


Extended Full-Round ActionsExtended Full-Round ActionsExtended Full-Round ActionsExtended Full-Round Actions

ActionActionTestTest

Close Combat Test ModifiersClose Combat Test ModifiersClose Combat Test Modifiers

SituationSituationSituation Test ModifierTest ModifierTest ModifierTest Modifier
Attacker in better position -1 to -3 TN*
Defender in better position +1 to +3 TN*



Drowning, Falling & Fire DamageDrowning, Falling & Fire DamageDrowning, Falling & Fire DamageDrowning, Falling & Fire DamageEffects of Injury & WearinessEffects of Injury & WearinessEffects of Injury & WearinessDrow Timamage



Cover ProtectionCover ProtectionCover ProtectionCover Protection Corruption DifficultyCorruption DifficultyCorruption DifficultyCorruption Difficulty
Cover TypeCover TypeCover TypeCover Type Absorb





Degree of SuccessDegree of SuccessDegree of SuccessDegree of Success
Test ResultTest ResultTest ResultTest Result Degree of Success or FailureDegree of Success or FailureDegree of Success or FailureDegree of Success or Failure Time Mod.



Weariness and SpellcastingWeariness and SpellcastingWeariness and SpellcastingWeariness and Spellcasting
Spellcasting ActionSpellcasting ActionSpellcasting ActionSpellcasting Action Weariness TestWeariness TestWeariness TestWeariness Test Modifier



Attribute ModifiersAttribute ModifiersAttribute ModifiersAttribute Modifiers Recognition TestsRecognition TestsRecognition TestsRecognition Tests



Money Changing & Price ConversionMoney Changing & Price ConversionMoney Changing & Price ConversionMoney Changing & Price Conversion
100 copper pennies (cp) = 1 silver penny (sp)
4 silver pennies (sp) = 1 silver piece (SP) = 1 gold penny (gp)
4 gold pennies (gp) = 1 gold piece (GP)
Thus: 1 gp = 4 SP = 16 sp = 1,600 cp

ItemItemItemItem Cost in Shire/BreeCost in Shire/BreeCost in Shire/BreeCost in Shire/Bree Cost in DaleCost in DaleCost in DaleCost in Dale Cost in Minas TirithCost in Minas TirithCost in Minas TirithCost in Minas Tirith
Weapon x3 x2 x2
Armour x5 x3 x1

WeaponsWeaponsWeaponsWeapons
Armed Combat WeaponsArmed Combat WeaponsArmed Combat WeaponsArmed Combat Weapons Damage*Damage*Damage*Damage* Parry BonusParry BonusParry BonusParry Bonus SizeSizeSizeSize Weight (lbs.)Weight (lbs.)Weight (lbs.)Weight (lbs.) PricePricePricePrice
Axe, Battle 2d6+4 +1 M 8 3 SP, 1 sp
Axe, Great 3d6+2 +1 L 17 3 SP, 3 sp
Club 1d6+1 +1 M 4 Free
Dagger 1d6+2 -2 S 1 2 SP, 2 sp
Dagger, Long Knife 1d6+3 +0 M 1.5 2 SP, 3 sp



Armour and ShieldsArmour and ShieldsArmour and ShieldsArmour and Shields
Armour TypeArmour TypeArmour TypeArmour Type Weight (lbs.)Weight (lbs.)Weight (lbs.)Weight (lbs.) Damage Absorbed*Damage Absorbed*Damage Absorbed*Damage Absorbed* Price**





SpellSpellSpellSpell Cast TimeCast TimeCast TimeCast Time RangeRangeRangeRange DurationDurationDurationDuration TNTNTNTN Cost#Cost#Cost#Cost# RequisiteRequisiteRequisiteRequisite MethodMethodMethodMethod SpecialtySpecialtySpecialtySpecialty
Reading the Heart 1 min 10 feet* Instant 9 1 Special** St, Ab None
Resist Fear 1 Self 1 round* 8 1 St, Ab Secret Fire
Ruin [S] 2 Touch 1 round* 12 2 Shatter St, Rn Sorcery
Scribe Moon-letters 1 min/10 Self Permanent 7 1 St, Rn, Ab None



Master Skill ListMaster Skill ListMaster Skill ListMaster Skill List
SkillSkillSkillSkill AttributeAttributeAttributeAttribute TestTestTestTest Untrained?Untrained?Untrained?Untrained? Groups and SpecialtiesGroups and SpecialtiesGroups and SpecialtiesGroups and Specialties
Acrobatics Nimbleness Physical Y Balance, Swing, Tumble
Appraise Wits Academic N Gems, Gold, Silver, Weapons, Armour
Armed Combat Nimbleness Physical Y Skill Group: Weapon Category (weapon)


