Armor
PRIVATE
 No:
Item
Cost
Weight
Note

1
Shield
55bp
15
Metal

2
Shield
35bp
10
Wood

3
Shield
15bp
5
Leather

4
Leather Arm Greaves
2sp
2



5
Leather Leg Greaves
2sp
2



6
Metal Arm Greaves
4sp
3



7
Metal Leg Greaves
4sp
3



8
Leather Helm
25bp
2



9
Metal Helm
4sp
3



10
Soft Leather
3sp
12



11
Rigid Leather
10sp
14



12
Chain
35sp
20



13
Plate
50sp
25



14
Leather Hood
3sp
2



15
Chain Hood
8sp
4



16
Leather Gauntlets
2sp
1



17
Metal Gauntlets
4sp
1



18
Soft Leather Barding
12sp
12
Complete horse armor

19
Rigid Leather Barding
18
18
Complete horse armor

20
Chain Barding
6gp
22
Complete horse armor

21
Plate Barding
12gp
34
Complete horse armor

Food/Lodging/Services
PRIVATE
 ID
Category
Good/Service
Cost
Notes

1
Generic
Beer/Ale
2tp
1 pint

2


Brandy
10tp
.5 pint

3


Cider
1tp
1 pint

4


Mead
5tp
1 pint

5


Wine
6tp
1 pint, generic

6
Iarnin(Wine)
Culaisson
1sp-20gp
1 pint. Price depends on vintage.Added bramble tips,rose pettles

7


Maliarnin,Red
12cp
1quart,includes grapeskins

8


Maliarnin,White
15cp
1quart,slightly effervescent

9


Ruinaur-iarnin
32cp
1quart,Elder Flowers

10
Firnin(water of life)
Brosiarnin(woodwine)
10cp
.5 pint,pine extracts,wood oils

11
(liqour or cordial)
Caldnor Golden Spirit
16cp
.5pint,ginger,orange,Spirit

12


Dolcrist Clear Cordial
2bp
.25pint,cumin,caraway seeds,(S.head splitter),very powerful

13


Mead
18cp
1pint,rosemary,cinnamon,nutmeg,mace,honey,cloves,ginger,+wine

14


Mircalen
25cp
.5pint,mint,anise(S.green jewel)

15
Uwing(ale)
Dandelion Beer
16cp
1gallon,dandelion root,ginger,lemon,sugar

16


Ginnas(dark beer)
15cp
1quart,nettle,hops,burdock,sugar

17


Moon's Ale
8cp
1gallon,hops,barley

18


Sage Ale
12cp
1gallon,hops,sage,barley,wheat

19
Fladuciel(oil,and soap)
Findirciel(hair oil)
12sp
1oz,sage,blackwalnut(darkens hair)

20


Finthien(hair cleanser)
15sp
4oz,chamomile,verbena,rosemary

21


Fumell(body oil)
10gp
1oz,poppy essence

22


Meluinzil(rose soap)
5sp
3oz,rose pettals,soap

23


Yrncielin(bath oil)
2gp
4oz,pine,sandalwood

24
Belmirnen(perfume)
Caryopha
6gp
1oz,carnation

25


Hwestene
3gp
1oz,lilly of the valley

26


Lathlasse
12gp
1oz,vanilla,cedar,cinnamon

27


Myranis
2gp
1oz,balsam,nutmeg

28


Myrista
4gp
1oz,nutmeg

29


Ngaelen
8gp
1oz,jasmine

30


Olvardil
28gp
1oz,rose,gardenia,jasmine,orange

31


Vinia
4gp
1oz,oakmoss

32
Mirlothnen(scented water)
Cirelnen(lavender water)
3sp
1oz,oil of lavender

33


Hirvia(evenning water)
4sp
1oz,rose,cloves,bay leaves

34


Ithilnen(Ithilien water)
2sp
1oz,mint,rosemary,rose

35


Light Meal
6tp



36


Normal Meal
1cp



37


Heavy Meal
12tp



38


Normal Rations
5cp
18lbs,1 week,normal spoilage

39


Trail Rations
1bp
1 week,preserved,14lbs

40


Greatbread
3gp
1 week,preserved,4lbs

41


Waybread
15gp
1 month,preserved,4lbs

42


Poor Lodging
1cp
communal sleeping

43


Average Lodging
2cp
separate bedding

44


Good Lodging
22tp
Separate room

45


Public Bath
5tp
communal tub/pool

46


Private Bath
1cp
private tub

47


Stable
2tp
includes food for beast

48
Brothel Services
Private Show
1bp



49


Table Dance
5cp



50


Full Service(streetwalker)
5bp
1 time,nearest convienent venue

51


Full Service(Barfly)
1sp
length of stay depends on qauntity/qaulity of alcohol,your place

52


Full Service(average)
2sp
30 minutes,brothel

53


Full Service(Good )
5sp
1 hour,brothel

54


Massage
5bp
30 minutes

55


Massage(good)
1sp
1 hour

56


Bath
1gp
30 minutes,fullservice

57


Bath
2gp
1 hour,full service

58


Overnight
5gp



59


2 Entertainers
6sp
30 minutes,full service

60


2 Entertainers
15sp
1 hour,full service

61


Unusual/S&M/Etc.
1gp+
price varies

62
Funeral Service
Pauper
1bp
tossed in mass grave

63


Average Burial
1sp
your own box,wooden marker

64


Good Burial
1gp
your own box, hole, and stone marker

65


Noble Burial
5gp
private,stone mausoleum

Transport
PRIVATE
 No:
Item/Creature
Cost
Speed
Capacity
Riding Bonus
Notes

1
Mule/Donkey
32sp
120
250
-10



2
Mature Pony
40sp
140
180
+5



3
Light Horse
45sp
200
200
0



4
Medium Horse
60sp
160
300
0



5
Heavy Horse
80sp
120
400
0



6
Lesser Warhorse
20gp
180
350
+15



7
Greater Warhorse
75gp
150
375
+30
Rare

8
Camel
12gp
100
225
-15
Rare

9
Elephant
50gp
80
1000
-10
Rare

10
Elven Horse
150gp
220
450
+10
Very Rare

11
Meara
200gp
200
450
+15
Very Rare

12
Marsh Pony
6gp
120
200
0



13
Horse of Mordor
150gp
200
600
-15
Fearless

14
Mumakil
150gp
100
1400
-15
Extremely Rare, Mammoths

15
Zurafy
130gp
150
400
+10
Extremely Rare, Giraffe like with horns

16
Losandamundar
200gp
100
1100
-10
Extremely Rare, White Mammoths

17
Wagon, Small
6gp
50
1500


8 ft

18
Wagon, Large
12gp
25
3000


12 ft

19
Small Boat
7gp
Varies
1000


10 f, no deck, 1 mast, 1 bank oars

20
Medium Boat
11gp
varies
3000


20 ft, no deck, 1 mast, 2 banks oars

21
Large Boat
40gp
Varies
5000


30 ft, no deck, 1 mast, 3 banks oars

Weapons
PRIVATE
 ID
Weapon
Code
Skill
Criticle
Weight
Cost
Notes

1
Battle Axe
BA
2H
Slash/Crush
7
13sp



2
Bola
BO
TH
Grapple
3
5sp



3
Broadsword
BS
1HE
Slash
4
10sp



4
Club
CL
1HC/TH
Crush
5
1cp



5
Composite Bow
CP
MI
Puncture
3
17sp



6
Crossbow
CB
MI
Puncture
8
25sp



7
Dagger
DA
1HE/TH
Puncture
1
3sp



8
Flail
FL
2H
Crush/Puncture
6
19sp



9
Halbard
HB
PA
Slash/Puncture
7
14sp



10
Handaxe
HA
1HE/TH
Slash
5
5sp



11
Javelin
JA
TH
Puncture
4
3sp



12
Long Bow
LB
MI
Puncture
3
10sp



13
Mace
MA
1HC/TH
Crush
5
6sp



14
Morning Star
MS
1HC
Crush/Puncture
5
16sp



15
Mounted Lance
ML
PA
Puncutre/Unbalancing
10
5sp



16
Net
GN
1HC/TH
Grappling
3
7sp



17
Qaurtestaff
QS
2H
Crush
4
5cp



18
Scimitar
SC
1HE
Slash
4
10sp



19
Shortbow
SB
MI
Puncture
2
6sp



20
Shortsword
SS
1HE/TH
Slash
3
7sp



21
Sling
SL
MI
Crush
1
9bp



22
Spear
SP
1HE/PA/TH
Puncture/Slash
5
23bp



23
Two Handed Sword
TH
2H
Slash/Crush
8
20sp



24
Warhammer
WH
1HC
Crush
5
15sp



25
Whip
WP
1HE
Slash/Grapple
3
2sp



26
Throwing Star
TS
TH
Slash
.25
2sp



27
War Mattock
WM
1HC
Crush/Puncture
14
12sp



28
Blogun
BG
MI
Puncture
.5
2bp



29
Hand Crossbow
HC
MI
Puncture
2
35sp
Very Rare

30
Boomerang
BR
TH
Crush
.5
2bp



31
Usrieve
US
2H/PA
Puncture/Slash
10
16sp
Traditional Asdriag weapon

32
Pike
PI
PA
Puncture
10
11sp
Can be used in 2nd rank of a formation

Weapon Class
PRIVATE
 ID
Weapon Class
Sub Weapons

1
Battle Axe
Double Axe, Beard Axe

2
Broadsword
Longsword,Falchion,Katana,Kynac,Sabre,Cutlass,Rapier,Cleaver

3
Dagger
Main Gauche,Tanto,Throwing Knife,Butcher Knife,Hunting Knife

4
Flail
Cat-O-Nine Tails,Horsemans Flail

5
Hand Axe
Broad Axe,Boarding Axe,Throwing Axe,Tomahawk,Hatchet,Meat Cleaver

6
Pike
Spetum,Partisan,Bill,Glaive,Guisarme

7
Shortbow
Horse Bow,

8
Shortsword
Gladius,Eket,Wakizashi

9
Spear
Trident

10
Staff
Bo,Jo,

11
TwoHandSword
Bastard Sword,Claymore

12
Warhammer
Maul

Material
PRIVATE
 ID
Material
Bonus
Per oz Value
Cost/Time
Work Difficulty
Notes

1
Adarcer
+15
3gp
.7/5
H
Alloy(iron,carbon,titanium)

2
Alcam
-20
.004
.002/.3
E
tin

3
Ang
0
.0004
.002/.5
E
iron

4
Arborang
+10
.5
.15/1.5
M
Alloy(iron,carbon,varies)high steel

5
Arheled
+10
1
.2/.05
VH
High Glass(high tensile strength, and heat resistance)

6
Borang
+5
.05
.05/1
L
alloy(iron,carbon)low steel

7
Celeb
-20
.5
.01/.5
M
silver

8
Celebur
-20
30
1000/800
A
uranium

9
Cranor
+15
90
5/20
EH
resin(nearly as hard as diamond when cured)

10
Eog
+30
10000
50/100
SF
enchanted alloy(mithril,titanium,special)

11
Evyth
-10
.04
.01/.5
L
alloy(tin,copper)bronze

12
Galnin
-15
2
.05/1
E
aluminum

13
Galvorn
+40
90000
300/300
A
enchanted alloy(meteoric iron,special)

14
Heled
-50
.0005
.001/.1
M
Glass

15
Ithildin
-20
500
20/36
EH
enchanted alloy(mithril,special)

16
Ithilnaur
+25
300
20/36
EH
enchanted alloy(mithril,special)

17
Kregora
-25
66000
600/60
A
enchanted alloy(mithril,gold,uranium.special)antimagic properties

18
Laen
+25
1000
10/200
SF
enchanted glass

19
Mal,Khazad
-25
7
.01/.5
M
gold,Dwarvish

20
Mal, Hildor
-25
4
.01/.5
M
Gold,Mannish

21
Mal, Quendi
-25
5
.01/.5
M
gold, Elvish

22
Mithglin
+20
30
10/15
VH
titanium(usually alloyed with other metals)

23
Mithin
+15
10
.1/1
VH
Beryllium

24
Mithril
+20
200
5/10
VH
enchanted metal,true silver

25
Mithrarian
-20
150000
1000/900
A
enchanted alloy(mithril,uranium,special)defies gravity

26
Ogamur
-20
150
5/20
VH
enchanted alloy(2oz makes+5 bowstring)

27
Paer
-20
.04
.001/.3
E
copper

28
Tasarang
-5
50
.15/8
H
enchanted metal,shalk(makes +15 bows)

Kits
PRIVATE
 ID
Class
Name
Cost
Contents

1
Equipment
Rigel Adventurer
15bp
backpack,bedroll,flint&steel,10 torches,50' superior rope,grappling hook,2 weeks standard rations, 5 waterskins

2


Pirate Adventurer
22bp
backpack,bedroll,flint&steel,Lantern,oil flask,50' rope,grappling hook,10 waterskins,2 weeks standard rations

3


Badlands Economiser
10bp
backpack,bedroll,flint&steel,1 week standard rations,5 waterskins,50' rope,grappling hook

4


Badlands Deluxe
5sp
Pack&Packframe,bedroll,flint&steel,tarp,tent,10stakes(metal),Lantern,oil flask,50' superior rope,grappling hook,10 waterskins,2 weeks standard rations

5


Badlands Adventurer
12bp
backpack,bedroll,flint&steel,10 waterskins,2 weeks standard rations,10 torches,grappling hook,50' rope

6


Badlands SuperScrooge
5bp
backpack,bedroll,firestarting bow,1 week standard rations,5 waterskins

7
Weapons
Badlands Goomba
1sp
club,sling,50 lead sling bullets

8


Badlands Slasher
4sp
dagger,club,sling,50 lead sling bullets

9


Badlands Farmboy
1gp
handaxe,dagger,shortbow,quiver(20 arrows)

10


Badlands Pissy Magician
4sp
dagger,qaurterstaff,throwing star

11


Badlands Gaurdian
2gp
spear,mace,dagger,shortbow,quiver(20 arrows)

12


Badlands Soldier
3gp
broadsword,shortsword,dagger,longbow,quiver(20 arrows)

13


Badlands Elf
2gp
longsword,longbow,quiver(20 arrows)

14


Badlands 2 Hander
3gp
battle axe,2 handed sword,shortsword

15


Badlands Masher
1gp
mace,club,dagger

16


Badlands Supermasher
2gp
morning star,mace,dagger

17


Badlands Hunter
2gp
2 bolas,net,dagger

18


Badlands Hunter 2
3gp
shortbow,quiver(20 arrows),2 bolas,net,dagger

19


Badlands Lovers Special
2gp
flail,whip

20


Badlands Predator
5gp
spear,net,5 throwing stars,dagger,crossbow,quiver(20 bolts)

21


Badlands Terminator
10gp
halbard,spear,broadsword,morning star,2 handed sword,dagger,10 throwing stars,crossbow,quiver(20 bolts)

22
Armour
Badlands Chain Ensemble
4gp
chain armour,metal helm,metal arm & leg greaves,shield(no shield 35sp)

23


Badlands Badass Ensemble
6gp
plate armour,metal helm,metal arm & leg greaves,shield(no shield 55sp)

24


Badlands Leather Organ Restraint System
2gp
rigid leather armour,leather helm,leather arm & leg greaves,shield(no shield 15sp)

25


Badlands Non Chafing Leather Organ Restraint System
1gp
soft leather armour,leather helm,leather arm & leg greaves,shield(no shield 8sp)

26
Herb
Badlands Booboo Kit
5sp
1 Arfandas,1 Aloe,1 Thurl,1Arlan,1Arnuminas

27


Badlands E.M.T. Kit
2gp
5 Arfandas,5 Aloe,10 Thurl,5 Arlan,5 Arnuminas

28


Badlands Adventurer Medkit
10gp
5 Arfandas,5 Aloe,20 Thurl,10 Draaf,2 Arlan,5 Arnuminas,1 Terbas

29


Badlands Portable E.R. Kit(aka Mash Medkit)
1792gp
5 Edram,5 Culkas,3 Anserke,5 Arpsusar,5 Dagmather,5 Belramba,1 Tarnas,1Athelas,1 Pargen,50 Draaf

30


CryptDigger's Herbal Prep Kit
15bp
cooking pot,mortar & pestle,oil cooker,oil flask

Ships
PRIVATE
 ID
Type
OB
DB
AT
Hits
Move
Turn
Max Speed
Max Artillery
Minimum Crew
Ram
Tons
Cost
Notes

1
Raider Dromon
0
-10
D
75
5
3
11k
1
16
prow
75
2560sp



2
War Dromon
0
-10
C
175
4
1
10k
4
30
prow
175
5000sp



3
Coast Patrol
-10
+10
F
17
5
3
10k
none
5
prow
17
2000sp



4
Merchant Cog
0
-15
B
200
4
1
8k
none
10
none
200
6000sp



5
Haradrim Trader
0
-10
D
50
3
1
9k
none
8
none
50
3200sp



6
Palanrist(Far Cleaver)
+15
-15
A
200
8
3
18k
20
40
armoured(3 prong)
200
30000gp



7
Slaver Quinquireme
0
-15
B
120
4
2
9k
4
32
prow
120
10000sp



8
Heavy War Prog
0
-15
A
180
4
3
11k
4
30
armoured
180
15000sp



9
Light War Prog
0
-10
B
110
4
3
12k
3
20
armoured
110
12500sp



10
Khurn Nagla
0
-10
B
60
4
1
12k
none
15
none
60
3500sp



11
War Catamaran
0
0
C
20
6
2
16k
none
5
none
20
5000sp



12
War Galley
+5
-15
B
85
5
3
11k
4
20
prow
85
9600sp



13
Coast Patrol
0
+10
C
30
4
3
8k
1
8
prow
30
2432sp
detachable keel

14
Privateer Carrack
+5
-5
B
280
4
1
12k
3
8
armoured bow
280
6400sp



15
Merchant Cog(small)
0
-15
D
100
4
1
8k
0
15
none
100
4224sp



16
Transport Cog
+15
-10
B
900
3
1
8k
2
20
none
900
12800sp



17
Pelargir Prog
0
-15
A
180
6
3
14k
12
35
prow(3 prong)
180
15000sp



18
Balimur Runner
-10
-10
D
25
5
2
16k
1
5
none
25
2000sp
retractable keel

19
Linhir Fisher
-10
-10
B
27
5
1
12k
none
5
none
27
2200sp



20
Privateer Raider
-10
-10
B
42
4
3
10k
none
8
none
42
3000sp



21
Merchant Long Fisher
0
-10
B
75
4
1
11k
none
10
none
75
2560sp



Random Proffession
PRIVATE
 ID
Roll
Proffession
Percentage

1
1-10
Animist
10%

2
11-25
Bard
15%

3
26-50
Scout
25%

4
51-80
Warrior
30%

5
81-95
Ranger
15%

6
96-00
Mage
5%

Random Race
PRIVATE
 ID
Roll
Race
Percentage

1
01-70
Free Peoples(see MERP Table CGT-3,page29)
70%

2
71-00
Peoples of Darkness(see below)
30%

3
01-10
Olog Hai
10%

4
11-20
Half Orc
10%

5
21-30
Gusmuras Orc(1/2 common orc,1/2 uruk hai)
10%

6
31-55
Uruk Hai
25%

7
56-86
Common Orc
30%

8
87-98
Troll
11%

9
99-00
Half Troll
2%

Items and Accessories

No:
Item
Cost
Weight
Notes

1
Boots
1sp
3


2
Cloak
9bp
2


3
Coat
15bp
6


4
Pants
25cp
1


5
Shirt
3bp
1


6
Surcoat
9bp
1


7
Arrows
4bp
3
(20), 40% breakage

8
Backpack
2bp
2
Holds 20lb/1 cu ft

9
Bedroll(wool)
2bp
5


10
Caltrops
8bp
2
(5)

11
Crossbow Bolts
11bp
3
(20), 15%breakage when used

12
Hand Crossbow Bolts
15bp
3
(20)15% breakage when used

13
Fire Starting Bow
8tp
.5
Takes 5 minutes

14
Flint and Steel
1bp
.5
Takes 3 minutes

15
Pack and Packframe
33cp
3
Holds 45lb/2 cu ft

16
Lantern
12bp
2
Lights 50 ft diameter, 6 hours

17
Lockpick Kit
1sp
.5
optional +5 bonus

18
Oil Flask
3bp
1
6 hour refill

19
Pegs/Stakes
9tp
2
(10), wooden

20
Pitons/Stakes
2bp
3
(10), Iron

21
Pole
5cp
8
10 ft, wooden

22
Quiver
1bp
.5
Holds 20 Arrows/Bolts

23
Rope
4bp
6
50 ft

24
Rope (Superior)
12bp
3
50 ft

25
Sack
8cp
2
Holds 50 lb, 3 cu ft

26
Scabbard
25bp
1


27
Tarp
1bp
4
5ftX8ft

28
Tent
2sp
9
Holds 2

29
Torch
3tp
1
Lights 20 ft diameter, 2 hours

30
Waterskin
1cp
0 Empty/ 1 lb Full
Holds 1 pint

31
Weapon Belt
5bp
1


32
Grappling Hook
5bp
4


33
Lead Sling Bullets
1bp
1
(50)

34
Sterile Bandages
1sp
.25
(10)

35
Non Sterile Bandage
1cp
.2
(10)

36
Cooking Pot
2bp
.5
Holds 4 qaurts

37
Large Pot
5bp
1
Holds 10 qaurts

38
Satchel
1bp
1
Holds 10lb, .5 cu ft

39
Belt Pouch
2cp
.1
Holds 1 lb, .1 cu ft

40
Glass Flask
2bp
.5
Holds 1 pint

41
Wood Chest
3gp
8
Holds 200 lb, 10 cu ft

42
Small Box
1gp
2
Holds 5lb, .3 cu ft

43
Barrel
2sp
6
Wood with metal bands, Holds 100 lb, 5 cu ft

44
Shoes
1bp
1


45
Sandals
6cp
.2


46
High Leather Boots
3bp
2.5
Soft

47
Robes
3sp
2


48
Bowstring
3cp
0


49
Pipeweed
8bp
.5
(20)

50
Pipe
1sp
.2


51
Star Compass
4gp
1
+25 for night orienteering/navigation

52
Blanket
7bp
2


53
Tent
5gp
25
Holds 10

54
Writing Paper
1cp
0
(20)

55
Pen and Ink
1cp
0


56
Horn
3sp
1


57
Drum
3bp
.5
Tom

58
Drum
6bp
.5
Snare

59
Flute/Pipe
5cp
1


60
Harp
5sp
1


61
Lute
2sp
2


62
Mining Pick
3sp
6


63
Small Anvil
12sp
10


64
Large Anvil
4gp
22


65
Iron Drills
2bp
.5
Mining Drills(5)

66
Steel Drills
2sp
.5
Wood, or metal drilling(5)

67
Crowbar
8bp
5.5


68
Flat Hammer
12bp
3


69
Sledge Hammer
4sp
8


70
Ball Hammer
2sp
3


71
Nails
6cp
.5
(50) Iron

72
Shovel
1sp
4


73
Tong
7bp
1


74
Saw
11bp
2
Cuts wood

75
Saw
15bp
2
Cuts metal

76
Pliers
9bp
2


77
Saddle and Stirrups
5sp
16
Optional +5 ride

78
Bridle
4bp
3


79
Saddle Bags
2sp
5
Holds 60lb, 3 cu ft, Max 4 per horse

80
Trap Kit
5sp
1
Optional +5 Trap Building/Disarm Trap

81
Abacus
1gp
1
Optional +5 Mathmatics

82
Ball of String
1cp
1
250 ft

83
Strong Box
5gp
10
Holds 100lb, 5 cu ft, Hard(-10) to pick

84
Crucible
5sp
10
For smelting metal

85
Ingot Mold
15sp
15
For molding metal ingots

86
Mortar and Pestal
1bp
.2


87
Cooker
2gp
2
Oil fueled, 3 hours

ID
Skill
Stat
Type
Prof Bonus
Description
Notes

1
Acrobatics
AG
MM

This bonus is used for in air maneuvers or swinging on objects.Helps reduce the effects of falls.


2
Acting
PR
SM

This bonus is used for impersonating others,devising new identities, and playing pre scripted parts.


3
Administration
PR
SM

Used for bookkeeping,estate management,etc.


4
Agriculture
IT
SM

bonus for conducting the growing of large amounts of plants, usually for food. Includes knowledge of seasons, best time to plant, etc. May be developed for specific plant species, or generally.


5
Animal Training
PR
Varies

Bonus used for training a particular type of animal which must specified when skill is developed.Examples include birds of prey, horses, dogs, etc. If animal is not tamed, initial training attempts are at -30.


6
Animal Healing
IT
SM

Bonus for administering medical aid to injured animals.Allows one to stabilize or repair light wounds and illnesses.Successful static maneuver can stop or reduce up to 5 hpr bleeding.


7
Appraisal
IG
SM

Used for determining or estimating the value of goods or objects.May be developed generally or as specifically as desired.Examples include gems, rubies,metal,gold,etc.


8
Architecture
IG
SM

Bonus used for designing,recognizing, or applying culturally specific building types.Must be developed for specific culture, but may be as general or specific as desired.Examples: Noldor,Dunedain,Late pre fall southern expatriate Numenorean,etc


9
Bartering
IT
SM

Bonus for conducting individual commerce when money is not available,or acceptable.


10
Boat Pilot
IG
Varies

Bonus for interpretting rutters,compiling rutters(with mapping),and successfully navigating familiar waterways.Each area must be developed seperately,but areas can be as general or specific as desired.


11
Camoflage
IT
SM
Subterfuge
Bonus for hiding or concealment by using the natural attributes of the surrounding environment.A successful static maneuver can add a bonus to subsequent hide attempts.


12
Caving
IG
Varies

Bonus used for determining the natural course,and lay of a cave,cavern,pass, or chamber,and for attempting restricted movement in a cave.


13
Chemistry
IG
SM

Bonus used for recognizing a chemical,as well as mixing compounds,solutions,or other mixtures,and conducting experiments.
Medical Skill

14
Contortions
AG
MM

Used for manipulating ones body in order to move through small opennings,or absorb sudden crushing impacts(other than falling).Helps escape from bonds,etc.


15
Cookery
IT
SM

Bonus used for preparing food,detecting bad food,neutralizing dangerous herbs, and ingredients.Includes basic preparation of herbs,and poisons.
May be developed in greater depth:Baking,Brewing,Curing,Distilling,Poisoner,Winery.

16
Crafting
Varies
Varies

Bonus for particular crafstman ability.Each subskill must be developed seperatley,and stat will vary according to subskill.Examples include Carpentry(AG),Cooper(AG),Cobler(AG),Net Maker(AG),Paper Making(IG),Book Binding(AG),Ink Making(IG),etc


17
Dance
IG
MM

Bonus for attempting to dance, or to recreate a dance one witnesses.


18
Demon Lore
IG
SM

Bonus used for determining characters knowledge of fallen Maiar.


19
Diagnosis
IT
SM

bonus for determining medical condition of a type of creature.Must be developed either as General Diagnosis,or diagnosis of a specific race.General Diagnosis of 30+ allows certification of simple medical practice on most races.
Medical Skill.Diagnosis skill of 30+ for a specific race is required for surgical competence.

20
Diplomacy
PR
SM

Ability to operate successfully in a complex,bureaucratic foreign environment.


21
Disarm Foe, Armed
AG
OB
Weapon
Bonus for attempting to disarm and armed foe, using ones weapon.
roll as an attack, subtracting foes DB, and Parry.  If a critical result is obtained foe is disarmed.

22
Disarm Foe, Unarmed
AG
OB
Weapon
bonus for disarming and armed foe without using a weapon oneself.
Roll as an attack subtracting targets DB, and Parry. If critical result is obtained foe is disarmed.  If no critical is obtained hits are applied to skill user. If no result is obtained appropriate A  critical for foes weapon is applied to skill user.

23
Distance Running
CO
MM

Bonus for travelling long distances rapidly.Includes pacing oneself,ignoring fatigue,choosing the best course,eating and drinking while running,etc.


24
Diving
AG
MM

Bonus for controlled falling maneuvers.


25
Dream Analysis
IT
SM

bonus for interpreting prophetic dreams, or analyzing personnal dreams.


26
Driving
AG
MM
General
Ability to control vehicles common to the characters culture.
May be developed for other vehicles:Wagon,sleigh,Carts,which are not common to the characters culture.

27
Duping
PR
Varies

Bonus used for convincing others that false information is true.


28
Engineering
IG
Varies

Bonus for knowing major facts about,and techniques of engineering of the appropriate technical level known to the characters culture.
Dwarven Alchemist Required

29
Falsification
PR
SM

Bonus for creating false,but believable writings,illustrations,or records from scratch.


30
Fauna Lore
IG
Varies

bonus for recognizing and identifying the major animal forms in a specific area,region,and climate.May be developed in general, or for a specific region,climate,or even particular species.


31
Fire Signals
IG
Varies

Ability to read and encode messages through a complex series of differently colored, or shaped fires.


32
First Aid
IT
SM

bonus for application of emergency aid or treatment,such as attempts to halt or slow bleeding.Provided with the proper tools, or bandages use can stop up to 5 hpr bleeding without resorting to a tourniquet.
Medical Skill

33
Flag Signals
IG
Varies

Ability to read and encode messages using flags with different colors,symbols,and by holding the flags in different positions,and holding or waving them at different positions and intervals.


34
Fletching
AG
SM

bonus for making an arrow out of available wood, metal, paper, or feathers.
Dwarven Alchemist Required

35
Flora Lore
IG
Varies

Bonus for recognizing,and identifying the major plant forms within a specific area,region,or climate.May be developed generally,for a specific region, or climate, or for a particular species.


36
Foraging
IT
Varies

Bonus for finding a local source of potable water,edible plants, and animals,or medicinal herbs.Includes basic food acquisition such as gathering, or fishing.
Includes:Hunting-finding, and killing or capturing game animals.Fishing-Capture of fish using hook,and line,spear,or net.Clamming-finding,and digging clams from salt water beaches, or muscles from fresh water shores.

37
Forging
ST/AG
Varies

Ability to create,maintain,and control forge fires.Allows one to build a fire to the proper specifications to work metal.
Dwarven Alchemist Required

38
Gambling
IT
SM

bonus used for playing games with a significant element of luck.


39
Guide
IG
Varies

the ability to know an area well enough to choose likely camping sites,resources,available cover,dangerous regions, and routes of travel.


40
Hand/Arm Signals
IG
Varies

Ability to read, or encode messages using the movements, and positions of certain body parts.


41
Heraldry
IG
SM

Bonus for designing or recognizing a particular heraldic crest. Must be developed seperately for different cultures.


42
Herding
PR
Varies

bonus used for gathering,befriending,or manipulating herd animals.


43
History
IG
SM

Bonus for knowledge of history,historical places, and historical events. May be developed generally, or as specificly as desired.


44
Hostile Environment
IG/IT(average)
Varies

The ability to survive and function in a hostile environment.The characters bonus for this skill is taken as the percentage of their OB,DB,MM etc bonus which is available in the particular environment.Each environment must be learned as a separate skill.
Partial List:Arctic,Desert,High Gravity,Fire Plains,Under Water,Vacuum,etc.

46
Interrogation
IT
SM

Bonus used for extracting information from an unwilling subject.May or may not involve causing discomfort.
Causing a subject discomfort creates a +25 bonus, but if the roll fails they be injured or killed.

47
Leadership
PR
SM

Bonus to inspire,and command others to follow you, and to make others believe you are competent to lead.
Military Skill

48
Leather Working
AG
SM

bonus used for working with hides,and creating leather goods.
Dwarven Alchemist Required

49
Light Signals
IG
Varies

Ability to read, and encode messages using glass, or highly polished metal to reflect light in a given direction.


50
Mapping
IG
SM

Bonus for making or interpreting a map based on surveys, or personal knowledge of an area.


51
Martial Arts
ST/AG(averaged)
OB

Martial arts skill affects the combatants melee OB for unarmed combat.


52
Mathematics
IG
SM

Character is educated in basic and high mathmatical theory, and operations.


53
Mechanition
AG
Varies

bonus for building and using a machine which already exists, and is known to the character.Each type of machine must be developed seperately.Includes siege engines.
It is nessecary to have the other skills needed to build the machine(wood working,crafting,etc)

54
Meditation
PR
SM

bonus used for entering, leaving, and exploiting meditational trances.


55
Message Memorization
IG
SM

The ability to remember and repeat a short message.


56
Military Organization
PR
Varies

bonus for actions involving the organization of a military force.Includes how to billet,supply,post watch,run patrols,etc.
Military Skill

57
Mining
ST/AG
Varies

Bonus used for extracting ores from the earth using appropriate tools.Also includes assessing the possiblities for mining in an area, and supervising the creation and running of a mine.Each type must be developed seperately.
Types:Dredging(scraping material off the bottom of a river,ocean,etc),Open Pit(Removal of top ground layers to extract minerals),Quarry(removal of eart materials in block form),tunneling(making of underground passages to extract materials),Undermining

58
Missile Artillery
IN/AG(average)
Varies

This bonus is part of the total combat OB when using catapults,ballista,trebuchets or other missile artillery.
Each weapon must be learned seperately.

59
Mneumonics
IG
SM

Bonus used to determine whether character accurately remembers events,visual scenes,messages,etc through the use of colorful nonsense phrases or bizarre imagery.


60
Music
AG
Varies

bonus for using a musical instrument, and reading a musical language. Must be developed seperately for each type:lute,harp,drums,etc.


61
Navigation
IT
Varies

Bonus used for determing ones location, and planning courses to other known locations by use of instruments, and various natural phenomena.


62
Obscure Trivia
IG
Varies

Bonus for knowing unusual, and obscure facts. May be developed as specificly as desired.


63
Off Hand Weapon
ST or AG
OB
Weapon
Offensive bonus for using a weapon in characters "off" hand. I.E. A right handed character using a shortsword in their left hand.  Must be developed seperately for each weapon skill type(1 handed edged, 1 handed concussion, etc.)
2 handed weapons may not be developed for off hand use unless the characters size allows them to weild 2 handed weapons in one hand(I.E.trolls,etc)

64
Poison Lore
IT
SM

Bonus for recognizing poisons,their sources, and preparation of poisons, and antidotes.


65
Propaganda
IT
Varies

Influencing others through indirect means rather than direct speech.Includes everything from starting rumors to running large media campaigns.


66
Prospecting
IT
Varies

Bonus for recognizing ores, or geophysical/geographical signs that ores may be present.


67
Public Speaking
PR
SM

Bonus used for impressing,entertaining,or manipulating other individualsor groups.


68
Recruitment
PR
Varies

bonus for finding,recruiting,and raising troopsby various means.
Military Skill

69
Reflex Training
PR
MM

bonus used for gymnastic moves,doges etc during combat to avoid being hit.Character can have no armor,heavy clothing, or burdens.
1 point per skill rank added to DB if roll successful,with the number of rounds in effect being equal to the number of skill ranks.If initial roll unsuccessful,may reroll each round.Each round roll is made,including first,character is at -15OB.

70
Region Lore
IG
SM

bonus for knowing the ins and outs of a particular region.Each region must be developed seperatley.


71
Religious Rituals
IT
Varies

bonus for perorming religious rituals common to a characters culture or religion.  May be developed seperately for other cultures or religions.


72
Rope Mastery
IG
Varies

Proficiency in knot recognition,knot tying,braiding,splicing,or throwing a line.


73
Rowing
ST
MM

bonus for self powered boat maneuvers including rowing,poling,etc.


74
Sailing
IT
MM

bonus for sailing maneuvers, or for performing specific nessecary  tasks aboard large vessels.


75
Sail Making
AG
SM

bonus for making and repairing sails.


76
Scrounging
IT
Varies

bonus to locate a particular needed item,part,or ingredient in an urban setting.
Urban Foraging

77
Second Aid
IT
SM

Bonus for performing minor surgery including sewing wounds closed,removing diseased or mangled limbs,bone setting,etc.
Medical Skill.Characters second aid skill rank can never equal, or exceed their First Aid skill rank.

78
Seduction
PR
SM

Self explanatory, but not always sexual.bonus for using ones appearance, or personal appeal to convince another to do ones bidding.


79
Sex
IT
MM

Bonus for knowledge, and proficiency in various sexual acts, and positions.includes knowledge of how to please ones partner.


80
Siege Engineering
IT
Varies

Allows user knowledge of all aspects of a siege.Proper, and best position of siege engines,determining weakest pertion of a wall,building ramps,digging trenches, and horse traps,etc.


81
Sewing
IT
SM

Bonus for making items from cloth,leather,wool,hides,etc using needle and thread, or mechanical sewing apparatus.Includes making, and repairing clothing.
Dwarven Alchemist Required

82
Signaling
IG
Varies

bonus when using any form of signal communication.


83
Singing
PR
SM

Bonus for singing on key, and properly,without antagonizing, or torturing those nearby.


84
Skiing
AG
MM

bonus used for skiing, and sliding maneuvers.


85
Smithing
ST
Varies

Bonus for working with normal metals to cretae or repair desired objects.Bonus for oven or kiln building and doubling effects of fires.
Dwarven Alchemist Required.May be developed in depth:Armorer,Blacksmith,Bronze Smith,Copper Smith,Etcher,Fire Master,Foundry,Gold Smith,Iron Smith,Silver Smith,Tin Smith,Tooler,Weapon Smith.

86
Sorcerous Rituals
IT
Varies

Bonus for performing rituals pertaining to various sorcerous rites,spells,enchantments,etc.


87
Sound Signals
IG
Varies

Ability to understand and encode messages using a set of sounds.


88
Star Gazing
IT
SM

bonus used for determining dates,directions,and locations when stars are visible.


89
Stone Carving
AG
SM

Bonus used for fashioning an object out of stone or similar material using appropriate tools.
Dwarven Alchemist Required

90
Surgery
IT
SM

bonus for performing major surgery, including exploratory surgery,organ transplants,organ repairs, limb repairs,etc.Must be developed seperately for each type.Use of this skill requires simple equipment(scalpel,anesthesia,etc).
Medical Skill.Use of this skill requires diagnosis of 30+ for the race being operated on.Characters skill rank in surgery can never equal or exceed their Second Aid skill rank.

91
Surveillance
IT
Varies

bonus for keeping watch over a person,place,object, or activity.


92
Survey
IG
Varies

Ability to make maps based on the local geography.Includes ability to measure distances accurately.
Detailed surveys may take large amounts of time.

93
Tactics
IT
Varies

bonus for perceiving and planning apprpriate and effective strategy in a tactical military situation.Must be developed seperately for each type:Aerial,Battle Field,Naval,Sabotage,siege,Small Unit,Strategic.
Military Skill

94
Taming
IT
Varies

Ability to properly train newly acquired animals to obey simple standard commands.


95
Torture
IG/IT (averaged)
SM

Bonus for inflicting pain on another being without doing serious injury, or fatal damage.
Often used in conjunction with interrogation.It should be noted that individuals will reach a point where they will confess to anything at all to stop the pain.

96
Trading
PR
SM

Bonus for conducting group, or volume commerce,with or without money,at some distance from characters home area.


97
Trap Building
IG
SM

bonus for making traps out of available resources.Bonus of trap builders may subtract from any detection/disarming rolls depending on location,care,and time in construction,etc.


98
Trickery
PR
SM

bonus used for maneuvers involving slight of hand.Includes picking pockets,confusing sight tricks,and slight of hand diversions.


99
Tumbling
AG
MM

Bonus used for horizontal dives,rolling,or vaulting maneuvers, or swinging on stationary objects.


100
Weather Watching
IT
SM

bonus to determine local weather for the next 24 hours.


101
Wood Carving
AG
SM

bonus used for fashioning an object out of wood, bone, or similar material.
Dwarven Alchemist Required

102
Xeno Lores
Varies
Varies

bonus for attempting to learn and use information about extra dimensional beings, and places.


103
Strategy
IG
Varies

bonus for perceiving and planning appropriate and effective action in a strategic military environment.


ID
Race
Strength
Agility
Constitution
Intelligence
Intuition
Presence
Essence
Channeling
Poison
Disease
Notes

1
Hobbit
-20
+15
+15
0
-5
-5
+50
+20
+30
+15


2
Umli
+5
0
+10
0
-5
-5
+20
0
+5
+5


3
Dwarf
+5
-5
+15
0
-5
-5
+40
0
+10
+10


4
Wose
0
0
+5
0
0
-5
+20
0
0
0


5
Man
+5
0
0
0
0
0
0
0
0
0


6
Dunedain
+5
0
+10
0
0
+5
0
0
+5
+5


7
Corsair
+5
0
+10
0
0
+5
0
0
+5
+5


8
Black Numenorean
+5
0
+10
0
0
+5
0
0
+5
+5


9
Half-elf
+5
+5
+5
0
0
+5
0
0
+5
+50


10
Silvan Elf
0
+10
0
0
+5
+5
0
0
+10
+100


11
Sindar Elf
0
+10
+5
0
+5
+10
0
0
+10
+100


12
Noldor Elf
0
+15
+10
+5
+5
+15
0
0
+10
+100


13
Half-orc
+5
0
+5
0
0
-5
0
0
+10
0


14
Orc
+5
-5
+15
-10
-10
-10
0
0
+20
+5


15
Uruk-Hai
+10
0
+20
0
-5
-10
0
0
+20
+5


16
Gusmuras Orc
+5
0
+15
-5
-5
-5
0
0
+20
+5
half Uruk hai,half common orc

17
Half-troll
+10
-5
+10
-5
-5
-5
0
0
+15
+5


18
Troll
+15
-10
+15
-15
-15
-10
0
0
+30
+10


19
Olog-hai
+20
-5
+15
-5
-10
-10
0
0
+20
+10


20
Troglodytes
+10
0
+10
-5
-5
-5
+20
+20
+10
+10
underdeeps race

21
Goblins
+5
0
+10
-5
-5
-5
0
0
+5
+5
underdeeps race

22
Hobgoblins
+10
-5
+15
-5
-5
-5
0
0
+5
+5
underdeeps race

23
Kobolds
0
+5
+10
0
-5
-5
0
0
+5
+5
underdeeps race

24
Deep Orcs
+5
0
+5
-10
-10
-5
0
0
0
+5
underdeeps race

25
Deep Uruks
+10
0
+10
-5
-5
-5
0
0
+5
+10
underdeeps race

26
Ogres,Small
+15
-5
+10
-5
-10
-15
+5
+5
+10
+10
underdeeps race

27
Ogres, Large
+20
0
+15
-5
-5
-10
+5
+5
+10
+10
underdeeps race

28
Garks
+10
+5
+15
-10
0
-5
+20
+5
+10
+5
underdeeps race(great cavern)

29
Cave Trolls
+20
-15
+20
-10
-10
-10
0
0
+15
+10
underdeeps race

30
Neanderthals
+10
+5
+10
-10
+5
-5
+25
0
+5
0
underdeeps race(great cavern)

31
Minotaurs
+15
+5
+10
-10
-5
-5
+10
+10
+15
+10
underdeeps race(great cavern)

32
Centaurs
0
-5
0
0
+10
0
0
0
+10
+15
underdeeps race(great cavern)

33
Bucentaurs
+10
-10
0
0
+5
0
0
0
+10
+15
underdeeps race(great cavern)

34
Onocentaur
+5
-5
0
-5
0
0
0
0
+10
+15
underdeeps race(great cavern)

35
Mornaugrim(black dwarves)
+5
-5
+15
0
0
-10
+40
0
+20
+15
underdeeps race

36
Maazhat,Warrior
+20
+10
+5
-10
-10
-10
0
0
+10
+20
underdeeps race

37
Maazhat,Worker
+15
0
0
+5
+10
-10
0
0
+10
+20
underdeeps race

38
Maazhat,Captain
+15
+5
+5
+10
+5
+5
0
0
+10
+20
underdeeps race

39
Maazhat,Queen
+20
0
+15
+15
+5
+10
+10
+10
+15
+20
underdeeps race

40
Maazhat,Insane
+15
+5
+5
+10
+5
0
0
0
+10
+20
underdeeps race

41
Merpeople
0
+5
0
+5
0
+5
0
+5
+15
+20
underdeeps race

42
Vulfen
+10
0
+5
0
0
-5
+20
+20
+10
+10
caninoid(ancient evil campaign)

43
Idiyva
0
+10
0
-5
0
+5
0
0
+5
+5
felinoid(ancient evil campaign)

44
Dragonian
+10
0
+10
+5
+5
-5
+20
+20
+15
+50
dragonoid(ancient evil campaign)

45
Cherubim
-5
+10
-5
+5
+5
+5
-5
-5
+10
+100
Angeloid(ancient evil campaign)

ID
Race
Movement and Maneuver
No Armor
Soft Leather
Rigid Leather
Chain
Weapon Skills
1-H Edged
1-H Concussion
2-Handed
Thrown
Missile
Pole-arms
General Skills
Climb
Ride
Swim
Subterfurge skills
Ambush
Stalk/Hide
Pick Locks
Disarm Traps
Magical Skills
Reading Runes
Use Items
Miscellaneous
Body Developement
Perception
% Chance of Spell List
# Additional Language Ranks
Background Points
Notes

1
Dwarves

1
0
1
3

0
4
0
1
0
0

1
0
0

0
0
1
1

0
0

3
2
3
4
4


2
Umli

1
3
3
0

0
3
1
1
0
0

0
0
1

0
1
0
0

0
0

2
1
5
3
4


3
Noldor Elves

1
0
0
0

1
0
0
0
1
0

0
1
2

0
2
0
0

2
1

1
3
40
10
2


4
Sindar Elves

1
0
0
0

1
0
0
0
2
0

1
1
2

0
2
0
0

1
1

1
3
30
8
3


5
Silvan Elves

1
0
0
0

1
0
0
0
3
0

2
1
3

0
4
0
0

1
0

1
3
20
6
4


6
Half-Elves

1
0
1
1

1
0
0
0
2
0

1
1
1

0
2
0
0

1
0

1
1
10
4
3


7
Hobbits

1
0
0
0

0
0
0
2
2
0

2
0
0

0
5
1
1

0
0

2
4
0
3
5


8
Beornings

1
0
0
0

0
0
1
1
0
2

2
0
2

0
4
0
0

0
0

3
1
3
3
5


9
Black Numenoreans

1
0
0
2

1
0
0
1
1
0

0
1
3

0
0
0
0

1
1

2
0
10
6
3


10
Corsairs

1
0
2
0

2
0
0
1
1
0

0
0
5

0
0
0
0

0
0

2
0
5
5
5


11
Dorwinrim

1
0
1
0

0
1
0
1
1
1

0
2
1

0
0
0
0

0
0

1
0
10
5
5


12
Dunedain

1
0
1
2

2
0
1
0
1
1

0
1
1

0
0
0
0

1
1

3
0
10
6
3


13
Dunlendings

1
0
1
0

0
1
0
2
1
2

5
0
1

0
2
0
0

0
0

3
1
2
2
4


14
Easterlings

1
0
0
0

1
0
0
1
2
2

0
5
0

0
0
0
0

0
0

2
1
2
2
4


15
Haradrim

1
1
0
0

1
0
0
1
0
2

0
7
0

0
0
0
0

0
0

2
1
2
3
5


16
Lossoth

1
3
0
0

0
0
0
3
0
2

0
0
2

0
4
0
0

0
0

3
1
5
1
4


17
Rohirrim

1
0
1
2

2
0
0
0
1
1

0
8
1

0
0
0
0

0
0

2
1
3
4
5


18
Rural Men

1
1
1
1

1
0
0
1
1
1

0
1
1

0
1
0
0

0
0

2
1
3
4
5


19
Urban Men

1
0
0
0

1
0
0
0
1
0

0
0
1

0
0
0
0

1
1

1
1
15
5
5


20
Variags

1
1
0
0

2
0
0
1
1
1

0
4
0

0
1
0
0

0
0

2
1
5
3
4


21
Wood Men

1
1
0
0

1
0
0
1
1
1

3
0
1

0
4
0
0

0
0

2
1
3
2
5


22
Woses

1
3
0
0

2
0
0
4
0
1

3
0
2

2
4
0
0

0
0

0
0
5
2
5


23
Orcs

1
1
3
2

0
3
0
1
0
1

1
0
0

1
0
0
0

0
0

2
0
0
2
2


24
Uruk Hai

1
1
3
3

4
1
1
1
1
1

1
1
0

1
0
0
0

0
0

3
1
0
2
2


25
Half Orcs

1
1
3
1

0
3
0
1
1
0

1
0
0

1
0
0
0

0
0

2
0
0
2
3


26
Gusmurus Orcs

1
1
3
2

2
2
1
1
1
1

1
1
0

1
0
0
0

0
0

3
1
0
4
2


27
Trolls

1
0
0
0

0
0
3
1
0
0

1
0
0

0
0
0
0

0
0

5
0
0
2
1


28
Olog Hai

1
0
0
0

0
0
5
2
0
0

1
0
0

0
0
0
0

0
0

5
1
0
2
1


29
Half Trolls

1
1
2
3

0
0
4
2
0
0

1
0
0

0
0
0
0

0
0

4
0
0
2
2


30
Troglodytes

1
3
0
0

2
1
0
2
0
0

3
0
1

1
1
0
0

0
0

2
1
5
2
4


31
Goblins

1
1
3
0

3
1
0
0
1
0

2
1
0

1
0
0
0

0
0

2
3
2
5
5


32
Hobgoblins

1
2
2
3

3
2
0
0
2
1

0
1
1

1
0
0
0

0
0

3
3
5
6
3


33
Kobolds

2
3
1
0

1
2
0
1
0
0

3
1
0

1
2
1
1

0
0

1
3
0
3
3


34
Deep Orcs

1
1
3
0

2
3
0
1
0
0

1
0
0

1
0
0
0

0
0

2
1
0
4
2


35
Deep Uruks

1
1
2
3

3
4
0
1
1
0

1
0
1

1
0
0
0

1
1

3
2
5
6
3


36
Maazhat Warrior

1
1
3
0

4
1
1
3
2
1

1
0
0

1
2
0
0

0
0

3
0
0
2
2


37
Maazhat Worker

1
2
2
0

2
2
1
1
1
1

2
0
0

0
0
0
0

0
0

2
0
0
2
2


38
Maazhat Captains

1
1
3
2

3
2
1
1
2
1

0
0
0

0
0
0
0

1
1

3
1
10
3
3


39
Maazhat Queen

1
1
3
3

3
2
1
3
2
1

0
0
0

0
0
0
0

3
3

4
3
30
6
5


40
Maazhat Insane

1
1
3
0

3
2
1
2
2
1

1
0
0

0
0
0
0

1
1

2
1
10
3
3


41
Small Ogres

1
2
2
0

0
2
2
1
0
0

1
0
0

0
0
0
0

0
0

2
1
0
2
2


42
Large Ogres

1
1
3
0

0
3
2
2
0
1

0
0
0

0
0
0
0

0
0

3
1
0
2
2


43
Garks

1
3
0
0

0
2
0
2
0
0

3
0
1

2
2
0
0

0
0

2
1
0
3
2


44
Cave Trolls

1
0
0
0

0
1
2
1
0
0

1
0
0

2
1
0
0

0
0

4
1
0
2
2


45
Neanderthals

1
2
0
0

0
2
1
3
1
0

1
0
0

0
3
0
0

0
0

2
0
5
2
3


46
Minotaurs

4
0
0
0

1
3
2
1
1
0

0
0
0

2
2
1
1

1
1

3
2
5
3
3


47
Centaurs

1
2
3
0

2
1
2
1
2
2

0
0
0

0
2
1
1

3
3

3
2
40
10
2


48
Bucentaurs

2
1
1
0

1
3
1
0
0
0

0
0
0

0
1
0
0

2
2

3
1
20
5
2


49
Onocentaurs

1
1
1
1

1
2
0
1
2
1

0
0
0

0
1
1
1

2
2

2
1
10
3
2


50
Black Dwarves

1
0
1
3

0
5
1
0
0
0

1
0
0

1
1
1
1

0
0

3
1
3
3
3


51
Merpeople

1
1
2
0

3
0
2
0
0
0

0
2
10

1
1
0
0

1
1

2
2
10
4
3


52
Vulfen

3
1
1
0

3
1
2
2
0
0

1
0
1

1
2
0
0

0
0

4
2
5
1
4


53
Idiyva

3
3
2
0

3
0
0
3
2
0

3
0
0

2
4
0
0

0
0

4
3
0
2
3


54
Dragonians

1
1
2
3

3
2
0
2
1
0

1
0
0

1
0
0
0

0
1

3
1
5
3
3


55
Cherubim

1
1
2
2

3
0
0
1
3
0

1
0
0

0
2
0
0

1
2

2
2
20
4
2
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