���-500/>	Like some animals get a sixth sense 


	about impending danger, you woke up 


	this morning feeling scared.  You now 


	know why.  Sauron  having heard of 


	your adventures has decided that he 


	and 1-9 of his Nazgul would track you 


	down and kill you for some light 


	entertainment.   They have just 


	appeared in front of you.   Good luck.


-499/475	In a extraordinary twist of fate Sauron 


	just  happened to be travelling by


	this way.  Not knowing who he was, but 


	sensing that he was evil (I think the 


	sacrificed woman gave it away) you 


	challenged him to mortal combat.  He 


	now stands before you ready to do 


	battle.  But you never know, he could 


	take pity.  Not.


-474/450	Minding your own business you 


	accidentally stumble into a astral 


	plain that appears briefly in front of 


	you.  You now find yourself all alone


	and in front of beast.  Don’t worry


	though - it’s only the Balrog of Moria.


-449/440	During your turn at watch you fall 


	asleep.  While asleep a large spider in 


	the woods near your camp sees what 


	has happened and injects you with his 


	poison, putting you into a coma like 


	sleep.  Placing you in a cocoon he 


	takes your body to his master.  After two 


	hundred years you are now awakened 


	by the spiders master, a creature called 


	Shelob.  Did anyone every tell you that 


	you look very appetising to a spider, 


	especially with nothing on (not that 


	any pitiful thing you had would have 


	helped).


-439/430	With a trail of pillaging and destruction


	a very angry dragon has found you all 


	by yourself.  Have a nice day.



































��-429/420	Leaping to the rescue of a beautiful 


	young woman whom you think is being 


	attacked by a old man, you


	 accidentally 	hit him a bit harder than 


	you intended 	and kill him.  The man, 


	who is actually the father of the woman 


	and was helping his daughter who has 


	a medical problem, was a personal 


	favourite student of your God,  and was 


	a very loyal and devoted follower.  


	Having really pissed off your God he


	decides to permanently reduce your


	temporary  stats by 10 and removes the 


	chance of any potential increase for 


	any stat.


-419/410	One of your party members is injured 


	and as you are the only one around, 


	asks you for help.  Unfortunately your 


	organisational ability isn’t all it is 


	cracked up to be and you have a few 


	herbs mixed up.  Instead of healing him 


	you give him a poison which kills him 


	instantly.   There is a 80% chance that 


	the rest of the party will try and kill


	you, and a 19% chance they will throw


	you out of the party.  You guessed it - 


	there is just a 1% chance that they will


	let you stay.


-409/406	You are caught in bed with the Kings 


	only daughter.  You are offered new 


	residence at the Kings jail for 25 +1d100 


	years.  Declining the offer is not 


	advised.


-405/404	Do you feel stupid or what.  You just


	can’t seem to go up as fast as


	the rest - you gain only 1/2 experience


	points.  Maybe you should have stayed


	awake at school.


-403	A Evil Deity that has been tracking


	you down, has finally caught up with 


	you.  Waiting until you are alone, he


	makes his move.


-402	You don’t seem to go up in levels as


	fast as your friends - you gain only 3/4


	experience points.


-401	You are unlucky with animals.  No


	animal will allow you to ride it and


	there is a 40% chance that any


	animal within 10’ will attack you.


-400	Roll the percentile again.  Add and


	subtract this from four hundred  


	and take both results.


�
-399/392	A freak earthquake strikes the region.


	Take a +50 crush attack as you fall 


	down a crack in the earth.


-391/385	Your friends have repeatedly tried to 


	tell you not to gamble, especially with 


	your luck, but you just can’t give it up.  


	In a  gambling tournament you	loose everything that you and every


	other party member  have (including


	weapons, magical items, armour etc).


	Try explaining this to them.


-384/378	You just cant seem to get it together


	in combat anymore.  The first time


	anyone makes an attack at you


	(melee, missile, spell) they  get


	a +10 bonus for their first attack.


-377/371	A traumatic experience with a X 


	partner leaves all your temporary


	and potential stats reduced by 1.


-370/367	The last time you remember seeing you 


	most potent item/weapon, you were 


	polishing it up a bit.  You must have put 


	it down and walked away without it.  


	You  retraced you steps but someone a 


	lot luckier than you has obviously 


	allowed you to “make his day”.


-366	Your bad luck has become so great 


	that a black cloud will follow you 


	during the daytime for the rest of your 


	life.  When in a building it waits over 


	that building patiently, waiting for you 


	to come out.  There is a additional 20% 


	chance plus local % chance of the 


	cloud giving rain for the entire day, and 


	a 40% chance plus local % chance of 


	some rain during the day.  Many have 


	given you the nickname “The Rain 


	Maker” and you might have been able 


	to cash in on situation, but 


	unfortunately the rain is only large 


	enough to wet YOU and it would take a 


	long long time for it to be even small 


	benefit to the most dry of areas.  People 


	who see you walking down a street will 


	usually cross the street.


-365/357	People feel uneasy around you.


	You have -20 when trying to 


	influence them (Leadership, tale


	telling, acting etc).


-356/350	You gain a permanent disability


	(determined by GM - now you get


	to have some fun).


-349/343	It has been discovered that instead of 


	the previously blamed rival clan, it was 


	infact your family that committed 


	terrible atrocities in your home region.  


	As a consequence all members of your 


	family have a curse placed upon you 


	(determined by GM).


-342/336	You find it very hard to control your 


	thought processes.  As a consequence 


	you are a -10 for all concentration skills.











-335/329	You have been practicing your 


	weapon/magical skills to try and 


	improve them.  This morning you 


	fumble while everyone is asleep 	(prone, surprise etc) and


 	accidentally  injure one of your 	party	members.  Roll Percentile  - 1-20


	=1d4 A crit 21-40 1d4 B crit etc for


	primary weapon/elemental attack.


-328/322	Attacked down a side alley of a small 


	town by a couple of thieves, the party 


	defends itself very well.  During the fight 


	you personally kill one of the bandits.  


	The local guard hear the fighting and 


	come to investigate.  Everyone is taken 


	to the local chieftain, who is informed 


	that you have killed his only son.  Not 


	willing to listen to any claims that you 


	were attacked by his pride and joy, you 


	are thrown in jail for 1d100 days, 


	protesting your innocence all the way.  


	Not everyone is guilty that goes to jail..


-321/315	War breaks out in the region and you


	are “volunteered” to join a side.  I 


	hope your party liked you.


-314/308	You decide to play a practical joke on 


	one of your party members, but it 


	backfires on you when you 


	accidentally injure him/her.  Roll 


	Percentile - 1-20 A crit 21-40 B crit etc 


	for primary weapon/elemental attack.  


	I wonder if they will do anything to 


	repay such humour.


-307/301	Your last battle has left you unstable.


	Your temporary (but not potential) 


	stat used in combat (eg ST, EM etc) is


	reduced by 5, but will automatically


	increase when you gain your next


	level.


-300	Roll the percentile again.  Add and


	subtract this from four hundred


	and take both results.


-299/291	Your information on protocol in this 


	region is totally wrong, and you 


	accidentally offend the local chieftains 


	wife.  You are thrown in jail for 1d20 


	days.  Maybe next time you will think 


	before you open that big trap of yours.


-290/281	You are now a wanted criminal in this


	area and locals will attempt to arrest


	you on sight.  Your crime was to horrid


	for me to mention it.


-280/271	You are attacked by creatures


	appropriate for the area and


	climate.  You and your party will


	get no experience points for this


	encounter.


-270/261	You loose all of your money to a pick-


	pocket in the street.


-260/251	You are thrown out of a guild/society


	that you belonged to, due to


	allegations of un-professionalsim and


	misconduct.


-250/241	You loose a minor item, but don’t 


	really care.


-240/231	Stress has a way of catching up with 


	you, and you suffer a minor injury which 


	will heal in 1d10 days.


-230/221	You have run out of food but your pride


	stops you from telling the rest of the


	party.  You will starve yourself for


	up to 1d6 days before saying


	something.


-220/211	War between local tribes breaks out.


	Add 10% to your chance of a 


	encounter.


-210/201	A blight strikes the local area.  The 


	main crops are hard hit and prices 


	rise by 50% for food.


-200	Roll the percentile again.  Add and


	subtract this from two hundred  


	and take both results.


-199/196	Harsh winds bring a brief drought.


-199/151	You loose a minor item.


-150/96	You catch a cold.


-95/+5	You feel lousy.


+6/50	LIFE IS BORING.


+51/95	LIFE PROCEEDS AS USUAL.


+96/150	Life feels good.


+151/199	You gain a minor item.


+200	Roll the percentile again.  Add and


	subtract this from two hundred


	and take both results.


+201/210	Peace has just been declared by local


	waring tribes.  Take 10% off your


	chance for a encounter.


+211/220	Bumper crops in the area provide


	abundant food at 1/10 the normal


	price.


+221/230	Good weather increases the time


	of travelling by 1/5.


+231/240	You gain a minor item.


+241/250	You see locals working on a community 


	project and decide to help.  In thanks 


	for your assistance you are offered 


	membership of a local guild/society.


+251/260	You double all of your money in a 


	gambling match.


+261/270	The party was asked to clear the area


	of a few troublesome beasts.  The 


	beasts are now with you and the party


	will receive double experience points


	for this encounter.


+271/280	A swift dresser, all armour donning and


	doffing times are reduced by 10%.


+281/290	Unique facial characteristics add a +5


	special bonus to appearance (not


	cumulative).


+291/299	You are now considered a local hero in


	this region and will be treated well


	by most people.


+300	Roll the percentile again.  Add and


	subtract this from three hundred


	and take both results


+301/307	Prejudice against a race of your


	choice gives you a +10 OB against


	that race in combat.


+308/314	You gain a potent item/weapon left


	on a rock by someone.





+315/321	You are finding that your have a


	affinity with weapons use.  Your


	primary weapon cost is halved.


+322/328	Your family name has been cleared.


	Your social class goes up by 2 (to


	a maximum of LUC).


+329/335	People seem to like you.  Gain +10


	when trying to influence them


	(Leadership, tale telling, acting


	etc).


+336/342	You taste bad to monsters.  You have


	a 75% chance that a monster will


	spit you out - he may take one


	bite, but he won’t eat you.


+343/349	A happy experience with a  old


	fling leaves all your temporary


	and potential stats increased by 1.


+350/356	You are really lucky in combat at


	the moment.  The first time you


	make a attack (melee, missile, spell)


	in combat you  get a +10 bonus for your 


	attack.


+357/365	Hard to wound.  All healing occurs


	in half the normal time.


+366	Your always lucky when trying to


	sneak up on someone and ambush


	them.  Gain +10 to your ambush.


+367/377	You have been knighted for a 


	personal act of heroism on behalf of 


	a local member of royalty.


+378/384	You find weapon use easy.  All


	fumbles are reduced by one (to a


	minimum of one).


+385/391	You become the student of a great


	master.  All combat or magical skills


	gain a +10 bonus.


+392/395	One of your back vertebrae just


	popped back into place.  You now


	have +10 to your M/M.


+396/399	Magical affinity.  You may learn two


	spell lists at half normal cost, and


	develop Power points at half normal


	cost.


+400	Roll the percentile again.  Add and


	subtract this from four hundred


	and take both results.


+401	You have a near fatal encounter with


	a demon.  Miraculously you survive,


	and as a result of the experience your


	skin is the equivalent of AT12.


+402	You have this sixth sense about things.


	This negates all surprise attacks


	(including missile).


+403	You are lucky with animals.  You


	have a 30+Em chance of befriending


	any animal within 10’ if concentrating.


+404/405	Your thought process and level prevent


	any presence spells from detecting you.


+406/407	You are going to really see


	improvement in your training -


	Experience gained at 1 1/4 usual.


+408/409	You have great control over your body.


	You are immune to fear, shock and


	stress attacks.





+410/419	You have any one curse, disease or


	disability cured.


+420/429	Going up levels is not going to be


	much of a problem for you in the


	future.  You gain Experience at 1 1/2


	usual.


+430/439	Luck in combat reduces all hit points


	against you by 1d20, and all criticals


	reduced by one (to a minimum of a


	A).


+440/449	If a Pure spell user, semi or hybrid, you


	now gain your PP’s on the Channelling 


	Power Point Chart using the Concerned


	column.  If a pure arms user you now 


	have the Holy Warrior (Paladin Base


	list) to 50th level, PP Development cost


	of 3, and you roll as above.


+450/474	You successfully complete a quest 


	given to you by your God.  He/she is 


	really pleased with you and as a gift 


	decides to increase all your temporary


	and potential stats by 10 - for every


	stat.


+475/499	Having shown the most extreme


	devotion and loyalty, you have put the 


	life of your God and his followers above 


	your own life,   Because of such 


	dedication you are now one of your 


	God’s champions.  This honour includes 


	been bestowed with all of his/her 


	powers (not items).   Your God wishes


	to give you a quest (Determined by


	GM).  Part of your morning ritual


	now includes a hour of praying to your


	God.  PP are most definitely now only 


	rolled on the Channelling PP Table 


	under the concerned column.


+500/>	As above, except you gain items similar


	to that of your God, and maintain 


	communication with your God at will.
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