	Attribute Modifiers
	Target numbers
	Recognition Tests

	Level
	Mod
	Difficulty
	TN
	Base Difficulty
	Region/Society

	0-1
	-3
	Simple
	5
	TN 5
	Local:    Hobbiton, Minas Tirith

	2
	-2
	Routine
	10
	TN 10
	Area:    South Farthing, Dol Amroth

	3
	-1
	Challenging
	15
	TN 15
	Region:    Shire, Enedwaith, Eastfold

	4-7
	0
	Difficult
	20
	TN 20
	Realm:    Eriador, Gondor, Rohan

	8-9
	+1
	Virtually Impossible
	25
	TN 25
	World:    Middle Earth

	10-11
	+2
	AtTribute/reaction
	Recognition Mod
	Situation

	12-13
	+3
	2d6 + Attribute/Reaction
	0
	Target of same race

	14-15
	+4
	modifier + other modifiers
	-1
	Target of friendly/allied race

	16-17
	+5
	Skill Test
	-2
	Target of Hostile race

	18+
	+1 per
	2d6 + Skill Rank + Attribute
	+1
	Target of same order

	
	2 levels
	modifier + other modifiers
	+2
	Target of same elite order

	Degree of Success
	Renown Mod
	Renown

	Test Result
	Degree of Success or Failure
	Time
	+/- 0
	Renown 1-5

	11+ below TN
	Disastrous Failure
	x1.5
	+/- 1
	Renown 6-10

	6-10 below TN
	Complete Failure
	x1
	+/- 2
	Renown 11-15

	1-5 below TN
	Failure (-2 to try again)
	x1
	+/- 3
	Renown 16-20

	Result = TN
	Marginal Success
	x1
	+/- 4
	Renown 21-25

	1-5 above TN
	Complete Success
	x0.75
	+/- 5
	Renown 26-30

	6-10 above TN
	Superior Success
	x0.5
	Physical Test Modifiers

	11+ above TN
	Extraordinary Success
	x0.25
	Condition
	Modifier

	
	Visibility & Lighting
	

	
	Clear visibility/ideal lighting
	0

	
	Dim lighting
	+/- 2

	Test Variants (page 224)
	Darkness
	+/- 5

	Opposed Tests
	Light smoke/fog
	+/- 2

	Opponent’s roll = TN to determine degree of success/failure
	Dense smoke/fog
	+/- 5

	Extended Tests
	Light rain
	+/- 1

	1) Determine skills or attributes involved and affinities (if any)
	Heavy rain
	+/- 3

	2) Determine number of test stages and time interval for each
	Extreme Temperature
	

	3) Set the TN for each stage and total the TNs for all stages
	Temperate
	0

	4) Roll for each test consecutively, until each test succeeds
	Uncomfortable heat/cold
	+2

	5) For each test that succeeds, add the test results together
	Extreme heat/cold
	+5

	6) When the test total exceeds the total TN for all stages, the
	Terrain
	

	Extended test is completed
	Flat/unobstructed terrain
	0 

	7) Time taken to complete the test = total # of attempts made
	Uneven/lightly obstructed terrain
	+/- 3

	(successes and failures) x time interval for each stage 
	Broken/heavily obstructed terrain
	+/- 5 to 10

	modified by Time multiplier from Degree of Success Table
	On moving ship/boat
	+/- 2

	Combined Tests
	Slick surface/uncertain footing
	+/- 3

	1) Determine TN for Combined Test attempt
	Slippery surface/poor footing
	+/- 7

	2) Choose one participant to be the leader/coordinator for the
	Disadvantageous position
	+3 to +9

	Combined Test attempt
	Advantageous position
	-3 to -6

	3) Each participant except the Leader rolls against the test’s 
	Equipment Modifiers
	Modifier

	TN(-5) to determine their effective contribution to the
	Adequately equipped
	0

	Leader’s test attempt, according to the table below:
	Inadequately equipped/using inferior tools
	+5

	Marginal or Complete Success
	+1 to Leader’s roll
	Using jury-rigged/makeshift tools
	+10

	Superior Success
	+2 to Leader’s roll
	Totally unequipped
	+15

	Extraordinary Success
	+3 to Leader’s roll
	Character well-equipped/superior tools
	-5

	Failure
	+0 to Leader’s roll
	Size Modifiers
	Modifier

	Complete Failure
	-1 to Leader’s roll
	Character is two sizes larger than target
	+4

	Disastrous Failure
	-2 to Leader’s roll
	Character is one size larger than target
	+2

	4) Add the participant’s bonuses and penalties together
	Character and target are the same size
	0

	to obtain one modifier for the Leader’s test roll
	Character is one size smaller than target
	-2

	5) Leader rolls against the test’s TN (adding the modifier from
	Character is two sizes smaller than target
	-4

	step 4) to determine the group’s degree of success or failure 
	Other Modifiers
	Modifier

	Social Test Modifiers
	Off-hand penalty
	+8

	Condition
	Modifier
	Academic Test Modifiers

	Interaction Stance
	
	Condition
	Modifier

	Subject is loyal/devoted
	-10
	Character is in comfortable surroundings
	0

	Subject is friendly/pacifistic
	-5
	Memory Loss
	

	Subject is indifferent
	0
	Character suffering mind altering drug/toxin
	+5 to +10

	Subject is aggressive/unfriendly
	+5
	Character suffering selective amnesia
	+3 to +9

	Subject is hostile/violent
	+10
	Character suffering near total amnesia
	+10 to +15

	Subject speaks a different native language
	0 to +15
	Distractions
	

	Subject is the same race as character
	0 to -5
	Character is in life-threatening situation
	+5 to +10

	Subject and character are different races
	0 to +10
	Character surrounded by loud noise/talking
	+3 to +6

	Environmental factors impair communication
	+3 to +9
	Character affected by environmental factors
	½ Physical

	Character demonstrates evidence or sincerity
	-3 to -9
	
	Modifier


