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Talent Trees
 The following is a collection of talent trees culled 
from Sword’s Edge Publishing “Roles and Classes” 
collection. These talent trees come from the Capable 
Hero, the Combat Hero, the Covert Hero, the 
Counter-Terrorism Assaulter, the Special Operations 
Marksman, and the Spec Ops Recce. 

How do I use these Talent Trees?
 The talent trees collected here have been genericized 
so that they can be used by any class. Basic classes 
already have access to talent trees. If it is the desire of 
the GM, any talent tree from this product can be used 
alongside or in place of a standard, basic class talent 
trees. Therefore, when a Fast Hero is allowed to choose 
a talent from a talent tree upon reaching 3rd level, the 
GM may decide that along with the Defensive and 
Increased Speed talent trees, the Fast Hero may also 
choose a talent from the Firearms Training or the Skill 
talent trees.
 Many advanced and prestige classes do not have 
access to talent trees. If the GM so desires, talent trees 
may be offered in place of class features. However, 
class features are offered on a much more regular 
basis than talents. It is recommended that if the GM 
desires to include talent trees for classes that usually 
have class features, the characters are allowed access to 
talent trees in any odd numbered level that regularly 
provides access to a class feature. This access to talent 
trees replaces access to class features. A class feature 
thus removed, is available in place of the class feature 
that follows, so that the class features are all shifted to 
a higher level.
 As an example, the Soldier advanced class has 
class features and does not usually have access to talent 
trees. The GM of a campaign has decided that the 
Assault talent tree makes sense for a Soldier. If access 
is allowed only in odd numbered levels that usually 
access class features, a Soldier character could access 
talent trees at levels 1, 5 and 7. If a player chose to 
access CQD at 5th level, the character would not 
acquire Improved Critical at that level. Instead, the 
character would acquire Improved Critical at 7th level, 
in place of Improved Reaction. If the player decided to 
access Breaching at 7th level, the character would not 
acquire Improved Critical until 8th level, and would 

then acquire Improved Reaction at 10th level.
 As another example, let us say the GM of a campaign 
decides that the Shadow Slayer advanced class should 
have access to the Assault talent tree. A Shadow Slayer 
character could access talent trees at levels 1, 5 and 7. If 
the character had the prerequisites and wanted to access 
CQD at 1st level, the character would not acquire 
Detect Shadow until 2nd level. Therefore, this same 
character could not acquire Shadow Immunity until 
4th level. If the character chose to acquire Breaching 
at 5th level, the character would not acquire Slayer 
Weapon until 7th level. If at 7th level the character 
took Instinctive Shooting, the character would not 
acquire Slayer Weapon until 8th level. This character 
would then acquire Shadow Enemy at 10th level, and 
would never acquire the second Shadow Enemy, Fast 
Healing, or Word of Slaying.
 If the GM desires more regular access to talent 
trees, the class features of an advanced or prestige class 
could be linked together as a talent tree itself, presented 
in the same order, with each talent/class feature having 
the preceding talent/class feature as a prerequisite. So, 
for the Soldier, the talent tree would start with Weapon 
Focus, which does not have a prerequisite (other than 
proficiency in the weapon chosen, as per the class 
feature). The Soldier talent tree would then follow 
with Weapon Specialization, having Weapon Focus 
as its prerequisite, then Tactical Aid with Weapon 
Specialization as its prerequisite. 
 In this case, the Soldier advanced class could 
then access talent trees, including the Soldier talent 
tree, at every level in which a class feature now exists. 
Therefore, a Soldier character could access talent trees 
at levels 1, 2, 4, 5, 7, 8, and 10. If the GM feels this 
access to talents is too frequent, she can change the 
“special” field in the Soldier table to reflect the basic 
classes, with access to talent trees every odd numbered 
level and access to bonus feats every even numbered 
level. This may require increasing the number of feats 
available as bonus feats.
 These talent trees are also available to be used for 
individuals who would like to design a new basic, 
advanced or prestige class. Prerequisites could be 
changed to better suit the new class, but otherwise the 
talent trees are ready to be plugged in. 

Rules Regarding Talent Trees
 No talent can be selected more than once unless 
expressly indicated. 
 When a talent indicates that a character may add 
an ability modifier to a roll, negative modifiers are not 
used. If the character has a 0 modifier or less, no bonus 
is applied.

Assault Talent Tree
The Assault talent tree is based on the room-clearing 
and hostage rescue training most special operations 
forces undergo. Further, many light infantry units are 
receiving this training as combat in urban and built-up 
areas is becoming more common. A character qualified 
for any type of police force Special Weapons And 
Tactics (SWAT) unit will also receive assault training. 
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CQD:
CQD stands for Close Quarters Drill. When fighting 
in close quarters (room, shed, aircraft cabin, etc), 
the character incurs no attacks of opportunity when 
making any kind of ranged attack, even when using 
ranged weapons in melee combat.
 Prerequisite: Disable Device 6 ranks, Knowledge 
(tactics) 4 ranks, Move Silently 6 ranks, Spot 6 ranks; 
Advanced Firearms Proficiency, Personal Firearms 
Proficiency, Precise Shot.

Breaching:
Breaching is the term applied to entering an area during 
an assault. This may mean going through a door, a 
window or even a hole blasted in a wall by explosives. 
When entering an area during an assault or entering 
an area in which resistance is expected, the character 
always acts in the surprise round with a +4 bonus to 
initiative in the surprise round and the first round of 
regular combat. This modifier only affects the first 
round of regular combat so the character’s position in 
the initiative order may change after the first round.
 Prerequisite: CQD

Defensive Aid:
This talent reflects rigorous training in hostage rescue 
scenarios. As a move equivalent action, the character 
can provide Defensive Aid to any individual within the 
character’s reach. The character must spend an action 
point to trigger this talent.
 Defensive Aid provides a +1 bonus to defense and 
saving throws.
 Prerequisites: Breaching 

Instinctive Shooting:
Instinctive shooting is a term referring to a type of 
training common to CT and HR forces. This talent 
allows the character to instantly identify and engage 
hostile targets while also identifying and not engaging 
friendlies. This is an important skill in a hostage 
situation. The Instinctive shooting talent provides the 
benefit of the Quick Draw feat. If the character has the 
Quick Draw feat or later acquires it, the talent provides 
a +2 modifier to initiative checks when the character is 
using personal firearms.
 Further, when the character spends an action point, 
the Instinctive Shooting talent allows the character to 
automatically confirm any critical threat during the 
surprise round and critical threats against flat-footed 
opponents in regular combat.
  Prerequisites: Breaching

Clear the Room:
In most situations, characters involved in an assault 
will be armed with automatic weapons capable of burst 
fire. When using a weapon that has either automatic or 
burst fire capacity, the character can subject opponents 
to autofire but will not subject any friendly or non-
hostile targets to the effects of autofire. The autofire 
attack is made as per the normal rules, but the 
character may choose which targets in the area of effect 
are subject to the autofire attack. Those targets that are 
subject to the autofire attack must make a Reflex save 

as per the autofire rules or be subject to damage.
 The Clear the Room class feature may also be used 
with the Strafe feat.
 When using this talent, the character may make 
an autofire or strafe attack with weapons that have 
automatic and burst fire capacity or weapons that have 
burst fire but do not have automatic fire capacity.
 Using the Clear the Room talent uses six bullets 
even when using a weapon with a burst setting. The 
Clear the Room talent may only be used with a weapon 
that has at least six bullets loaded.
  Prerequisites: Instinctive Shooting.

Combatant’s Leadership 
Talent Tree
The character has a talent for leadership and 
inspiration. 

Coordinate:
The character has a knack for getting people to work 
together. When the character can spend a full round 
directing her allies and makes a Charisma check (DC 
10), the character provides any of her allies within 30 
feet a +1 bonus on their attack rolls and skill checks. 
The bonus lasts for a number of rounds equal to the 
character’s Charisma modifier. 
 The character can coordinate a number of allies 
equal to one-half her Charisma modifier (with a 
minimum of one ally). 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.
 
Inspiration:
The character can inspire her allies, bolstering them 
and improving their chances of success. An ally must 
listen to and observe the character for a full round for 
the inspiration to take hold, and the character must 
make a Charisma check (DC 10). The effect lasts for 
a number of rounds equal to the character’s Charisma 
modifier. 
 An inspired ally gains a +2 morale bonus on saving 
throws, attack rolls, and damage rolls. 
 A character can’t inspire herself. The character 
can inspire a number of allies equal to one-half her 
Charisma modifier, rounded down (with a minimum 
of one ally). 
 Prerequisite: Coordinate. 

Combatant’s Powerful 
Talent Tree
The character has learned to use her strength to its 
fullest potential.

Extre me Effort:
The character can make an extreme effort. The effort 
must relate either to a Strength check or a Strength-
based skill check. The character must decide to use this 
ability before making the check. 
 The effort requires a full-round action and provides 
a +2 bonus on the check. 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.
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Ignore Hardness:
The character ignores 1 point of an object’s hardness 
when making a melee attack to break it. 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

Melee Smash:
The character receives a +1 bonus on melee damage. 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

Combatant’s tough 
Talent Tree
The character is physically tougher than others.

Damage Reduction: The character ignores 1 
point of damage from melee and ranged weapons.
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

Remain Conscious:
The character gains the ability to continue to perform 
actions when she would otherwise be considered 
unconscious and dying. When the character’s hit points 
reach -1, the character can perform as though she were 
disabled, making either an attack action or a move 
action every round until the character reaches -10 hit 
points (and dies) or the character’s hit points return 
to 1 or higher. The character can choose to succumb 
to unconsciousness if she thinks that doing so might 
prevent her from taking more damage. 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

Stamina:
The character recovers twice as fast as normal. So, the 
character recovers 2 hit points per character level per 
evening of rest, 2 points of temporary ability damage 
per evening of rest, and awakens in half the normal 
time after being knocked unconscious.
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

covert defensive Talent Tree
The character is nimble and quick, aware of his environs 
and ready to act in a nanosecond.

Evasion:
Using this talent, a character can avoid even magical 
and unusual attacks with great agility. If he makes a 
successful Reflex saving throw against an attack that 
normally deals half damage on a successful save, he 
instead takes no damage. Evasion can be used only if 
the character is wearing light armor or no armor. A 
helpless character does not gain the benefit of evasion.
 Prerequisite: Hide or Move Silently, 4 ranks; 
Nimble.

Uncanny Dodge:
With this talent, a character can react to danger before 
his senses would normally allow him to do so. He 
retains his Dexterity bonus to Defense even if he is 
caught flat-footed or struck by an invisible attacker. 
However, he still loses his Dexterity bonus to Defense 
if immobilized.
 Prerequisite: Hide or Move Silently, 4 ranks; 
Alertness.

Improved Uncanny Dodge:
A character with this talent can no longer be flanked.
 This defense denies an attacker the ability to 
Sneak Attack the character by flanking him, unless the 
attacker has at least four more character levels than the 
target does.
 If the character has access to Sneak Attack from 
another class, that class’ levels stack when determining 
levels for a Sneak Attack as per above.
 Prerequisite: Evasion, Uncanny Dodge.
covert offensive Talent Tree
The character may or may not be a dedicated 
combatant, but he has learned to take care of himself 
in a fight, and has a few little surprises for any unwary 
opponent.

Opportunist:
Once per round, the character can make an attack of 
opportunity against an opponent who has just been 
struck for damage in melee by another character. This 
attack counts as the character’s attack of opportunity 
for that round. Even a character with the Combat 
Reflexes feat can’t use the opportunist ability more 
than once per round.
 Prerequisite: Hide or Move Silently, 4 ranks; 
Alertness.

Sneak Attack:
Using this talent, if a character can catch an opponent 
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when he is unable to defend himself 
effectively from his attack, he can strike 
a vital spot for extra damage.
 The character’s attack deals extra 
damage any time his target would be 
denied a Dexterity bonus to Defense 
(whether the target actually has a Dexterity 
bonus or not), or when the character flanks 
his target. This extra damage is 1d6. Should 
the character score a critical hit with a sneak 
attack, this extra damage is not multiplied.
 Ranged attacks can count as sneak 
attacks only if the target is within 30 feet.
 With a sap (blackjack) or an unarmed 
strike, a character can make a sneak attack 
that deals nonlethal damage instead of lethal 
damage. He cannot use a weapon that deals 
lethal damage to deal nonlethal damage in a sneak 
attack, not even with the usual -4 penalty.
 A character can sneak attack only living creatures 
with discernible anatomies--undead, constructs, oozes, 
plants, and incorporeal creatures lack vital areas to 
attack. Any creature that is immune to critical hits is 
not vulnerable to sneak attacks. The character must be 
able to see the target well enough to pick out a vital 
spot and must be able to reach such a spot, therefore 
a character cannot sneak attack a creature with 
concealment or when striking the limbs of a creature 
whose vitals are beyond reach.
 A character can take this talent multiple times; 
each time it adds 1d6 to the extra damage inflicted. 
 Prerequisite: Hide or Move Silently, 4 ranks; 
Stealthy.

Crippling Strike:
A character with this talent can Sneak Attack opponents 
with such precision that his blows weaken and hamper 
them. An opponent damaged by one of his Sneak 
Attacks also takes 2 points of Strength damage. Ability 
points lost to damage return on their own at the rate of 
1 point per day for each damaged ability.
 Prerequisite: Sneak Attack

covert scout Talent Tree
The character has the training and skills necessary to 
detect dangers.

Skill Mastery:
The character becomes so certain in the use of certain 
skills that he can use them reliably even under adverse 
conditions.
 Upon gaining this ability, he selects a number 
of skills equal to 3 + his Intelligence modifier. When 
making a skill check with one of these skills, he may 
take 10 even if stress and distractions would normally 
prevent him from doing so. A character may gain this 
talent multiple times, selecting additional skills for it 
to apply to each time.
 Prerequisite: Hide or Move Silently, 4 ranks; 
Stealthy.

Trapfinding:

Characters 
can use the 
Search skill to locate t r ap s 
when the task has a Difficulty Class higher than 20. 
Finding a nonmagical trap has a DC of at least 20, or 
higher if it is well hidden. Finding a magic trap has a 
DC of 25 + the level of the spell used to create it.
 Character can use the Disable Device skill to 
disarm magic traps. A magic trap generally has a DC 
of 25 + the level of the spell used to create it.
 A character who beats a trap’s DC by 10 or more 
with a Disable Device check can study the trap, figure 
out how it works, and bypass it (with his party) without 
disarming it.
 Prerequisite: Hide or Move Silently, 4 ranks; 
Alertness.

Trap Sense:
The character gains an intuitive sense that alerts him 
to danger from traps, giving him a +1 bonus on Reflex 
saves made to avoid traps and a +1 dodge bonus to 
Defense against attacks made by traps.
 A character can take this talent multiple times; 
each time increasing his bonuses by +1.
 Trap sense bonuses gained from multiple classes 
stack.
 Prerequisite: Trapfinding.
craft Talent Tree
The character has learned many secrets regarding the 
manufacture of items.

Craft Competence:
The character has studied the manufacture of goods 
relating to any single Craft skill to such a degree, that 
she can create items quickly without detracting from 
the quality of the item. When the character begins the 
process of creating an item, she makes a Craft skill check 
(DC 20) adding the character’s Wisdom modifier as a 
bonus. If the character succeeds, the time needed to 
create the item is halved. Other circumstances or skills 
that reduce the time are figured into the time to create 
the item first and then this amount is halved.
 Prerequisite: Craft (any specific), 4 ranks.

Made to Last:
Items created by the character are made of such 



�

excellent material and with such skill that they are 
extremely durable. When the character has completed 
an item, she makes a Craft skill check (DC 20) adding 
the character’s Wisdom modifier as a bonus. If the 
character succeeds, the item is considered durable. 
 Durable items receive a +1 enhancement bonus to 
any save. The Hardness and Hit Points of such items 
are increased by one-quarter.
 Prerequisite: Craft Competence.

Potent Weapon:
Masterwork weapons created by the character not only 
offer a bonus to hit, but also to damage. When the 
character has completed a weapon, she makes a Craft 
skill check (DC 20) adding the character’s Wisdom 
modifier as a bonus. If the character succeeds, the 
masterwork weapon provides a +1 enhancement bonus 
both to attack and damage rolls.
 Prerequisite: Craft Competence.

Scrimp and Save:
The character has become so adept at fashioning items 
that she uses less material and maximizes the use of 
the materials available. When the character begins 
work on an item(s), she makes a Craft skill check 
(DC 20) adding the character’s Wisdom modifier as a 
bonus. If the character succeeds, the value of the raw 
materials necessary is reduced by the character’s levels 
in character.
 Prerequisite: Craft Competence.

Combatant’s Defensive 
Talent Tree
The character’s experience and training has improved 
her innate defensive talents. 

Defensive Roll:
The character can roll with a potentially lethal attack 
to take less damage from it. When the character would 
be reduced to 0 hit points or less by damage in combat 
(from a ranged or melee attack) or when the character 
would need to make a Massive Damage Threshold save, 
the character can attempt to roll with the damage. 
 A character spends 1 action point to use this talent. 
Once the point is spent, the character makes a Reflex 
saving throw (DC = damage dealt). If the save succeeds, 
she takes only half damage. The character must be able 
to react to the attack to execute a defensive roll--if the 
character is immobilized, she can’t use this talent. 
 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

Opportunist:
The character can spend 1 action point to use this 
talent. Once the point is spent, the character can make 
an attack of opportunity against an opponent who 
has just been struck for damage in melee by another 
character. This attack counts as the character’s attack of 
opportunity for that round. Even a character with the 
Combat Reflexes feat can’t use this talent more than 
once per round.

 Prerequisite: One of the following: Brawl, Combat 
Martial Arts, Defensive Martial Arts, or Personal 
Firearms Proficiency.

firearms training Talent Tree
This talent tree can be used to mirror any kind of 
intensive firearms training, from the countless hours a 
hostage rescue team works in a “killing house” to the 
weapons range training of a soldier or police officer.

Personal Weapon Focus:
The character chooses a specific weapon—which 
includes unarmed strike or grapple. The character 
must be proficient with the chosen weapon. 
  The character adds +1 to all attack rolls made using 
the selected weapon. This benefit stacks with any other 
benefits including the Weapon Focus feat.
 The character can choose this talent multiple 
times, each time applying it to a different weapon.
 Prerequisite: Advanced Firearms Proficiency, 
Personal Firearms Proficiency, Precise Shot.

Personal Weapon Specialization:
The character chooses a weapon with which he has 
Personal Weapon Focus talent. The character gets a +2 
bonus on damage rolls with the chosen weapon. This 
benefit stacks with any other benefits including the 
Weapon Specialization feat.
 The character can choose this talent multiple 
times, each time applying it to a different weapon.
 Prerequisite: Advanced Firearms Proficiency, 
Personal Firearms Proficiency, Precise Shot, Personal 
Weapon Focus talent or Weapon Focus feat with the 
weapon chosen.

Greater Weapon Specialization:
The character chooses a weapon with which he has 
Personal Weapon Specialization. The Greater Weapon 
Specialization talent increases the bonus on damage 
rolls from the Personal Weapon Specialization to +4 
when using the selected weapon. This benefit stacks 
with any other benefits including feats and talents.
 The character can choose this talent multiple 
times, each time applying it to a different weapon.
 Prerequisite: Personal Weapon Specialization 
talent  in weapon chosen.

Improved Critical:
The character chooses a weapon with which he has 
Personal Weapon Specialization. The threat range of 
the chosen weapon increases by one. This increase 
stacks with other such increases, such as those provided 
by feats or talents.
 The character can choose this talent multiple 
times, each time applying it to a different weapon.
 Prerequisite: Personal Weapon Specialization 
talent with the weapon chosen

knowledge Talent Tree
The character has studied a specific area of knowledge 
in great detail

Applied Knowledge:
This talent allows the character to use a Knowledge 
skill for actions. For example, Knowledge (Civics) 
might allow the character to organize a ministry or 
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other bureaucracy or act as a solicitor in a court of law. 
The character might use Knowledge (Theology and 
Philosophy) to proselytize and gather adherents to the 
character’s religion. Knowledge (Tactics) might be the 
basis for the character to prepare defensive positions.
 When using Knowledge skills for actions, synergy 
bonuses from related skills are common. For example, 
having 5 ranks in Bluff, Diplomacy or Sense Motive 
(depending on the situation) might offer a +2 synergy 
bonus for using the Knowledge (Civics) to organize 
a ministry. Diplomacy might give a synergy bonus 
when using Knowledge (Theology and Philosophy) to 
proselytize. Conversely, a character using Knowledge 
(Tactics) could gain a synergy bonus from Craft 
(Structural) to prepare a defence of a structure.
 Prerequisite: Any Craft or Knowledge, 4 ranks. 

Breadth of Knowledge:
The character’s experiences and studies have exposed 
her to a wide variety of people and information, and 
thus the character has knowledge outside her area 
of expertise. Due to this, the character can spend an 
Action Point to make an untrained Knowledge check. 
For each Knowledge skill that the character possesses 
with 5 ranks or more, the character can apply a +2 
bonus to the check. These bonuses stack.
 A character may not take 10 or take 20 on this 
check; this sort of knowledge is essentially random. A 
character may only make one attempt in the pursuit of 
a certain type of fact, figure or piece of information.

DC Type of Knowledge 
10  Common, something anyone exposed to this topic 
 would know. 
20  Uncommon but available, known by those who 
 study this area. 
25  Obscure, known by few who are usually subject 
 matter masters. 
30 Extremely obscure, known by very few, possibly 
 forgotten by most who once knew it, possibly 
 known only by those who don’t understand the 
 significance of the knowledge.

 Prerequisite: Any Craft or Knowledge, 4 ranks. 

Impart Knowledge:
The character is able to train another character quickly 
and sufficiently to allow that other character to make 
Craft or Knowledge skill checks as though that other 
character had one-half the number of ranks in the skill 
as the character. The duration of this effect is dependant 
upon the success of the skill check.

DC Duration
10 1d4 + 1 round per the character’s Intelligence 
 + Wisdom modifiers
15 2d4 + 1 round per the character’s Intelligence 
 + Wisdom modifiers
20 1d4 + 1 minute per the character’s Intelligence 
 + Wisdom modifiers
25 30 minutes + 5 minutes per the character’s 
 Intelligence + Wisdom modifiers

 Prerequisite: Any Craft or Knowledge, 4 ranks. 

long range reconnaissance 
Talent Tree
The character has been trained to operate and survive 
independently for extended periods. The character can 
disappear into wilderness environments. 

Internal Compass:
With this talent, the character will not become lost if 
a map is available, even without the use of a compass. 
In extreme situations--such as being captured, hooded 
and stuffed in the sound-proof trunk of a car and driven 
all over a city--the character can make a Navigation 
check against DC 20 to correctly deduce direction and 
distance traveled. In this case, the character cannot 
take 10.
 If a compass and a map is unavailable, but the 
character has a basic sense of where the destination lies-
-either in relation to a noticeable geographic feature 
or the compass heading--the character can make a 
Navigation check against DC 20. In this situation, the 
character can take 10, but it will take at least one hour 
of time to do so. The character cannot take 20 in this 
situation.
 Prerequisite: Hide 6 ranks, Move Silently 6 ranks, 
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Navigate 6 ranks, Spot 4 ranks, Survival 8 ranks; 
Guide, Personal Firearms Proficiency, Track.

Terrain Expertise:
When taking this talent, the character chooses one 
terrain category from Arctic, Desert, Mountains, 
Plains, Woodlands (temperate) or Woodlands 
(tropical). When operating in this terrain, the character 
gains a +1 bonus on the following skills: Drive, Hide, 
Listen, Move Silently, Navigate, Ride, Search, Spot, 
Surveillance, Survival and Tumble.
 Prerequisite: Hide 6 ranks, Move Silently 6 ranks, 
Navigate 6 ranks, Spot 4 ranks, Survival 8 ranks; 
Guide, Personal Firearms Proficiency, Track.

Improved Terrain Expertise:
When operating within the terrain chosen for this 
talent, the character gains +2 for Surprise rolls, +1 for 
initiative rolls, +1 for attack rolls and +1 for Defense. 
The character can Track, as per that feat, within her 
Terrain of Expertise. If the character already has the 
Track feat, a bonus of +2 is added to any attempt to 
Track. This bonus stacks with any others.
 Prerequisite: Terrain Expertise talent in terrain 
chosen

Attuned Tracker:
When using this talent while operating within a 
terrain in which the character as Improved Terrain 
Expertise, the DC of any Track attempt is lowered by 
20. Therefore, a Track attempt that would usually have 

a DC of 35 would only have a DC of 15 to an Attuned 
Tracker.
 Also, the character can obscure tracks and traces 
of passage by a party of as many as 20 individuals in 
such a way as to increase the difficulty of an attempt to 
Track by 20 + the characters ranks in Survival. For each 
individual in the party over 20, the DC is decreased by 
1.
 Prerequisite: Improved Terrain Expertise

skill Talent Tree
The character is highly-trained in the skills of a trade. 
If not an acknowledged expert, she is well on her way 
to becoming one.

Skill Aptitude: 
The character chooses a skill other than Profession on 
which to focus. When the character uses this skill, any 
ability modifiers or synergy bonuses are doubled.
 This talent may be chosen multiple times but each 
time must be for a new skill. This talent may not be 
applied twice to the same skill, nor may it be applied 
to Profession.
 Prerequisite: Skill (any specific except Profession), 
4 ranks.

Skill Competency:
When the character makes a skill check, a natural 
20 is always a success. Also, a second ability bonus 
can be applied to any skill check given an acceptable 
explanation. For example, the character has Skill 
Competency with Appraise. Along with the normal 
bonuses for Intelligence, the character might add her 
bonus for Dexterity with the explanation that handling 
the item helps to ascertain the item’s quality. 
 This talent may be chosen multiple times but each 
time must be for a new skill. This talent may not be 
applied twice to the same skill.
 Prerequisite: Skill Aptitude with same skill.
Skill Proficiency:
The character gains a +5 miscellaneous bonus to the 
skill chosen. Also, if Taking 10 and/or Taking 20 
are allowed, the amount of time this necessitates is 
halved.
 This talent may be chosen multiple times but each 
time must be for a new skill. This talent may not be 
applied twice to the same skill.
 Prerequisite: Skill Competency with same skill

Skill Expertise:
The character has mastered the skill to such an extent 
that failure is extremely rare. The character can Take 
10 as a standard use of the skill, even if the skill usually 
does not allow Taking 10. If so desired, the character 
can still roll a skill check. Taking 20 requires the amount 
of time listed under the skill description for Taking 10. 
If the skill allows Taking 10, the character may Take 20 
even if the skill usually does not allow this.
 This Talent may be chosen multiple times but each 
time must be for a new skill. This Talent may not be 
applied twice to the same skill.
 Prerequisite: Skill Proficiency with same skill

sniper Talent Tree
Sniper training focuses on both the approach and the 
elimination of a target. A sniper must be a ghost on 
the battlefield, moving silently and invisibly. Further, 
a sniper should eliminate the target, be it personnel or 
equipment, quickly and quietly.
Camouflage:
Using this talent, if the character takes a full round to 
prepare, modifiers for ability, cover and concealment 
are doubled for all Hide skill checks. 
 Prerequisite: Hide 8 ranks, Knowledge (tactics) 4 
ranks, Move Silently 6 ranks, Spot 8 ranks, Survival 
6 ranks; Dead Aim, Far Shot, Personal Firearms 
Proficiency.
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Careful Aim:
When using a weapon with which the character has 
the Personal Weapon talent or the Weapon Focus feat, 
the character can double ability modifiers to attack 
rolls by taking a full-round action to steady or aim the 
weapon. Like the Dead Aim feat, once the character 
begins aiming, she can’t move, even to take a 5-foot 
step, until after the character makes her next attack, 
or the benefit of the talent is lost. Likewise, if the 
character’s concentration is disrupted or the character 
is attacked before her next action, the character must 
make a successful Concentration skill check against 
DC 15 or the character loses the benefit of aiming.
 This talent can be used in conjunction with the 
Dead Aim feat. If used together, the character only 
needs to take a single full-round action, not one full 
round action for each.
  Prerequisites: Hide 8 ranks, Knowledge (tactics) 
4 ranks, Move Silently 6 ranks, Spot 8 ranks; Dead 
Aim, Far Shot, Personal Firearms Proficiency, Personal 
Weapon Focus talent or Weapon Focus feat in weapon 
used.

Critical Strike:
This talent allows the character the ability to 
automatically confirm a threat as a critical hit when 
attacking with a specific type of weapon, eliminating 
the need to make a roll to confirm the critical hit.
  Prerequisites: Far Shot feat, Careful Aim talent, 
Personal Weapon Focus talent or Weapon Focus feat 
in weapon used.

Quick Aim:
The character can gain the benefits of the Careful Aim 
and/or Dead Aim talent by making a move-equivalent 
action to steady or aim his/her weapon.
  Prerequisites: Careful Aim talent, Precise Shot 
feat, Personal Weapon Focus talent or Weapon Focus 
feat in weapon used.

social Talent Tree
Through work, training or other connections, the 
character is involved with associations, associations, 
unions, etc.

Association Membership:
The character is a full member in an association, 
trade guild, union, etc. Through her membership, the 
character is able to obtain goods, services or material at 
a substantially reduced rate. 
 The character may add her Charisma modifier as 
a bonus to any Wealth check for any item or service 
that can obtained through her association, trade guild, 
union, etc. 
 When making a Wealth check for such an item, 
the character’s Wealth is not reduced unless the item 
or service has a purchase DC of 20 or higher (rather 
than the usual 15) or if the purchase DC is higher 
than the character’s current Wealth plus the character’s 
Charisma modifier.
 The character may use the Association Membership 
talent to obtain the equipment necessary for craft skills 
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at half the normal cost.
 Prerequisite: Any Craft or Knowledge, 4 ranks. 

Association Favours:
Associations often have networks of connections with 
other associations, trade guilds, unions, etc. within a 
city, municipality, or county. As such, members of the 
association may have access to information beyond 
that pertaining to their craft. The character may add 
her Intelligence modifier as a circumstance bonus to 
any Gather Information checks and her Charisma 
modifier as a circumstance bonus to any Knowledge 
checks.
 Further, the character may attempt to acquire 
minor aid from any other association member. By 
making a favour check, the character can acquire the 
loan of equipment or documents, or to receive other 
minor assistance in the course of an adventure. 
 The character must spend 1 action point to acquire 
a favour. To make a favour check, the character must 
make a Diplomacy check, including the character’s 
Intelligence modifier as a bonus. The GM sets the DC 
based on the scope of the favour being requested. The 
DC ranges from 10 for a simple favour to as high as 
30 for formidable and highly dangerous, expensive, or 
illegal favours. The character can’t take 10 or 20 on 
this check, nor can the character retry the check for 
the same (or virtually the same) favour. Favours should 
help advance the plot of an adventure. 
 All favours are remembered and those providing 
favours will expect the character to return the favour at 
some point in the future. Failure to do so will quickly 
turn an ally into an enemy.
 Prerequisite: Association Membership.

Multiple Memberships:
The character is able to hold memberships in 
multiple associations without repercussions. Usually, 
associations are very strict about membership. The 
character has garnered enough respect within the 
association(s) of which she is already a member that 
no obstacle is placed on joining another association. 

The character need only take this once, but taking this 
talent does not automatically offer access to the new 
association. The character must take the Association 
Membership talent again in order to gain access to the 
new association.
 Prerequisite: Association Membership.

Connections:
The various associations within any locale usually have 
a fairly good working relationship. Often associations 
work together to promote common interests. The 
character may be able to gain a discount on any kind of 
purchase or service using his association membership.
 The character may add her Charisma modifier as a 
bonus to any Wealth check for any item or service that 
can be obtained through an association, trade guild, 
union, etc.
 When making a Wealth check for such an item, 
the character’s Wealth is not reduced unless the item 
or service has a purchase DC of 20 or higher (rather 
than the usual 15) or if the purchase DC is higher 
than the character’s current Wealth plus the character’s 
Charisma modifier. 
 Prerequisite: Association Favours, Association 
Membership.
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