ATHLETIC SKILLS
BEAST MASTERY
BODY DAM. STABILIZATION


Your landing was completely wrong. You crush your ankles upon impact with the ground. You won’t try again for 1D10 days min.
Spectacular failure - Animal which you are trying  to communicate with attacks you. You are stunned for 20rnds. You will not attempt this skill for 1D10 days due to low self-esteem.
Spectacular  failure - Your temples bulge, sweat rains upon your body, respiration slows to a halt and you realize at the moment of your death that you have made the last mistake of your life. Death is your last reward.
 -26 or down:

BLUNDER

Mental Blackout. Reorientate: if successful, attempt a safe landing. If unsuccessful, check the fall/crush damage.
Lose mental concentration. Animal is disorientated and flees at best possible speed. You are stunned for 10 rnds. Any other static action in next 10 minutes (60 rnds) will fail.
The last blow stunned you worst than you imagined. Any action on your part during the next 10 minutes (60 rnds) will fail. Good luck.
-25 to 04:

ABSOLUTE

FAILURE

You have failed, but are uninjured - you won’t try again for at least 1 day.
You have failed. You may not try again for 1 day. Animal still there, if carnivore or omnivore. All herbivores will wander off, realizing that trying to understand the antics of a lunatic is fruitless.
You strive for complete control over your body, but the agony of your wounds denies you this last simple pleasure. Unless you receive immediate attention from some outside source, you will probably die from your wounds.
05  TO 75:

FAILURE

You are on your way. Try again.
Your animal is still there. You may try again.
You just manage to hold on. Body fuctions are slowed. Bleeding is slowed by 2 per round.
76  TO 90:

PARTIAL SUCCESS

You have made it half way. Roll again and add +20 to your next roll.
Your animal has stopped moving, looking slightly puzzled. Try again, but add +20 this time.
As you gain confidence, your mental control over your body functions increases. Bleeding is slowed by half or 4 per round, whichever is greater.
91  TO  110:

NEAR SUCCESS

You made it!!!!!
You have influenced your animal and may communicate with it.
You have perfect control over your body. All bleeding is stopped.
111 TO 175:

SUCCESS

As long as you do this skill the same way you just did this one and conditions remain the same or are better, you will automatically make this skill the next time you try it.
Not only did you influence your animal, but you have mastered it. Receive a +50 bonus on influencing it until you do something to cause it lose confidence in you.
You have mastered the control over your body. You not only stop all bleeding, but your healing rate is doubled until you come out of the Body Damage Stabilization Trance.
176 UP:

ABSOLTE

SUCCESS

BL - Body length of individual making the jump:

Broad jump         Pole vaulting

Run.  Standing     High  x Wide

BLx1    BLx0.5  R     4’x4’

BLx1.5 BLx0.7  E     6’x6’

BLx2    BLx0.9  L     8’x8’

BLx2.5 BLx1.1  M   10’x10’

BLx3.0 BLx1.5  H   15’x15’

BLx3.5 BLx2.0  V   20’x20’

BLx4.0 BLx2.5  E   30’x30’

BLx4.5 BLx3.0  S   40’x40’

BLx5.0 BLx3.5  A   50’x50’

                             |

              difficulty (first letter)
-30 Carnivore

+30 Herbivore

+00 Omnivore

-50 Non Intelligent

-10 Low Intelligent

+00 Animal Intelligent

-20 Wild/Untamed

+30 Befriended since birth

-10 Amphibians (all)

-50 Insects

-20 Birds

-20 Fish

-20 Sea Mammals

+10 Canine (dogs, wolves)

-10 Feline

-10 Mollusca

-10 Seprentine

-10 Lizards

+50 Simians (apes)

+00 Ursine (bears), Swine, Rodents, Pachydermi (elephants), Equine, Bovine

NOTE: Communication with animals is limited to ver basic concepts such as food, enemy, follow, attack, etc.
Routine - Practicing BDS trans

Easy      - Bleeding 1/rnd

Light      - Bleeding 2/rnd

Medium - Bleeding 3/rnd

Hard      - Bleeding 4/rnd

V. Hard - Bleeding 5/rnd

E. Hard - Bleeding 6+/rnd

S. Folly - One limb amputated

Absurd  - Two limbs amputated
SPECIAL

MODS

ACADEMIC   SKILLS
CONTROL LYCANTROPY
DIVINATIONS


Spectacular  failure - your mind has gone completely blank. Memory loss is recovered slowly over next 1D10 days.
Spectacular failure - the change is not controlled. You are at -30 in all future attempts to control the change due to loss of confidence in your abilities. Confusion reins for 1D10 rnds.
Spectacular failure - Grand delusion stupefies you beyond belief and leaves you unable to speak of the great wonder you have just seen. You are at -70 for 10 days as you recover.
 -26 or down:

BLUNDER


You have complete memory loss on the subject. Any static maneuver taken in next 10 minutes (60 rounds) is a failure.
You didn’t even slow the change. You are at -10 in all future attempts to control the change due to loss of confidence in your prowess.
Divination produces unexpected side effect. Numbing spreads throughout your body. Incompetence rules the day. You are at -30 for the next 1D6 days for all social activities, until numbness leaves.
-25 to 04:

ABSOLUTE

FAILURE

You have failed. Don’t recall a thing. Try again in 1 day.
The change wins the battle for control once again.
Your prediction is a failure. Currently you don’t know why the divination didn’t work. You may try again in 24 hours.
05  TO 75:

FAILURE

You remember enough to be dangerous (the main points but none of the details). You are unaware that you might have missed something. You may try again in 1 hour.
You manage to slow the change, giving you another chance to win the battle for control. Try again.
Well at last you have some clarity on the subject at hand. You have been able to get the main gist, but the finer details escape you. Try again in 1 hour.
76  TO 90:

PARTIAL SUCCESS

The topic is remembered with some clarity. Major points and some details are recalled, but the finer points are just not there. You are aware that you don’t have it all. Try again in 3 rnds.
You have temporarily stopped the change. Try again with a +10 to see if you can win the battle for control.
You learn much of the divination. You are aware that you missed something and may try again after 3 rounds of further contemplation.
91  TO  110:

NEAR SUCCESS

You gain total recall of what you had memorized.
Well done. You have won the battle for control and the change has been stopped completely.
You gain full insight to the divination.
111 TO 175:

SUCCESS

You are able to get total recall, and if aplicable, photographic memory of your information and gain a major insight to its hidden meaning or other important conclusions (if any).
You have total control of change (you can stop, cancel, or arrest it as a partial change). Gives you a one time permanent of +30. Also gives a +10 which is only used to negate the negative bonus the character has cumulated during past endeavors.
You have seen the divination in its entity. You are aware of all the pertinent information about the divination and have some ability to use this information.
176 UP:

ABSOLTE

SUCCESS

-5  per week in past that the      

     item was memorized or 

     viewed

+30 Commited to memory

-10/+10 Impact on individual

     GM determined: none -10,

     greatly +10.
full moon                   -100

half moon                   -50

new moon                   +0

no moon                      +0

stop change                 -25

start change                 +0

day break                   +100

daylight outdoors        +50

daylight indoors          +25

daylight underground  +10

have taken hits              -25

have taken a critical      -50

see a friend wounded    -25

see a friend killed          -50
Past             Future

12 h            10 minutes     Rout.

1 day          30 minutes      Easy

1 week        1 hour            Light

2 weeks       6 hours           Med.

1 month      12 hours          Hard

3 months     1 day           V.Hard

6 months     1 week         E.hard

1 year          1 month       S.folly

1 year+        6 months    Absurd

Major influencing factor upon the past                          +10

Minor influencing factor upon the past                           -10

Major influencing factor upon the future                        -30

Minor influencing factor upon the future                        -70
SPECIAL

MODS

FEAR REACTION
JUGGLING
MIMICRY


Spectacular failure - your heart seizes up and refuses to beat. The fear is released as you tumble down and fall into a coma for 1 month. Fear hath done thee in.
Spectacular failure - You drop every object, and if the object is breakable, it breaks/shatters, in adition to hurting yourself with the objects (if possible). Can’t try again until  circumstances change.
You fail spectacularly. Your  voice squeaks and maintains that high pitch  for 1D10 days, giving you a -50 to all social and linguistic skills during this time.
 -26 or down:

BLUNDER


Fear speaks and controls your very soul. You demand your feet to flee, run from this place, but alas, they move not. You can only stand, staring out into space for next 1D6 turns before collapsing.
Lose of mental concentration and objects one by one crash to the ground. Any further attempt in the next 10 minutes (60 rounds) fails.
Utter and complete mental lapse. Any static actions attempted during the next 10 minutes (60 rounds) will result in failure.
-25 to 04:

ABSOLUTE

FAILURE

As fear washes over your being, you turn and run at best possible speed from the source of the fear, stopping only when completely exhausted.
You have failed and looked extremely clumsy. You can try again in 1 day.
Ludicrous failure. You may not try again until tomorrow.
05  TO 75:

FAILURE

Unnerved, you back away until freed from the tentacles of  fear. You are limited to only 20% of your normal action until out of the influence of  fear or reroll in one turn. Of course, you may tur n and flee.
You have dropped 1 item. Try again in 1 hour after contemplating the situation.
You managed to copy about 20% of the new sound. Try again in 1 hour.
76  TO 90:

PARTIAL SUCCESS

Fear slaps you in the face and leaves you with only ½ of the round to act. You may try again after 3 rounds of trying to get a hold of yourself. However, fleeing may be a viable option.
Imperfect technique results in 1 object being out of position which causes a near fumble. Try again with +20.
Half way there. Sound is coming around. Try again with +20 bonus (non-cumulative).
91  TO  110:

NEAR SUCCESS

Though fear shivers in your veins, you steel yourself and operate normally.
You did it!!!!!!!!
You got it!!!!!!!!
111 TO 175:

SUCCESS

You luagh in the very face of fear. You get +20 bonus for all actions in the next minute (6 rounds), as a tremendous adrenal  high pumps through you.
You make it look easy. Anytime you juggle this exact combination, and conditions remain the same, you get an additional +75 bonus.
You have done so well, that any time you use this exact sound you do it automatically.
176 UP:

ABSOLTE

SUCCESS

+5  for each time you have   

       successfully faced this

       type of fear

-5   for each level of fear (6th 

       level fear = -30)

-30  if touching an object which

        radiates fear

-10  if withinh 10’ of object 

       which radiates fear

+5  if within 100’ of object 

       which radiates fear

+/-  targets Self Discipline 

      Bonus Modifier
2 objects   - Routine

3 objects   - Easy

4 objects   - Light

5 objects   - Medium

7 objects   - Hard

9 objects   - Very hard

10 objects - Extremely hard

11 objects - Sheer Folly

12 objects - Absurd

Irregular shaped objects   -10

Objects are sharp              -20

Objects are different         -30
+20  One note or tone

-10  Multitone sounds (bird 

        trilling, oscilating sound)

-20  Comprehensive words

-20   Immitate another’s vocal

         pattern

-30   Multisided conversation
SPECIAL

MODS

MIMERY
MEDITATIONS
MAGIC RITUALS


Spectacular  failure - while performing, your mind went blank and forgot to return. Your memory will return gradually over the next 10 days. Perhaps you should chose a new profession.
Spectacular failure. No matter how you try to come out of your meditative state, you don’t seem to be able to do it. Coma for 1D10 days, after which you are at -70 for 2 weeks. This was a close brush with Death.
Spectacular failure. Your spell and your magic ritual fails with many pyrotechnic effects. Roll spell failure twice with negative magic ritual roll as positive modifier. To take further action make an Extremely hard Orientation roll.
 -26 or down:

BLUNDER


Your mental and manual dexterity are not synchronized. All your actions for the next 6 days are at -50 as your system readjusts. 
Ever have one of those days were nothing goes your way? Well, today is one of them. Any static action within the next 10 minutes (60 rnds) fails.
Confusion over ritual components causes a mental lapse and loss of concentration. Any further action requires a medium orientation roll. Roll spell failure once and any magical ritual attempts during the hour will result in failure.
-25 to 04:

ABSOLUTE

FAILURE

You failed. Your miming was terrible. It will take you 24 hours to recover your esteem and summon up the courage to try this skill again.
Your inner tension doesn’t allow you to relax. You may try again in 2 hours.
Somehow your ritual failed. If enhancing a spell, normal spell resolution occurs, If duplicating spell effects, ritual fails. Currently you have no new ideas on how to make this particular ritual work. After 24 hours you may try again.
05  TO 75:

FAILURE

You have the moves down independently. Now all you have to do is put them together as an act. Try again in 1 hour.
You struggle to enter into the meditative state. You only accomplish 50% of your action. Try again in 1 hour.
If possible, only 20% of potential result is attained, wether enhancing or duplicating spell effects. You may not try this particular spell ritual again until you’ve had 10 minutes to contemplate procedures.
76  TO 90:

PARTIAL SUCCESS

You near the completition of the act. Fine tuning is all that you lack. Try again with a +30.
Nerves are still tense. 75% of desired action was accomplished. Try again in 10 minutes.
Quickly add another ritual component (within ½ rnd) and roll again with a +20. Otherwise, if possible, only 50% of potential result is attained. You may try again after 3 rounds of total contemplation.
91  TO  110:

NEAR SUCCESS

You have it!!!!! An act fit for a king.
You slide into your meditative state with no problem. Add +10 to any action while in this state. NOTE TO GM: Bonus is only good for those actions which may be done while in a meditative state.
Wether enhancing or duplicating a spell, your ritual is successful. If you ever try this particular ritual again, you may take a +50.
111 TO 175:

SUCCESS

You have surpassed yourself and anytime you try this mime routine you automatically succeed.
So easy. You have no inner conflicts. Mental peace is your reward. Add +30 to all actions while in this state and +5 to all other actions for 1 day. NOTE TO GM: +30 Bonus is only good for those actions which may be done while in the meditative state.
If you try this particular ritual again, you may take a +60 and a +30 on similar magic rituals in the future. Also, you have a +20 on static maneuvers for the next 10 minutes.
176 UP:

ABSOLTE

SUCCESS

Simple to Complex concepts

determine the difficulty +30/-70

With props                     +15
Meditative states: cleanse, death, heal, sleep and trance

Bonus due to situation: 

   +30 for calm and sedate  

           settings

    -70 for  ongoing battle and 

           melee combat etc.

total exhaustion would be +30 for sleep and -50 for all other meditative states

Other circumstances need to be evaluated on an individual basis and assigned a bonus (+/-) accordingly.
Routine - 1 rd

Easy      - 2 rds

Light      - 3 rds

Medium - 4 rds

Hard       - 6 rnds or 1 min

Ve.Hard - 30 rds or 5 min

Ex. Hard - 90 rds or 15 min

Sh. folly - 180 rds or 30 min

Absurd - 260 rds or 1 hour

Spell user +5

Semi-spell user   -10

Non-spell user   -25
SPECIAL

MODS

STUNNED MANEUVERS
SENSE AMBUSH/ASSASIN
SANITY HEALING LORE


Spectacular failure: head over heels, you head smacks the ground. If helmed, knock yourself out for 10 minutes; oterwise, out for 1 hour and you are at -50 for 1 day due to a splitting headache.
Spectacular failure: internal burnout of ability to sense for 1d10 days. A mental numbness leaves you at -70 for a day.
Spectacular failure: your patient nearly dies and suffers a complete relapse due to your incompetence. Future attempts to cure your patient are at -70. You contemplate retirement for 10 days before trying this skill once again.
 -26 or down:

BLUNDER


Ringing inside your head continues unabated. You don’t even know that you have fallen and knocked yourself out. If helmed, out for 1 minute; otherwise out for 10 minutes and you are at -30 for 6 hours due to grogginess. 
You have lost the ability to focus you mind and cannot see a thing. Any actions you take within the next 10 minutes (60 rounds) will fail. See 05-75 below.
You have convinced yourself that your patient has been healed. All future attempts to heal him are at -35. See 05-75 below.
-25 to 04:

ABSOLUTE

FAILURE

Still stunned. Add another round of stun due to sudden movement that shudders through your body. Better luck next time!
Your confidence has been shaken. It is unnerving to suddenly “feel blind”. It takes 1d10 days to regain confidence that your sensing ability is still there.
Your failure to communicate with your patient has left you unable to cure him. You may attempt again tomorrow.
05  TO 75:

FAILURE

Break stun this round and manage to get ¼  of your normal action. If character has more than one round of stun accrued he is still stunned next round.
Something is sensed but you are unsure just what it was. Try again. (Note to GM: it may not be possible to sense it again, so just leave them wondering. Otherwise they get the +30 for concentrating on one task).
You have achieved a minor breakthrough. Your patient now has the confidence in your ability to cure him. Try again in 1 hour.
76  TO 90:

PARTIAL SUCCESS

Break stun this round and manage to get ½  of your normal action. If character has more than one round of stun accrued he is still stunned next round.
There it was. You thought you noticed something, try again and add +50. If the moment has come and gone, they notice nothing.
You have almost cured your patient. All you lack for a complete understanding of the insanity is the finer points. Try again with a +30.
91  TO  110:

NEAR SUCCESS

Break stun this round and manage to get one full round  of your  normal action. If character  has more than one round of stun accrued he is still stunned next round
You have done it. If it is still applicable, you have made a successful skill roll.
You have successfully cured your patient of his insanity.
111 TO 175:

SUCCESS

Break stun this and next round, which allows you normal actions for both rounds. If character has more than 2 rounds  of stun accrued , he is still stunned after these two rounds are finished.
You amaze even yourself. This seems like child’s play. Add +50 to sensing ability for 1d10 days. (Note: Bonus may never exceed +50).
Not only have you cured your patient’s mental illness, you also have discovered an early childhood trauma and are able to correct it without your patient even being aware of the correction.
176 UP:

ABSOLTE

SUCCESS

# of rnds of 

stun accrued

    1                   Medium

    2                   Hard

  3 - 4               Very hard

  5 - 7               Extremely hard

  8 - 9               Sheer folly

   10+               Absurd

-50 if desorientated

+3/lvl  of individual
+30 to -70, based on how well the assasins have set up the act.
Slight mental illness                   +5

Moderate mental illness              -5

Deep based mental illness         -20

Each  year affected                    -10

Severity of action causing

   the mental illness            +30 to -70

Level of NPC/PC which

   caused the mental illness        -1/lvl
SPECIAL

MODS

SLA (SPAC.LOC.AWARENESS)
RESEARCH
TIGHTROPE WALKING


Spectacular failure: your mind refuses to accept the concept that there is a world outside your body. You are at -90 due to blindness which will last 10 days.
Not only are you continualy distracted with other, irrelevant lines of thought, all conclusions drawn from this line of research are completely erroneous. You continue in blissful ignorance. Your colleagues will laugh. 1-10 skill ranks you bought in this subject will have to be repurchased at 2x cost to recover your lost ground.
Spectacular failure: you step into midair and fall to the ground, taking Fall/crush damage (+50). However, you also snap your spinal cord and are paralyzed from the waist down.
 -26 or down:

BLUNDER


You have lost the ability to focusyour mind and cannot use SLA. Any actions you take within the next 10 minutes (60 rounds) will fail. See 05-75 below.
Your memory blanks out. All relevant knowledge you have gained on the subject is temporarily lost. Any static maneuver attempted in the next 30 minutes will fail. You feel stupid.
Mind goes blank momentarily. Down you plunge to the ground. Take Fall/crush damage (+20). Any action within 10 minutes (60 rounds) will result in failure. You won’t try this again for at least 24 hours.
-25 to 04:

ABSOLUTE

FAILURE

Your sixth sense fails to work properly. You don’t get any patterns of recognition and are effectively blind unless you can open your eyes and reorientate. Try again in one day.
Currently the subject matter still evades you. You may be missing some essential material.
You failed. Reorientate to attempt to maintain your balance (Very hard orientation). If successful, you may make a balancing roll. If unsuccessful, take Fall/crush damage. You may try again in 12 hours.
05  TO 75:

FAILURE

You have partial control over your SLA skill. However, your range is extremely limited and will not extend any further  than SLA skill level/5.
You gain partial insight into the subject. You are aware that you are missing some important concepts. Try again tomorrow. 
You make it 20$ of the way nefore losing your balance. Try again in one hour.
76  TO 90:

PARTIAL SUCCESS

Your control of SLA is nearly complete. Try again and add +30.
Things are starting to come clear. You have gained considerable grasp on the basic concepts, and tomorrow’s research will be at a +10 bonus.
You make it 50%. Try again at +30.
91  TO  110:

NEAR SUCCESS

You have done it. You have full range of your sixth sense.
You understand the topic and all pertinent information relating to it.
You are walking with steady steps  and make it all across. Well done.
111 TO 175:

SUCCESS

You have tapped a hidden inner reserve and your SLA effective range has been doubled.
Eureka! With a brilliant flash of insight, you leap past much unnecessary and redundant information to the heart of the subject. You have full insight into your research topic, and it will be completed in ½ the time.
Your near perfect performance has gained you much fame. Whenever you attempt this same exact stunt and the conditions remain the same, you automatically succeed.
176 UP:

ABSOLTE

SUCCESS

Being  effectively blind             -90
+30 to -70 for the type of   

                  surroundings (quiet to 

                  distracting)

+50 to -70 for the quality of research

                   materials

+30 to -70 for inital grasp of training 

                  in subject studied.
3’ wide                  Routine

2’ wide                  Easy

1’ wide                  Light

6” wide                  Medium

3” wide                 Hard

1” wide                 Very hard

0.5” wide              Extremely hard

0.2” wide              Sheer folly

0.1” wide              Absurd

Wind conditions (no wind

    to hurricane force)            +00/-70

Surface condition (sticky to

    icy slick surface)               +30/-70

Balancing pole                      +10

Tightrope sole shoes             +10
SPECIAL

MODS

MEDICAL SKILLS
FINE ARTS
PERFORMING ARTS


Spectacular  failure. Your patient dies. You contemplate retirement for 10 days before trying this skill once again.
During the creation of your piece you must make a 10% luck-based RR to avoid injuring yourself with your tools (A severity critical ) if applicable. Due to your incompetence, you have completely eliminated all aesthetic content from the work in question. Unfortunately, you don’t even notice the truly hideous aspects of your art and brazenly display it for all to see. Viewers are apalled; you earn a dismal review from your critics. This so demoralizes you that you give up the craft for two weeks. Your next attempt in this medium is at -25. 
So utterly dismal is your performace that the crowd begins to search for rotten fruit to throw. You stubbornly persevere, vainly hoping to win them over. Unfortunately, this tactic backfires. Several well-meaning friends must drag you away before the audience becomes truly hostile. Critics pan your act and your next performance is at –25 due to loss of self-esteem. If applicable, make a -10% Luck-based RR to avoid injury (A Severity Critical of GM’s choice) during the production.
 -26 or down:

BLUNDER


The life of your patient hangs in the balance (50% luck based RR). All future attempts on this patient are at -25.
Your creative process is derailed throughout the construction of this work. So poorly executed is this project that none of it can be salvaged. All materials and supplies involved in its fabrication are wasted. If applicable, make a 5% luck based RR to avoid injuring yourself (A severity Critical) with your tools. Try something else, not art-related, for a few days.
To your dismay a mental blank causes you to forget crucial sections of your piece. To jibes from the audience, you slink off-stage t the first opportunity. For a week you centemplate changing professions. If applicable, you must make a -5% Luck based RR to avoid injury due to exertion (A severity ciritcal of GM’s choosing).
-25 to 04:

ABSOLUTE

FAILURE

Your patient might die (10% luck based RR). If he lives you may continue.
The work is ineptly executed and essentialy at odds with what you hoped to achieve. You cannot bear to let anyone look at it. Only 15% of your material has any potential for improvement. You are sick of the entire project and decide to set it aside for a week before tackling it again. On, you could destroy the entire piece and begin fresh on a new composition tomorrow. 
A faux pas in your performance proves highly embarassing. The audience vocally expresses its displeasure with the production. You’d better call for a brief intermission to compose yourself (roll again at -10) or else retreat while you have a chance; either way, devote at least several days of hard practicing to this part.
05  TO 75:

FAILURE

Slow, but steady progress. Try again at +10. If applicable, bleeding is reduced by 1 hit per round.
Your  mediocre endeavor  falls short  of meeting the standards you hoped for. During the creative process you neglected to fully  think your  ideas through, resulting in a work you are reluctunt to exhibit. The materials are not a total loss, and you can salvage 75% of the project. But you must consider your options for a day before trying to rework the piece.
Although you show promise, your work lacks polish and vitality. Your inexpertness causes the audience to slowly loose interest in the performance. You’d better retire gracefully and practice for a day before trying this act again in public.
76  TO 90:

PARTIAL SUCCESS

Almost finished, roll again at +30. If applicable, bleeding is reduced by 2 hits per round.
Your creation is looking good but although nearing completion, it still lacks some important element. You realize that aesthetically it could stand further work. You may try to improve upon it; roll again with a +20 bonus.
A minor slip during the performance results in a slightly less than perfect production. Most of your audience won’t notice but connoisseurs in the field realise the act was flawed in execution. However, you do not learn from the mishap; add +20 to your next attempt at this piece.
91  TO  110:

NEAR SUCCESS

The patient’s condition has stabilized, you are finished. If applicable, any bleeding is reduced by 4 hits per round.
Your work is perfectly executed in every facet. It successfully communicates all emotions and messages which you intended.
You gracefully and artfully complete your performance to a rousing applause. If applicable, you succesfully impart all messages and intended feeling with expertise.
111 TO 175:

SUCCESS

Not only have you cured the patient, but he does not even have to roll on the Recovery table. If applicable, any bleeding is reduced by 5 hits per round.
The work is  a triumph that sets new standards for aesthetic quality in its field. Furthermore, your inovative creation attracts patrons eager to collect your work. If applicable, you develop a new technique in the field with which your name becomes synonymous. Add +25 to your next artistic endeavour in this medium.
The power and beauty of your performance leaves the audience awestruck. You receive a +25 bonus to your next production of the same material. The strength of your message also gives you a +15 bonus to one subsequent Leadership/Influence or Diplomacy roll on a related theme. Critical acclaim draws large crowds for your next presentation. People will remember your performance for years. 
176 UP:

ABSOLTE

SUCCESS

Animal Healing                         -10

First Aid                                    +10

Second Aid                                +00

Surgery                                       -20
Poor  tools/supplies -10 to +25

Good  tool/supplies +10 to +25

Rushed execution                -10

Unhurried execution           +10
Hostile/critical audience       -10

Friendly audience                +10

Extensively rehearsed          +20 

Unprepared/Impromptu        -20
SPECIAL

MODS

Roll (E - D100)
Foraging
Smithing/Crafting
Runesmithing
Alchemy*

-25 or less
You seem able to find nothing but weed today, -50 to find herbs rest of today.
Total failure, must melt down and remake weapon from the start.
Blunder: The rune engravement becomes totally wrong, you must spend 24 hours removing the rune before the material is usable again
Blunder: An unknown evil spirit is being drawn from the void to possess the item instead of the spell. When using the item, it will cast evil spells instead with reversed effect. 

-25 to 04
You belive to have found the exactly right herb which you were looking for, only one dose however. But it´s not at all what it really is (GM discretion). 
Failure, next roll will be modified with –50. If finished it´s –10 OB
Absolute failure: You can´t really focus when engraving the rune beacause of some disturbance, the rune can be removed in 2 hours but you suffer a –25 runesmithing penalty for 2 days.
Absolute failure: The ritual can´t be made more wrong. Any spells must be removed, in a reversed process which will take 5 x spell lvl hours

05-75
Failure you don´t find any herbs execpt common and rountine ones. –10 for rest of day if searching for herbs.
Failure, next roll will be modified by –25, If finshed it´s –5 OB
Failure: The procedure is mot made properly and the rune has no effect. You must remove the rune and try again. Removing the rune will take 12 hours –lvl of maker. But at least it will take 1 hour.
Failure: Mental lapse, unknown powers causes you to break mentally. The spell you tried to inscribe is removed automatically, but your in a coma for 20 hours.

UE 66
Suddenly from nowhere a herb you can´t regocnize appears to your eye. One dose(GM decide).
You create the weapon but it became a little weird (-5 to OB)

But instead it got a special feat.

(GM decide)
The rune somehow manages to appear right but is it really the rune you tried to engrave?(GM discretion). The rune is finished.
Did you really inscribe that spell? 

Random the spell instead from the same spell list.

76-90
You know that any minute now the herb you´re looking for will appear, +5 and roll again
Near sucess, Continue wiht a +5 bonus, if complete it´s +0 OB
Partial sucess: The rune isn´t working properly. There seems to have been some kind of side effect   

(GM discretion). Remove the rune at the same amount of time as above. If not done, continue with

 -10
Partial sucess: Circumstances prevents you from completing the ritual. Try again now with a +10 bonus or remove the rune at the cost of time as in Absolute failure. You have a +5 bouns for 3 days when using Alchemy.

UE 100
You find a herb you thought that it can´t be find here, but cries out with joy, A herb which is either, EH,SF or A to find is now yours.

One dose
You manage to do something very

Special with the weapon (GM decide) which completes it.+ 0 OB
The rune somehow glows with a strange faint light. Some very special additional powers have been inscribed in the same rune (GM decide). The rune is finished.
Instead of being filled with charges it become instead a daily spell item.

3 times/day it may be used.

91-110
It must be here somewhere. +10 and roll again.
Near sucess, continue with a +10 bonus, If complete it´s +0 OB
Near sucess: Almost perfect. Finnish the rune by making another roll with at +10 modification. But no higher result than Sucess can be made.

If not done, continue with -5
Near sucess: The spell is inscribed but has only half the normal powers. Removal takes time as in Absolute failure.

111-160
Sucess you find 1D4 doses of the herb/s you´re looking for.
Sucess, continue with a +15 bouns, If finished it´s +0 bonus but +2 durability, (also +1 abs if armour).
Sucess, the rune has been properly engraved. If not done, continue with +0
Sucess, the spell is inscribed with 2D10 charges –lvl of spell.

161-210
Greater sucess, you find 1D8 doses or the herb/s you´re looking for + 1D4 of some which you accidentally find, One severity harder (GM discide).
Greater sucess, contiune with a +20 bouns, If complete it´s +5 OB.
Greater sucess, the rune has sucessfully be made but some extra power has also been added (GM discretion) If not done, continue with +5
Greater sucess, the spell is inscribed with 5D10 charges –lvl of spell or it may be cast once/day.

211-250
This must be yuor lucky day 1D20 doses of the herb/s you´re lookning for lies all wihtin stretch reach.
Well done!, continue with +25 bouns, If complete it´s +5 OB, and +5 durability, may also have something special (GM decide)

(+2 abs if armour)
You´re an apprentice no more: The rune hasn´t just been engraved but the rune seems to have twice it´s normal power. If not done, continue with +10
A great alchemist thou art, 1D100 charges, or it can be cast 3 times/day or have 15 spell points to be used/each day. 

251+
Someone above want´s you to find something, 1D100 doses of the herb/s you´re looking for.
You´re really a mastersmith, the weapon is finished, and is +10 OB

+10 durability and may have several special feats (GM decide)

(+4 abs if armour)
You´re surely a master: The rune hasn´t just been engraved but the rune seems to have thrice it´s normal power. The rune is finished
You´re work will be remebered for ages. 3D100 charges can be cast 10 times/day, or use 50 pp/day. If spell lvl beneth 5 it may have infinte charges.


- Normal Difficulty

+20 for each ranger or animist who´s aiding in search

+2 for each searcher extra

+50 if searching an area previously searched within 6 months. –50 for searching at night. –25 for elves or other beings with nightvision.
- See difficulty for materials

-25 to +15 depending on enviroment, tools

+5 (max +25) for each assistant

One roll for each 3 pounds that weapon/armour  weights, ie

3 rolls for a broadsword or morning star while 6 rolls for a two-handed sword.
-50 to +50 for enviroment & tools

+5 (max +10) for each assistant

1x lvl roll/s is needed to inscribe the rune properly. 

Environment: Moria (+10), sacred place in Moria (+25), +5 is wihtin a smithy with no disturbance. 
-50 to +50 for enviroment & tools

+5 (max +25) for each assistant

1x lvl roll/s is needed to inscribe the rune properly. Assistants must at least have 40 in Alchemy skill and must be of same realm.

*: The charges or daily use is of course also modified by the type item. If it´s a rod, staff, rune paper or anything else. Rules for this can be found in the MERP 2nd Edition main book on page 72-73.

ALCHEMY & RUNESMITHING MODIFICATIONS

Spell Lvl or Rune Lvl
Runesmithing
Alchemy

1
-10
-10

2
-20
-20

3
-30
-30

4
-40
-40

5
-50
-50

6
-60
-60

7
-70
-70

8
-80
-80

9
-90
-90

10
-100
-100

Table for How many Runes or Spells an Item may contain

Material
Runes
Spells

Adarcer
3
1

Arborang
2
0

Arheled
1
2

Celeb
1
1

Cranor
3
2

Eog
5
5

Galvorn
7
5

Itildin
1
5

Itilnaur
4
3

Kregora
2
6

Laen
4
4

Mal
1
2

Mithglin
3
2

Mithin
3
1

Mithrarian
2
7

Mithril
4
2

Ogamur
3
2

Tasarang
3
2

RUNESMITHING

Lvl
Rune Group
Types of runes

1
Lesser runes
A +10 bonus versus any race

The Item can only be wielded by a particular race

Can transfer Defence to attack or vice versa at a maximum of 10 x times/day

2
Minor runes
A +10 to +30 bonus to any secondary skill

+10 to +25 to any attack x times/day. Or everytime in the first round of a battle.

Can transfer Defence to attack or vice versa at a maximum of 25 x times/day

3
Enhancement runes
Never fumbles, ages, etc.

Windproof, waterproff, resistant against fire, wind, etc.

4
Melee runes
Wielder always strike first in combat.

Hits as opponent had lesser armour.

5
Missile runes
Returns to wielder after being thrown, hits another  target, etc.

Can fire x shots/round with ot without extra penalty.

6
Elemental runes
Causes additional x criticals with different severity.

Immune to special sort of attack.

Floats on water, in air, etc.

7
Detection & Holy runes
Detects races, evil, dragons, etc.

Holy versus anything.

Never breaks.

8
Battle runes
When anyone stands within x range they gain/loose extra bonus.

9
Slaying runes
Slaying versus anything

+30 bonus versus anthing x times/day.

10
Power runes
Causes double damage to any special race or other.

Hits as opponent had no/lesser  armour.

Double triple first round in battle. 

Never breaks.

Of course these runes are simply examples and it’s totally up to the GM to decide the outcome of a runesmithing attempt.

THE LORE TABLE

This table is for determining the extent of a character’s knowledge on a particular subject. Each skill level equates to a Knowledge tier, and each Knowledge tier covers the subject matter to a particular depth. The higher the tier, the greater the character’s knowledge on that particular subject. The individual GM must decide which factors of the subject are learned on which tier, dependent on his particular world scheme and character development. Competency in a given lore is usually to be attained at a Knowledge tier of 6 or 7.

Tier                                                                 Knowledge

1                  Allows basic recognition of the general type of the subject.
2                   Allows basic recognition of the specific type of the subject.
3                  The scholar may recall knowledge of the major points (scechy outline) on the subject.
4                  The scholar remembers all major points pertaining to the subject.
5                  Allows the scholar knowledge of basic details on the subject.
6                  The scholar recalls full technical summary on the subject.
7                  The scholar understands full technical summary on the subject.
8                  Scholar may begin to form basic inferences and create accurate analogies on the subject.

                        The scholar also has technical knowledge on similar subjects.
9                  Allows the scholar to form multiple inferences and create accurate analogies to the subject.

                        The scholar also has technical knowledge on similar subjects.

10                Scholar has obscure knowledge pertaining to the subject.
11+              11-20 are reserved for those who wish to learn in depth knowledge on a particular individual

                        or object within the subject.

 

Skill development modifiers and knowledge condition:

1.  Character knows a related subject ........................................................................Knowledge tier x ½ 
2.  Character has writings but no teacher...................................................................Dev. cost x 1.5
3.  Character has teacher but no writings...................................................................Dev. cost x 1.5
4.  Character has no teacher or writings.....................................................................Impossible development

Secondary Skills

Skill
Stat
Skill Type
Related Categories

Acrobatics
AG
MM
General, M&M

Acting
PR
SM
General

Administration
IG
SM
General

Adrenal Defence
--
SM
M&M, Defence

Alchemy
IT
SM
Special

Animal Handling
PR
SM
General

Apothecary
IG
SM
Special

Appraisal
IG
SM
General

Attunment
IG
SM
General

Boat Handling
IT
SM,MM
General, M&M

Brewing
IG
SM
General

Caving
IG
SM
General

Contortions
AG
SM
General, M&M

Cookery
IG
SM
General

First Aid
IG
SM
Special

Fishing
IT
SM
General

Foraging
IT
SM
General

Gambling
IT
SM
General, Subterfuge

Herding
IG
SM
General

Martial Arts
AG,ST
SM
M&M, Attack

Meditation
IT
SM
General, Magical

Pick-pocketing
AG
SM
General

Rope-Mastery
IT
SM
General

Signaling
IT
SM
General

Shape-Changing
--
SM
Only used by Beorning Shape-changers

Sky-watching
IT
SM
General

Surgery
IT
SM
Special

Trickery
PR
SM
General

Two weapons
Type of weapon
SM
Offensive M&M

Secondary Skill Groups




Artistic Skills




Achitecture
IG
SM
General

Dancing
AG
SM
General, M&M

Falsification
IG
SM
General

Music
IT
SM
General

Painting
PR
SM
General

Play ”instrument”
IT
SM
General

Poetry
PR
SM
General

Sculpting
IT
SM
General

Singing
PR
SM
General

Tale-Telling
PR
SM
General

Athletic Skills




Diving
AG
SM
General, M&M

Juggling
AG
SM
General, M&M

Mining 
ST
SM
General

Pole vaulting
AG
MM
General, M&M

Skating
AG
MM
General, M&M

Skiing
AG
MM
General, M&M

Stilt walking
AG
MM
General, M&M

Craft Skills




Arrow-crafting
AG
SM
General

”?”-Crafting
IT
SM
General

Fletching
AG
SM
General

Leather- Woodworking
AG
SM
General

Runesmithing
IT
SM
Special

Smithing
AG,ST
SM
General

Stone, mineral crafting
AG
SM
General

Trap-building & lore
IG
SM
General

Influence Skills




Diplomacy
IG
SM
General

Public Speaking
IG
SM
General

Seduction
IG
SM
General

Bribery
IG
SM
General

Leadership
PR
SM
General

Lore Skills




History of ”?”
IG
SM
General

Knowledge of ”?”
IG
SM
General

Orientation
IT
SM
General

”?” Lore
IG
SM
General

Navigation
IT
SM
General

Physics
IG
SM
Special

Plant Lore
IG
SM
General

Monster Lore
IG
SM
General

Animal Lore
IG
SM
General

Strategy/Tactics
IG
SM
General

Trading
IG
SM
General

Weapon Lore
IG
SM
General 

