	MT-2
	Maneuver Table

	
	General
	Interaction & Influence
	Disarm Trap & Pick Lock
	Read Rune & Use Item
	Perception & Track

	< -25

(Blunder)
	You fail spectaculry. If possible, your action has the opposite effect from what you intended
	Your blatant attempt at coercion alienates your audience. They are influenced to do the opposite of what you were attempting to get them to do. Until a major change occurs, all your attempts to influence them will fail.
	If picking a lock: lockpick is broken and stuck in the lock, rendering it unopenable until removed (by someone other than you). Any traps connected to the lock are set off. If disarming a trap, it got activated.
	The spells/abilities contined in the item/rune paper are activated against you. Any runes on the rune paper are gone. You wil never be able to use spells/abilities contained in the item.
	You not only fail to get any valid info, you pick up invalid information due to a misconception or improperly sensed details. You may never try on the same topic in the same area.

	-25 to 04

(Absolute Failure)
	Incompetence causes a mental lapse. Any static actions taken in the next 10 minutes will result in (Failure)
	Your audience rejects you. You lose confidence and your air of authority. Any influence attempts in the next hour will result in (Failure)
	You develop a mental block on this lock/trap. Any further attempts will fail. There is a 50% chance the trap will activate.
	You have a mental block on this rune/item and will fail every time you try to read/use it. There is a 50% chance the spell will activate
	Confusion causes a mental lapse. This perception roll and any other perception rolls made in the next 10 minutes will result in (Failure)

	05-75

Failure)
	You have failed. You may not try the same action in the same place for 1 day.
	You have failed. Your audience will not be receptive to any of your attempts for at least 1 day.
	You have no idea how to pick/disarm this lock/trap. You can make a Perception roll after 24 hr. If it succeeds, you can try again. 20% chance the trap will activate.
	Currently you have no idea how to read/use this rune/item. When you gain a level you can try again. 20% chance the spell will activate.
	You gain no information, but you think you have learned everything available. You can't try on the same topic in the same place for 1 day.

	76-90

(Partial Succes)
	If partial succes is possible, you accomplish 20% of the action. You may not try the ame action in the same place for 1 hour.
	Your audience is still listening. You may continue to influence them.
	You have figured out a part of the lock/trap. Wait 10 minutes before trying again.
	You have an intuitive feeling for the rune/item. You learn what it contains and may try to learn it in a week.
	You gain some information but you're not aware of the fact that you missed something. May not try for again for 1 hour.

	91-110

(Near Succes)
	If partial succes is possible, you pull off 50% of the action. You may try again after 1 minute.
	Your audience is becoming more friendly. +20 to your next influence roll. Keep talking.
	Almost had it. If you rest for half a minute you may try again with a +5 bonus.
	You almost had it. You learn about the contents. If you rest for 24 hours and meditate for 2 hours, you may try again with a +10 bonus.
	You gain some information, but you know there's more. You may try again after a minute of resting.

	111-175

(Success)
	Your static action was succesfull.
	You have influenced your audience
	The lock/trap is picked/disarmed. +50 to all attempts to pick/disarm this lock/trap.
	You learn 1 spell or ability from the rune ot item. You may use the spell when you hold the item. You learn others, but must roll to be able to use them.
	You gain all of the information on the topic you that required the roll.

	> 175

(Absolute Succcess)
	Your action is succesful and you get a +20 to further actions for the next 10 minutes.
	Not only did you influence your audience, you receive +50 on influencing them until you cause them to lose confidence in you.
	In the future you can automatically pick/ disarm this and identical locks/traps. You get a +10 for all similar locks/traps.
	You learn all from the rune item and may use it whenever you hold it.
	You learn everything about the area, not just on the topic you rolled for. +10 to all perception rolls in the next 10 minutes

	Modifications

	        +30…Routine

        +20…Easy

        +10…Light

            0…Medium

         -10…Hard

         -20…Very Hard

         -30…Extremely Hard

         -50…Sheer Folly

         -70…Absurd


	+50 - audience personally loyal or devoted to character

+20 - audience is hired by character


	
	-30 - caster's realm if different than the item's

-10 - the spell or ability is not known

+20 - the spell is known

+30 - the character can cast the spell
	+20 - player states that he is looking for specific information


	MT-1
	Moving Maneuver Table

	
	Routine
	Easy
	Light
	Medium
	Hard
	Very Hard
	Extremely Hard
	Sheer Folly
	Absurd

	<-150
	F
	F
	F
	F
	F
	F
	F
	F
	F

	-150 to -101
	10
	F
	F
	F
	F
	F
	F
	F
	F

	-100 to -51
	30
	10
	F
	F
	F
	F
	F
	F
	F

	-50 to -26
	50
	30
	5
	F
	F
	F
	F
	F
	F

	-25 to 0
	70
	50
	10
	5
	F
	F
	F
	F
	F

	01 to 20
	80
	60
	30
	10
	5
	F
	F
	F
	F

	21 to 40
	90
	70
	50
	20
	10
	5
	F
	F
	F

	41 to 55
	100
	80
	70
	30
	20
	10
	5
	F
	F

	56 to 65
	100
	90
	80
	40
	30
	20
	10
	F
	F

	66 to 75
	100
	100
	90
	50
	40
	30
	20
	5
	F

	76 to 85
	100
	100
	100
	60
	50
	40
	30
	10
	F

	86 to 95
	100
	100
	100
	70
	60
	50
	40
	20
	5

	96 to 105
	110
	100
	100
	80
	70
	60
	50
	25
	10

	106 to 115
	110
	110
	100
	90
	80
	70
	60
	30
	20

	116 to 125
	120
	110
	110
	100
	90
	80
	70
	40
	30

	126 to 135
	120
	120
	110
	100
	100
	90
	80
	50
	40

	136 to 145
	130
	120
	120
	110
	100
	100
	90
	60
	50

	146 to 155
	130
	130
	120
	110
	110
	100
	100
	70
	60

	156 to 165
	140
	130
	130
	120
	110
	110
	100
	80
	70

	166 to 185
	140
	140
	130
	120
	120
	110
	110
	90
	80

	186 to 225
	150
	140
	140
	130
	120
	120
	110
	100
	90

	226 to 275
	150
	150
	140
	130
	130
	120
	120
	100
	100

	>275
	160
	150
	150
	140
	130
	130
	120
	110
	100

	
	
	
	
	
	
	
	
	
	


