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Introduction 
While the older Rolemaster 2nd edition core rules contained a list of 28 “primary” skills plus 40 
optional secondary skills, the RM2 companion books expanded this list to more than 200 skills and 
the RMSS/RMFRP core rules later incorporated about 200 of these skills1. A complaint that was 
sometimes heard during the RM revision discussions on the ICE forums, especially from players 
that never switched from RM2 to RMSS/RMFRP, was that they did not like the vast list of skills 
contained in RMSS/RMFRP. This high number of skills might also pose an entry barrier for new 
players when trying to create their first RM character. 
Later products from ICE, e.g., HARP or RMX, reduced this number of skills. Cutting down the 
number of skills for RMSS/RMFRP, without noticeably disturbing the system's balancr, is what this 
article is trying to achieve. 

The simplified skill system 

Removal of skill category development 
The first change with the new system is that developing ranks in skill categories, introduced with 
RMSS, is removed. The categories were introduced to represent similarities among different skills. 
E.g., if a character had learned skill in using a broadsword it could be assumed that he was also able 
to handle a longs word, albeit at a lower OB. On the other hand, this category system also made 
skills similar that really are not, such as Sailing and First Aid, or Religion and Region Lore. And the 
system made it necessary for the players to care about spending DPs for the skill categories in 
addition to the individual skills. 
In order to represent similarities among different weapons, a similarity perhaps most often used in 
FRPGs, the following simplified rule can be used: 
If a character has learned skill with a given weapon then he can wield all other weapons in the same 
weapon group2 with –20 to his OB. The weapon in which the character developed skill is 
considered his Primary Weapon in this group. Changing the Primary Weapon can be achieved by 
practicing a few hours. All other weapons in the same Weapon Category (e.g., 1-Handed Edged) 
can be used with a penalty of –40 to his OB. 
Example: 
Rowan the Fighter has developed skill in wielding a broadsword with a +80 OB. Since a long 
sword belongs to the same Weapon Group, he may wield a long sword with a +80 – 20 = +60 OB. 
A dagger, which is also a 1-Handed Edged weapon, could be used by him with a +80 – 40 = +40 
OB. During an adventure Rowan finds an enchanted long sword and decides to make this his new 
Primary Weapon. After practicing one afternoon with the new weapon, Rowan can use the long 
sword with a +80 OB and his old broadsword, now no longer the Primary Weapon in the group, 
with a +60 OB. 

                                                 
1 Your exact numbers might differ a bit, depending on whether you count, for example, Adrenal Moves or Spell Lists 

as one skill or each Adrenal Move or Spell List as a separate skill. 
2 If you own the old RM2 Character & Campaing Law, then you can use the Similar Weapons Table on pg. 79 for 

determining how weapons can be grouped. Otherwise I suggest using the weapon groups from pg. 26 of HARP Lite. 

http://www.ironcrown.com/ICEforums/index.php


The reduced skill set 

The list of skills gets cut down to roughly 70 skills. In most cases these are the skills that 
already existed as Secondary Skills in RM2. If you can't find a skill that your characters 
used to develop frequently and that you can’t live without, then simply add it to the list. 
Adding a handful of skills won't hurt play-balance. 

A few skill categories have been removed completely: Awareness • Perception, 
Awareness • Senses, Science • Basic, Science • Specialized, Technical/Trade • 
Professional and Technical/Trade • Vocational. Some skills formerly listed in these 
categories have been moved to other categories, most have simply been removed. 

The skill list is as follows: 

Armor 

Soft Leather, Rigid Leather, Chain, Plate 

Artistic 
Acting, Dancing, Music, Singing 

Athletic 
Acrobatics, Climbing, Contortions, Diving, Rowing, Skiing, Swimming, Tumbling 

Awareness 
Perception, Tracking 
A note on Perception: This skill replaces all other skills in the Awareness categories except 
Tracking and uses the DP cost of the Awareness • Searching category. So spotting a 
hidden enemy in a forest now uses Perception to resolve the maneuver as well as 
detecting a trap in a dungeon corridor. A special rule applies to all Perception maneuvers 
that a player did not explicitly state. These maneuvers get resolved using a special –50 
modifier. So if a character walks down a dungeon corridor without looking for traps, he still 
has a chance to detect a trap, but it is far easier for him if he actively looks for traps. 
Perception Adolescence Skill Ranks: Use half the number of ranks listed for the Alertness 
skill for the character's race (rounded up). 

Body Development 
Body Development 

Combat Maneuvers 
Two-weapon Combat, Weapon Styles3 

Communication 
Languages, Signaling 

Crafts 
Cooking, Fletching, Leather Crafts, Rope Mastery, Stone Crafts, Smithing (Metal Crafts), 
Wood Crafts 
Add other crafts as you see fit. 
                                                 
3 See RMSS Martial Arts Companion 



Directed Spells 
One for each directed attack 

Influence 
Influence 
This one skill replaces all other influence skills previously listed in this category, be it 
Interrogation, Trading or other skills. 

Lore 
Culture Lore, Region Lore, Artifact Lore, Circle Lore, Spell Lore, Symbol Lore 
Add other lore skills as you see fit. 

Martial Arts 
Martial Arts Style4, Striking, Sweeps & Throws 

Outdoor 
Animal Handling, Riding, Survival 
A note on Animal Handling: This encompasses tending animals, healing them as well as 
the former herding skill. 
A note on Survival: This skill replaces all former skills from the Outdoor • Environmental 
Category, be it Foraging, Caving, etc. 

Power (Magical) 
Attunement, Channeling, Power Point Development, Runes, Spell Mastery, Transcend 
Armor 
Runes Adolescence Skill Ranks: Use the number of ranks for the Power Awareness Skill 
Category for the character's race. 

Self Control 
Adrenal Balance, Adrenal Landing, Adrenal Leaping, Adrenal Speed, Adrenal Strength, 
Meditation, Stunned Maneuvering 

Special Attacks & Defenses 
Adrenal Defense, any kind of special attack 

Spells 
Open Spell Lists, Closed Spell Lists, Base Spell Lists, Other Spell Lists 

Subterfuge 
Ambush, Disarm Traps, Hiding, Pick Locks, Stalking, Trap Building, Trickery 

Technical/Trade 
First Aid, Gambling, Mathematics, Navigation, Sailing 
First Aid Adolescence Skill Ranks: Use the number of ranks for the Technical/Trade • 
General Skill Category for the character's race. 

                                                 
4 See RMSS Martial Arts Companion 



Urban 
Streetwise 
Streetwise Adolescence Skill Ranks: Use the number of ranks for the Urban Skill Category 
for the character's race. 

Weapons 

One for each weapon. Different costs apply to the different weapon categories. 

Skill development rules 

For any skill listed in the reduced skill set, the DP costs basically stay the same, e.g., for a 
Fighter, Region Lore: Own still costs 1/3 and Artifact Lore still costs 6 DP per rank. For the 
new skills, like Influence, the costs of the category apply. 

But, because ranks in Skill Categories are longer developed, the progression of all skills 
which had a Standard or Combined progression now changes to –25 • 5 • 2 • 1 • 0.5, i.e., 
the progression used in RM2. 

Additionally, for the same reason, the costs for skills that used a Combined or Special 
progression get halved (rounded up). If a skill has a two number cost where the costs for 
the first and the second rank are uneven, then the cost for the second rank gets rounded 
down. The latter does not apply to Spells. So a cost of 2/6 becomes 1/3, a cost of 2/7 
becomes 1/4 (7 / 2 = 3.5, rounded up to 4), a cost of 3/9 becomes 2/4 (3 / 2 = 1.5, rounded 
up to 2, 9 / 2 = 4.5, rounded down to 4 since the cost for the first rank was already rounded 
up), a spell skill cost of 25 becomes 13 and a spell skill cost of 3/3/3 becomes 2/2/25. The 
resulting Development Point Cost tables are included later in this article. 

The number of DPs per level gets halved in comparison to the normal RMSS/RMFRP 
formular, so that DPs = (Ag + Co + Me + Re + SD) / 10. 

The number of Hobby Ranks during initial character creation gets halved. 

Restricted, Everyman and Occupational skills 

The modified advancement rules for Restricted, Everyman and Occupational skills get 
removed. Instead these categorizations now translate into a flat bonus as follows: 

− Restricted skills get a modification of –20 

− Everyman skills get a modification of +20 

− Occupational skills get a modification of +30 

If a character has a skill fall into one of these categories through his race and into the 
same or another of these categories because of his profession, then simply add the two 
bonuses. 

                                                 
5 This change is quite significant since it effectively makes developing Base Spell Lists for Pure and Hybrid spell 

users 33% more expensive as opposed to using the exact halved value of 1.5/1.5/1.5. If you feel that your  Pure and 
Hybrid spell users learn too few spells, then you may make an exception and use costs of 1.5/1.5/1.5 for 
development of Base Spell Lists for Pure and Hybrid spell users. 



Effect on Training Packages 

The removal of Skill Category rank development, moving skills to other categories and the 
skill cost changes have the effect that the costs for all TPs need to be adjusted. First, TPs 
will only provide skill ranks (ignore any skill category ranks from the TP). If a skill is listed 
that no long exists, choose the closest remaining skill or remove the skill from the TP.  
Second, the official ICE formula [see 
http://www.ironcrown.com/ICEforums/index.php?action=tpmod;dl=item456] can be used to 
calculate the TP cost. 

Summary of the changes 

− Developing ranks in Skill Categories is removed. For weapon skills there is a rule to 
represent similarities among the weapons. 

− The list of skills is reduced. 

− DP costs for skills not using the Standard progression is halved (rounded up). 

− Skill progression is –25 • 5 • 2 • 1 • 0.5 for all skills that had a Standard or 
Combined progression. No rank bonus from Skill Categories. 

− Number of DPs per level is halved. 

− Number of Hobby Ranks is halved. 

− Training Package costs are revised. 



New Development Point costs for the professions 

Animist, Bard, Cleric, Dabbler, Fighter, Healer, Illusionist 
 

 
 

Category Animist Bard Cleric Dabbler Fighter Healer Illusionist
Armor - Heavy 11 5/5/5 11 11 2/2/2 7/7/7 11
Armor - Light 2/2/2 2/2/2 2/2/2 5/5/5 1/1/1 4/4/4 9
Armor - Medium 10 3/3/3 10 10 2/2/2 6/6/6 10
Artistic - Active 2/5 1/2 2/5 2/4 2/5 2/5 1/5
Artistic - Passive 2/5 1/3 2/5 2/5 2/5 2/5 2/5
Athletic - Braw n 4 4/9 5 3/9 2/5 6 7
Athletic - Endurance 3 2/7 3 2/7 2/6 3 3
Athletic - Gym nastics 3 2/6 3 2/4 2/5 3 3
Aw areness - Search. 1/5 2/6 2/6 2/6 2/5 3 3
Body Developm ent 4 3/7 5 3/7 1/3 1/3 8
Combat Maneuvers 5 3/7 5 3/7 2/4 9 9
Comm unication 2/2/2 1/1/1 2/2/2 2/2/2 3/3/3 2/2/2 1/1/1
Crafts 2/5 2/5 2/5 2/5 2/5 2/5 2/5
Directed Spells 3 10 3 5 20 3 2/6
Influence 2/6 1/4 2/4 2/4 2/7 2/6 2/5
Lore - General 1/3 1/2 1/3 1/3 1/3 1/3 1/3
Lore - Magical 2/5 1/4 2/4 2/6 6 2/5 1/4
Lore - Obscure 3/7 2/4 3/7 3/7 3/7 3/7 3/7
Lore - Technical 2/6 2/4 2/6 2/5 2/6 2/6 2/6
Martial Arts - Striking 6 3 6 4 3/5 6 9
Martial Arts - Sw eeps 6 3 6 4 3/5 6 9
Outdoor - Anim al 1/2 2/7 3 2/6 1/4 3 3
Outdoor - Enviromen. 1/2 2/6 2/7 2/6 2/5 3 3
Pow er Aw areness 2/6 3/6 2/5 2/7 8 2/6 1/4
Pow er Manipulation 2/5 3/6 2/5 3/6 9 2/5 2/5
Pow er Point  Devel. 2 4 2 4 10 3 2
Self Control 5 2/7 5 2/7 2/6 2/7 6
Special Attacks 5 3 5 3 1/3 8 8
Special Defenses 15 8 15 15 13 9 15
Spells Other - - - - - - -
Spells Ow n Base Lists 2/2/2 3/3/3 2/2/2 3/3/3 - 2/2/2 2/2/2
Spells Ow n Closed 2/2/2 5/5 2/2/2 5/5 20 2/2/2 2/2/2
Spells Ow n Open 2/2/2 4/4 2/2/2 4/4 13 2/2/2 2/2/2
Subterf. - Mechanics 8 4 7 2/6 3/8 8 8
Subterfuge - Attack 5 6 8 3/6 3/5 8 5
Subterfuge - Stealth 3 2/7 5 1/5 2/5 6 3
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7 3/7 3/7
Urban 4 2/4 3 1/5 2/4 3 3
Weapon - first 6 3/9 6 3/9 1/5 9 9
Weapon - second 7 6 7 6 2/5 20 20
Weapon - third 9 7 9 7 2/7 20 20
Weapon - forth 9 7 9 8 2/7 20 20
Weapon - fifth 9 7 9 10 2/7 20 20
Weapon - sixth 20 15 20 15 5 20 20
Weapon - seventh 20 15 20 15 5 20 20
MA Com bat Maneuvers 6 3 6 4 3/6 6 9



Magent, Magician, Mentalist, Monks 
 

 

Category Magent Magician Mentalist Monk Taoist Monk Zen Monk
Arm or - Heavy 6/6/6 11 7/7/7 11 11 11
Arm or - Light 2/2/2 9 4/4/4 9 9 9
Arm or - Medium 4/4/4 10 6/6/6 10 10 10
Artistic - Active 2/4 2/5 2/5 2/5 2/4 2/5
Artistic - Passive 2/5 2/5 2/5 2/5 2/5 2/4
Athletic - Braw n 3/9 6 5 3/7 3/7 3/7
Athletic - Endurance 2/7 3 3 2/7 2/7 2/7
Athletic - Gym nastics 2/4 3 3/9 1/5 1/5 1/5
Aw areness - Search. 1/5 3 3 2/6 2/6 2/6
Body Developm ent 3/7 8 6 3/7 2/7 2/7
Com bat Maneuvers 3/7 9 7 3/6 3/6 3/6
Com m unication 1/1/1 2/2/2 2/2/2 3/3/3 3/3/3 3/3/3
Crafts 2/5 2/5 2/5 2/5 2/5 2/5
Directed Spells 10 2/5 2/6 9 9 10
Influence 1/5 2/6 2/6 2/6 2/6 2/7
Lore - General 1/3 1/3 1/3 1/3 1/3 1/3
Lore - Magical 3/6 1/4 2/4 3/6 3/6 3/6
Lore - Obscure 3/7 3/7 3/7 3/7 3/7 3/7
Lore - Technical 2/5 2/6 2/6 2/6 2/6 2/6
Martial Arts - Striking 3 9 3 2/5 2/5 2/5
Martial Arts - Sw eeps 3 9 3 2/5 2/5 2/5
Outdoor - Anim al 2/7 3 3 2/7 2/7 2/7
Outdoor - Envirom en. 2/6 3 3 2/6 2/5 2/7
Pow er Aw areness 3/7 1/4 2/5 3/7 3/7 3/7
Pow er Manipulation 3/6 2/5 2/5 3/6 3/6 3/6
Pow er Point  Devel. 4 2 2 4 4 4
Self Control 2/6 6 3 2/4 2/4 2/4
Special Attacks 2 8 6 3 3 3
Special Defenses 8 15 9 3 3 3
Spells Other - - - - - -
Spells Ow n Base Lists 3/3/3 2/2/2 2/2/2 3/3/3 3/3/3 3/3/3
Spells Ow n Closed 5/5 2/2/2 2/2/2 5/5 5/5 5/5
Spells Ow n Open 4/4 2/2/2 2/2/2 4/4 4/4 4/4
Subterf. - Mechanics 2/7 7 7 4 4 4
Subterfuge - Attack 3/5 8 8 4 4 4
Subterfuge - Stealth 1/4 5 5 2/7 2/7 2/7
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7 3/7
Urban 1/4 3 3 3/7 4 3/7
Weapon - first 3/7 9 6 5 5 6
Weapon - second 4 20 8 8 8 8
Weapon - third 6 20 15 8 8 8
Weapon - forth 7 20 20 8 8 8
Weapon - fifth 8 20 20 15 15 15
Weapon - sixth 9 20 20 15 15 15
Weapon - seventh 10 20 20 15 15 15
MA Com bat Maneuvers 3 9 3 2/5 2/5 2/5



Mystic, Mythic, Lay Healer, Layman, Paladin, Ranger 
 

 

 

Category Mystic Lay Healer Layman Paladin Ranger Mythic
Arm or - Heavy 7/7/7 5/5/5 4/4/4 3/3/3 5/5/5 7/7/7
Arm or - Light 4/4/4 2/2/2 2/2/2 1/1/1 2/2/2 3/3/3
Arm or - Medium 6/6/6 4/4/4 3/3/3 2/2/2 4/4/4 5/5/5
Artistic - Active 1/4 2/5 2/5 2/5 2/5 2/5
Artistic - Passive 2/5 2/5 2/5 2/5 2/5 2/5
Athletic - Braw n 7 6 3/6 3/7 3/7 3/7
Athletic - Endurance 3 3 2/7 2/7 1/5 2/5
Athletic - Gym nastics 3 3/9 2/6 3/7 3/6 2/5
Aw areness - Search. 2/4 3 2/6 2/6 1/4 1/4
Body Development 8 6 2/7 2/5 2/6 2/6
Com bat Maneuvers 9 7 2/6 2/5 3/6 3/6
Com munication 1/1/1 2/2/2 2/2/2 3/3/3 3/3/3 3/3/3
Crafts 2/5 2/5 2/5 2/5 2/5 2/5
Directed Spells 2/6 2/7 3/6 20 15 20
Influence 1/4 2/6 2/5 1/5 2/6 1/4
Lore - General 1/3 1/3 1/3 1/3 1/3 1/3
Lore - Magical 2/5 2/5 3 3/6 3/6 3/6
Lore - Obscure 3/7 3/7 3/7 3/7 3/7 3/7
Lore - Technical 2/6 2/6 2/6 2/6 2/6 2/6
Martial Arts - Striking 6 3 3 6 4 5
Martial Arts - Sw eeps 6 3 3 6 4 5
Outdoor - Anim al 3 3 2/5 2/6 1/5 2/6
Outdoor - Enviromen. 3 3 2/5 2/6 1/3 2/6
Pow er Aw areness 2/5 2/6 4/7 6 5 5
Pow er Manipulation 2/5 2/5 4 3/6 3/6 3/6
Pow er Point  Devel. 3 2 5 4 4 4
Self Control 5 3 2/7 2/7 2/7 2/6
Special Attacks 8 6 3/5 1/4 2/4 1/4
Special Defenses 9 9 10 15 15 20
Spells Other - - - - - -
Spells Ow n Base Lists 2/2/2 2/2/2 - 3/3/3 3/3/3 3/3/3
Spells Ow n Closed 2/2/2 2/2/2 8 5/5 5/5 5/5
Spells Ow n Open 2/2/2 2/2/2 5 4/4 4/4 4/4
Subterf. - Mechanics 7 8 3/6 7 4 2/8
Subterfuge - Attack 8 8 3/6 8 3 3/6
Subterfuge - Stealth 2/7 6 2/6 5 1/5 2/4
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7 3/7
Urban 2/5 3 2/5 4 3/6 2/4
Weapon - first 9 6 3/6 2/5 3/7 3/9
Weapon - second 20 8 3/6 3/8 4 5/8
Weapon - third 20 15 4 4 6 6
Weapon - forth 20 20 5 4 6 6
Weapon - fifth 20 20 6 4 6 6
Weapon - sixth 20 20 7 6 9 9
Weapon - seventh 20 2 7 6 9 9
MA Com bat Maneuvers 6 3 3 6 4 5



Rogue, Sorcerer, Astrologer, Thief, Warrior Monk, Armsmaster 
 

 
 

Category Rogue Sorcerer Astrologer Thief Warrior Monk Armsmaster
Arm or - Heavy 3/3/3 11 7/7/7 4/4/4 10 4/4/4
Arm or - Light 1/1/1 9 4/4/4 2/2/2 9 1/1/1
Arm or - Medium 2/2/2 10 6/6/6 3/3/3 10 3/3/3
Artistic - Active 2/4 2/5 2/5 2/4 2/5 2/5
Artistic - Passive 2/5 2/5 2/5 2/5 2/5 2/5
Athletic - Braw n 2/6 7 7 3/6 2/5 3/7
Athletic - Endurance 2/5 3 3 2/7 2/6 2/6
Athletic - Gym nastics 1/5 3 3 1/3 1/3 3/6
Aw areness - Search. 1/5 3 2/6 1/3 2/5 2/6
Body Developm ent 2/4 8 8 3/6 2/5 2/5
Com bat Maneuvers 2/5 9 9 2/6 2/5 2/5
Com m unication 3/3/3 2/2/2 1/1/1 3/3/3 3/3/3 3/3/3
Crafts 2/5 2/5 2/5 2/5 2/5 2/5
Directed Spells 20 2/5 3 20 20 15
Influence 2/5 2/6 2/4 2/5 2/7 1/5
Lore - General 1/3 1/3 1/3 1/3 1/3 1/3
Lore - Magical 4 2/5 2/5 5 6 3/9
Lore - Obscure 3/7 3/7 2/7 3/7 3/7 3/9
Lore - Technical 2/5 2/6 2/6 2/4 2/6 2/6
Martial Arts - Striking 3/7 9 6 3/7 1/3 3/9
Martial Arts - Sw eeps 3/7 9 6 3/7 1/3 3/9
Outdoor - Anim al 1/5 3 3 2/5 2/6 2/6
Outdoor - Envirom en. 2/4 3 2/5 2/6 2/6 2/6
Pow er Aw areness 7 2/5 2/6 6 8 4
Pow er Manipulation 6 2/5 2/5 9 7 3/6
Pow er Point  Devel. 6 3 3 8 8 4
Self Control 2/6 5 5 2/6 1/3 2/7
Special Attacks 1/4 8 8 1/4 1/5 1/4
Special Defenses 13 15 9 13 2/5 15
Spells Other - - - - - -
Spells Ow n Base Lists - 2/2/2 2/2/2 - - 3/3/3
Spells Ow n Closed 13 2/2/2 2/2/2 18 15 5/5
Spells Ow n Open 8 2/2/2 2/2/2 9 10 4/4
Subterf. - Mechanics 2/5 7 7 1/3 3/9 6
Subterfuge - Attack 2/4 8 8 1/3 3/6 4
Subterfuge - Stealth 1/3 6 6 1/3 2/4 4
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7 3/7
Urban 1/3 3 3 1/2 3/9 4
Weapon - first 2/5 9 9 2/7 4 2/5
Weapon - second 3/8 20 20 3/8 6 3/9
Weapon - third 3/9 20 20 4 8 4/10
Weapon - forth 3/9 20 20 4 8 4
Weapon - fifth 3/9 20 20 4 8 4
Weapon - sixth 6 20 20 6 15 4
Weapon - seventh 6 20 20 6 15 6
MA Com bat Maneuvers 3 9 6 3 2/4 3



Elementalist, Swashbuckler, Seer, Nightblade, Warrior Mage 
 

 
 

Category Elementalist Swashbuckler Seer Nightblade Warrior Mage
Arm or - Heavy 11 6/6/6 7/7/7 11 10
Arm or - Light 9 1/1/1 4/4/4 9 8
Arm or - Medium 10 4/4/4 6/6/6 10 9
Artistic - Active 2/5 2/4 2/4 2/5 2/5
Artistic - Passive 2/5 2/4 2/4 2/5 2/5
Athletic - Braw n 6 2/6 5 3/7 3/7
Athletic - Endurance 3 2/6 3 2/7 2/7
Athletic - Gym nastics 3 2/4 3/9 1/5 3/7
Aw areness - Search. 3 2/7 1/4 1/5 2/6
Body Developm ent 8 2/5 6 3/7 3/7
Com bat Maneuvers 9 1/4 7 3/7 3/6
Com m unication 2/2/2 2/2/2 1/1/1 2/2/2 3/3/3
Crafts 2/5 2/5 2/5 2/5 2/5
Directed Spells 2/5 20 2/7 10 4
Influence 2/6 2/5 2/6 2/5 2/6
Lore - General 1/3 1/3 1/2 1/3 1/3
Lore - Magical 1/4 4 1/5 3/6 2/6
Lore - Obscure 3/7 2/7 2/5 3/7 3/7
Lore - Technical 2/6 2/5 2/4 2/5 2/6
Martial Arts - Striking 9 2/6 3 2/6 4
Martial Arts - Sw eeps 9 2/6 3 2/6 4
Outdoor - Anim al 5 2/4 3 2/7 2/7
Outdoor - Envirom en. 5 2/7 3/7 2/6 2/7
Pow er Aw areness 2/5 7 2/6 3/7 2/7
Pow er Manipulation 2/4 7 2/5 3/6 3/6
Pow er Point  Devel. 2 7 2 4 4
Self Control 4 2/5 3 2/4 2/7
Special Attacks 8 1/3 7 3 3
Special Defenses 20 4/8 9 3 20
Spells Other - - - - -
Spells Ow n Base Lists 2/2/2 - 2/2/2 3/3/3 3/3/3
Spells Ow n Closed 2/2/2 13 2/2/2 5/5 5/5
Spells Ow n Open 2/2/2 8 2/2/2 4/4 4/4
Subterf. - Mechanics 7 3/8 7 2/7 4
Subterfuge - Attack 8 2/4 8 3/5 4
Subterfuge - Stealth 5 2/5 6 1/4 2/7
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7
Urban 2/5 1/3 3/5 2/5 3/7
Weapon - first 9 2/7 6 3/9 3/9
Weapon - second 20 2/7 15 6 6
Weapon - third 20 3/7 20 7 7
Weapon - forth 20 3/7 20 8 8
Weapon - fifth 20 3/8 20 15 10
Weapon - sixth 20 3/8 20 15 15
Weapon - seventh 20 3/9 20 15 15
MA Com bat Maneuvers 9 3 3 2/5 4



Elemental Champion, Barbarian, Hybrid Priest, Semi Priest, Priest 
 

 
 
 
 

Category Elem. Champion Barbarian Hybrid Priest Semi Priest Priest
Arm or - Heavy 10 10 11 4/4/4 11
Arm or - Light 8 2/2/2 9 2/2/2 3/3/3
Arm or - Medium 9 4/4/4 10 3/3/3 10
Artistic - Active 2/5 2/5 2/5 2/5 2/5
Artistic - Passive 2/5 2/5 2/5 2/5 2/5
Athletic - Braw n 3/7 2/4 7 3/7 5
Athletic - Endurance 2/7 2/5 3 2/7 3
Athletic - Gym nastics 3/7 2/6 3 3/7 3
Aw areness - Search. 2/5 2/6 3 2/5 2/7
Body Developm ent 3/7 2/4 1/2 2/5 6/14
Com bat Maneuvers 3/6 2/6 9 2/5 6/14
Com m unication 3/3/3 4/4/4 2/2/2 3/3/3 2/2/2
Crafts 2/5 2/5 2/5 2/5 2/5
Directed Spells 4 20 2/5 20 3
Influence 3/9 2/7 2/6 2/6 2/4
Lore - General 1/3 1/3 1/3 1/3 1/3
Lore - Magical 2/5 6 2/5 3/6 2/4
Lore - Obscure 3/7 3/7 3/7 3/7 2/5
Lore - Technical 2/6 2/6 2/6 2/6 2/6
Martial Arts - Striking 4 3/6 9 6 9
Martial Arts - Sw eeps 4 3/8 9 6 9
Outdoor - Anim al 2/7 1/3 3 2/6 3/6
Outdoor - Envirom en. 2/5 1/3 6 2/6 3/6
Pow er Aw areness 2/7 8 2/5 6 2/5
Pow er Manipulation 3/6 9 2/5 3/6 2/5
Pow er Point  Devel. 4 10 3 4 2
Self Control 2/7 2/7 5 2/7 5
Special Attacks 3 1/4 8 2/4 6
Special Defenses 30 13 20 15 20
Spells Other - - - - -
Spells Ow n Base Lists 3/3/3 - 2/2/2 3/3/3 2/2/2
Spells Ow n Closed 5/5 23 2/2/2 5/5 2/2/2
Spells Ow n Open 4/4 14 2/2/2 4/4 2/2/2
Subterf. - Mechanics 4 3/9 7 7 7
Subterfuge - Attack 4 2/5 8 8 8
Subterfuge - Stealth 2/7 1/4 6 5 5
Tech./Trade - General 3/7 3/7 3/7 3/7 3/7
Urban 3/9 4 3 3 3
Weapon - first 4/10 1/5 9 2/7 7
Weapon - second 6 2/5 20 3/9 10
Weapon - third 7 3/8 20 4 12
Weapon - forth 8 4 20 4 12
Weapon - fifth 10 4 20 4 12
Weapon - sixth 15 6 20 6 20
Weapon - seventh 15 6 20 6 20
MA Com bat Maneuvers 4 4 9 6 9



Abbreviations 
DP Development Point 
FRPG Fantasy RolePlaying Game 
HARP High Adventure Roleplaying 
RM Rolemaster 
RM2 Rolemaster 2nd edition 
RMSS Rolemaster – The standard system 
RMFRP Rolemaster Fantasy Roleplaying 
RMX Rolemaster Express 
TP Training Package 
 
 


	Simplifying the RMSS/RMFRP skill system
	Introduction 2
	The simplified skill system 2
	Removal of skill category development 2
	The reduced skill set 3
	Armor 3
	Artistic 3
	Athletic 3
	Awareness 3
	Body Development 3
	Combat Maneuvers 3
	Communication 3
	Crafts 3
	Directed Spells 4
	Influence 4
	Lore 4
	Martial Arts 4
	Outdoor 4
	Power (Magical) 4
	Self Control 4
	Special Attacks & Defenses 4
	Spells 4
	Subterfuge 4
	Technical/Trade 4
	Urban 5
	Weapons 5
	Skill development rules 5
	Restricted, Everyman and Occupational skills 5
	Effect on Training Packages 6
	Summary of the changes 6
	New Development Point costs for the professions 7
	Animist, Bard, Cleric, Dabbler, Fighter, Healer, Illusionist
	Magent, Magician, Mentalist, Monks 8
	Mystic, Mythic, Lay Healer, Layman, Paladin, Ranger 9
	Rogue, Sorcerer, Astrologer, Thief, Warrior Monk, Armsmaster
	Elementalist, Swashbuckler, Seer, Nightblade, Warrior Mage 1
	Elemental Champion, Barbarian, Hybrid Priest, Semi Priest, P
	Abbreviations 13
	Introduction
	The simplified skill system
	Removal of skill category development
	The reduced skill set
	Armor
	Artistic
	Athletic
	Awareness
	Body Development
	Combat Maneuvers
	Communication
	Crafts
	Directed Spells
	Influence
	Lore
	Martial Arts
	Outdoor
	Power (Magical)
	Self Control
	Special Attacks & Defenses
	Spells
	Subterfuge
	Technical/Trade
	Urban
	Weapons

	Skill development rules
	Restricted, Everyman and Occupational skills
	Effect on Training Packages
	Summary of the changes
	New Development Point costs for the professions
	Animist, Bard, Cleric, Dabbler, Fighter, Healer, Illusionist
	Magent, Magician, Mentalist, Monks
	Mystic, Mythic, Lay Healer, Layman, Paladin, Ranger
	Rogue, Sorcerer, Astrologer, Thief, Warrior Monk, Armsmaster
	Elementalist, Swashbuckler, Seer, Nightblade, Warrior Mage
	Elemental Champion, Barbarian, Hybrid Priest, Semi Priest, P


	Abbreviations


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /All
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /SyntheticBoldness 1.00
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveEPSInfo true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /FRA <>
    /ENU (Use these settings to create PDF documents with higher image resolution for improved printing quality. The PDF documents can be opened with Acrobat and Reader 5.0 and later.)
    /JPN <FEFF3053306e8a2d5b9a306f30019ad889e350cf5ea6753b50cf3092542b308000200050004400460020658766f830924f5c62103059308b3068304d306b4f7f75283057307e30593002537052376642306e753b8cea3092670059279650306b4fdd306430533068304c3067304d307e305930023053306e8a2d5b9a30674f5c62103057305f00200050004400460020658766f8306f0020004100630072006f0062006100740020304a30883073002000520065006100640065007200200035002e003000204ee5964d30678868793a3067304d307e30593002>
    /DEU <>
    /PTB <>
    /DAN <>
    /NLD <>
    /ESP <>
    /SUO <>
    /ITA <>
    /NOR <>
    /SVE <>
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [612.000 792.000]
>> setpagedevice


