— Lamentations of the Flame Princess —
d12 Skill System

X

New di2 Skill Rules:

4 Replace the d6 Skill-Die with a di2.

€ All d12 based Skills start at 2. (16.66% chance.)

9 Everyone adds their relevant ability modifier to their Skills.
Negative modifiers cannot reduce a Skill past 1 (8.33% chance.)

4 The Specialist alone can freely upgrade skills;
4 Points per level (8 at Level-1.)

9 Success is a d12 roll equal-or-under your total Skill + Modifier.

4 a12-in-12 skill fails on 2d12 rolling Double-1’s or Double-127s.
This gives a 1.38% chance a failure (vs 2.78% from the rulebook.)

Notes:

& The Sneak Attack damage multiplier stays a d6 and requives 2 points per
pip advancement.

7 Open Doors 15 non-increasing and strictly Strength modifier based.

= Both skills stavt with 1 pip, as per usual. Neither can go below 1.

Demihuman Racial Skills:

4 Dwarves begin with a 6-in-12 Search skill (replacing Architecture.)

4 Elves begin with a g4-in-12 Search skill. (Alternatively, replace with Knowledge.)
4 Halflings begin with 6-1n-12 Bushcraft and 10-1n-12 outdoor Stealth.

Demihuman Skill advancement leveling stays the same; simply multiply
the listed numbers in the rulebook by 2.
(ze: @ Halfling’s 3-in-6 Bushcraft becomes 6-in-12. Add modifiers as noted.)

Skill List:
[DEX] Acrobatics [Balance, Climb, Jump, Tumble]
[ WIS] Bushcraft [Handle Animal, Survival]
[INT] Knowledge [Appraisal, History, Religion, Lore]
[INT] Language [Decipher Script, Fluemv Forgery]
[WIS] Medicine [Healing Arts] (Heals 1d4. x Healer Level. Requires Medkit.)
[STR] Open Doors
[ WIS] Search [Find Traps & Doors, Investigate, Spot]
[DEX] Sleight-of-Hand [Pick-Pocket, Hide Item]
[CHA] Speechceraft [Bluff, Intimidate, Perform]
Sneak Attack [Damage Multiplier]
[DEX] Stealth [Hide, Move Silently]
[DEX] Tinkering [Lockpicking, Remove Traps]
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