	the	months	required	for	any	training	packages
(see	Appendix	A5,	p.	Envious,	Possessive,	Jealous	77-78	Dependent,	Clinging	...........................................	201	A-9.16.3	Item	Lore	...........................	You're	Reading	a	Free	Preview	Pages	23	to	44	are	not	shown	in	this	preview.	A	selection	of	spell	lists	from	SpellLaw	all	of	the	spells	for	the	9.The	classic	approach:	Combining	Rolemaster	2	and	MERP.	22
6.3	Training	Packages	..............................	Example:	Varak	developed	the	Adventurer	training	package	which	requires	24	months.	51-55	Fanatic	about:	spreading	religion,	freedom,	cleanliness,	law	&	order,	etc.	.....	207	A-9.17.19	RRs	for	Area	Effects	.....	Selfish,	Miserly,	Greedy	91-95	Heroism	27-28	29-30	31-32	33-34	Honest,	Direct,	Trustworthy
........................	180	A-9.10.8	Spell	Enhancement	..........	You	should	also	record	the	values	for	each	of	Varak’s	other	skill	categories.	Unlike	those	penalties	above,	this	penalty	can	only	reduce	the	armor	wearer’s	Quickness	stat	bonus.	123	A-4.16	Science/Analytic	Skill	Categories	..........................	...............................	Stubborn,	Obstinate	09-10	Martyr,
Overprotective,	Protective	.................................................	137	A-5.6	Doctor	(V)	....................................	163	A-9.6.6	Lore	........................................	162	A-9.6.5	Locating	Ways	.....................	................................	500,000	21+	..............	Complete	datasets	forRolemaster	Classic,	namely	Rolemaster	Classic	Arms	Law,	Rolemaster	Classic	Spell	Law,	and
Rolemaster	Classic.Download.	36	Designers:	Coleman	Charlton,	John	Curtis,	Pete	Fenlon,	Steve	Marvin	ROLEMASTER	BH	2	Original	Material:	Coleman	Charlton,	Peter	Fenlon	Editor:	Coleman	Charlton	Interior	Illustration:	Glen	Micheal	Angus,	Gene	Barretta,	Kent	Burles,	Storn	Cook,	Daniel	Cruger,	Dante	DiBartolo,	James	Fallin,	Sandu	Florea,
Derek	Garrison,	Gilead,	Paul	Jaquays,	Edward	Johnson,	Denis	Loubet,	Craig	Maher,	David	Harold	Martin,	David	Miller,	Darin	Powell,	Wayne	Reynolds,	Shawn	Sharp,	Alex	Sheikman,	Doug	Shuler,	Dan	Smith.	ROLEMASTER	F	R	P	TM	ANTASY	OLE	LAYING	WHY	THIS	BOOK	WILL	SAVE	YOUR	LIFE…	Or	at	least	save	your	story	or	your	character
concept!	You	are	creative.	31	Stat	Gain	Table	......................	110,000	9	........................................................................	+20'	7'4"	–	7'9"	............................................................	139	A-5.9	Knight	(L)	.....................................	134	A-5.1	Adventurer	(L)	..........	93	A-2.3	Rogue	................................................	•	Two	gold	pieces	(or	its	equivalent	value	in	other	coins
and/or	belongings,	see	Appendix	A-1,	p.	•	Finally,	any	skill	rank	bonuses	whose	components	have	changed	must	be	re-totaled.	21	T-1.6	Adolescence	Rank	Table	..............	Curtis;	Cover	Graphics:	Jessica	Ney-Grimm;	Editorial	Contributions:	J.	Shifty,	Deceitful,	Dishonest	35-36	Honorable,	High-principled	....................................................	...................	98
A-2.8	Dabbler	.............................................	158	A-9.5.7	Purifications	.........................	205	A-9.17.9	Multiple	Targets	...............	RMFRP	including	the	three	spell	laws.	122	A-4.15	Power	Point	Development	Skill	Category	.............................	Just	unzip	to	downloaded	file	to	a	new	folder.	The	recovery	rates	vary	depending	upon	whether	your	character	is
active,	resting,	or	sleeping—see	Appendices	A-4.15	(p.	26-30	Preserve:	individual,	family,	clan,	ruler,	country,	race/culture,	population	center,	guild,	etc.	174	A-9.9.6	Lesser	Illusions	....................	61-65	Fear	of	(Phobia):	heights,	darkness,	water,	etc.	19	T-1.7	Random	Role	Trait	Table	...........	20	____	59	-3	0	____	____	____	____	-3	90	____	63	____	75	____	92
____	97	____	75	____	91	____	92	____	+5	____	0	____	+2	____	+6	____	0	____	+4	____	-2	____	+4	____	____	____	____	____	SKILL	CATEGORY	RECORD	SHEET	T-6.2	+5	+4	0	+10	Varak	Character:	Skill	Category	Armor	•	Heavy	Armor	•	Light	Armor	•	Medium	Artistic	•	Active	Artistic	•	Passive	Applicable	Stats	St/Ag/St	Ag/St/Ag	St/Ag/St	Pr/Em/Ag	Em/In/Pr
Dev.	Resistance	rolls	are	resolved	by	asChildren:	_________________________	Recover:	1	per	3	hr.	-35'	1'10"	–	2'3"	.............................................................	11-15	Hate:	evil,	dark	lord’s	forces,	race/culture,	country,	guild,	population	center,	individual,	etc.	For	physical	appearance,	you	choose	the	following	(after	referring	to	Appendix	A-1.2,	p.	When	your
character	advances	(goes	up)	a	level,	he	may	develop	skills	and	update	his	bonuses.	35,	104,	213	T-3.4	Resistance	Roll	Table	..........	Unfortunately,	the	goal	of	the	adventurer	often	proves	to	be	the	bane	of	the	Gamemaster,	especially	in	cases	where	the	computation	of	the	points	is	time-consuming.	52)	details	how	to	resolve	a	RR.	______________________
____	____________________	____	Fear	____	0	____	0	(3	x	SD)	____	0	Nature’s	Way	1	____	+6	Common-Speech	(S/W)	10/10	____	+33	___________	____	____	(	)	____	______________________	____	____________________	____	___________	____	____	(	)	____	Inner	Walls	1	____	+6	Grey-Elvish	(S/W)	6/6	____	+21	______________________	____	____________________	____	A	RR	versus
an	Essence	spell	is	modified	by	___________	____	____	(	)	____	High-Elvish	(S/W)	2/2	____	+9	______________________	____	____________________	____	____	___________	____	____	(	)	____	three	times	the	subject’s	stat	bonus	for	Stalking	2	____	+36	______________________	____	____	____________________	____	Hiding	0	____	+15	“Own”	Region	Lore	3	+15
______________________	____	____	____________________	____	RACE/STAT	FIXED	INFO:	Empathy	(Em).	Example:	Chrissa,	after	a	series	of	adventures,	has	a	total	of	75,614	experience	points,	which	is	more	than	the	70,000	minimum	for	6th	level	and	less	than	the	90,000	required	to	be	7th	level.	230	A-10.10	The	Critical	Tables	A-10.10.1	Cold	Critical	Strike
Table	.........	Download,	Randell	Doty	authored	the	MERP	modules	Ents	of	Fangorn	and	Dunland.Rolemaster	PDF	Files	books	8	years	165	MB	0	0.	23	Special	Progression	Based	on	Race	Chart	.........	Responsive,	Complainer	49-54	Asceticism	...........................................	.........	Secondary	use	art	from:	Art	Explosion	250,000,	“Columbus	Discovers	America”
(Dover	Publ.),	“The	Clip	Art	Book”	(Crescent	Books).	88	A-1.4	Dwarves	............................................	178	A-9.10.5	Lofty	Bridge	.......................	Example:	Varak’s	stats	changed	while	he	was	an	”Adventurer”	(i.e.,	due	to	the	Adventurer	training	package).	Special	Special	Total	-15	+26	_____	_____	_____	_____	+11	_____	_____	+2	+22	_____	_____	_____	_____
+24	_____	_____	+4	+26	_____	_____	_____	_____	+30	_____	_____	-15	+7	-8	_____	_____	_____	_____	_____	_____	-15	+6	-9	_____	_____	_____	_____	_____	_____	Athletic	•	Brawn	Athletic	•	Endurance	Athletic	•	Gymnastics	Awareness	•	Perceptions	Awareness	•	Searching	Awareness	•	Senses	St/Co/Ag	Co/Ag/St	Ag/Qu/Ag	In/SD/In	In/Re/SD	In/SD/In	3/7	_____	1/5
_____	3/6	_____	3	/12	_____	1/4	_____	2/5	_____	1	_____	3	_____	3	_____	na	3	_____	0	_____	❏❏❏	❏❏❏	❏❏❏	‡	❏❏❏	❏❏❏	+2	_____	+6	_____	+6	_____	0	+6	_____	-15	_____	+25	_____	+25	_____	+12	_____	+10	_____	+5	_____	+10	_____	+5	_____	+5	_____	+5	_____	+	10	_____	+10	_____	+10	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____
+32	_____	+36	_____	+23	_____	+20	_____	+21	_____	+5	_____	Body	Development	Combat	Maneuvers	Communcations	Crafts	Directed	Spells	Co/SD/Co	Ag/Qu/SD	Re/Me/Em	Ag/Me/SD	Ag/SD/Ag	4/12	_____	5/12	_____	3/3/3	_____	4/10	_____	15	_____	na	na	3	_____	na	0	_____	†	*	❏❏❏	*	❏❏❏	0	0	+6	_____	0	-15	_____	+18	_____	+6	_____	-3	_____	+6	_____	+12
_____	+5	_____	_____	_____	_____	_____	+10	_____	_____	_____	_____	_____	_____	_____	_____	_____	+33	_____	+6	_____	+3	_____	+6	_____	-3	_____	Influence	Lore	•	General	Lore	•	Magical	Lore	•	Obscure	Lore	•	Technical	Pr/Em/In	Me/Re/Me	Me/Re/Me	Me/Re/Me	Me/Re/Me	2/6	_____	1/3	_____	3/6	_____	3/7	_____	2/6	_____	0	_____	3	_____	0	_____	0	_____	0	_____
❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-15	_____	+6	_____	15	_____	-15	_____	-15	_____	+6	_____	0	_____	0	_____	0	_____	0	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	-9	_____	+6	_____	1	5	_____	-15	_____	-15	_____	Martial	Arts	•	Striking	Outdoor	•	Animal	Outdoor	•	Environmental	Power	Awareness	St/Ag/St	Em/Ag/Em
SD/In/Me	Em/In/Pr	4	_____	1/5	_____	1/3	_____	5	_____	0	_____	1	_____	1	_____	2	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-15	_____	+2	_____	+2	_____	+4	_____	+26	_____	0	_____	+5	_____	+6	_____	_____	+20	_____	+20	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+11	_____	+22	_____	+27	_____	+10	_____	Power	Point	Development	Science/Analytic	•	Basic
Science/Analytic	•	Specialized	Self	Control	In	________	Re/Me/Re	Re/Me/Re	SD/Pr/SD	8	_____	2/5	_____	8	_____	2/7	_____	na	1	_____	na	0	_____	†	❏❏❏	*	❏❏❏	0	+2	_____	0	-15	_____	+5	_____	0	_____	0	_____	+4	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	+2	_____	0	_____	1-	1	_____	Spells	•	In	Own	Realm	Closed	Lists
________	In	Own	Realm	Open	Lists	________	In	Own	Realm	Own	Base	Lists	________	10/10	_____	8/8	_____	6/6/6	_____	na	na	na	‡	‡	‡	0	0	0	+5	_____	+5	_____	+5	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	+5	_____	+5	_____	Subterfuge	•	Attack	Subterfuge	•	Mechanics	Subterfuge	•	Stealth	Ag/SD/In	In/Ag/Re	Ag/SD/In	6	_____	4	_____	1/5
_____	0	_____	0	_____	2	_____	❏❏❏	❏❏❏	❏❏❏	-15	_____	-15	_____	+4	_____	+11	_____	+11	_____	+11	_____	_____	_____	+5	_____	_____	_____	_____	_____	_____	_____	-4	_____	-4	_____	+20	_____	Technical/Trade	•	General	Re/Me/SD	Technical/Trade	•	Professional	Re/Me/In	Me/In/Re	Urban	In/Pr/Re	3/7	_____	8	_____	5/12	_____	3/6	_____	2	_____	na	na	0	_____	❏❏❏
*	*	❏❏❏	+4	_____	0	0	-15	_____	0	_____	+5	_____	+5	_____	+9	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+4	_____	+5	_____	+5	_____	-6	_____	Weapon	•	1-H	Concussion	Weapon	•	1-H	Edged	Weapon	•	2-Handed	Weapon	•	Missile	Weapon	•	Missile	Artillery	Weapon	•	Pole	Arms	Weapon	•	Thown	St/Ag/St	St/Ag/St	St/Ag/St
Ag/St/Ag	In/Ag/Re	St/Ag/St	Ag/St/Ag	6	_____	3/7	_____	6	_____	4	_____	9	_____	6	_____	9	_____	0	_____	6	_____	1	_____	1	_____	0	_____	1	_____	0	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-15	_____	+12	_____	+2	_____	+2	_____	-15	_____	+2	_____	-15	_____	+26	_____	+26	_____	+26	_____	+22	_____	+11	_____	+26	_____	+22	_____	+5	_____	+5	_____	+5	_____	+5
_____	+5	_____	+5	_____	+5	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+16	_____	+43	_____	+33	_____	+29	_____	+1	_____	+33	_____	+	12	_____	_______________________	________	_____	_____	❏❏❏	_____	_____	_____	_____	_____	_____	ROLEMASTER	Technical/Trade	•	Vocational	BH	30	Then,	for	each	skill	category,	you
need	to	record	(on	Record	Sheet	T-6.2)	the	sum	of	the	bonuses	for	the	stats	that	apply	to	that	skill	category.	204	A-9.17.5	Invisibility	..........................	44	22.0	Adventure	&	Activities	in	the	Strategic	Environment.	wear	Weapons	belt	&	belt	pouch	.........................................	186	A-9.12.4	Movement	Mastery	..........	204	A-9.17.4	Permanent	Spells	..............
Literal	71-72	Tolerant,	Open-minded	........................	137	A-5.5	City	Guard	(V)	.............................	248	T-6.6	Session	Log	...................................	Each	skill	must	be	developed	separately	(e.g.,	riding	skill	must	be	developed	separately	for	each	type	of	mount:	horse,	elephant,	Dragon,	etc.).	Impolite,	Rude,	Impudent,	Insolent	76-80	Acquire	and	Maintain
Personal	Honor	81-85	Adventure,	Thrills,	Excitement	Charitable,	Forgiving	...................................................	33	9.0	Experience	&	Advancing	Levels.	99	A-2.9	Bard	................................................	Cost	5/5/5	_____	2/2/2	_____	4/4/4	_____	2/5	_____	2/5	_____	#	of	Ranks	_____	1	_____	2	_____	_____	_____	New	Ranks	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-	-	-	-	-	-	-	-	-	-	-	-	-	-
-	-	-	Bonu	Rank	Stat	Prof.	Rune	Rune	ROLEMASTER	BH	25	a	Part	II	Creating	a	Character	6.5	THE	SKILLS	AND	SKILL	CATEGORIES	The	Skill	Summary	Table	T-2.5	lists	the	RM	skill	categories	and	the	normal	skills	in	each	category.	Materialist	69-70	Creative,	Inventive,	Original	................................	75	T-5.5	Race	Healing	Factors	Table	........	Orderly,
Perfectionist	Roll	again;	the	“2nd	roll”	to	determine	where	in	the	range	the	role	trait	falls	receives	a	-20	modification.	Since,	the	difference	between	temporary	and	potential	is	17,	the	temporary	SD	stat	is	increased	by	the	higher	of	the	two	dice	(i.e.,	by	9)	to	a	new	value	of	70.	(sleeping)	per	3	hr.	6	Inner	Walls	skill	(6/6/6,	base	spell	list)	................
Worldly,	Impious	45-46	Quixotic,	Idealistic	.......................................	Example:	Varak	has	5	gold	pieces	(2	+3	from	his	training	package)	to	spend	on	other	equipment	(see	Appendix	A-7,	p.	Path	Mastery	ROLEMASTER	BH	33	a	Part	II	Creating	a	Character	RESISTANCE	ROLL	BONUSES	CHARACTER	RECORD	SHEET	T-6.1	Character	Name:	Maximum
=	10	+	Body	Dev.	Skill	Bonus	Maximum	=	Power	Point	Dev.	Example:	Varak	has	6	skill	category	ranks	in	Weapon	•	1-H	Edged	(2	from	adolescence,	2	from	hobbies,	1	from	apprenticeship	development,	and,	1	from	his	training	package)—so,	the	standard	skill	category	rank	bonus	is	12.	183	A-9.11.4	Light	Law	...........................	South	in	the	War	of
Northern	Aggression,	etc.	53-57	18.1	Surprise	..............................................	PHYSICAL	APPEARANCE	ROLEMASTER	BH	28	You	must	determine	the	general	factors	that	make	up	your	character’s	physical	appearance:	height,	weight,	hair	color,	eye	color,	gender,	age,	and	so	on.	40	T-3.2	Common	Actions	Table	...............	A	temporary	stat	can	never	be
greater	than	its	corresponding	potential	stat.	205	A-9.17.7	Wall	Spells	and	Material	Integrity	..............	Neutral	..............................................................	Practical,	Pragmatic,	Cynical	47-48	Gullible,	Trusting	....................................	166	A-9.7.3	Life	Mastery	.........................	Your	character	can	become	more	powerful	and	skilled	by	advancing	levels	as	he
gains	experience.	138	A-5.8	Hunter	(L)	.....................................	He	also	wants	to	find	his	father	(living	or	dead),	if	it	does	not	interfere	with	his	other	goal.	STAT	BONUSES	STAT	Agility	Constitution	Memory	Reasoning	Self	Discipline	Empathy	Intuition	Presence	Quickness	Strength	For	each	of	your	stats,	the	basic	stat	bonus	from	the	Basic	Stat	Bonus
Table	T-2.1	(p.	Creating	a	Character	8.1	TOTALING	THE	BONUSES	At	this	point	you	must	determine	and	total	the	bonuses	for	all	of	your	character’s	stats,	skill	categories,	and	skills.	The	-5	values	already	recorded	are	RR	mods	15.0,	p.	173	A-9.9.4	Essence	Hand	......................	You're	Reading	a	Free	Preview	Pages	73	to	79	are	not	shown	in	this
preview.	Rebels/Opposing	Government	*	19-24	Laws/Principles	.................................	40,000	5	..........................................................................	85).	144)	with	this	cash.	10	PART	II	CREATING	A	CHARACTER	a	1.0	Character	Concept.	•	Clothes	(including	cloak	and	boots),	scabbards	for	his	weapons,	a	weapons	belt,	belt	pouch,	and	normal	personal
effects.	-10'	4'4"	–	4'9"	.............................................................	ROLE	TRAITS	There	are	certain	factors,	called	role	traits,	which	are	not	formalized	in	Rolemaster	but	which	still	affect	the	role	of	your	character.	Armor	Type	Minimum	Maneuver	Mod.*	Maximum	Maneuver	Mod.†	Missile	Attack	Penalty‡	Armor	Quickness	Penalty§	1	2	3	4	5	6	7	8	9	10	11	12
13	14	15	16	17	18	19	20	0	0	0	0	0	0	-10	-15	-5	-10	-15	-15	-10	-15	-25	-25	-15	-20	-35	-45	0	0	0	0	0	-20	-40	-50	-50	-70	-90	-110	-70	-90	-120	-130	-90	-110	-150	-165	0	0	0	0	0	5	15	15	0	10	20	30	0	10	20	20	0	10	30	40	0	0	0	0	0	0	10	15	0	5	15	15	5	10	20	20	10	20	30	40	*	—	Minimum	maneuver	modification	applied	to	a	combatant	fully	trained	in
maneuvering	while	wearing	the	given	armor	type—see	Section	8.4	(p.	•	Special	armor	and	item	bonuses	if	applicable.	30	8.1	Totaling	the	Bonuses	........................	30	8.2	Level,	Experience	Points,	&	Age	.....	(sleeping)	_________________________________	fear	see	Gamemaster	Law.	After	you	have	chosen	your	character’s	background	options	and	role	traits,
you	and	your	GM	may	use	these	choices	to	help	develop	your	character’s	general	background.	143	A-2.1	Fighter	..........................	†	—	This	applies	to	any	two	religions	that	oppose	one	another.	340,000	17	.....................................................................	In	summary,	your	character	starts	play	with:	•	Two	weapons	(at	least	skill	rank	1	with	each).	144).	199
A-9.15.4	Mind	Speech	.....................	195	A-9.14.7	Shifting	...............................	Broadsword	6	+76	_____	01-03	__________________________________	None	_________________	____	____	______________________________	Composite	Bow	2	____	+35	_____	01-04	__________________________________	+25	(1-10'),	0	(11-100'),	-35	(101-200'),	-60	(201'-300')	_________________
____	ROLE	TRAITS:	Appearance:	___	73	_________________	A	RR	versus	poisons	and	diseases	is	modiSpear	1	____	+36	_____	01-05	__________________________________	-10	(1-10'),	-20	(11-25'),	-30	(26-50')	____	Demeanor:	_______________________	Confident	&	Proud	Dagger	0	____	+28	_____	01	__________________________________	-10	(1-10'),	-20	(11-25'),	-30	(26-
50')	_________________	____	fied	by	three	times	the	subject’s	stat	bonus	Apparent	Age:	___	27	Actual	Age:	______	22	Two-Handed	Sword	____	1	____	+36	_____	01-05	__________________________________	None	_________________	Gender:	________	Skin:	___________	Mal	e	Fair	_________________	____	____	_____	__________________________________	for	Constitution	(Co).
Neutral	.......................	56	18.17	Encumbered	Movement	...............	Download	thelatest	version	of	Rolemaster	Office	from	sourceforge.	21-25	Revenge	against:	individual,	family,	clan,	race/culture,	population	center,	guild,	etc.	Lustful,	Licentious,	Lecherous	96-100	“Make	the	World	a	Better	Place”	Alignment	Traits:	Make	the	1st	roll	(not	open-ended)	to
determine	the	“range	of	the	role	trait.”	Then	make	a	2nd	roll	(not	open-ended)	to	get	a	general	idea	where	in	the	range	your	character’s	role	trait	falls	(low	results	to	the	left	in	the	range	and	high	results	to	the	right	in	the	range	).	Maximum	=	Power	Point	Dev.	Hedonism	65-66	Sociable,	Gregarious	.......................................	These	rates	are	summarized
at	the	bottom	of	your	Character	Record	Sheet.	Nervous,	Apprehensive,	Daunted	19-20	Extrovert,	Outgoing,	Talkative	.............	251	JBHBHBHBHBHBHBHBHBHBHBHBHBHBHBHK	G	G	N	N	Part	I	G	G	Introduction	N	N	G	G	N	N	MBHBBHHBHBHBHBHBHBHBHBHBHBHBHBH	20	YourName	Blandlands	Your	GM's	Name	Level:	________	________
________	________	________	________	________	________	________	________	________	________	________	-3	-4	-5	VarakTanuk	Character	Name:	SHEET	T-6.1	-1	II	Part	Creating	a	-2	Character	Player:	_______________________________________________	(	)	Campaign	(GM):	______________________________________	STAT	Agility	Constitution	Memory	Reasoning	Self	Discipline
Temp	97	____	90	____	38	____	43	____	39	____	Pot	98	____	93	____	67	____	71	____	73	____	Basic	Bonus	+8	____	+5	____	0	____	0	____	0	____	Racial	Bonus	-2	____	+4	____	0	____	0	____	0	____	Special	Bonus	____	____	____	____	____	Empathy	Intuition	Presence	Quickness	Strength	20	____	90	____	63	____	75	____	92	____	59	____	97	____	75	____	91	____	92	____	-3	____
+5	____	0	____	+2	____	+6	____	0	____	0	____	+4	____	-2	____	+4	____	____	____	____	____	____	Stat	Bonus	•	If	the	result	is	double	6s,	7s,	8s,	9s,	or	10s,	the	temporary	stat	goes	up	by	up	to	the	sum	of	the	two	dice	(i.e.,	12,	14,	16,	18,	or	20	respectively);	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	between	1	and	10,	the
temporary	stat	is	increased	by	up	to	the	value	of	the	lower	of	the	two	dice;	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	between	11	and	20,	the	temporary	stat	is	increased	by	up	to	the	value	of	the	higher	of	the	two	dice;	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	greater	than	20,	the
temporary	stat	is	increased	by	up	to	the	sum	of	the	two	dice.	To	begin	the	game,	your	character	may	also	purchase	any	equipment	and	supplies	that	he	wishes	from	the	Tables	in	Appendix	A-7	(p.	250	Blank	Hex	Sheet	.....................................	Neutral	...................................................................	These	types	of	attacks	_________________________________	90
____	93	+5	+4	____	Constitution	____	____	____	+9	Channeling	Realm	of	Power:	___________________	include:	spells,	poisons,	diseases,	fear,	etc.	The	amount	of	detail	that	goes	into	this	depends	upon	the	amount	of	effort	that	you	and	your	Gamemaster	is	able	and	willing	to	put	into	it	(see	Appendix	A-6,	p.	17	T-1.4	Profession	Table	.............................
(active)	Recover:	1	per	3	hr.	Orthodox,	Conservative,	Reactionary	13-14	Loving,	Friendly,	Amicable	.............	So,	you	should	record	the	first	level	spell	from	each	of	these	lists	on	the	back	of	Varak’s	Character	Record	Sheet.	Dishonorable	37-38	Loyal,	Faithful,	Reliable	...........................................	211	T-3.6	Defensive	Capabilities	Table	....	Example:	After
using	29	DPs	for	Varak’s	training	package,	you	allocate	his	remaining	32	DPs	as	follows:	#	DP	Skill/Skill	Category	(DP	cost)	Ranks	Cost	Weapon	•	1-H	Edged	skill	category	(3/7)	.............	Instead,	you	choose	personality	role	traits	of:	Idealistic,	Devout,	and	Stoic.	186	A-9.12.5	Senses	..................................	Motivation	Traits:	Make	a	roll	(not	open-ended)
to	determine	the	first	part	of	the	role	trait.	01-02	Sullen,	Morose,	Somber,	Serious	.........	As	a	simple	mechanism,	we	suggest	two	hours	of	“practice”	or	“contemplation”	for	each	rank	developed.	148	Herb	Chart,	Poison	Chart	....................	59	12.0	Attacks.	During	his	adventures,	it	is	assumed	that	a	character’s	faculties	will	be	exercised	heavily,
possibly	affecting	their	value.	205	A-9.17.10	Conflicting	Spell	Effects	.......................	•	Equipment	purchased	with	your	starting	money.	110	A-4.5	Body	Development	Skill	Category	.............................	-20'	3'4"	–	3'9"	.............................................................	200	A-9.16	Bard	Base	Spell	Lists	A-9.16.1	Controlling	Songs	.............	Normally,	your	character’s
level	only	directly	affects	his	resistance	rolls	and	determines	when	and	how	often	he	develops	his	skills.	Varak	realizes	that	he	needs	to	develop	some	more	armor	skills.	You	should	record	these	values	and	a	total	DB	of	20.	Nationality:	_______________________	Home	Town/City:	__________________	69	Miscellaneous	Information:	Power	Points	(Max.):	____
11	Hits	(Maximum):	_______	A	RR	versus	fear	is	modified	by	three	times	Deity:	___________________________	Patron/Lord:	______________________	the	subject’s	stat	bonus	for	Self	Discipline	Parents:	__________________________	Spouse:	__________________________	(SD).	193	A-9.14.3	Mind	Mastery	...................	167	A-9.7.5	Repulsions	............................	208	A-10.1
Attack	Results	.........	117	A-4.11	Lore	Skill	Categories	................	Example:	Suppose	Rhiannon	has	a	temporary	Self	Discipline	stat	of	54	and	a	potential	of	78—a	difference	of	24.	Flamboyant,	Boisterous,	Loud	25-30	Religion	................................................	55	18.14	Melee	vs.	Weight	Penalty:	____________________	39	____	73	0	0	Self	Discipline	____	____	____
____	0	55'	Base	Movement	Rate:	_______________	Standard	modifications	to	resistance	rolls	20	____	59	-3	0	Empathy	____	____	____	____	-3	-23	Moving	Maneuver	Penalty:	___________	Rune	90	____	97	+5	0	Intuition	____	____	____	____	+5	include:	stat	bonuses,	item	bonuses,	and	race	0	Missile	Penalty:	____________________	63	____	75	0	+4	____	Presence	____
____	____	+4	bonuses.	32	8.3	Outfitting	.............................................	Protestant,	etc.	207	A-9.17.17	Spell	List	Availability	....	*	Limited	.............................................................................	50	T-4.3	Static	Maneuver	Table	.................	You	can	keep	track	of	your	supplies	and	equipment	on	the	back	of	your	Character	Record	Sheets.	Example:	You	should	now
Basic	Racial	Special	Stat	record	Varak’s	stat	bonuses:	Temp	Pot	Bonus	Bonus	Bonus	Bonus	97	____	98	+8	-2	____	____	____	____	+6	Ag	(+6),	Co	(+9),	Me	(0),	90	____	93	+5	+4	____	____	____	____	+9	38	____	67	0	0	____	____	____	____	0	Re	(0),	SD	(0),	Em	(-3),	43	____	71	0	0	____	____	____	____	0	In	(+5),	Pr	(+4),	Qu	(0),	39	____	73	0	0	____	____	____	____	0	St
(+10).	You	choose	to	roll	for	his	Agility	and	his	Presence.	Lancaster	in	the	War	of	the	Roses,	North	vs.	You're	Reading	a	Free	Preview	Pages	63	to	65	are	not	shown	in	this	preview.	Marvin,	Bob	Mohney.	185	A-9.12.2	Influences	...........................	You	should	now	calculate	and	record	the	stat	bonus	for	each	of	Varak’s	other	skill	categories.	Impatient,
Impulsive,	Reckless,	Rash	17-18	Confident,	Sanguine,	Secure	..............	However,	you	decide	that	he	looks	as	if	he	were	in	his	late-20’s	due	to	hard	living	and	his	outlook	on	life.	The	groups	can	control	different	countries,	fiefs,	city-states,	etc.;	or,	they	can	be	rival	groups	within	the	same	political	or	geographical	entity	(e.g.,	rebellion,	civil	war,	etc.).
You're	Reading	a	Free	Preview	Page	154	is	not	shown	in	this	preview.	However,	her	Potential	SD	stat	is	only	78,	so	her	temporary	SD	stat	only	increases	to	78.	13).	101	A-4	Skills.	Alternatively,	you	may	choose	a	persona	entirely	different	from	your	own,	or	some	medium	between	the	two	extremes.	So	Varak	can	start	at	an	age	of	18	or	more.	71-73	T-
5.8	Master	Character	Table	................	150,000	11	......................................................................	1	.............	.......................................................	175	A-9.9.8	Rune	Mastery	......................	52	18.2	Facing	.................................................	171	A-9.9	Open	Essence	Spell	Lists	A-9.9.1	Delving	Ways	......................	104	A-4.2	Artistic	Skill	Categories	.............
Apathetic,	Incurious	51-52	Focused,	Attentive	.............................................	218	A-10.7	Directed	Spell	Attacks	.............	S	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	Athletic	•	Brawn	Athletic	•	Endurance	Athletic	•	Gymnastics	Awareness	•	Perceptions	Awareness	•	Searching	Awareness	•	Senses	St/Co/Ag
Co/Ag/St	Ag/Qu/Ag	In/SD/In	In/Re/SD	In/SD/In	3/7	_____	1/5	_____	3/6	_____	3/12	_____	1/4	_____	2/5	_____	1	_____	3	_____	3	_____	na	3	_____	_____	❏❏❏	❏❏❏	❏❏❏	‡	❏❏❏	❏❏❏	_____	_____	_____	0	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	+5	_____	+5	_____	+10	_____	+10	_____	+10	_____	Body	Development	Combat	Maneuvers	Communcations
Crafts	Directed	Spells	Co/SD/Co	Ag/Qu/SD	Re/Me/Em	Ag/Me/SD	Ag/SD/Ag	4/12	_____	5/12	_____	3/3/3	_____	4/10	_____	15	_____	na	na	3	_____	na	_____	†	*	❏❏❏	*	❏❏❏	0	0	_____	0	_____	_____	_____	_____	_____	_____	+5	_____	_____	_____	_____	_____	Influence	Lore	•	General	Lore	•	Magical	Lore	•	Obscure	Lore	•	Technical	Pr/Em/In	Me/Re/Me	Me/Re/Me
Me/Re/Me	Me/Re/Me	2/6	_____	1/3	_____	3/6	_____	3/7	_____	2/6	_____	_____	3	_____	_____	_____	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	Martial	Arts	•	Striking	Outdoor	•	Animal	Outdoor	•	Environmental	Power	Awareness	St/Ag/St	Em/Ag/Em	SD/In/Me	Em/In/Pr	4	_____	1/5	_____
1/3	_____	5	_____	_____	1	_____	1	_____	2	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	+20	_____	+20	_____	_____	Power	Point	Development	Science/Analytic	•	Basic	Science/Analytic	•	Specialized	Self	Control	In	________	Re/Me/Re	Re/Me/Re	SD/Pr/SD	8	_____	2/5	_____	8	_____	2/7	_____	na	1	_____	na	_____	†	❏❏❏	*	❏❏❏	0
_____	0	_____	_____	_____	_____	_____	_____	_____	_____	_____	Spells	•	In	Own	Realm	Closed	Lists	________	In	Own	Realm	Open	Lists	________	In	Own	Realm	Own	Base	Lists	________	10/10	_____	8/8	_____	6/6/6	_____	na	na	na	‡	‡	‡	0	0	0	_____	_____	_____	_____	_____	_____	Subterfuge	•	Attack	Subterfuge	•	Mechanics	Subterfuge	•	Stealth	Ag/SD/In	In/Ag/Re
Ag/SD/In	6	_____	4	_____	1	/5	_____	_____	_____	2	_____	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	Technical/Trade	•	General	Technical/Trade	•	Professional	Technical/Trade	•	Vocational	Urban	Re/Me/SD	Re/Me/In	Me/In/Re	In/Pr/Re	3/7	_____	8	_____	5/12	_____	3/6	_____	2	_____	na	na	_____	❏❏❏	*	*	❏❏❏	_____	0	0	_____	_____
_____	_____	_____	_____	_____	_____	_____	Weapon	•	1-H	Concussion	Weapon	•	1-H	Edged	Weapon	•	2-Handed	Weapon	•	Missile	Weapon	•	Missile	Artillery	Weapon	•	Pole	Arms	Weapon	•	Thown	St/Ag/St	St/Ag/St	St/Ag/St	Ag/St/Ag	In/Ag/Re	St/Ag/St	Ag/St/Ag	6	_____	3/7	_____	6	_____	4	_____	9	_____	6	_____	9	_____	_____	6	_____	1	_____	1	_____	_____	1	_____
_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	+5	_____	+5	_____	+5	_____	+5	_____	+5	_____	+5	_____	SKILL	RECORD	SHEET	T-6.3	Character:	ROLEMASTER	BH	26	YourName	Varak	Player:	_________________________	Level:	__________________________	Skill	Name	Rigid
Leather	_______________________________	Chain	_______________________________	_______________________________	Swimming	_______________________________	Climbing	_______________________________	#Ranks	1	_____	2	_____	_____	2	_____	1	_____	New	Ranks	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	Bonu	Rank	Category	Item	S	_____	_____	_____	_____
_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_______________________________	Alertness	_______________________________	Observation	_______________________________	_______________________________	Body	Development	_______________________________	_____	4	_____	1	_____	_____	6	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____
_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	High-speech,	spoken	_______________________________	High-speech,	written	_______________________________	Common-speech,	spoken	_______________________________	Common-speech,	written	_______________________________	Grey-elvish,	spoken	_______________________________	10	_____	10	_____	10	_____
10	_____	6	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	Grey-elvish,	written	_______________________________	High-elvish,	spoken	_______________________________	High-elvish,	written	_______________________________	_______________________________	”Own”	Region	Lore
_______________________________	6	_____	2	_____	2	_____	_____	3	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	”High	Man”	Race	Lore	_______________________________	_______________________________	Riding	(horses)	_______________________________	_______________________________
Attunement	_______________________________	3	_____	_____	1	_____	_____	1	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_______________________________	Power	Point	Development	_______________________________	Path	Mastery	(base	spell	list)	_______________________________	Nature’s	Way
(base	spell	list)	_______________________________	Inner	Walls	(base	spell	list)	_______________________________	_____	1	_____	1	_____	1	_____	1	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_______________________________	Stalking	_______________________________	Hiding
_______________________________	First	Aid	_______________________________	_______________________________	_____	2	_____	_____	1	_____	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+10	_____	+10	_____	_____	_____	Broadsword	_______________________________	Two-Handed	Sword	_______________________________
Composite	Bow	_______________________________	Spear	_______________________________	_______________________________	6	_____	1	_____	2	_____	1	_____	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+5	_____	_____	_____	_____	_____	SKILL	SUMMARY	TABLE	T-2.5	a	Skill	Category	Applicable	Stats	Skill	Rank	Bonus
Progression	Skill	Category	Rank	Bonus	Progression	Armor	•	Heavy	Armor	•	Light	Armor	•	Medium	St/Ag/St	Ag/St/Ag	St/Ag/St	Standard	Standard	Standard	Standard	Standard	Standard	Plate	Soft	Leather,	Rigid	Leather	Chain	Artistic	•	Active	Pr/Em/Ag	Standard	Standard	Artistic	•	Passive	Em/In/Pr	Standard	Standard	Acting,	Dancing,	Mimery,
Mimicry,	Play	Instrument†,	Poetic	Improvisation,	Singing,	Tale	Telling,	Ventriloquism	Music,	Painting,	Poetry,	Sculpting	Athletic	•	Brawn	Athletic	•	Endurance	St/Co/Ag	Co/Ag/St	Standard	Standard	Standard	Standard	Athletic	•	Gymnastics	Ag/Qu/Ag	Standard	Standard	Awareness	•	Perceptions	Awareness	•	Searching	In/SD/In	In/Re/SD	Limited
Standard	0•0•0•0•0	Standard	Awareness	•	Senses	In/SD/In	Standard	Standard	Alertness,	Sense	Ambush	Detect	Traps,	Lie	Perception,	Locate	Hidden,	Observation,	Poison	Perception,	Reading	Tracks,	Surveillance,	Tracking	Direction	Sense,	Sense	Awareness†,	Situational	Awareness†,	Time	Sense	Body	Development	Combat	Maneuvers
Communication	Co/SD/Co	Ag/Qu/SD	Re/Me/Em	Special	Combined	Standard	0•0•0•0•0	0•0•0•0•0	Standard	Body	Development	Mounted	Combat,	Quickdraw,	Swashbuckling,	Two-weapon	Combat	Two	skills	for	each	language	(spoken	&	written)†,	Lip	Reading,	Signaling	Crafts	Ag/Me/SD	Combined	0•0•0•0•0	Directed	Spells	Influence	Ag/SD/Ag
Pr/Em/In	Standard	Standard	Standard	Standard	Cooking,	Leather-crafts,	Metal-crafts,	Rope	Mastery,	Stone-crafts,	Wood-crafts,	and	others†	One	skill	for	each	type	of	directed	attack†	Bribery,	Diplomacy,	Duping,	Interrogation,	Leadership,	Public	Speaking,	Seduction,	Trading	Lore	•	General	Me/Re/Me	Standard	Standard	Lore	•	Magical	Lore	•
Obscure	Lore	•	Technical	Me/Re/Me	Me/Re/Me	Me/Re/Me	Standard	Standard	Standard	Standard	Standard	Standard	Fauna	Lore,	Flora	Lore,	Heraldry,	History†,	Philosophy,	Race	Lore†,	Region	Lore†,	Religion	Artifact	Lore,	Spell	Lore,	Undead	Lore	Demon/Devil	Lore,	Dragon	Lore,	Faerie	Lore,	Xeno-lores†	Herb	Lore,	Lock	Lore,	Metal	Lore,	Poison
Lore,	Stone	Lore,	Trading	Lore	Martial	Arts	•	Striking	Outdoor	•	Animal	Outdoor	•	Environmental	St/Ag/St	Em/Ag/Em	SD/In/Me	Standard	Standard	Standard	Standard	Standard	Standard	Boxing,	Tackling	Animal	Handling†,	Animal	Training†,	Driving†,	Riding†	Caving,	Foraging,	Hunting,	Star-gazing,	Survival†,	Weather	Watching	Power	Awareness
Power	Point	Development	Em/In/Pr	realm	stat	‡	Standard	Special	Standard	0•0•0•0•0	Attunement,	Read	Runes	Power	Point	Development	Science/Analytic	•	Basic	Science/Analytic	•	Specialized	Self	Control	Re/Me/Re	Re/Me/Re	SD/Pr/SD	Standard	Combined	Standard	Standard	0•0•0•0•0	Standard	Basic	Math,	Research	Advanced	Math,
Anthropology†,	Alchemy,	and	others†	Frenzy,	Meditation,	Mnemonics,	Stun	Removal	Spells	•	Own	Realm	Closed	Lists	realm	stat	‡	Own	Realm	Open	Lists	realm	stat	‡	Own	Realm	Own	Base	Lists	realm	stat	‡	Limited	Limited	Limited	0•0•0•0•0	0•0•0•0•0	0•0•0•0•0	One	skill	per	spell	list	of	this	type	†	One	skill	per	spell	list	of	this	type	†	One	skill	per
spell	list	of	this	type	†	Subterfuge	•	Attack	Subterfuge	•	Mechanics	Standard	Standard	Standard	Standard	Ambush,	Silent	Attack	Camouflage,	Disarming	Traps,	Disguise,	Picking	Locks,	Setting	Traps,	Using/Removing	Poison	Hiding,	Picking	Pockets,	Stalking,	Trickery	Ag/SD/In	In/Ag/Re	Skills	Part	II	Creating	a	Character	Athletic	Games	(Brawn)†,
Jumping,	Weight-lifting	Athletic	Games	(Endurance)†,	Distance	Running,	Rowing,	Scaling,	Sprinting,	Swimming	Acrobatics,	Athletic	Games	(Gymnastics)†,	Climbing,	Contortions,	Diving,	Flying/Gliding,	Juggling,	Tumbling	Subterfuge	•	Stealth	Ag/SD/In	Standard	Standard	Technical/Trade	•	General	Re/Me/SD	Standard	Standard	Technical/Trade	•
Professional	Technical/Trade	•	Vocational	Re/Me/In	Me/In/Re	Combined	Combined	0•0•0•0•0	0•0•0•0•0	Urban	In/Pr/Re	Standard	Standard	Contacting,	Mingling,	Scrounging,	Streetwise	Weapon	•	1-H	Concussion	Weapon	•	1-H	Edged	Weapon	•	2-Handed	Weapon	•	Missile	Weapon	•	Missile	Artillery	Weapon	•	Pole	Arms	Weapon	•	Thrown	St/Ag/St
St/Ag/St	St/Ag/St	Ag/St/Ag	In/Ag/Re	St/Ag/St	Ag/St/Ag	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	Standard	One	skill	for	each	weapon	in	the	category	†	One	skill	for	each	weapon	in	the	category	†	One	skill	for	each	weapon	in	the	category	†	One	skill	for	each	weapon	in
the	category	†	One	skill	for	each	weapon	in	the	category	†	One	skill	for	each	weapon	in	the	category	†	One	skill	for	each	weapon	in	the	category	†	Begging,	First	Aid,	Gambling,	Mapping,	Operating	Equipment,	Orienteering,	Sailing,	Tactical	Games,	Using	Prepared	Herbs	Diagnostics†,	Engineering,	Mechanition,	Mining,	Second	Aid	Administration,
Appraisal,	Boat	Pilot,	Evaluate	Armor,	Evaluate	Metal,	Evaluate	Stone,	Evaluate	Weapon,	Navigation,	Tactics†	†	—	This	skill	is	actually	a	number	of	skills	based	on	a	certain	factor.	Your	character’s	MMP	is	equal	to:	based	on	Varak’s	race	(see	Table	T-1.1,	p.	212	A-10.4	Missile	Attacks	..........................	Alternatively,	you	may	want	to	photocopy	the
pages	that	contain	the	appropriate	spell	descriptions.	247	Experience	Point	Log	............................	So,	you	should	record	Varak’s	total	skill	category	bonus	of	43	in	the	“category”	column	of	the	Broadsword	skill	line	on	your	Record	Sheet	T-6.3.	Similarly,	you	should	record	the	total	skill	category	bonus	for	each	of	Varak’s	other	skills.	152	A-9.2	Using
Spell	Lists	.......	The	Experience	Point	Table	T-2.6	summarizes	which	experience	point	totals	correspond	to	which	levels.	(active)	Other:	___________________________	signing	a	level	and	resolving	the	resistance	__________	______	5	(Co	bonus	÷	2)	3	(realm	stat	bonus	÷	2)	_________________________________	per	hr.	196	A-9.14.9	Speed	...................................
178	A-9.10.4	Living	Change	...................	66	14.0	Casting	Spells.	You	should	record	your	character’s	PP	Development	skill	bonus	in	the	space	marked:	“Power	Points.”	Example:	Varak	has	a	Power	Point	Development	skill	bonus	of	11—record	this	on	his	Character	Record	Sheet	in	the	space	marked	“Power	Points	(Max.).”	HITS	Your	character	has	a
maximum	number	of	hits	(also	called	concussion	hits)	equal	to	his	skill	bonus	for	Body	Development.	Or	you	have	conceptualized	the	perfect	character.	163	A-9.6.7	Muscle	Law	..........................	198	A-9.15.3	Mind	Merge	......................	Now	the	difference	between	her	temporary	SD	and	Potential	SD	is	17	(78-61),	and	Rhiannon	later	makes	a	stat	gain
roll	of	‘2’	and	‘9’.	180,000	12	......................................................................	The	applicable	stat	for	the	Power	Point	Development	category	and	all	standard	Spell	categories	is	determined	by	your	character’s	realm	of	power—Intuition	for	Channeling,	Empathy	for	Essence,	and	Presence	for	Mentalism.	189	A-9.13.5	Damage	Resistance	..........	46	T-4.6
Spell	Casting	Modifications	Table	.....................	Base	Movement	Rate	=	50'	+	3	x	Qu	Stat	Bonus	+	Stride	Modification	(see	Stride	Modification	Chart)	Example:	Varak’s	base	movement	rate	is	55'	=	50'	+	(3	x	0)	+	0	+	5	(stride	modification)	.	207	A-10	Attacks.	221	A-10.9.3	Two-Handed	Weapon	Attack	Table	......	82	24.4	Economics
.........................................	177	A-9.10.3	Invisible	Ways	...................	3	Broadsword	skill	(3/7)	.............................................	For	Agility,	you	roll	2d10	and	get	a	1	and	a	8.	42	21.0	The	Setting.	102	l	u	A-4.1	Armor	Skill	Categories	.......	...............................................	Skills	and	spells	directly	onto	spell	law	pdf	download	spell	law	pdf	downloadyour	character
sheet	from	the	core	rule	books.	spell	law	pdf	downloadRolemaster	spell	law	pdf	downloadrolemaster	classic	spell	law	pdfrolemaster	2nd	edition	spell	law	pdfrolemaster	spell	law	pdf	downloadrolemaster	spell	law	pdficewebring.comdocsArmsLaw.pdf.of	material	in	other	Rolemaster	Standard	System	books.These	three	concise	books	contain	all	the	spell
lists	available	in	Rolemaster.	49	T-4.2	Standard	Moving	Maneuver	Modifications	Table	.....................	You	should	also	record	the	values	for	each	of	Varak’s	other	skills.	232	A-10.10.3	Krush	Critical	Strike	Table	.........	....	181	A-9.10.10	Spirit	Mastery	.................	251	T-2	Character	Development	Tables	T-2.1	T-2.2	T-2.3	T-2.4	Basic	Stat	Bonus	Table
................	237	A-10.10.8	Super	Large	Creature	Critical	Strike	Table	.........	†	—	Maximum	maneuver	modification	applied	to	a	combatant	totally	untrained	in	maneuvering	while	wearing	the	given	armor	type—	see	Section	8.4	(p.	171	A-9.8.6	Path	Mastery	.......................	Your	character’s	potential	Appearance	is	based	upon	his	potential	Presence	stat
and	it	can	be	generated	when	stats	are	generated:	Potential	Appearance	=	Potential	Presence	-	25	+	5d10	BACKGROUND	DETAILS	You	and	your	Gamemaster	should	develop	a	general	background	and	history	for	your	character.	•	Scabbards,	weapon	belt,	belt	pouch.	You	will	never	adventure	in	a	land	that	is	as	enthralling	as	one	of	your	own	creation.
•	Shield	bonus	if	applicable.	179	A-9.10.7	Shield	Mastery	..................	Unrestrained,	Indulgent	07-08	Docile,	Pliable,	Amenable,	Cooperative	.................	15	T-1.5	Background	Options	Table	..........	41-45	Promote:	peace,	freedom,	justice,	religion,	morality,	war,	free	enterprise,	etc.	............	When	it	comes	to	characters,	there	is	no	system	that	will	allow
you	more	control	over	your	character	definition	or	more	customization	in	character	design	than	Rolemaster.	❏❏❏	Combined	........................................................................	You	get	to	make	a	stat	gain	roll	for	each	of	two	stats	of	your	choice.	27)	and	in	the	“New	Ranks”	column	on	your	Skill	Category	Record	Sheet	T-6.2.	Type	of	Rank	Bonus	New	Rank
Symbol	Standard	...................................................................	1st	Roll	—	Range	of	the	Role	Trait	06-10	Hate	&	Work	Against:	evil,	dark	lord’s	forces,	race/culture,	country,	guild,	population	center,	individual,	etc.	Recover:	1	per	3	hr.	Then,	for	each	skill,	you	need	to	record	(on	Record	Sheet	T-6.3)	the	total	skill	category	bonus	that	corresponds	to	that
skill.	20	6.0	Apprenticeship	Skill	Development.	Example:	Varak	has	one	rank	in	each	of	three	spell	lists:	Inner	Walls,	Nature’s	Way,	and	Path	Mastery.	Table	T-1.7	details	various	possible	ranges	for	role	traits,	but	you	must	choose	which	ones	will	apply	to	your	character.	155	A-9.5	Open	Channeling	Spell	Lists	A-9.5.1	Barrier	Law	..........................	Hair:
Black	Eyes:	Hazel	You	decide	not	to	roll	for	Varak’s	motivation,	personality,	and	alignment	(his	GM	agrees).	The	following	factors	should	be	recorded	on	your	Character	Record	Sheet	for	easy	reference:	•	Three	times	the	character’s	Qu	stat	bonus.	You	should	also	record	the	value	for	each	of	Varak’s	other	skills.	134)	that	he	starts	with.	112).	Example:
See	Varak’s	Record	Sheet	on	page	34.	170	A-9.8.5	Nature’s	Way	.......................	Rolemaster	becomes	the	tool	set	that	you	will	use	to	entertain	and	explore	that	new	fantasy	that	you	have	been	crafting.	173	A-9.9.5	Essence’s	Perceptions	.........	Example:	Skill	with	a	Broadsword	is	in	the	Weapon	•	1-H	Edged	category.	•	Armor	(Armor	skill	bonus	must	be
at	least	-10).	35	Pace	Chart	..........................................	104).	238	A-10.10.9	Spells	Against	Creatures	Critical	Strike	Table	.........	PDF	and	have	a	look	for	yourself?	53	18.5	Communication	Between	Characters	......................	It	will	not	reduce	a	combatant’s	overall	DB	below	the	level	that	it	would	be	at	with	a	zero	Quickness	stat	bonus.	Neutral
................................................................	Conformist,	Uncreative	67-72	Metaphorical	......................................	Nature’s	Way	Path	Lore	(1st)	............................................	90-100	Roll	again;	the	“2nd	roll”	to	determine	where	in	the	range	the	role	trait	falls	receives	a	+20	modification.	64	13.0	Static	Maneuvers.	143)	for	a	detailed	discussion	of	role	traits.
205	A-9.17.8	Canceling	a	Spell	..............	57	T-4	Maneuver	Tables	T-4.1	Moving	Maneuver	Table	..............	182	A-9.11.2	Fire	Law	.............................	82	24.5	Other	Topics	.....................................	Starting	equipment	11.50	Leather	helm	wear	Normal	Shield	15.00	Dagger	0.75	Quiver	(20	Arrows)	3.50	Backpack	&	Frame	3.50	Light	Bedroll	5.00	Tarp	4.00
Flint	and	steel	0.50	50'	superior	rope	3.00	4	torches	4.00	Waterskin	(full)	0.75	Trail	rations	(1	week)	14.00	Total:	65.50	Making	change	as	indicated	below,	these	purchases	leave	him	with	3	gold	pieces,	7	silver	pieces,	4	bronze	pieces,	4	copper	pieces,	and	8	tin	pieces.	So,	you	should	record	+26	(+10	+6	+10)	on	Varak’s	Record	Sheet	T-6.2	on	the	row
corresponding	to	that	skill	category.	141	A-5.13	Scout	(V)	....................................	116	A-4.9	Directed	Spells	Skill	Category	.	However,	on	her	next	stat	gain	roll	(at	a	later	level	advancement),	she	rolls	a	‘2’	and	a	‘2’,	and	her	temporary	stat	drops	by	4	(2+2)	from	65	to	61.	100	A-7	Equipment.	Arbitrary,	Chaotic,	Corrupt	41-42	Moral,	Ethical,	Principled
...............................................	ICE	Staff	—	President:	Peter	Fenlon;	CEO:	Bruce	Neidlinger;	Managing	Editor:	Coleman	Charlton;	Editing,	Development,	&	Production	Staff:	John	Curtis,	Donald	Dennis,	Jason	Hawkins,	Bob	Mohney,	Jessica	Ney-Grimm,	Craig	O’Brien,	Sherry	Robinson;	Sales,	Customer	Service,	&	Operations	Staff:	Steve	Hardy,	Chad
McCully,	Todd	McGovern,	Bob	Mohney,	Dave	Platnick,	Daniel	Williams,	Monica	L.	176	A-9.10	Closed	Essence	Spell	Lists	A-9.10.1	Dispelling	Ways	................	156	A-9.5.2	Concussion’s	Way	...............	•	Up	to	two	normal	weapons	of	his	choice.	87-100	Roll	again;	the	“2nd	roll”	to	determine	where	in	the	range	the	role	trait	falls	receives	a	+20
modification.	‡	—	The	missile	attack	penalty	acts	as	a	modification	to	the	missile	OB	for	a	combatant	wearing	the	given	armor.	189	A-9.13.4	Cloaking	.............................	John	Curtis,	Coleman	Charlton,	Mike	Hein,	Steve	Marvin,	Chad	McCulley,	Nick	Morawitz,	Mike	Reynolds,	Stuart	Templeton,	David	Nottingham,	Louise	Armstrong,	Darrell	Boyer,
Preston	Hertzler,	David	Miller,	Christine	Williams,	Paul	Stafford,	Roxanne	Hatfield,	David	Mullin,	Leon	Self,	and	Shanna	and	Shelby,	Dennis	Tomlin,	Jason	Carroll,	Chris	Eldrich,	Monty	Perry,	Chad	Walsh,	Neal	Baedke,	Deb	Baedke,	Eric	McCluen,	John	Micelli,	Derek	Rolf,	James	Stellmach,	David	Blank,	Lem	Richards,	Ross	Henton,	Bill	Mason,
BrianWeller,	and	friends.	192	A-9.13.10	Spell	Resistance	..............	Since	the	difference	between	this	potential	and	temporary	is	25	(75	-	50),	the	temporary	stat	increases	by	the	sum	of	the	two	dice—Varak’s	temporary	Presence	increases	from	50	to	63.	Charlton,	J.	230	Resistance	Roll	Table	T-3.4	...........	The	coins	have	different	values	based	upon	the
metal	(mithril,	gold,	silver,	bronze,	copper,	or	tin)	that	they	consist	of:	1	mithril	piece	(mp)	1	platinum	piece	(pp)	1	gold	piece	(gp)	1	silver	piece	(sp)	1	bronze	piece	(bp)	1	copper	piece	(cp)	=	=	=	=	=	=	10	platinum	pieces	(pp)	10	gold	pieces	(gp)	10	silver	pieces	(sp)	10	bronze	pieces	(bp)	10	copper	pieces	(cp)	10	tin	pieces	(tp)	Note	that	the	value	of
each	type	of	coin	is	10	times	the	value	of	the	next	lower	coin.	Reserved,	Shy,	Timid,	Introvert	21-22	Pacific,	Nonviolent,	Peaceful	............	81	T-5.4	Healing	Recovery	Table	................	4.0	2'	Wooden	Rod	(+3	spell	adder)	&	Scabbard	...........	You	choose	to	start	him	at	an	age	of	22.	13	3.0	Stats.	1.0	Total:	11.5	MONEY	We	suggest	that	money	be	in	the
form	of	coins,	each	weighing	0.25	of	an	ounce	(64	to	the	pound).	•	Normal	personal	effects.	85	A-1.1	Common	Men	.............	RANK	BONUS	TABLE	T-2.2	Rank	Standard	Category	Rank	Bonus	❏❏❏	Standard	❏❏❏	0	1	2	3	4	5	6	7	8	9	10	11	12	13	14	15	16	17	18	19	20	21	22	23	24	25	26	27	28	29	30	-15	2	4	6	8	10	12	14	16	18	20	21	22	23	24	25	26	27	28
29	30	31	31	32	32	33	33	34	34	35	35	-15	3	6	9	12	15	18	21	24	27	30	32	34	36	38	40	42	44	46	48	50	51	52	53	54	55	56	57	58	59	60	-30	5	10	15	20	25	30	35	40	45	50	53	56	59	62	65	68	71	74	77	80	82	83	85	86	88	89	91	92	94	95	0	1	2	3	4	5	6	7	8	9	10	11	12	13	14	15	16	17	18	19	20	20.5	21	21.5	22	22.5	23	23.5	24	24.5	25	0	6	12	18	24	30	36	42	48	54	60
65	70	75	80	85	90	95	100	105	110	114	118	122	126	130	134	138	142	146	150	31+	35	60	+	0.5	per	rank	over	30	95	+	0.5	per	rank	over	30	25	150	+	3	per	rank	over	30	Skill	Rank	Bonus	Combined	Limited	*	‡	Special	†	SKILL	RECORD	SHEET	T-6.3	Character:	a	YourName	Varak	Player:	____________________________________________	Level:
_____________________________________________	Skill	Name	Rigid	Leather	_______________________________	Chain	_______________________________	Jumping	_______________________________	Swimming	_______________________________	Climbing	_______________________________	#Ranks	1	_____	2	_____	0	_____	2	_____	1	_____	New	Ranks	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-	-	-
-	-	-	-	-	-	-	-	-	-	-	-	-	-	Bonuses	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	Rank	Category	Item	Special	Special	Total	+3	+24	_____	_____	_____	_____	+27	_____	_____	+6	+30	_____	_____	_____	_____	+36	_____	_____	-15	+32	_____	_____	Creating	+1a7	_____	_____	_____	_____	+6	+36	_____	_____	Character	+42	_____	_____	_____	_____	+3	+23	_____	_____	_____	_____	+26	_____	_____
_______________________________	Alertness	‡	_______________________________	Observation	_______________________________	_______________________________	Body	Development	†	_______________________________	_____	4	_____	1	_____	_____	6	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	+4	_____	+3	_____	_____	+36	_____	_____	+20	_____	+21	_____	_____	+33	_____	_____
_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+24	_____	+24	_____	_____	+69	_____	High-speech,	spoken	_______________________________	High-speech,	written	_______________________________	Common-speech,	spoken	_______________________________	Common-speech,	written	_______________________________	Grey-elvish,
spoken	_______________________________	10	_____	10	_____	10	_____	10	_____	6	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	+30	_____	+30	_____	+30	_____	+30	_____	+18	_____	+3	_____	+3	_____	+3	_____	+3	_____	+3	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+33	_____	+33	_____	+33	_____	+33	_____	+21	_____	Grey-
elvish,	written	_______________________________	High-elvish,	spoken	_______________________________	High-elvish,	written	_______________________________	_______________________________	”Own”	Region	Lore	_______________________________	6	_____	2	_____	2	_____	_____	3	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	+18	_____	+6	_____	+6	_____	_____	+9	_____	+3	_____	+3
_____	+3	_____	_____	+6	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+21	_____	+9	_____	+9	_____	_____	+15	_____	”High	Man”	Race	Lore	_______________________________	_______________________________	Riding	(horses)	_______________________________	Foraging	_______________________________	Attunement
_______________________________	3	_____	_____	1	_____	0	_____	1	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	+9	_____	_____	+3	_____	-15	_____	+3	_____	+6	_____	_____	+22	_____	+27	_____	+10	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+15	_____	_____	+25	_____	+12	_____	+13	_____	Basic	Math
_______________________________	Power	Point	Development	†	_______________________________	Path	Mastery	(base	spell	list)	‡	_______________________________	Nature’s	Way	(base	spell	list)	‡	_______________________________	Inner	Walls	(base	spell	list)	‡	_______________________________	0	_____	1	_____	1	_____	1	_____	1	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-15	_____
+6	_____	+1	_____	+1	_____	+1	_____	+2	_____	+5	_____	+5	_____	+5	_____	+5	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	-13	_____	+11	_____	+6	_____	+6	_____	+6	_____	_______________________________	Stalking	_______________________________	Hiding	_______________________________	First	Aid
_______________________________	_______________________________	_____	2	_____	0	_____	1	_____	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	_____	+6	_____	-15	_____	+3	_____	_____	_____	+20	_____	+20	_____	+4	_____	_____	_____	+10	_____	+10	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+36	_____	+15	_____	+7	_____	_____	Broadsword
_______________________________	Two-Handed	Sword	_______________________________	Composite	Bow	_______________________________	Spear	_______________________________	Dagger	_______________________________	6	_____	1	_____	2	_____	1	_____	0	_____	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	+18	_____	+3	_____	+6	_____	+3	_____	-15	_____	+43	_____	+33	_____	+29	_____
+33	_____	+43	_____	+5	_____	_____	_____	_____	_____	+10	_____	_____	_____	_____	_____	_____	_____	_____	_____	_____	+76	_____	+36	_____	+35	_____	+36	_____	+28	_____	_______________________________	_____	❏❏❏	_____	_____	_____	_____	_____	_____	Part	II	SKILL	BONUSES	For	each	skill,	total	the	number	of	ranks	and	determine	the	corresponding	skill	rank
bonus.	(resting)	__________	(Co	bonus	x	2)	per	3	hr.	The	minimum	and	maximum	maneuver	modifications	for	each	type	of	armor	can	be	found	in	the	Armor	Table	T-3.3.	Example:	Varak	wears	a	rigid	leather	breastplate	(AT:	9),	which	has	a	maximum	maneuver	modification	of	-50	and	a	minimum	maneuver	modification	of	-5	(see	the	Armor	Table	T-3.3).
This	process	is	summarized	in	the	Stat	Gain	Table	T-2.3.	Important	—	Remember,	if	a	stat	gain	roll	results	in	a	temporary	stat	greater	than	its	corresponding	potential	stat,	the	temporary	stat	becomes	equal	to	the	potential	stat.	Quick-Tempered,	Hot-headed	43-48	Free	Enterprise	..................................	161	A-9.6.2	Bone	Law	.............................	•	Total
DB	(under	normal	circumstances).	wear	Broadsword	(+5	non-magic)	&	Scabbard	..................	Thus,	she	is	6th	level.	13),	and	any	special	bonuses	should	already	be	recorded	in	the	spaces	next	to	the	stats	on	your	Character	Record	Sheet.	75-76	Tolerant,	Understanding	...............................	172	A-9.9.2	Detecting	Ways	...................	51	23.1	Experience
Point	Multipliers	........	ERA	for	RolemasterRMFRP	Spell	Law	-	Guild	Companion	Publications	RMSS	and	RMFRPRPGNow.com.	Inner	Walls	Trap	Detection	(1st)	....................................	Quickness	Bonus	(3	x	Qu):	___________	0	Armor	Quickness	Penalty:	___________	0	20	Shield	Bonus:	_____________________	0	Magic	(Spells,	Items,	etc.):	___________	0	Special:
__________________________	20	Total	Normal	DB:	__________________	RESISTANCE	ROLLS:	Race	Stat	Total	KNOWN	SPELLS	Your	character	“learns”	spells	by	developing	skill	ranks	in	the	spell	list	that	the	spell	is	on.	172	A-9.9.3	Elemental	Shields	...............	5510,	RolemasterStandard	Rules,	Arms	Law,	Spell	Law	in	one	package.	26	7.0	Your	Character’s
Role.	For	Example,	France	vs.	......................	Neutral	......................................................................	55	18.13	Missile	Fire	in	Melee	....................	166	A-9.7.2	Communal	Ways	................	Spell	(Level)	Spell	List	Heat	Resistance	(1st)	.....................................	Evil	07-12	Laws/Government	.............................	Atheism	57-58	Valorous,	Brave,	Bold,	Audacious
...................	.....................	4	Path	Mastery	skill	(6/6/6,	base	spell	list)	.............	16-20	Dislike:	evil,	dark	lord’s	forces,	race/culture,	country,	guild,	population	center,	individual,	etc.	192	Table	of	Contents	PLAYTESTERS	Kurt	Fischer,	Leonard	“Swamp”	Cook,	Robert	Lawson	Davis,	Olivia	Johnston,	Heike	Kubasch,	Bruce	Neidlinger,	Sheldon	Price,	Bruce
Shelly,	Terry	Amthor,	Larry	Simms,	Brian	Bouton,	James	D.	TOTAL	SKILL	BONUSES	For	each	skill,	total	the	bonuses	you	have	already	recorded	on	your	Record	Sheet	T-6.2:	skill	rank	bonus	+	total	skill	category	bonus	+	any	item	bonuses	+	any	special	bonuses	Then	record	these	values	for	each	skill	on	your	Record	Sheet	T-6.2.	Example:	Varak’s	total
skill	bonus	for	Broadsword	is	76	(+18	for	the	rank	bonus	+43	for	category	bonus	+5	for	his	sword	+10	for	his	background	option).	Timid,	Cowardly,	Craven	31-36	Religion	................................................	Proud,	Conceited,	Cocky,	Pompous,	Arrogant	66-70	Acquire	xxx	for	yyy:	“xxx”	is	wealth,	power,	knowledge,	magic	items,	etc.	Wilson.	Your
character’s	level	does	not	necessarily	increase	each	time	he	gains	experience	points;	it	increases	when	his	experience	point	total	reaches	certain	points,	as	explained	later	in	this	section	and	the	Experience	Point	Table	T-2.6.	EXPERIENCE	POINTS	The	rewards	derived	from	fantasy	role	playing	are	many,	and	among	these,	experience	point	(EP)
accumulation	is	probably	the	most	graphic.	John	would	like	to	thank…	–	Suzy	Curtis,	for	all	she	has	to	put	up	with	in	me	–	Jay	Bryan,	for	running	the	best	game	I’ve	ever	played	in	(and	being	the	best	GM	I've	ever	had)	–	Jim	Andrews,	for	being	the	best	friend	and	gamer	–	Janis	Mason,	for	believing	in	me	–	The	Tallfellows,	for	being	the	best	group	I’ve
ever	run.	78	T-5.6	Mental	Stat	Loss	Table	................	He	must	have	a	skill	rank	of	at	least	one	in	this	armor	skill.	206	A-9.17.14	Illusions	............................	177	A-9.10.2	Gate	Mastery	.....................	249	Character	Figure	Templates	................	TOTAL	SKILL	CATEGORY	BONUSES	For	each	skill	category,	total	the	bonuses	you	have	already	recorded	on
your	Record	Sheet	T-6.2:	skill	category	rank	bonus	+	stat	bonus	+	profession	bonus	+	any	special	bonuses	Then	record	these	values	for	each	skill	category	on	your	Record	Sheet	T-6.2.	Example:	Varak’s	total	skill	category	bonus	for	Weapon	•	1H	Edged	is	43	(+12	for	the	rank	bonus	+26	for	the	stat	bonus	+5	for	the	profession	bonus).	219
ROLEMASTER	BH	4	A-10.9	The	Attack	Tables	A-10.9.1	One-Handed	Concussion	Weapon	Attack	Table	......	85)	with	which	to	buy	equipment	and	to	survive	on	until	he	can	get	more.	This	may	be	your	own	persona,	in	which	your	character	is	basically	yourself	placed	in	the	game	world	and	situation.	140	A-5.11	Merchant	(V)	.............................	90,000	8
........................................................................	223	A-10.9.5	Pole	Arm	Weapon	Attack	Table	......	ADVANCING	A	LEVEL	Designing	your	character	doesn’t	stop	when	you	begin	play	at	first	level,	it	is	a	process	that	continues	as	you	adventure.	Race	Stat	Total	Climbing	1	____	+26	______________________	____	____________________	____	____	Type	Bonus	Bonus
Bonus	Attunement	1	____	+13	______________________	____	____	____________________	____	A	RR	versus	a	Channeling	spell	is	modified	Channeling	____	-	5	____	+15	(3	x	In)	____	+10	Alertness	4	+24	______________________	____	____	____________________	____	____	-	5	____	-9	(3	x	Em)	____	-14	Essence	____	Basic	Math	0	____	-13	Observation	1	____	+24
______________________	____	____________________	____	by	three	times	the	subject’s	stat	bonus	for	Mentalism	____	-	5	____	+12	(3	x	Pr)	____	+7	______________________	____	____	____________________	____	____	Poison/Disease	____	0	____	+27	(3	x	Co)	____	+27	Path	Mastery	1	____	+6	High-Speech	(S/W)	10/10	____	+33	Intuition	(In).	55	18.15	Mounted	Combat
..........................	46	20.0	The	Non-player	Characters.	227	A-10.9.9	Bolt	Spell	Attack	Table	............	(resting)	roll	using	Table	T-3.4	(p.	54	18.11	Haste	and	Speed	............................	This	process	is	identical	to	apprenticeship	skill	development	(see	Section	6.0,	p.	‡	—	A	realm	stat	is:	In	for	Channeling,	Em	for	Essence,	Pr	for	Mentalism.	For	a	more
comprehensive	approach,	a	GM	should	refer	to	Character	Law.	You	should	record	your	character’s	Body	Development	skill	bonus	in	the	space	marked:	“Hits.”	Example:	Varak	has	a	Body	Development	skill	bonus	of	69—record	this	on	his	Character	Record	Sheet	in	the	space	marked	“Hits	(Maximum).”	RECOVERING	POWER	POINTS	AND	HITS	During
play,	your	character	will	recover	power	points	and	hits.	Example:	You	should	now	record	the	applicable	stat	bonus	for	each	of	Varak’s	resistance	rolls:	+15	for	MOVING	MANEUVER	PENALTY	Channeling	(3xIn),	-9	for	Essence	(3xEm),	+12	for	MenYour	character	has	a	“moving	maneuver	penalty”	(MMP)	talism	(3xPr),	+27	for	poison/disease	(3xCo),
and	0	for	that	is	added	to	any	moving	maneuver	rolls	(see	Section	fear	(3xSD).	These	factors	are	crucial	in	bringing	a	character	to	life,	and	they	make	the	character	seem	more	realistic	to	the	character’s	player	as	well	as	the	other	players	and	the	Gamemaster.	For	more	on	__________	______	18	(Co	bonus	x	2)	6	(maximum	PPs	÷	2)
_________________________________	per	3	hr.	RANK	BONUSES	To	determine	a	category	or	skill’s	rank	bonus	you	must	refer	to	the	Rank	Bonus	Table	T-2.2.	Each	category/skill	uses	one	of	the	columns	of	that	table	to	determine	its	rank	bonus.	ADVANCING	A	a	Part	II	Creating	a	Character	•	If	the	result	is	double	1s,	2s,	3s,	4s,	or	5s,	the	temporary	stat
goes	down	by	1,	2,	3,	4,	or	5	respectively—treat	resulting	stats	of	less	than	1	as	1;	otherwise,	•	If	the	result	is	double	6s,	7s,	8s,	9s,	or	10s,	the	temporary	stat	goes	up	by	up	to	the	sum	of	the	two	dice	(i.e.,	12,	14,	16,	18,	or	20	respectively);	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	between	1	and	10,	the	temporary
stat	is	increased	by	up	to	the	value	of	the	lower	of	the	two	dice;	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	between	11	and	20,	the	temporary	stat	is	increased	by	up	to	the	value	of	the	higher	of	the	two	dice;	otherwise,	•	If	the	difference	between	the	potential	stat	and	temporary	stat	is	greater	than	20,	the	temporary
stat	is	increased	by	up	to	the	sum	of	the	two	dice.	Walter,	Brenda	G.	183	A-9.11.5	Water	Law	.........................	39	PART	IV	THE	GM’S	TASK:	THE	WORLD	SYSTEM	11.0	Sequencing	Actions	in	a	Round.	In	due	course,	these	will	be.Rolemaster	is	a	role-playinggame	published	by	Iron	Crown	Enterprises.	71	17.0	Resistance	Rolls.	125	A-4.18	Spells	Skill
Categories	..............	85,	102	T-3	General	Action	Tables	T-3.1	Battle	Round	Sequence	Table	....	•	Any	equipment	&	money	from	background	options	and	training	packages.	Neutral	............................................	Skill	Bonus	ROLEMASTER	BH	34	VarakTanuk	Experience	Points	Level:	YourName	Player:	_______________________________________________	Certain
attacks	and	events	occurring	dur10,000	1st	Blandlands	(Your	GM's	Name)	Campaign	(GM):	______________________________________	ing	play	will	require	your	character	to	make	HighMan	Race:	____________________________	Basic	Racial	Special	Stat	a	resistance	roll	(RR)	to	determine	if	or	how	Profession:	_______________________	STAT	Temp	Pot	Bonus
Bonus	Bonus	Bonus	Ranger	9	7	98	+8	-2	Adventurer	Training	Packages:	_________________	Agility	____	____	____	____	____	+6	Rune	an	attack	affects	him.	3	Composite	Bow	skill	(4)	..........................................	54	18.10	Multi-round	Action	.......................	What	lies	ahead	of	you	is	the	ultimate	mechanism	for	portraying	the	character	you	have	conceptualized!
No	arbitrary	limits.	184	A-9.12	Dabbler	Base	Spell	Lists	A-9.12.1	Concealment	Mastery	......	68	T-5.2	Strategic	Movement	Rate	Table	.................	Socialism	63-64	Stoic,	Impassive,	Stolid	........................................	136	A-5.4	Burglar	(V)	....................................	ARMOR	TABLE	T-3.3	WEIGHT	PENALTY	If	your	character	is	not	very	strong	and	attempts	to
carry	too	much	equipment,	your	Gamemaster	may	require	you	to	calculate	your	character’s	“Weight	Penalty”	(see	Section	18.16,	p.	Your	character	“knows”	all	of	the	spells	on	a	spell	list	that	have	a	level	less	than	or	equal	to	his	skill	rank	for	that	spell	list.	159	A-9.5.9	Spell	Defense	.......................	Richard	E	Demar	Jr	Ive	downloaded	the	ERA,	but
cantget	it	to	load.These	three	concise	books	contain	all	the	spell	lists	available	in	Rolemaster.Of	Character	Law	Campaign	Law,	Arms	Law,	and	Spell	Law	as	scanned	not.	Britton,	Chris	Christensen,	Bill	Covert,	The	Design	Group,	Bill	Downs,	Kurt	H.	Johnston,	Heike	Kubasch,	Moran	&	Co.,	Chuck	Moran,	Jessica	Ney-Grimm,	Ted	Pfaltz,	Terry	Pryde,
Kurt	Rasmussen,	Adam	Reid,	John	David	Ruemmler,	Tracy	Shurtleff,	Ruth	Sochard,	Polly	Strovink,	David	Wagner,	Mitch	Walker,	Tommy	Williams,	and	Tory	&	Swink.	You're	Reading	a	Free	Preview	Pages	52	to	58	are	not	shown	in	this	preview.	Steve	“Rhianna”	Arnsberg,	Daniel	“Berin”	Cruger,	Steve	“Mathew”	Hardy,	Steve	“Rollo”	Merlino,	Tony
“Chrissa”	Petrazio,	Mike	“Lawson”	Reynolds,	Mike	“Lar”	Strack,	and	“Moz.”	Plus,	everyone	who	has	played	in	the	Rolemaster	features	at	GenCon.	120	A-4.14	Power	Awareness	Skill	Category	.............................	187	A-9.13	Open	Mentalism	Spell	Lists	A-9.13.1	Anticipations	.....................	32	8.4	Miscellaneous	Factors	.......................	95	A-2.5	Cleric



.................................................	Treacherous,	Disloyal	39-40	Lawful,	Just,	Upright	.....................................	22	6.1	Standard	DP	Costs	............................	157	A-9.5.4	Light’s	Way	..........................	147	Food,	Lodging,	and	Services	Chart	....	In	our	campaigns,	the	following	spells	or	spell	lists	fromSpell	Law	are	banned	in	order	to	stay	true	to	Tolkiens
works.To	connect	with	Rolemaster,	sign	up	for	Facebook	today.	182	A-9.11.3	Ice	Law	...............................	149	A-8	Creatures.	Example:	You	must	now	determine	what	equipment	and	supplies	Varak	will	carry.	130	A-4.21	Urban	Skill	Category	...............	115	T-5	Gamemaster	Tables	T-5.1	Encounter	Table	............................	270,000	15
.....................................................................	231	A-10.10.2	Heat	Critical	Strike	Table	.........	STAT	GAIN	TABLE	T-2.3	High	Die	Low	Die	1	2	3	4	5	1	2	3	4	5	-1	-2	-3	-4	-5	-1	-2	-3	-4	-5	-1	-2	-3	-4	-5	6	7	8	9	10	6	7	8	9	10	+12	+14	+16	+18	+20	+12	+14	+16	+18	+20	+12	+14	+16	+18	+20	Low	Die	High	Die	Sum	of	Dice	Otherwise	Upon	reaching	a	new
experience	level,	your	character	must	make	a	stat	gain	roll	for	each	stat	to	determine	if	that	temporary	stat	changes.	160	A-9.5.10	Weather	Ways	...................	112	A-4.6	Combat	Maneuvers	Skill	Category	.............................	200	A-9.15.6	Sense	Control	....................	CHARACTER	RECORD	SHEET	T-6.1	Experience	Points	10,000	Level:	1st	8.3
OUTFITTING	ROLEMASTER	BH	32	In	addition	to	equipment	and	money	from	his	background	options	(Section	5.0,	p.	25-26	Lethargic,	Lazy,	Idle,	Easy	Going,	Laid	Back	............................	96	A-2.6	Mentalist	..........................................	-5'	4'10"	–	5'3"	.............................................................	167	A-9.7.4	Protections	...........................	87	A-1.3	Wood	Elves
......................................	25,	37	Spell	List	DP	Cost	Table	..................	ROLEMASTER	BH	3	Table	of	Contents	A-9.14	Closed	Mentalism	Spell	Lists	A-9.14.1	Gas	Manipulation	............	141	A-5.14	Soldier	(V)	..................................	Well,	you	hold	that	answer	in	your	hands!	What	lies	before	you	is	the	ultimate	rules	set.	380,000	18
.....................................................................	lesser	of:	armor’s	Minimum	Maneuver	Modification	or	(armor’s	Maximum	Maneuver	Modification)	+	(skill	bonus	for	the	armor	worn)	Note:	In	other	words,	your	character’s	skill	bonus	for	armor	can	not	modify	his	armor’s	maneuver	modification	beyond	the	minimum	maneuver	modification	for	that	armor.	6
Calculation	&	Dice	Rolling	Conventions	...	30,000	4	..........................................................................	Uncertain,	Cynical,	Fatalistic,	Pessimistic	61-66	Spiritual	...............................................	-15'	3'10"	–	4'3"	.............................................................	There	are	four	role	traits	used:	•	Personality	•	Motivation	•	Alignment	•	Physical	Appearance	See	Appendix	A-
6	(p.	246	T-6.4	Money	&	Equipment	Record	Sheet	..............................	In	addition,	you	may	want	to	give	your	character	a	“demeanor.”	This	is	an	indicator	of	the	general	attitude	that	your	character	seems	to	present	to	the	world.	169	A-9.8.2	Moving	Ways	.......................	.........................	Example:	The	Weapon	•	1-H	Edged	Category	has	St/	Ag/St	as	its
applicable	stats.	For	more	on	poisons	and	diseases	__________________________	_______	____	__________________________	BACKGROUND	INFORMATION:	__________________________	_______	____	__________________________	see	Gamemaster	Law.	§	—	An	Armor	Quickness	penalty	can	reduce	or	cancel	a	combatant’s	Quickness	stat	bonus	for	his	DB—see	Section
8.4	(p.	...	83	PART	VI	THE	APPENDICES	A-1	Races.	201	A-9.16.2	Entertaining	Ways	...........	24),	your	character	automatically	begins	the	game	with	the	equipment	and	money	listed	below.	228	A-10.9.10	Ball	Spell	Attack	Table	............	71	16.0	Movement.	150	T-6	The	Record	Sheets	TABLES	&	CHARTS	T-1	Character	Design	Tables	T-1.1	Race	Abilities
Table	......................	•	The	armor	quickness	penalty	of	any	armor	normally	worn	(see	the	Armor	Table	T-3.3,	p.	The	specific	column	used	is	indicated	in	Table	T-2.5	(p.	If	necessary,	you	or	your	GM	may	choose	the	rest	of	the	trait.	245	Skill	Record	Sheet	.................................	For	example,	if	you	chose	three	extra	money	background	options,	an	item
background	option,	and	an	extra	language	background	option,	you	and	your	GM	might	decide	that	your	character	is	a	merchant’s	son.	56	Exhaustion	Charts	.....................................	Proofreading:	Brian	Gilstrap,	Heike	Kubasch,	Nicholas	Zoss.	......................................	Amoral,	Immoral	43-44	Pious,	Devout,	Religious	..................................................	179
A-9.10.6	Rapid	Ways	.......................	Then	record	these	values	for	each	skill	on	your	Record	Sheet	T-6.3.	Example:	Varak	has	6	skill	ranks	in	Broadsword	(2	from	adolescence,	2	from	hobbies,	1	from	apprenticeship	development,	and,	1	from	his	training	package)—so,	the	standard	skill	rank	bonus	is	18.	Uncaring,	Mean,	Ruthless,	Cruel	05-06	Austere,
Sober,	Restrained,	Temperate,	Moderate	............................................	As	starting	equipment,	he	may	automatically	choose	to	have:	Starting	Equipment	weight	in	lb.	Experience	is	represented	in	play	by	experience	points	(EPs)	which	the	Gamemaster	awards	to	characters	for	certain	experiences,	activities,	and	achievements.	•	One	suit	of	armor
corresponding	to	the	armor	skill	for	which	he	has	the	highest	skill	rank.	To	develop	a	skill	he	allocates	development	points	to	it	in	order	to	increase	the	skill’s	rank.	Speilman,	Charles	P.	24	6.4	Extra	Stat	Gain	Rolls	........................	108	A-4.4	Awareness	Skill	Categories	.......	241	A-11	Record	Sheets.	ROLE	TRAIT	TABLE	T-1.7	a	Personality	Traits:	Make
the	1st	roll	(not	open-ended)	to	determine	the	“range	of	the	role	trait.”	Then	make	a	2nd	roll	(not	open-ended)	to	get	a	general	idea	where	in	the	range	your	character’s	role	trait	falls	(low	results	to	the	left	in	the	range	and	high	results	to	the	right	in	the	range	).	ROLEMASTER	BH	27	a	Part	II	Creating	a	Character	7.0	BHBHBHBHBHBH	YOUR
CHARACTER’S	ROLE	BHBHBHBHBHBH	You	should	develop	a	detailed	scheme	and	outline	of	your	character’s	role	or	persona	based	upon	his	role	traits	and	background	details.	300,000	16	......................................................................	…	No	reproductions	without	authors’	permission.	207	A-9.17.18	Variability	of	Spell	Duration	...................	5	18	3	6	a
Part	II	Creating	a	Character	DEFENSIVE	BONUS	(DB)	Your	character’s	Defensive	Bonus	is	used	in	combat	as	a	subtraction	from	an	opponent’s	attack	roll	against	him.	146	Transport	Chart	..................	A	stat	gain	roll	must	be	made	for	each	stat—roll	two	dice	(d10):	(Diff	=	Potential	-	Temporary)	Diff	≤	10	10	<	Diff	≤	20	Diff	>	20	Important	—
Remember,	if	a	stat	gain	roll	results	in	a	temporary	stat	greater	than	its	corresponding	potential	stat,	the	temporary	stat	becomes	equal	to	the	potential	stat.	130,000	10	......................................................................	Appearance	is	a	role	trait	that	is	handled	in	many	ways	as	if	it	were	a	stat.	28	8.0	Final	Character	Preparation.	.....................................
Normally,	your	character	starts	play	as	a	1st	level	character	and	his	level	increases	as	he	acquires	experience	points	from	his	adventures.	Sec38	____	67	0	0	Memory	____	____	____	____	0	43	____	71	0	0	9	Armor	Type:	______________________	Reasoning	____	____	____	____	0	tion	18.1	(p.	500,000	+	50,000	per	level	over	20th	ROLEMASTER	BH	36
CHARACTER	LEVELS	STAT	GAIN	ROLLS	Your	character’s	level	is	determined	by	how	many	experience	points	he	has	accumulated.	158	A-9.5.6	Nature’s	Law	........................	188	A-9.13.3	Brilliance	............................	Moslems,	Catholic	vs.	39	T-3.3	Armor	Table	................	Skill	Bonus	STRIDE	CHART	Height	a	Modification	Due	to	Stride	7'10"	–	8'3"
............................................................	ROLEMASTER	BH	29	8.0	BHBHBHBHBHBH	FINAL	CHARACTER	PREPARATION	BHBHBHBHBHBH	a	Part	II	Now	you	are	ready	to	take	the	final	steps	in	the	character	creation	process:	totaling	skill	bonuses,	equipping	your	character,	etc.	Results	of	greater	than	99	are	treated	as	100,	and	results	less	than	02	are
treated	as	01.	25	T-2.8	Standard	Skill	Category	Development	Point	Cost	Table	.	Vibrant,	Energetic,	Enterprising,	Ambitious	71-75	Acquire	Personal:	power,	knowledge,	magic	items,	pleasure,	fame,	etc.	....................	197	A-9.15	Mentalist	Base	Spell	Lists	A-9.15.1	Mind	Attack	......................	54	18.9	Stunned	Maneuvers	.........................	55	18.12	Spell
Preparation	and	Casting	....	176	A-9.9.10	Unbarring	Ways	...............	208	A-10.2	Offensive	Capabilities	...............	16	T-1.3	Potential	Stat	Table	......................	Potential	Appearance	can	rise	or	drop	during	play	due	to	circumstances	(e.g.,	scars,	diseases,	increases	in	Presence,	etc.).	0'	5'4"	–	5'9"	................................................................	Note:	If	you	or	your
GM	want	to,	Table	T-1.7	can	be	used	to	generate	random	role	traits	for	your	character.	22	6.2	Variable	DP	Costs	..............................	Lighthearted,	Cheerful,	Joyous	03-04	Merciful,	Compassionate,	Kind	.........	71)	provides	some	experience	point	guidelines	and	suggestions	for	Gamemasters.	Self-reliant,	Independent	79-89	Roll	again;	the	“2nd	roll”	to
determine	where	in	the	range	the	role	trait	falls	receives	a	-20	modification.	174	A-9.9.7	Physical	Enhancements	.....	Melee	Initiative	............	Your	character	starts	at	1st	level	with	10,000	experience	points.	No	“you	can’t	do	that”s.	164	A-9.6.9	Organ	Law	...........................	Broken	the	older	single-volume	Spell	Law	into	three	separate	books,	Of	Essence,
Of.	Spell	Law	wasthe	second	book	released	for	the	new	Rolemaster	public	playtest,	and	it	sits	alongside.rolemaster	classic	spell	law	pdfThus,	as	a	GM,	I	am	reminded	that	I	can	arrange	for	spell	books	to	be	stolen,	lost	or.	Deferential,	Respectful,	Courteous,	Polite,	Civil	........................................	190	A-9.13.6	Delving	...............................	56).	143).
..................	206	A-9.17.12	Visibility	...........................	52	18.0	Special	Situations.	196	A-9.14.8	Solid	Manipulation	..........	103,	127	T-2.5	Skill	Summary	Table	....................	*	—	This	applies	to	any	two	ruling	groups	that	oppose	one	other.	Per	combatant	interspersed	with	suddendeath	from	an	array	of	killer	spells.The	complete	text	of	the	core	Rolemaster
Classic	rules:	Arms	Law	Spell	Law.	240	A-10.11.2	Spell	Failure	Table	......................	210,000	13	......................................................................	48).	†	SKILL	CATEGORY	RANK	BONUSES	For	each	skill	category,	total	the	number	of	ranks	and	determine	the	corresponding	skill	category	rank	bonus.	Rolemaster	spell	law	pdf	download.	..........................	wear
Clothes	(includes	boots	and	cloak)	and	personal	effects	...................................................	6	Nature’s	Way	skill	(6/6/6,	base	spell	list)	.............	Anarchy	13-18	Government	........................................	‡	Special	..............................................................................	120	A-4.13	Outdoor	Skill	Categories	.........	56-60	Compulsive	about:	spreading	religion,	freedom,
cleanliness,	law	&	order,	etc.	197	A-9.14.10	Telekinesis	.......................	17	Skill	Bonus	Table	..........................	175	A-9.9.9	Spell	Wall	.............................	11-12	Radical,	Liberal,	Open-minded	...	Intimidating,	Overbearing,	Bully	Part	II	Roll	—	Role	Trait	01-05	Destroy:	evil,	dark	lord’s	forces,	race/culture,	country,	guild,	population	center,	Creating	a
Character	individual,	etc.	222	A-10.9.4	Missile	Weapon	Attack	Table	......	246	Money	&	Equipment	Record	Sheet	...	152	A-9.1	The	Realms	of	Power	...................	235	A-10.10.6	Unbalance	Critical	Strike	Table	.........	Guidelines:	Kurt	Fischer,	P.	Characters	of	20th	level	and	above,	however,	are	generally	classified	as	“Lords”	and	are	usually	identifiable
amongst	a	collection	of	lesser	beings	by	their	bearing	and	deference	shown	them	by	others	knowledgeable	of	their	status.	In	addition	to	racial	factors,	it	is	often	useful	to	have	numerical	value	that	reflects	your	character’s	general	appearance	(i.e.,	attractiveness,	comeliness,	beauty)	to	other	members	of	his	race.	Produced	and	distributed	by	IRON
CROWN	ENTERPRISES,	Inc.,	P.O.	Box	1605,	Charlottesville,	VA	22902	Second	U.S.	Edition,	Reformated	1999	Stock	#5800	ISBN	1-55806-550-4	PART	I	INTRODUCTION	Table	of	Contents	How	to	Use	Rolemaster.	52	18.3	Awareness	..........................................	34)	and	Appendix	A-4.1	(p.	164	A-9.6.8	Nerve	Law	............................	Your	character	may
develop	skills	that	are	not	listed—your	GM	just	has	to	determine	into	which	category	the	skill	falls.	This	book	is	now	available	for	purchase	as	a	pdf	file	from	the	ICEStore.Rolemaster	Fantasy	Role	Playing	has	combat	power,	but	Arms	Law	gives	you.icewebring.comdocsArmsLaw.pdf.of	material	in	other	Rolemaster	Standard	Systembooks.These	three
concise	books	contain	all	the	spell	lists	available	in	Rolemaster.	86	A-1.2	High	Men	.....................	(sleeping)	Recover:	1	per	3	hr.	•	Two	gold	pieces	(or	the	equivalent	for	his	race).	This	opposition	can	have	a	political	or	dogmatic	basis.	234	A-10.10.5	Slash	Critical	Strike	Table	.........	212)	details	the	factors	that	can	affect	a	character’s	DB.	Cover
Illustration:	Angus	McBride	PART	III	PERFORMING	ACTIONS	10.0	The	Actions.	250	Blank	Hex	Sheet	....................................	Cartels/Guilds/Monopolies	61-62	Calm,	Even-tempered	...................................	191	A-9.13.9	Self	Healing	.......................	157	A-9.5.5	Lofty	Movement	.................	So,	Varak’s	MMP	is	-23	=	0	+	[-50	+	27]	.	.................	52,	230	T-3.5
Offensive	Capabilities	Table	.....	83	24.6	Customizing	Rolemaster.	She	rolls	a	‘4’	and	a	‘7’	for	a	stat	gain	roll,	so	her	SD	stat	increases	by	11	(4+7)	to	65.	139	A-5.10	Loremaster	(V)	...........................	126	A-4.19	Subterfuge	Skill	Categories	....	Then	record	these	values	for	each	skill	category	on	your	Record	Sheet	T-6.2.	The	combined,	limited,	and	special
category	rank	bonuses	are	always	zero.	England	in	the	100-years	War,	the	Gondorian	Kin-strife	in	Middle-earth,	York	vs.	55	18.16	Weight	Penalties	............................	+10'	6'4"	–	6'9"	..............................................................	You	should	also	record	the	value	for	each	of	Varak’s	other	skill	categories.	These	factors	should	be	chosen	within	the	limits	given
in	the	racial	descriptions	in	Appendix	A-1	(p.	8	Definitions	........................................................	204	A-9.17.3	Repeated	Spell	Attempts	...................	194	A-9.14.5	Movement	..........................	Example:	Varak	is	a	noble	person,	devoted	to	upholding	“Law	&	Order.”	Unfortunately,	he	tends	to	carry	this	to	an	extreme.	Snobbish,	Prejudiced,	Intolerant	73-86
73-74	Disordered,	Messy	......................................................	194	A-9.14.4	Mind’s	Door	......................	220	A-10.9.2	One-Handed	Edged	Weapon	Attack	Table	.......................	159	A-9.5.8	Sound’s	Way	........................	124	A-4.17	Self	Control	Skill	Category	....	A-2	Professions.	Egoism	67-68	Optimistic,	Upbeat	................	45	T-4.4	Standard	Static	Maneuver
Modifications	Table	.....................	57	Project	Specific	Contributions:	Art	Direction:	Jessica	Ney-Grimm;	Rune	Design:	Daniel	Cruger,	J.	233	A-10.10.4	Puncture	Critical	Strike	Table	.........	70,000	7	..........................................................................	There	are	certain	factors	which	are	not	formalized	in	role	playing	but	which	still	affect	the	role	of	a	character,
and	in	particular	a	player	character.	202	A-9.16.5	Sound	Control	..................	247	T-6.5	Experience	Point	Log	.................	You	should	record	this	value	on	the	line	corresponding	to	that	skill.	118	A-4.12	Martial	Arts	•	Striking	Skill	Category	.............................	225	A-10.9.7	Tooth	&	Claw	Attack	Table	.......................	EXPERIENCE	POINT	TABLE	T-2.6
Level	EPs	Required	1	..........................................................................	75	24.2	Magic	Items	......................................	You	have	crafted	an	interesting,	compelling,	and	dramatic	story.	51).	185	A-9.12.3	Mechanisms	.......................	Vindictive,	Vengeful	86-90	Self-centered,	general	self-interest	Benevolent,	Generous,	Giving	.............................	Neutral
........................	DriveThruRPG:	Your	One-Stop	Shop	for	the	Best	in	RPG	PDF	Files!	The	Largest	RPG	Download	Store!	Log	In	My	Library.The	vanguard	of	the	new	Rolemaster	editionwill	be	five	books	Arms	Law,	Spell	Law,	Character	Law,	Creatures,	and	Treasures.	Finally,	you	record	all	of	this	on	your	record	sheet.	Since	the	difference	between	this
potential	and	temporary	is	only	2	(98	-	96),	the	temporary	stat	only	increases	by	the	lower	of	the	two	dice—	Varak’s	temporary	Agility	increases	from	96	to	97.	“yyy”	is	a	ruler,	country,	race/culture,	guild,	religion,	clan,	population	center,	etc.	You	choose	motivation	role	traits	of:	“Destroy	Chaos”	and	“Promote	Law	and	Order.”	You	choose	as	an
alignment	role	trait:	Laws/Principles.	31-35	Protect:	individual,	family,	clan,	ruler,	country,	race/culture,	population	center,	guild,	“the	weak,”	etc.	(sleeping)	POWER	POINTS	Maximum	=	10	+	Body	Dev.	92	A-2.2	Thief	..............................	75	24.1	Injury,	Death,	and	Healing	............	53	18.4	Orientation	........................................	Example:	Varak	has	a	Qu
stat	bonus	of	zero,	an	armor	quickness	penalty	of	zero	(for	AT	9,	rigid	leather),	a	shield	bonus	of	20,	and	no	special	bonuses.	27	T-2.6	Experience	Point	Table	................	Curtis,	Jason	O.	The	race	bonuses	are	presented	in	Quickness	Bonus	(3	x	Qu):	___________	0	75	____	91	+2	-2	Quickness	____	____	____	____	0	Armor	Quickness	Penalty:	___________	0	92
____	92	+6	+4	____	the	Race	Abilities	Table	T-1.1	(p.	188	A-9.13.2	Attack	Avoidance	.............	460,000	20	.....................................................................	The	Strength	____	____	____	+10	Shield	Bonus:	_____________________	20	Magic	(Spells,	Items,	etc.):	___________	0	following	stat	bonuses	normally	apply	and	COMMONLY	USED	SKILLS	Special:
__________________________	0	Skill	Ranks	Bonus	Skill	Ranks	Bonus	20	Total	Normal	DB:	__________________	should	be	recorded	on	your	Character	Record	Riding	(Horses)	1	____	+25	Jumping	0	____	+17	______________________	____	____________________	____	Foraging	0	____	+12	Swimming	2	+42	______________________	____	____	____________________	____
RESISTANCE	ROLLS:	Sheet.	156	A-9.5.3	Detection	Mastery	..............	Section	23.0	(p.	210	A-10.3	Defensive	Capabilities	..............	Spell	Law	Rolemaster	2nd	Edition,	1200	by	IronCrown	EnterprisesThe	Rolemaster	Standard	Rules	are	the	cornerstone	of	this	system	and	provide	all	the	rules.	He	must	have	a	skill	rank	of	at	least	one	in	each	weapon	skill
that	applies	to	these	weapons.	-25'	2'10"	–	3'3"	.............................................................	Distracted,	Absentminded	53-54	Continent,	Chaste	......................................	160	A-9.6	Closed	Channeling	Spell	Lists	A-9.6.1	Blood	Law	............................	Appendix	A-4	(p.	180	A-9.10.9	Spell	Reins	.........................	199	A-9.15.5	Presence	..............................	This	is	a
very	subjective	rating	and	the	Gamemaster	should	treat	it	as	a	general	guideline	during	play.	20,000	3	..........................................................................	165	A-9.7	Cleric	Base	Spell	Lists	A-9.7.1	Channels	...............................	144	Accessory	Chart	...................	wear	Magic	Elven	Cloak	(+10	to	stalking	&	hiding)	.....	4.0	Rigid	Leather	Breastplate	(AT:	9)
..............................	Opposing	Religion	†	59-60	Passive,	Detached,	Calm	......................	187	A-9.12.6	Thieving	Law	....................	Greek	Orthodox,	Catholic	vs.	24.0	Miscellaneous	Topics.	................	Note:	Some	GMs	may	wish	to	require	time	and/or	facilities	for	training	before	skill	development	actually	takes	place.	The	race	description	for	your	character
provides	details	and	suggestions	for	this	equipment	and	money	(see	Appendix	A-1,	p.	67	T-5.3	Magic	Item	Pricing	Table	............	For	her	next	stat	gain	roll	Rhiannon	rolls	an	‘8’	and	an	‘8’,	and	her	temporary	stat	is	increased	by	16.	35).	Nonsocial,	Antisocial,	Cold	55-60	Altruism	...............................................	215	A-10.5	Melee	Attacks	............................
............................................	Spell	Law	-	The	magic	has	returned!	Spell	Law,	the	heart	of	the	Rolemaster	magic	system	is	back	with	more	power.	52).	117	A-4.10	Influence	Skill	Category	..........	242	Character	Record	Sheet	.....	229	A-10.9.11	Basic	Spell	Attack	Table	............	102)	provides	descriptions	for	the	skills,	as	well	as	suggested	mechanisms	for
using	the	skills.	181	A-9.11	Magician	Base	Spell	Lists	A-9.11.1	Earth	Law	..........................	To	him	most	violations	of	the	“Law”	should	be	immediately	punished,	even	relatively	minor	violations.	224	A-10.9.6	Thrown	Weapon	Attack	Table	......	The	next	time	Rhiannon	makes	a	stat	gain	roll,	it	is	a	‘4’	and	a	‘7’.	90	Special	Contributions	—	Terry	Amthor,
Chris	Baldwin,	Deane	Begiebing,	James	Blevins,	Brian	Bouton,	Richard	H.	145	Armor	Chart	........................	78	T-5.7	Experience	Point	Charts	.........	29	T-6.1	Character	Record	Sheet	.............	Http:www.ironcrown.comfreedownloadserrata5814-MentalSpellsSection.pdfArms	Law	And	Claw	Law	Rolemaster	2nd	Edition,	1100	by	Peter	C.	He	decides	to	buy
(based	on	“city	cost”):	gp	sp	bp	cp	0	0	0	0	0	1	5	0	0	5	5	0	0	3	0	0	0	0	5	0	0	0	3	3	0	0	2	0	0	0	1	0	0	0	1	0	0	1	2	0	0	0	0	1	0	0	0	1	0	0	1	0	0	10	25	5	tp	0	0	0	0	0	0	0	0	0	0	2	0	0	2	weight	in	lb.	40	19.0	The	Plot.	47	T-4.7	Language	Rank	Table	................	You	can	record	all	spells	your	character	knows	on	the	back	of	your	record	sheets.	80	24.3	Religion
..............................................	This	is	up	to	you	and	your	Gamemaster,	but	typical	demeanors	include:	calm,	aloof,	stern,	neutral,	angry,	sly,	greedy,	silly,	stubborn,	stupid,	rude,	etc.	Since,	the	difference	between	temporary	SD	and	potential	SD	is	8	(78-70),	the	temporary	SD	stat	is	increased	by	the	lower	of	the	two	dice	(i.e.,	by	4)	to	a	new	value	of	74.
ROLEMASTER	BH	37	JBHBHBHBHBHBHBHBHBHBHBHBHBHBHBHK	G	G	N	N	Part	III	G	G	Performing	Actions	N	N	G	G	N	N	MBHBBHHBHBHBHBHBHBHBHBHBHBHBHBH	206	A-9.17.15	Slaying	Criticals	for	Spells	.............................	8.4	69	Hits	(Maximum):	_______	Miscellaneous	Information:	11	Power	Points	(Max.):	____	MISCELLANEOUS
FACTORS	There	are	a	number	of	miscellaneous	factors	that	you	should	now	calculate	and	record.	206	A-9.17.11	RRs	for	Passive	Spells	..	154	A-9.4	What’s	on	a	Spell	List	...................	For	more	examples,	you	can	refer	to	the	personality	role	traits.	+15'	6'10"	–	7'3"	............................................................	So	turn	the	page	and	begin	your	ultimate	journey.
20)	and	training	packages	(Section	6.3,	p.	94	A-2.4	Magician	...........................................	4	Body	Development	skill	(4/12)	...............................	18	5.0	Background	Options.	COMMONLY	USED	SKILLS	&	ATTACKS	You	may	want	to	record	the	bonuses	and	ranks	for	your	character’s	commonly	used	attacks	and	skills	on	your	Character	Record	Sheet	T-6.1.
Then,	most	of	the	time,	you	will	only	have	to	have	that	sheet	available	during	play.	(resting)	per	hr.	169	A-9.8.3	Nature’s	Guises	...................	........................	216	A-10.6	Basic	Spell	Attacks	...................	22).	Hawkins,	Judy	Hnat,	Howard	Huggins,	Sam	Irvin,	Olivia	H.	.................................	........................................	-30'	2'4"	–	2'9"
.............................................................	10,000	2	..........................................................................	87):	Demeanor:	Confident	&	Proud	Gender:	Male	Skin:	Fair	Height:	6'4"	Weight:	220	lb.	51,	57	Pace	Limitation	Chart	..............................	245	T-6.3	Skill	Record	Sheet	......................	(resting)	______	(maximum	PPs	÷	2)	per	3	hr.	135	A-5.2	Amateur	Mage	(L)	...
9	Other	Products	...............................................	12	2.0	The	Initial	Choices.	Cost	5/5/5	_____	2/2/2	_____	4/4/4	_____	2/5	_____	2/5	_____	#	of	Ranks	0	_____	1	_____	2	_____	0	_____	0	_____	New	Ranks	❏❏❏	❏❏❏	❏❏❏	❏❏❏	❏❏❏	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	Bonuses	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	-	Rank	Stat	Prof.	Fischer,	Paul	Ford,	Joy	Hatchette,	Jason	O.	60	15.0	Moving
Maneuvers.	Your	character’s	temporary	Appearance	is	equal	to	his	potential	appearance	if	he	is	well	groomed	and	well	dressed	(GM	discretion).	219	A-10.8	Area	Spell	Attacks	....................	+5'	5'10"	–	6'3"	.................................................................	203	A-9.16.6	Sound	Projection	..............	16	4.0	Adolescence	Skill	Development.	Fenlon;	Pagemaking:	C.
113	A-4.7	Communication	Skill	Category	114	A-4.8	Crafts	Skill	Category	..................	For	Presence,	you	roll	2d10	and	get	a	9	and	a	4.	53	18.6	Conflicting	Actions	..........................	226	A-10.9.8	Bash	&	Grapple	Attack	Table	.......................	36-40	Serve:	individual,	family,	clan,	ruler,	country,	race/culture,	population	center,	guild,	etc.	56	Encumbrance
Chart	..................................	Pugnacious,	Belligerent,	Bellicose	23-24	Meek,	Self-effacing,	Modest,	Humble	............	153	A-9.3	The	Spell	Description	Key	......	His	Rigid	Leather	skill	bonus	is	+27.	33)	and	Appendix	A-10.3	(p.212).	54	18.8	Canceling	Actions	............................	170	A-9.8.4	Nature’s	Summons	.............	This	process	is	summarized	in	the	Stat
Gain	Table	T-2.3.	LEVEL	When	your	character	advances	a	level,	you	must	perform	several	actions:	•	“Stat	Gain	Rolls”	must	be	made	to	determine	if	your	character’s	temporary	stats	change.	195	A-9.14.6	Sense	Mastery	...................	142	A-9	Spells	and	Spell	Lists.	191	A-9.13.8	Illusions	..............................	If	you	chose	three	skill	bonus	background
options	and	a	money	background	option,	your	character	might	be	a	farmer’s	son	who	has	left	the	farm	for	adventure.	6	Total:	32	SKILL	CATEGORY	RECORD	SHEET	T-6.2	Varak	Character:	Skill	Category	Armor	•	Heavy	Armor	•	Light	Armor	•	Medium	Artistic	•	Active	Artistic	•	Passive	Applicable	Stats	St/Ag/St	Ag/St/Ag	St/Ag/St	Pr/Em/Ag	Em/In/Pr
Dev.	165	A-9.6.10	Symbolic	Ways	.................	123)	and	A-4.5	(p.	You're	Reading	a	Free	Preview	Pages	90	to	132	are	not	shown	in	this	preview.	Appearance	is	a	value	(1-100)	which	gives	a	general	idea	of	your	character’s	exterior	look	(e.g.,	an	01	or	02	Appearance	would	indicate	a	really	ugly	person,	while	a	99	or	00	would	indicate	a	very	handsome
character).	Composite	bow	................................................................	Goforth	Jr.,	Ruth	Sochard,	Jessica	Ney,	Mark	Strovink,	Mike	Lazar,	Carl	Pitt,	Gary	Stipe,	Steven	Bounton,	Mike	Allen,	James	Blevins,	Roger	Jarrett.	202	A-9.16.4	Lores	....................................	91	A-6	Role	Traits.	Resistance	rolls	are	Height:	________	Weight:	_________	6'4"	220	lb.	-40'
Part	II	Creating	a	Character	BASE	MOVEMENT	RATE	Your	character	has	a	base	movement	rate	that	determines	how	far	he	can	move	each	round	(see	Section	16.0,	p.	204	A-9.17.2	Good,	Evil,	Dark	&	Light	......................	54	18.7	Opportunity	Action	.........................	•	The	skill	development	process	is	followed.
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