THE LORD OF THE RINGS  Roleplaying Game

	Name:
	
	Race:
	

	Orders:
	
	Elite:
	

	Size:
	
	Age:
	
	Height:
	
	Weight:
	

	Experience:
	
	Gender:
	
	Hair:
	
	Eyes:
	


	Attributes
	Total
	Mod.
	Reactions
	Attr.
	Misc.
	Total
	
	Attr.
	Misc.
	Total

	BRG
NIM

PER

STR

VIT

WIT
	
	
	Stamina

Swiftness

Willpower

Wisdom
Corruption
	
	
	
	Initiative

Def  10 +

Renown
Courage
	
	
	

	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	Total
	Mod.

	
	
	
	
	
	
	
	
	
	

	
	
	
	
	Mod.
	Total
	
	
	Total
	Current

	
	
	
	
	
	
	
	
	
	


RACIAL ABILITIES


       EDGES
	
	

	
	

	
	

	
	

	
	

	
	

	
	


ORDER ABILITIES


       FLAWS

	
	

	
	

	
	

	
	

	
	


	
	Penalty
	Total
	HEALTH
	
	WEARINESS
	Penalty
	Current

	Healthy
	-0
	
	((((((((((((((
	
	Hale
	-0
	

	Dazed
	-1
	
	((((((((((((((
	
	Winded
	-1
	

	Injured
	-3
	
	((((((((((((((
	
	Tired
	-2
	

	Wounded
	-5
	
	((((((((((((((
	
	Weary
	-4
	

	Incapacitated
	-7
	
	((((((((((((((
	
	Spent
	-8
	

	Near Death
	-9
	
	((((((((((((((
	
	Exhausted
	-10
	


COMBAT
	Weapon Name
	Range
	Damage
	Parry
	Weight
	Special

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


	Armor or Shield
	Protection
	Weight
	Special

	
	
	
	

	
	
	
	


	Attack
	+
	Parry
	+
	Block
	+
	Dodge
	+


EQUIPMENT & GEAR



                WEALTH
	Item
	Weight
	Item
	Weight

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	Copper Pennies (cp)
	

	Silver Pennies (sp)
	

	Silver Pieces (SP)
	

	Gold Pennies (gp)
	

	Gold Pieces (GP)
	

	Gems/Jewels
	

	
	

	Total:
	
	Load:
	


SKILLS

	Skill /

Specialties
	Attr.

Mod.
	Misc.

Mod.
	Skill

Rank
	Total
	Skill / 

Specialties
	Attr.

Mod.
	Misc.

Mod.
	Skill

Rank
	Total

	Language:
	W
	
	
	
	Inquire
	B
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	Insight
	P
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	Inspire
	B
	
	
	

	
	

	Lore:
	W
	
	
	
	Intimidate
	B
	
	
	

	
	

	Lore:
	W
	
	
	
	Jump
	S
	
	
	

	
	

	Lore:
	W
	
	
	
	Observe
	P
	
	
	

	
	

	Lore:
	W
	
	
	
	Perform:
	B
	
	
	

	
	

	Armed Combat:
	N
	
	
	
	Persuade
	B
	
	
	

	
	

	Ranged Combat:
	N
	
	
	
	Ride
	B
	
	
	

	
	

	Unarmed Combat
	N
	
	
	
	Run
	S
	
	
	

	
	

	Acrobatics
	N
	
	
	
	Search
	P
	
	
	

	
	

	Climb
	S
	
	
	
	Siegecraft
	W
	
	
	

	
	

	Conceal
	W
	
	
	
	Stealth
	N
	
	
	

	
	

	Debate
	W
	
	
	
	Survival
	P
	
	
	

	
	

	Healing
	W
	
	
	
	Swim
	S
	
	
	

	
	

	
	
	
	
	
	
	
	
	
	

	Appraise, Craft, Games
	Sea-craft, Smithcraft, Stonecraft

	
	
	
	
	
	
	
	
	
	

	Guise, Legerdemain, Mimicry
	Teamster, Track, Weather-sense


BACKGROUND & NOTES
	


For Elves:
RACIAL ABILITIES


       
	The Art (+2 on magic tests)
	Ghost-Scorn (no fear)
	

	Beast-Skill (+4 Ride, etc.)
	Lightfooted (+4 Balance, Run, Stealth; -4 to be tracked)
	

	Comfort (ignore heat/cold)
	
	

	Elven-Form (Fair edge)
	Swift Healing (Swift Recovery edge; immune to sickness)
	

	Elven-Sense (Sense Power)
	
	

	Elven-Sleep (1 hour rest)
	(special ability by race)
	

	Farsightened (Keen-eyed edge)
	
	


For Men:

RACIAL ABILITIES


       
	Adaptable (+2 reaction)
	

	Dominion of Man (+1 Courage)
	

	Skilled (+1 skill, +1 skill)
	

	
	

	
	


For Dwarves:

RACIAL ABILITIES


       
	Animal Aversion (-2 to animal-related tests)
	

	Craftsmanship (+2 Smithcraft & Stonecraft)
	

	Firestarting (+2 Survival tests to start fires)
	

	Hardiness of Body (+2 Stamina vs. Weariness)
	

	Hardiness of Mind (+2 Willpower vs. domination)
	

	Healthy (+6 on tests to resist disease)
	

	Stout (Small w/ full wound points, -2/+2 combat TN, ⅔ move rate)
	


For Hobbits:

RACIAL ABILITIES


       
	Six Meals a Day (Craft: Cooking +3)
	

	Small Folk (Small size, -2/+2 combat TN, ⅔ move rate)
	

	Soft-Footed (+4 Stealth; -2 to be tracked)
	

	Sure at the Mark (+2 Ranged Combat)
	

	Tough as Old Tree-Roots (+2 vs. Corruption)
	


Dwarves (alternate variant):

RACIAL ABILITIES


       

	Animal Aversion (-2 to animal-related tests)
	

	Craftsmanship (+2 Smithcraft & Stonecraft)
	

	Fire (+2 Survival to start fires, ¾ damage from fire)
	

	Hardiness of Body (+2 Stamina vs. Weariness)
	

	Hardiness of Mind (+2 Willpower vs. domination)
	

	Healthy (+6 vs. disease, +2 vs. poison, +2 on healing)
	

	Stout (Small w/ full wound pts., -2/+2 combat TN*, ⅔ move rate)
	

	Khazâd-ai-mênu (+2 extra for Courage vs. Orcs)
	


Hobbits (alternate variant):

RACIAL ABILITIES


       
	Six Meals a Day (Craft: Cooking +3)
	

	Small Folk (Small size, -2/+2 combat TN*, ⅔ move rate)
	

	Soft-Footed (+4 Stealth; -2 to be tracked)
	

	Sure at the Mark (+2 Ranged Combat)
	

	Tough as Old Tree-Roots (+2 Corruption, poison, healing)
	


