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THE 3ASICS

In this section we present a quick overview of the most
basic rules of the game.

Dice

The game rules use three six-sided dice. t's traditional to
abbreviate “three six-sided dice” by writing “3dé.” In this custom,
the first number is the number of dice being used (in this case 3)
and the second number represents the type of dice being used
(specifically, number of sides they possess), so “d6” means
“six-sided dice.”

Six-sided dice are the common, square-shaped dice that
can be found in many board games. They can also be purchased
in many general department stores, but chances are you have
at least three of these dice somewhere in your house, in other
games.

There are options to use other numbers and kinds of dice,
which are discussed later and in other optional rules. For now
all you need to play the game are 3d6—three six-sided dice.

The GM

One member of the group assumes the role of moderator
and controls the Non-Player Characters (“NPCs” for short).
This player is known as the Game Master, or GM.

In situations when the rules are unclear or need to be
applied in a new or unique way, the GM uses his or her best
judgment. The GM also constructs the basics of the game.
Basics include the setting, theme, NPCs and some goals for the
players’ group, normally called a Party, but also referred to as a
Team, Troupe, Group, or Cabal. We'll talk more about what
makes a good Game Master later in this book.

Players and Characters

Each player has a fictional character, called a Player
Character (or “PC"), a made-up person that the player will use
during the game. The player chooses what his character does
and says during the game.

Players are in no way assumed to actually be their
characters. Players are real people. Characters are pretend.
Think of the player as an actor, and the PC as a role that the
actor is playing in a movie or play, and you'll begin to get the
idea.

Atiributes & Skills

Each character has attributes and skills that represent the
character’s personal ability or aptitude in various areas or for
performing certain tasks.

Each attribute and skill has a numerical score. This score
tells you how strong or proficient the character is in that area.
Most characters will have scores from 1to 10, which represents
the normal human range of ability.

Attributes

There are six aftributes, which are arranged in two groups:
Body and Mind.

Each group contains a Power Attribute, an Aptitude Attribute
and a Resistance Attribute.

New attribute groups can be added, providing more variety
and additional attributes for characters, but the core rules use
only these two.

Skills

Each character also has skills, which represent the
character’s general ability or aptitude in various tasks. There
are skills for arts and crafts, using weapons, and even diplomacy.
Skills reflect how good your character is at what he knows.

Skills are also arranged into groups. Each group contains
from 5 to 8 related skills.

Each skill is associated with a specific Attribute Group.
Persuasion, for example, is associated with the Mind Group,
whereas the Swords skill is associated with the Body Group.

When a character attempts a simple task, such as walking
or opening an unlocked door, the player doesn’t need to roll
dice. When a character attempts an action that has a chance of
failure, however, such as attacking an opponent or maneuvering
a carthrough an obstacle course, the player must make a skill
roll.

Skill Checks

Skill rolls are used to determine if a character is successful
at some attempted action or task.

Players decide if they want their character to perform an
action. An action can be as simple as walking through a door,
which would not require a skill roll. Sometimes there is a level of
skill involved in performing the action, however, so the player
may need to make a skill roll for his character. The GM decides
whether or not an action requires a skill roll.

Attribute + Skill

Ifthe GM determines that a player’s chosen action requires
a skill roll, the GM determines which Skill and which Attribute
(from the Attribute Group associated with the skill) apply to the
task.

If a character attempts to shoot an opponent with a
revolver, the player must make a Pistols skill roll. Because the
Pistols skill is associated with the Body Group, the GM must
choose Strength, Reflexes, or Health as the attribute that the
player uses with the Pistols skill. The logical choice is Reflexes,
the Aptitude Attribute for the Body Group.

Difficulty Levels and Target Numbers

The GM then determines the Difficulty Level (or “DL") of the
action being attempted. Each Difficulty Level has an associated
Target Number (abbreviated as “TN”; see the Difficulty and
Target Number Chart). The more difficult the action being



attempted is, the greater the Difficulty Level and the higher the
Target Number.

The Target Number is the number that the player must meet
or beat when making a dice roll in order for the task to be
successful. A Target Number of 18 would be shown as “(TN

18).”

Making the Roll

To make a skill roll, a player rolls 3dé and adds his
character’s attribute and skill scores to the number rolled on the
dice. Ifthis new total is equal o or more than the Target Number,
the attempted action is successful. If the total is lower than the
Target Number, the attempt fails.

Attribute Checks

Attribute rolls are made much the same as skill rolls, with
the GM determining a Difficulty Level and assigning a Target
Number. The difference is that instead of adding an attribute

score to a skill score, the player simply rolls against the
character’s attribute score without any modifiers.

John’s character has a Reflexes score of 8. The GM tells
John to make an Difficult attribute roll (TN 21) using his
character’s Reflexes. He then rolls 3dé, and gets 13. Because
13 plus 8 equals 21, John’s character’s attribute roll is
successful.

Damage

If a character suffers injury, such as from being hit by a
weapon or falling into a pit, the injury is represented by damage
points. Damage points are subtracted from the character’s Life
Points. When a character’s Life Points are reduced to O, the
characteris dying.

Attributes are scores that reflect the character’s basic
physical and mental abilities. In short, the core aftributes define
the character’s “body and mind.”




NATTRISUTES

BUYING ATTRIBUTES

Characters have numerical scores that define their basic
capabilities, called Attributes. Each character can also have
traits, benefits, and skills. These are described in detail later in
their own sections.

Attributes cost 1 Character Point for each level in an attribute.
Buying a STR of 5 for a starting character, for instance, has a
cost of 5 Attribute Points.

Each player gets a number of points to divide among the
character’s Attributes and Abilities. Another pool of points, called
Skill Points, is used to purchase a character’s Skills. The separate
point pools are a method to allow the GM to help prevent the
abuses of power gamers. (See the table below.)

Character Points

The six core Attributes represent your character’s basic
abilities, but his or her more specific acquired or innate talents
and abilities are known as Character Abilities. Any Character
Points remaining after you have purchased your character’s
Attributes, are available to acquire Abilities.

The Character Points given to all characters in Open Core
are used to purchase Attributes and Abilities. Abilities can
represent anything from racial abilities to super-powers. Also
Points gained from Disabilities are equal to Character Points.
Future Experience gained can be exchanged on an equal basis
for Character Points.

can extend it beyond Rank 6 with GM permission. Acquiring an
Ability orincreasing it in Rank requires the expenditure of one or
more Character Points (or Experience Points) depending on the
Ability’s Character Point cost per Rank. The Ability descriptions
indicate the Character Point cost, its game effects and
limitations, and the Ability most relevant to the Ability’s use
should a Ability check dice roll be needed.

One the character has been created, if the Player wishes to
increase the Ranks of Abilities, or purchase new abilities for the
character (with the GM’s permission), experience points maybe
traded for Character Points on a one to one basis.

The selection of Abilities is one of the most important steps
during character creation. Through Abilities, you define your
character’s unique capabilities compared to other individuals.
Think carefully about the balance between a few high-rank
Abilities and a large number of low-rank Abilities.

If you find yourself needing more Character Points than
you have been assigned, consider burdening your character
with one or more Disabilities. Each Disability can provide you
with an additional Character Points, which can be used to
acquire more Character Abilities or further increase your
character’s Ability Scores.

Attributes can be improved after character creation by
spending Experience Points (see Experience, page xx). To
increase an attribute by one level costs 5 times the new level in

4 N
Campaign Power Level
Power Level Character Skill Max Att.* Max Skill*
Points Points

Low-powered game 32 16 4 4
Average-powered game 40 20 5 5
High-powered game 64 32 8 8
Very high-powered game 80 40 10 10
Extremely high-powered game 96 48 None None
Cosmic-powered game 120 60 None None

& J

* Attributes and Skills may be raised above the Campaign
Maximums by Abilities (such as Skill Knack for Skills and
Enhanced Attribute for Attributes). Character Points and Skill
Points can not be spent directly on Attributes or Skills to raise
them above the Campaign Maximums.

Character Points may be used to acquire Abilities, but since
some represent exotic powers (such as magical or superhuman
powers or abilities innate to non-human races), the GM may
choose to place certain restrictions on their availability in his or
her particular game setting.

There are many different Character Abilities, each
representing a particular talent or special ability. Each Ability is
rated with a Rank from 1-6 (orin a few cases, 1-10), but you

experience points.

Tom wants to increase his character’s current STR from 3
to 4. Itwill cost 4 x 5 = 20 experience points to increase Tom's
character’s STRto 4.

Buying Skills

You get a number of points to divide up among the
character’s skills based on the Campaign’s Power Level, as
shown on the table above (Campaign Power Level). Skill Points
are used to buy skills for your character. While Character Points
can be exchanged for Skill Points at a ration of 5:1, Skill Points
can not be exchanged for Character Points.



Maximum Attribute Scores

The recommended maximum score for any aftribute
depends on the campaign level of the game. Players may
purchase up to the maximum score for any primary attribute.
This limit does not include any bonuses for applicable Abilities
(see the chapter on Traits), or Abilities if they are allowed in the
campaign.

Jim is creating a character for a Average level game, with
a maximum characteristic score of 5. Jim buys a REF score of 5
for his character and also buys the Enhanced Attribute [Reflexes]
Ability as providing a +2 to his REF for his character. This
makes the character’s effective REF score a 7, which is higher
than the suggested maximum attribute score for the campaign,
butis allowable.

The GM is free to ignore this rule for his or her game.

Unspent Character Points

Any unspent Character Points may be converted to Skill
Points at a rate of 10:1. Skill Points are used to buy skills. This
means that for every 1 Character Point that a player wishes to
spend on something besides his character’s Attributes and
Abilities, the player can “exchange” the Character Pointfor 10
Skill Points. Skill Points can’t be used to increase a character’s
attributes, however.

BODY GROUP

The three aftributes that define a character’s “body” or
physical being are Health, Strength, and Reflexes.

Strength (STR)

Strength (abbreviated STR) is the “Power” attribute for the
Body Group. STR represents raw physical prowess, including
the ability to lift, push and otherwise exert force.

The total weight that a character can lift o waist level without
moving (i.e., dead lift) is shown on the Basic STR Table. A
character is able o carry (lift and move) weight equal to half his
lift capacity. A character can drag or pull twice his lift capacity.

Tom's character has a STR of 7. He can dead lift about 550
pounds, he can carry 275 pounds, and he can drag or pull up
to 1,100 pounds.

Reflexes (REF)

Reflexes (abbreviated REF) is the “Aptitude” attribute for
the Body Group. REF covers the character’s agility,
coordination, reaction, and overall speed. The higher a
character’s REF, the more dexterous and agile he is, and the
better his sense of balance is. AREF of O represents total lack of
control over one’s muscles and movement (e.g., severe palsy
or total paralysis).

Health (HLT)

Health (abbreviated HLT) is the “Resistance” attribute for
the Body Group. HLT reflects the character’s overall constitution,
general health, resistance to disease, and overall fitness. The
higher a character’s health, the more resistant he is to illness
and physiological degradation and injury. A HLT of O represents
an absence of life (i.e., death).

MIND GROUP

The three attributes that define the character’s “mind” or
mental and emotional being are Presence, Intellect, and Will.

Presence (PRE)

Presence (abbreviated PRE) is the “Power” aftribute for the
Mind Group. PRE represents the character’s general personality,
charm, charisma, and innate persuasiveness. The higher a
character’s PRE, the more influential he can be. A PRE of O
represents a total lack of personality, charisma, and emotion
(e.g., abrick or a wall).

Intellect (INT)

Intellect (abbreviated INT) is the “Aptitude” aftribute for the
Mind Group. INT represents the sharpness of the character’s
mind, clarity of thought and overall alertness. The higher a
character’s INT, the brighter and more perceptive he is. An INT
of O represents a complete lack of intelligence and thought
(e.g., brain death or an inanimate object).

Will (WIL)

Will (abbreviated WIL) is the “Resistance” aftribute forthe
Mind Group. WIL reflects the character’s mental strength, ego,
and force of conviction. The higher a character’s Will, the
greater his resolve, focus, and level of concentration. AWIL of
0 represents no resistance to emotional influence and/or a
complete lack of self-awareness (e.g., an automaton, robot or
zombie).

Ve
Basic STR Table
Score Drag Dead Lift Carry
0 0 0 0
1 22 lbs. 11 lbs. 6 lbs.
2 110 lbs. 55 lbs. 28 lbs.
3 220 lbs. 110 lbs. 55 lbs.
4 440 lbs. 220 lbs. 110 lbs.
5 660 Ibs. 330 Ibs. 165 lbs.
6 880 lbs. 440 lbs. 220 lbs.
7 1,100 lbs 550 lbs. 275 lbs.
8 1,320 lbs 660 lbs. 330 lbs.
9 1,540 lbs. 770 lbs. 385 Ibs.
10 1,760 lbs. 880 lbs. 440 lbs.

Damage Example of Dead Lift Weight
0
1d6-2 Infant’s weight, M1 Garand, shot-put
1dé Child’s weight, full suitcase, 27" TV set
1d6+2 Adolescent’s weight
2d6 Average man’s weight
2d6+2 Football lineman’s weight
3d6 Sumo wrestler’s weight, small piano, GBU-12
500-Ib bomb)
3d6+2 Large black bear, seal, large stag, small
boulder
4dé Grand piano, small nuclear warhead
4d6+2 120mm mortar, large wooden canoe
5d6 Motorcycle, sailboat, female polar bear




ATTRIBUTE SCORES

All attributes are based on a scale of one to ten (1-10),
denoting the normal human levels of possibility. Characters in
certain fypes of games may have attributes with scores higher or
lower than humanly possible.

The higher an attribute score the better the character is in
that area. For example, a character with a Strength of 3 is
average, whereas a character with a Strength of 1 is roughly
equivalent to an infant or small animal.

A score of 9 or 10 represents the pinnacle of human
achievement. It should be rare to encounter someone with an
attribute or skill at this level (at least among NPCs), and such a
person may be well-known for his ability.

For example, a strength score of 9 could represent the
strength of an Olympic weight-lifter and an Intellect of 10 could
represent Hawking-like genius.

Scores higher than 10 are superhuman and are only
possible through some unusual or supernatural means, such
as drugs, magic, or paranormal power. Creatures, legendary
beings, superheroes, and otherwise extraordinary beings are
not subject to the maximum score of 10 rule.

A score of O means the character has absolutely no
capability in that area. Generally, if a character’s attribute drops
to O for any reason, the character is completely impotent in that
area.

Creating New Groups

The core rules use only two attribute groups: Body and
Mind. Some GMs will want to add their own attributes to
characters for their games. Adding aftributes and keeping them
compatible with the core rules is easy.

If your game uses additional Attribute Groups, make sure
to increase the number of Character Points given to players
when creating characters (see Buying Aftributes). When
creating new Attribute Groups, it is recommended that the
number of Starting Character Points should be increased by at
each Power Level, according to how the GM may wish to change
this to better fit his campaign.

What To Call It

First you need to decide what the “realm” or “effect” of the
group is. ls it for psionic abilities? Maybe you could call it the
Psi Group. Does it deal with faith, religious conviction, or

karma? Maybe you could call it the Spiritual Group. Do you
wantto expand on social traits and skills? Create a Social Group.

Next, you need to create three aftributes for your new group.
Each group has an aftribute for “power,” one for “aptitude,”
and one for “resistance.”

For example, let’s say you're adding a Psi Group. You
could create the new attributes Prowess (PRW), Control (CON)
and Mental Defense (MEN).

Do | Need Three Attributes?

If you don’t want to create three new attributes, you could
use one attribute for all three aspects of that group, but we
recommend that you use three attributes. The game system was
designed with three attributes in each group.

More Examples

You will no doubt see new Attribute Groups in various
products. These are optional. They add “flavor” and
atmosphere to these games, but you are free to ignore than and
use only the Body and Mind Groups in the core rules, if you like.
We recommend giving these new Groups a try. New Groups
can be both fun and add a lotfo a game, especially if the game
uses an exofic sefting or unusual genre.

DERIVED ATTRIBUTES

There are also a few special attributes. They are not
assigned points during character creation like the core attributes.
Instead, the following aftributes are derived from aftributes in
the Body or Mind Group.

Derived attributes in the core rules are Defensive Target
Number, Initiative, Toughness, Life, and Move. You can create
new derived aftributes in addition to these.

Some special attributes can have scores higher than 10;
derived attributes are not necessarily scaled the same as a
character’s attributes, such as STR, INT or REF.

Derived aftributes can be increased using Character Points
(but not Attribute Points). The cost for increasing each Derived
Attribute above its base score is given in the description.

Defensive Target Number (DEF)

A character’s Defensive Target Number (abbreviated DEF)
represents how difficult it is to successfully hit the character in
combat. DEF becomes the base Target Number (TN) needed
for any skill rolls made to hit the character in combat, for hand-

Attribute Values

Score

0
1
2
3
4

5
6
7
8
9
1

Description PRE INT WIL

Null “Autistic” Brain dead Automaton
Invalid “Dull” “Handicapped” Indecisive
Weak Impressionable  “Slow” Gullible
Average Average Average Normal
Good Bright Self-assured
Very Good Personable Cunning Confident
Impressive Charismatic Gifted Motivated
Great Charming Driven
Outstanding Enticing

Amazing Enthralling Brilliant

Legendary Beyond words Genius

~
STR REF HLT

Paralyzed Severe palsy Dead

Infant Trembling Infirm

Adolescent Clumsy Sensitive

Adult Average Average

Amateur athlete Fit

Boxer Nimble Healthy

Football lineman

Olympic Gymnast
Martial arts star

Power-lifter

Peak of health




to-hand, melee and ranged attacks. A character’s DEF score
may be modified up or down for variables such as distance,
armor (heavy armor lowers a character’s effective REF) and so
on.

A character’s DEF equals his REF + 10.

Mike’s character, Arelius, has a REF of 7. His REF+10
gives him a DEF of 17, so any characters who attempt to attack
Arelius must roll against a Target Number of 17.

Initiative (INI)

Initiative (abbreviated INI) represents how quickly a
character can act in atumn.

A character’s Initiative equals his (REF + INT)/2,
rounding up. At the beginning of each turn of combat (or any
other time the GM calls for the players to determine initiative),
each player rolls 1dé and adds the number rolled to his
character’s INI score.

The character with the highest INI total acts firstin a turn. In
cases of a tie, the character with the higher INT goes first. If both
characters have the same INT, then the characters act
simultaneously.

For more information about how Initiative works, see the
section on Combat.

Toughness (TGH)

Toughness (abbreviated as TGH) represents a character’s
resistance to blunt force damage, such as from a punch, a
baseball bat, or auto collision.

A character’s starting TGH equals (STR + WIL)/2,
rounding up.

When a character suffers damage from a pummeling,
bashing, or blunt attack, subtract the character’'s TGH score
from the damage, then subtract the remaining damage (if any)
from the character’s Life points (see Life, below). If a character
suffers an amount of damage that does not exceed his TGH
score, he suffers no loss of Life; he has completely shrugged off
the attack.

For example, Swingin” Sam has a Health of 4 and a
Toughness of 8. In a fist fight with a bad guy, Swingin’ Sam is hit
by his opponent, and the GM rolls 19 points of damage. Albert
subtracts Swingin’ Sam’s Toughness of 8 from the damage,
leaving 11 points of damage.

Toughness may also be used to decrease the damage
suffered from some forms of Special Damage at the GM's
discretion (see Damage, page 70).

Life (LIF)

Life (abbreviated as LIF) points are used to keep track of
damage a character suffers during an adventure. Any time a
character suffers damage, he temporarily loses a number of Life
points equal to the points of damage inflicted.

A character’s LIF points equal (HLT x 3) + (WIL x 2).

Continuing from the example above, Swingin’ Sam has a
Health of 3 and a Willpower of 5, so he has 9 + 10 = 19 Life
points. Albert subtracts the 11 points of damage from his
character’s Life points. After getting punched, Swingin” Sam
has 8 Life points left.

Stunning and deadly damage are both subtracted from a
character’s LIF (see Damage, page 70). When a character
reaches O LIF from lethal damage, they are dying. If a character
suffers combined stunning and deadly damage that exceeds
the character’s LIF, the character is unconscious but not dying.

Swingin’ Sam has 19 LIF points. He has suffered 11 points
of stunning damage from a punch and then a short time later
he is shot (Sam’s had a hard day) and suffers 8 points of deadly
damage. Sam has suffered 11 points of stunning damage and
8 points of deadly damage, for a total of 19 points of damage,
bringing his current LIF points to 0. Sam is unconscious. Until
he regains some of his LIF points back (either from healing,
medical aid or other means) he will remain unconscious.

A character may also be stunned or knocked unconscious
by one mighty blow. Any time characters suffer an amount of
damage from a single event or attack that exceeds half their LIF
score (round up), after subtracting TGH (if applicable), they
are stunned. A stunned character’s STR, REF, PRE, and INT alll
drop to O for as long as the character is stunned. In addition,
stunned characters lose their next action, which is spent
“recovering from being stunned.” On the subsequent turn, the
character has recovered and may act normally.

If a character has not yet acted in the turn in which he is
stunned, he loses his action for that turn but may act normally
on the next (second) turn. If a character has acted in the turn in
which he is stunned, he loses his action for the next (second)
turn and may act normally on the following (third) turn.

Kyle’s character has 20 LIF points and a TGH of 5. He is
hit by a punch for 17 points of blunt damage. Kyle subtracts his
character’s TGH from the damage, leaving 12 points of
damage. Because 12 is more than half his character’s LIF,
Kyle’s character is stunned for one turn.

At the GM's discretion, a stunned character may go
completely limp, fall down, or otherwise lose the ability to
maintain his current action (for example, hold a rope, stay in
the saddle, etc). A stunned character has a base DEF of 10,
with no bonus for REF.

Energy Points (EP)

Energy Points (EP) represents the personal reserves and
fortitude your character has at his or her disposal when carrying
out difficult or spiritual tasks. Energy Points are needed to fuels
certain Abilities such as Magic, but they can also be used to
temporarily increase Attributes or Life points. This Ability only
lasts for a few minutes — the duration of an important task.

Any Attribute can be raised by 1 for every 5 Energy Points
drained from your character’s total. Life points can be increased
by 2 for every 5 Energy Points sacrificed and may keep a
character who has fallen deep into the negatives alive long
enough to receive medical attention. If your character’s Energy
Points total is ever reduced to 0, he or she will fall unconscious
from exhaustion. Even in a campaign that does not use the
Ability rules outlined below (see chapter Abilities for more
information) Energy Points can be use to represent the Endurance
ofthe character.

Energy Points can be used to “power” Abilities, making
them Fatiguing to use. Each time an Ability is used it drains



Energy Points from the character equal to one half (round up)
the Character Points that were spent to acquire that Rank of the
Ability. While this is optional for most Abilities, those that
specifically mention Energy Points use this rule. Depending on
the “reality” of the campaign, the GM may rule that most super-
normal Abilities cost Energy Points when used. In these
campaigns, having a few Ranks of the Energy Bonus Ability
would be a good thing.

The increase to Life points is permanent and cannot increase
a character’s Life points above their starting amount.

Using Energy Points to increase an Attribute lasts for three
turns (9 seconds), after which the character must spend an
additional 5 Energy Points, or the Attribute score is reduced to
normal. Continuing to spend Energy Points on increasing an
Attribute score can quickly exhaust a character.

A character’s Energy Point total is determined by averaging

the Health and Will Attributes (HLT+WIL)/2.

Move (MOV)

Move (abbreviated as MOV) represents the distance a
character can move in a single action. A character may move
up to his MOV in yards each tumn, as a normal Move action or,
if running, up fo 2x his MOV in yards per turn. A character may
also sprint, moving up to 3x his MOV in yards per turn, buta
character can only sprint for a maximum number of turns equal
to his HLT, after which time he must rest for one minute for each
turn spent sprinting (see Taking Actions).

A character’s MOV is REF + (STR+HLT)/2, rounding
up.

Albert is playing in a pulp adventure game. His character,
Swingin’ Sam, a brawler, has a REF of 6, a HLT of 5 and a STR
of 4. Albert averages his character’s STR + HLT and gets 5.
Then he adds his REF of 6, for a total MOV of 11. Swingin” Sam
can move up to 11 meters each turn normally (the equivalent
of 7.8 mph) or 22 yards per turn when running (15.5 mph),
and he can sprint for up to 6 turns at a speed of 33 meters per
turn (about 23 mph)!




OPTIONAL DERIVED ATTRIBUTES

These two following Derived Attributes will not be of use in all types of campaigns, but they are presented here for those GMs
who may want to take their campaigns into...darker directions. Also, these Derived Attributes help to demonstrate the customizability
ofthe Open Core System.

Sanity (SAN)

In horror campaigns, all characters have a Derived Attribute called Sanity (SAN). This derived Attribute is also useful in
campaigns (such as ones set in a World War) where the characters are exposed to more human horrors on a regular basis. Sanity
scores range from 1 1o 100. A character’s starting score in Sanity is equal to (WILx 10) + PRE. So, for example, a character with
a PRE 5 and WIL 6 would have a starting SAN of 65.

Dan descended info the dark hole in the basement of the home formerly occupied by the vampire dispafched by himself
and his associates. The Professor and Father Nichols didn‘t think that it was such a good idea to go down into the dark tunnel,
not after the smell that came out of it when they opened the trapdoor. But Dan figured that, after the vampire, the rest would be
a piece of cake. Then Dan smells that stench of the ocean and rotting fish, he hears a wet movement in the shadows ahead of
him, see a shape that he knows can’t be human....and Dan screams like he hasn’t since he was a baby.

Option: Starting SAN is reduced by 5 points for each Psychological Impairment or Phobia (or other Disability deemed
appropriate by the GM) the character possesses at the 2 CP level and 10 points for each one possessed at the 3 CP. Psychological
Impairments developed during play also lower the SAN of the character. See the Psychological Impairment and Phobia Disabilities
for more information.

SAN can be reduced by exposure to particularly gruesome, violent, disturbing or mind-shattering events. Any time a character
is exposed to something that could conceivably affect his Sanity, the player makes a WIL + PRE attribute roll (3dé + WIL + PRE)
against a Target Number based on the severity of the event:

TN Example SAN loss from failed roll Duration of Impairment
12 Agood scare Lose 1 point of SAN Minute

15 A graphically gory movie Lose 2 points of SAN Hour

18 An indescribable horror Lose 1d6 points of SAN Day

21 Witnessing an impossible event Lose 3d6 points of SAN Week

24 Witnessing an inconceivable event  Lose 5dé points of SAN Month

27 Witness a mind-altering event Lose 1déx10 points of SAN Year

30 See a Great Old One up close Lose 2d6x10 points of SAN Decade

If the character fails the Will check he loses the noted amount of Sanity.

The loss of 5 points of Sanity at one time indicates the character has acquired a Psychological Impairment or Phobia at the 2
CP or higher level relating to the experience, which last for 3d6 time periods of Duration of Impairment. A loss of 10 or more points
of Sanity at one time indicates the character has acquired a 3 CP level Psychological Disability or Phobia relating to the experience,
which last for 3dé time periods.

Cool (Cool)

Cool (abbreviated as COOL) represents your courage under fire. In a crisis inevitable there are people who freeze and panic.
This ability represents your ability to operate under pressure. The GM can require you to make a save versus your cool to determine
how you act in a hostile situation when you are first exposed to such a situation. On later exposures you either would not make a
Cool check or you would make one with a positive modifier of the GM’s choosing (probably +2 per exposure) reflecting your
experience. Ifyou fail a Cool check, there are two possible results. One result is that you freeze in place, and not move until you
do make a successful Cool check. If you fail the Cool check by 4 or more, you will break and run in panic attwice your MOV score
towards the nearest cover, until you make a successful Cool check. Cool is treated like the control score in a Control Roll (pg. XX).
The player rolls against the character’s Cool and if the roll is a failure, the character “loses his cool” and freezes up during a
combat situation. This paralysis lasts for 1d6 Turns. Further, after failing a Cool Roll, the character is at -3 for all rolls until his
“nerve” has been regained by a full night’s worth of sleep or some similar method as determined by the GM.

Any character who repeated fails Cool Rolls in a session risks the danger of developing a Psychological Impairment Disability
(see Psychological Impairment pg. XX).

A character’'s COOL is (REF + PRE + WIL)/3, rounding up.

Cool may be decreased (yes, decreased) at a cost of 3 character points for each less point of COOL the character has at
creation.




SKILLS

BUYING SKILLS

The cost for each level of skill is shown below.

Level Cost

Skill 1 Pt./Lv
Skill (Type) 1Pt./Lv
Skill (Specialty) 2 Lv/1 Pr.

To buy up levels in Skill Groups use the Skill Knack
Ability. Skills (including Skills requiring a specific “Type”) cost
1 point per level. A Specialty costs 1 pointfor 2 levels. Levels in
a specialty may only be purchased in pairs (i.e., a character
cannot purchase 1 level in a Specialty).

Here’s an example of how you might record some of your
character’s skills on your character sheet. We'll just use one
Skill Group—the Arts & Crafts Group—in this example. In this
example, the player has purchased 2 levels in the Arts & Crafts
Skill Group, 2 levels in the Cooking skill, plus 2 additional
levels in the cooking Specialty “Fast Food” (total cost: 13 CPs).

Name Level Total
Arts & Crafts 2 +2
Art (Painting) +2
Cooking 2 +4
Fast Food 2 +6
Craft (Silk-screening) +2
Jeweler +2
Photography +2
Smith +2

SKILL GROUPS

Skills are organized into Skill Groups, representing
collections of skills with a logical common theme. Think of it in
terms of a “skill tree,” in which Groups are the “branches,” with
individual Skills being the “leaves.”

In simpler, “rules-light” games, only Groups are used. In
many games, however, Groups and specific Skills (as well as
sub-categories, called Specialties and Types) are used. Whether
you use some or all of these in your game is up to you.

Game Type Skill Group Skills Spec/Type
Very simple X

Moderate X X

Detailed X X X
Very detailed X X X

Skill Group Scores

A score in one level is applied to the score for all other
levels below it, but does not add to the score of any higher level.
So, ascore of 1 in a Group (see Skill Knack Ability for information

on buying levels of a Skill Group) adds +1 to the score for any
Skill or Specialty in that Group. This is called a “cascade bonus,”
and is written as a second score, with any cascade bonus added
in, in parenthesis affer the basic score for that level. A score of 4
in a Skill does not add +4 to the score of the governing Group,
however; Cascade bonuses only apply downward, not upward.

Bicep the Barbarian has a score of 2 in the Melee Combat
Group, and he has the Swords Skill at +4. He would record
the skills like this: Melee Weapons +2, Swords +4 (+6).

When a character buys levels in a Skill Group, any skills
within that group that require a “Type” must be defined when
the group’s levels are purchased. Skill Group levels apply only
to the specific Skill “Type” selected by the character, not to all
possible “Types” for that skill.

Mike buys two levels in the Arts & Craft Skill Group.
Because the specific skills Art and Craft both require a Type,
Mike selects Art (Painting) and Craft (Silk-screening).

For purchasing levels of a Skill Group, see the Skill Knack
Ability (pg. XX). Skill Groups are not appropriate for all types of
campaigns, and GMs of less cinematic campaigns may want
to restrict the number of Ranks in Skill Knack that a Player is able
to purchase, if the Ability is available at all.

SKILL LEVELS

The score reflects the level of competence or knowledge a
character possesses for that skill. Skills are listed on the character
sheet only if the character has levels in them. These are written
on the character sheet as “Skill +#,” where “#” is the level of
skill.

Colleen is playing in a modern conspiracy game. Her
character, Special Agent Glenn, has the Driving skill at level
3, so Colleen writes it on her character sheet as “Driving +3.”

The definitions below are not absolute, but meant as a
guideline for players and GMs. To see the proficiency each
level of skill represents, comparatively speaking, consult the
Skill Levels table.




Skill Levels Table

Score
0

11+

Description

Clueless (Non-existent): Characters with a rating of 0 in a skill have absolutely no idea about that Skill or how
it works. They may have never even had heard of it before, much less know where to begin trying to accomplish an
action with that skill. All skills are rated O until the Player uses his Character Points or Experience Points to purchase
at least 1 level in that skill.

Novice: The character is familiar with the field, having done moderate reading on the subject or watched the skill
being performed by others, but has no actual hands-on experience of any significance. The character is new to the
particular field or activity, essentially an apprentice or beginner (e.g., a hobby, a police academy recruit, a soldier in
boot camp).

Amateur: This level of knowledge indicates the character has become more familiar with the field, having read
extensively on the subject with little or no formal training (e.g., an apprentice, fresh academy graduate, probationer or
rookie). (Basic)

Trained: This level of knowledge indicates the character has a general, working understanding of that field, having
received instruction from someone of Experienced level (a skill score of 5) or above. The character has obtained hands-
on experience and practiced extensively under the tutelage of his mentor (e.g., an Associate’s degree, an experienced
cadet, AlT or tech school graduate).

Competent: This level of knowledge indicates the character possesses a good grasp on the details and theories of his
chosen field or is capable of performing the action on his own without supervision (e.g., a Bachelor’s degree, 2-year
cop, junior NCO, college athlete). (Professional)

Experienced: This level of knowledge indicates the character is well qualified and informed in his chosen field,
having used his knowledge or completed the action on several occasions in actual situations (e.g., a veteran
professional, a senior NCO, veteran cop, professional athlete, a Master’s degree).

Specialist: This level of knowledge indicates the character has become highly trained or informed in his chosen field
or skill to the point he practices his skills on a regular or daily basis, even able to earn his living using skills in an
occupation. Others may come to the character for training (e.g., Army Ranger, black belt, Olympic athlete, a
Doctorate degree).

Expert: This level of knowledge indicates the character has become an authority in his chosen field or skill, having
honed his skills to perfection after continuous practice and use (e.g., a 10-year Special Forces veteran). Without regular
training and active use of the skill it is nigh impossible for a character to exceed a score of 7 in most skills.

Master: This level of knowledge indicates the character has excelled in his field, surpassing others of lesser dedication
to become superior in quality, skill or achievement. There is very little the character does not know about this skill (e.g.,
a pioneer in the field).

Genius: This level of knowledge indicates the character has risen to a level where he is using his great mental
capacity, physical prowess, and inventive ability to make unique breakthroughs in his field, creating his own original
styles and theories and setting new standards (e.g., Nobel Prize winning scientist).

Legendary: This level of knowledge indicates the character has achieved the most rare and highest level of skill or
knowledge possible, becoming a revolutionary figure in his field. He has become so talented that he inspires wonder,
and is capable of creating, theorizing or performing any most related action with minimum effort (e.g., noted physicist
Stephen Hawking, martial arts master Bruce Lee, child prodigy chess master). (Normal human max.)

Supernatural: This level of skill surpasses normal human thresholds and enters into the realms of the augmented,

enhanced, or metaphysical (e.g., computers may demonstrate this level of skill).




Specialties

Some skill names are followed by “(Spec).” These skills
include a number of related specialties within the skill.

Players may buy additional levels with one of the specialties
when purchasing the skill (see Buying Skills). The character
pays 1 point for every 2 levels in a specialty. These levels are
added to the basic skill score when making skill rolls involving
the specialty.

Specialties are listed on the character sheet only if the
character has levels in them. These are written on the character
sheet as “Skill +# (Specialty +#),” where “#" is the level
of the skill or the bonus in that specialty. Otherwise, only the
base skill is listed.

Colleen is playing in a modern conspiracy game. Her
character, Special Agent Glenn, has the Writing skill with a
specialty of Reports. Special Agent Glenn has a score of 4 in
the base skill and she has two extra levels in the specialty
“Reports,” so Colleen records it on her character sheet as
“Writing +4 (Reports +2).”

Types

Some skill names are followed by “(Type).” These skills
cover several sub-categories that may or may not be inter-related.

Players must select a specific “type” or category when
purchasing the skill. The character’s score for that skill applies
only to skill rolls involving that specific category or Type (i.e.,
each “Type” represents a separate skill).

Group Skill levels apply only to those “Types” that the
character possesses, which must be chosen by the player when
the Skill Group levels are purchased.

Types are listed in parenthesis following the skill name, as
“Skill (Type) +#,” where “#" is the level of the skill.

Paradise wants to buy the Craft skill for her character.
Because Craft requires the selection of a specific “type” of craft,
Paradise selects Sculpting, and buys 2 levels in the skill. Paradise
writes the skill on her character sheet as “Craft (Sculpting) +2.”

USING SKILLS

Skills are used in conjunction with attributes to resolve
actions. When characters attempt an action in the game that
has an uncertain outcome, the player tells the GM which skill
his character is using and how he is using it. The GM sets a
difficulty level for the task (see Difficulty Levels and Target
Numbers, below).

When to Roll

The most important thing to remember is that no skill rolls
are needed for characters to accomplish everyday tasks related
to their skill. Rolls are required only for tasks that are out of the
ordinary for characters with that skill—no matter how hard they
might seem to those without the skill.

Obviously, if everyone had to make a Driving skill roll just
to drive to work, no one would survive the commute! Also,
excess skill rolls only slow down the game. Save the rolls for
amazing tasks or exciting action sequences involving great risks
and daring acts.

Ben’s character does not have the Piloting (Helicopters)
skill. Trying to fly a helicopter will be very difficult for him, and
will require Ben to make a number of Attribute rolls at high
penalties.

Jenny’s character, however, has the Piloting (Helicopters)
skill. She does not need to roll her skill at all to perform ordinary
piloting tasks, such as taking off, flying and landing under
normal conditions. But Jenny will have to make a skill roll for
her character to land her chopper after it has been damaged
by a SAM fired by terrorists, for example, because this is an
extraordinary task even for a trained pilot.

Here's another example..

Arzhange is playing the character of Dr. Raul Wayland,
an emergency room physician aboard a futuristic orbital
hospital in a science fiction game. Dr. Wayland has the skill of
Medicine, along with various Science and Specialist skills
representing his medical knowledge. Arzhange does not have
to roll at all for Dr. Wayland to successfully diagnose ailments,
suture lacerations, perform routine surgeries, and so forth. All
these are everyday tasks for a trained physician, even though
they might be impossible for a person without the skill of
Physician to accomplish.

But when Peggy’s character, Officer Becky West, is rushed
to the ER on the verge of death after being riddled by laser fire
in a shootout, the GM tells Arzhange to make a Medical skill
roll for Dr. Wayland as he tries to save her life. The extent of
her wounds makes this an extraordinary task even for a trained
physician. Also, the dramatic tension of treating another
character who has been severely injured makes this an exciting
time for a skill roll.

Difficulty Levels and Target Numbers

If the task or action that the character is attempting is a
simple one (such as opening a door, climbing a ladder, starting
a car, and so on), no skill roll is required—the character simply
succeeds at the action. If the action has a possibility of failure,
the GM should require the player to make a skill roll and set the
appropriate difficulty level for the task.

As arule, only tasks of “average” difficulty or higher (i.e.,
more difficult) require a skill roll.

The GM assigns a difficulty level based on how difficult he
believes the task would be for an average person. Use the
Difficulty Levels & Target Numbers table, below, to help you
decide what kind of difficulty level to assign the task, if any. The
Target Number (TN) is the difficulty target of a task that must be
beaten by Attribute + Skill + 3d6, taking into account any
modifiers.

Difficulty Levels & Target Numbers

Description TN
Average/Easy 12
Tricky 15
Challenging 18
Difficult 21

Demanding 24
Extreme 27

Legendary 30



Target Numbers in Combat

In cases where a character is trying to attack another
character, such as in melee or ranged combat, use the target’s
DEF as the base TN instead of the table above. Ifthe character
is actively defending himself, add the appropriate skill to the
target’s DEF score. In addition, the GM can then add any other
modifiers, as appropriate. (see Combat Modifiers).

Pat is playing Jake, a barnstormer pilot, in a 1920s
otherworldly horror game. Jake has a DEF of 15 and is pretty
good at barehanded fighting, with an Unarmed Combat skill
of +5. During the game, a mad cultist tries to grapple with
Jake. The GM decides that because they are both using the
Unarmed Combat skill that Jake’s Unarmed Combat score
can be added fo his DEF. The final TN that the cultist needs to
hit Jake is therefore 15 4+ 5 = 20.

Making Sense of Difficulty Levels

While this may seem a little confusing, it’s really very simple.
Here's an example.

Pat is playing in a Revolutionary War (American War of
Independence) game. Pat’s character, Nathan Greene, an
idealistic young infantryman in the Continental Army, is walking
alone down a dirt road when he spots a group of British Redcoats
coming his way! Pat tells the GM, Mark, that his character
dashes off the road and dives into the woods fo hide. Mark
decides that diving into the woods quickly, before the British
troops can spot Nathan, requires a skill roll. Mark isn't sure
just how difficult a task it is, however, so he looks on the Generic
Difficulty Levels table. Looking at the table, Mark figures the
level to be one of the following: Average, Tricky, Challenging,
Difficult, or Demanding. Mark thinks that diving into the woods,
which includes avoiding rocks and such, is more than
“average” or “tricky” difficulty, but is less than “difficult” and
certainly not “demanding,” so he assigns it a rating of
“challenging.” Mark tells Pat to make a Challenging Leaping
roll. Challenging difficulty has a Target Number (TN) of 18.
Pat rolls the dice and gets a total of 19—a success! Nathan
Greene leaps info the woods unseen, moments before the
British soldiers pass.

Automatic Success & Failure

If the Target Number for any task is lower than the
character’s combined (attribute + skill score + 3), no skill
roll is required—it’s an automatic success for the character.

If the Target Number (TN) is greater than the character’s
combined aftribute + skill score + 18, the player may still
make a skill roll. In such cases, a natural roll of 18 on the dice
(i.e., three sixes) indicates success.

Characters can also use Action Points to turn a failed roll
into a successful one, allowing even untrained characters to
succeed at nigh-impossible tasks, thus reflecting a more
cinematic approach. The player characters are assumed to be
heroes in most seftings—there should always be some chance
for heroes to succeed, no matter how difficult the task. (See
Action Points.)

Expanded Target Number Table

The following table indicates the modified target number
based on the assigned difficulty of the task.

To use the table, simply add the character’s attribute +
skill scores (for skill rolls) or use 2x the attribute (for attribute
rolls). Find that number on the left column, then read across
until you find the numberin the column for the assigned difficulty
level of the task. For a skill roll to be successful, the player must
roll the indicated number or higher on the dice.

Bold italicizednumbers indicate that the minimum roll
needed is not obtainable with a simple dice roll, and that
additional bonuses (such as the use of Action Points) may be
required for the task to possibly succeed.

“No roll” indicates that the player does not need to roll the
dice; the task is automatically successful.

Target Numbers (Roll needed, or more)

Attribute  Avg Tricky  Chall Diff Deman Extr Leg
+Skill (TN 12) (TN 15) (TN 18) (TN 21)(TN 24) (TN 27)(TN 30)
1 1 14 17 20 23 26 29
2 10 13 16 19 22 25 28
3 9 12 15 18 21 24 27
4 8 11 14 17 20 23 26
5 7 10 13 16 19 22 25
6 6 9 12 15 18 21 24
7 5 8 1 14 17 20 23
8 7 10 13 16 19 22
9 No roll 6 9 12 15 18 21
10 No roll 5 8 11 14 17 20
11 No roll 4 7 10 13 16 19
12 No roll No roll 6 9 12 15 18
13 No roll No roll 5 8 11 14 17
14 No roll No roll 4 7 10 13 16
15 No roll Noroll  Noroll 6 9 12 15
16 No roll Noroll  Noroll 5 8 11 14
17 No roll Noroll  Noroll 4 7 10 13
18 No roll Noroll  Noroll  Noroll 6 9 12
19 No roll Noroll  Noroll  Noroll 5 8 1
20 No roll Noroll  Noroll  Noroll 4 7 10

Alternate Dice Mechanics

Players and GMs may wish to use the framework of the
Core Rules but with a different dice mechanic. Whereas rolling
three six-sided dice (3d6) provides a nice probability curve,
some gamers prefer the more linear results that rolling fewer
dice provides. Here are some notes for using different dice
mechanics with the Core Rules.

2d10
When making skill rolls and attribute rolls, instead of rolling
three six-sided dice (3d6), roll two ten-sided dice (2d10).
Leave all Target Numbers and modifiers, including bonuses
from spending Action Points, the same as presented above.
Damage from attacks should still use six-sided dice.

1d20

Using this die option can make Open Core play very
similarly to that fantasy RPG, and is an option that can be used
for adapting material from that system into Open Core.

When making skill rolls and attribute rolls, instead of rolling
three six-sided dice (3d6), roll one twenty-sided die (1d20).

Instead of the Target Numbers for the Difficulty Levels given
above, use the following Target Numbers.



Difficulty Levels & Target Numbers
TN

Description

Average/Easy 5
Tricky 10
Challenging 15
Difficult 20
Demanding 25
Extreme 30
Legendary 35

Using the Target Numbers listed above will change the die
roll needed for a given skill roll or aftribute roll from those listed
on page 34. Below is a modified table to reflect the use of 1d20
and the new Target Numbers, for those who have an interest in
such details.

Target Numbers (Roll needed, or more)

Attribute Avg Tricky  Chall Diff Deman  Extr Leg
+Skill (TN 5) (TN 10) (TN 15) (TN 20) (TN25) (TN 30)(TN 35)
1 4 9 14 19 24 29 34
2 3 8 13 18 23 28 33
3 2 7 12 17 22 27 32
4 1 6 1 16 21 26 31
5 No roll 5 10 15 20 25 30
) No roll 4 9 14 19 24 29
7 No roll 3 8 13 18 23 28
8 No roll 2 7 12 17 22 27
9 No roll 1 6 11 16 21 26
10 No roll No roll 5 10 15 20 25
11 No roll No roll 4 9 14 19 24
12 No roll No roll 3 8 13 18 23
13 No roll No roll 2 7 12 17 22
14 No roll No roll 1 6 M 16 21
15 No roll Noroll ~ Noroll 5 10 15 20
16 No roll Noroll  Noroll 4 9 14 19
17 No roll Noroll  Noroll 3 8 13 18
18 No roll Noroll ~ Noroll 2 7 12 17
19 No roll Noroll  Noroll 1 6 1 16
20 No roll Noroll  Noroll  Noroll 5 10 15

Asingle 20-sided die results in a linear probability. That is,
the chance of rolling any number on the die (5%) is the exact
same as for rolling any other number. Because of this linear
probability, using 1d20 instead of 3d6 for skill rolls makes it
easier for characters with lower attribute and skill scores to
achieve low difficulty tasks, but also requires characters to have
higher aftribute + skill score totals to succeed at tasks of Extreme
and Legendary difficulty.

The modifiers given for 3d6 rolls will be too high when
using 1d20. To convert modifiers in the core rules for use with
1d20, simply divide the modifier by two and round up. For
example, if the modifier for a skill roll using 3dé is listed as +3,
you would change that to a +2 modifier when rolling 1d20 (3/
2 =1.5,rounded upto 2).

Similarly, the bonus from spending an Action Point becomes
+3 when rolling 1d20.

Damage from attacks should still use six-sided dice.

Which Atiribute to Use?

All skills are associated with a primary attribute group—
either the Body or Mind group. This is the group that contains
the attributes associated with the common applications of the
skill. The primary aftribute group is indicated for each skill after
the skill name.

In addition, suggested uses of specific aftributes are also
given (in parenthesis) in the skill description.

Governing Attribute

Which attribute is used with the skill (called the “governing
attribute”) depends on how the skill is being used. The most
appropriate attribute used depends upon what the player says
he wants to do. If the task involves exerting force, overbearing,
or general power, the GM should assign the group’s Power
attribute (PRE for the Mind group, STR for the Body group). Ifthe
task involves subtlety, finesse, accuracy, or aptitude, the GM
should assign the group’s Aptitude attribute (INT for the Mind
group, REF for the Body group). If the task involves endurance,
stamina or resistance, the GM should assign the group’s
Resistance attribute (WIL for the Mind group, HLT for the Body
group).

Tony is playing Frank Marione, a gangster in the Roaring
20s. Tony tells the GM that he wants to have Frank Marione
convince a beat cop not fo arrest him on some trumped up
charge. The GM asks him how he plans to do this. Tony says
that Frank is going to try to intimidate the cop. The GM thinks
about it and decides that intimidation is essentially a projection
of the “power” of the character’s charisma, so he assigns PRE
to the skill roll. Tony reconsiders, because Frank’s PRE score is
only a 3, and decided fo have Frank try to fast talk the cop, in
the hopes that the cop would get confused and let Frank go.
The GM thinks about it and decides that baffling the cop like
that requires quick thinking and wit, so he assigns INT to the
skill roll.

Unusual Applications of Skills

In most cases the logical governing attribute will be obvious.
Forinstance, knowledge- and memory-based skills will most
often use the INT attribute.

Occasionally, however, characters will use skills in such a
way that using a different attribute makes sense. The GM should
consider which attribute is the most applicable and assign it as
the governing attribute for the skill roll. Which attribute from the
primary group is used with the skill to resolve actions depends
on how the skill is used, as described by the player.

Example 1: a player tells the GM “My character is going
to stay awake and drive all night if he has to.” The GM decides
that knows that this requires the Driving skill. Ordinarily, a
Driving roll would use REF, but using the REF attribute just
doesn’t make as much sense as using HLT in this case. HLT
deals with stamina and fatigue, whereas REF deals with reaction
and coordination. The GM decides to require the player to
make a skill roll using the character’s HLT + Driving, and
decides that “driving all night” is a Challenging task. The player
must make a Challenging Driving roll using HLT (HLT + Driving
+ 3d¢).

Example 2: Sean’s character has the Conversation skill,
allowing him to unobtrusively gain information in casual
discussion. Conversation affixes to the Mind group. If the
character tries to gain information by flattering or charming
someone, he uses PRE + Conversation. If he tries to trick
someone into revealing information, he uses INT +
Conversation. And if he tries to keep a woman talking until she
doesn’t know what she is saying anymore, he uses WIL +
Conversation.



Both Body and Mind

Some skills can be used with both groups, depending on
the specific application of the skill. This is perfectly acceptable,
as long as itis plausible and the GM agrees fo it.

Frank Marione is arrested by the cop after all and now
Frank is being interrogated in the station house. But the cops
are not interested in mind games; they intend to beat a
confession out of him. Although the Interrogation skill is
associated with the Mind group, the GM thinks about it and
decides that such physical tactics call for an exception to the
rule, and the GM assigns STR to the roll.

Making the Roll

The player rolls three six-sided dice (3d6) and adds the
result to his character’s skill score plus the governing attribute
score. If the total meets or exceeds the target number (as
indicated by difficulty level), the character has successfully used
the skill.

Here is a summary of the steps of using a skill in the game.

Using a Skill—Summary

1. [Player] Choose a skill for the task

2. [Player] Tell the GM how the skill is being used

3. [GM] Determine difficulty level (and Target
Number) for the task

4. [GM] Determine governing attribute for the skill roll

5. [Player] Roll 3d6 + attribute score + skill score

6. If total meets or exceeds the Target Number, task is
successful

Pat’s character, Nathan Greene, is a Minuteman in a
Revolutionary War game. Pat tells the GM at one point that
his character, Nathan, is throwing his tomahawk ot a rope to
try to sever it. The GM tells Pat that Nathan will need to make
a Difficult Axes skill roll, using Reflexes (as the governing
attribute). Nathan has Reflexes 5 and the Axes skill at +4. Pat
rolls 3d6 (three six-sided dice) and adds Nathan’s REF and
Axes scores. Patrolls 13 +5 + 4 = 22.

Any time a skill roll is required or suggested, it is written as
“a [Difficulty] [Skill name] roll (TN).” For instance, if Nathan’s
earlier escape into the trees were presented as part of a published
scenario, it might read “diving off the road into the woods
requires a Challenging Leaping roll (TN 18).”

Effect Numbers

The Effect Number (EN) of a roll is simply the number of
points by which askill roll (i.e., attribute + skill + 3dé) exceeds
the Target Number. If the dice roll is exactly the target number,
the effect numberis O. If the TN is 14 and the skill roll total is 19,
the Effect Numberis 5.

Effect numbers can be used in several helpful ways in the
game. They are used to determine the outcome of contested
skill rolls, to determine the winner of a contest (whose arrow is
closest to the bullseye?), to determine the progress of a long
task (such as complex repairs, a masterful work of art, ongoing
research), and so on.

Contested Skill Checks

When two characters are aftempting to outdo each other
using skills, it's called a contested roll. In a contested roll, both
characters make their skill rolls, using any difficulty modifiers
assigned by the GM. The character whose player achieves the
higher adjusted skill roll total is the “winner.” Examples of
contested skill rolls include trying to sneak past a guard unseen
(Stealth versus the guard’s Awareness), an arm wrestling contest,
and so on.

Margaret’s character in a science fantasy game, Laura
Starwalker, tries to block a blaster shot by an imperial trooper
with her energy blade. Laura Starwalker has a REF of 5 and
Energy Blade +7. The GM makes a skill roll for the trooper.
The trooper must make a successful skill roll, otherwise
Margaret won't need to make an opposed skill roll ot all (there’s
no need to try to block a shot that will miss anyway!). The GM
rolls well enough for the trooper fo hit his target. Margaret now
needs to make an Energy Blade skill roll to block the shot. The
TN for the block attempt is equal to the trooper’s attack roll
total—in this case 15.Margaretrolls 9 + 5 + 7 = 21. She did
it—Laura deflects the blaster shot with her energy blade!

In situations in which each character must achieve a
minimum level of effect in order to be partially successful (e.g.,
an archery contest to see who can hit the target closest to the
center), the GM may assign a TN to each player’s skill roll. The
player who achieves the higher effect number succeeds. In effect,
the total of the first character’s roll becomes the TN for the second
character’s skill roll. If both player’s effect numberis O (i.e., if
the rolls are tied) there is no winner, because both characters
failed at their respective attempts. (see Effect Numbers, above).

Mike is playing Robin Hood, who has entered an archery
contest. The TN to hit the target is 15. In the contest, each
character makes a Simple Missile Weapons (Bows) skill roll
against TN 15. That target number indicates merely hitting the
target. The higher the effect number of the roll, the closer to
the center the shooter’s arrow lands. Thus, the character with
the highest effect number wins the round. One contestant
rolled a total of 13, for an effect number of -2. The other
contestants’ effect numbers are 1, 2, 2, 4 and 6. Mike makes
his Simple Missile Weapons (Bows) skill roll for Robin Hood
and gets a total of 27—an effect number of 12! Robin Hood
has won the round!

Skill Roll Modifiers

This section outlines the various modifiers, positive and
negative, that can effect character dice rolls.

Complementary Skills

Sometimes a character’s knowledge of a particular subject
can help with a skill roll for another skill. For instance, any
character with the Appraisal skill can appraise an antique vase.
But a character with specific knowledge of antique vases,
knowledge of the culture from which the vase originated, of
glazing techniques, or of the family that owned the vase may
have particular insights into the history of the vase, thus allowing
the character to more accurately determine its value.



When one skill can be used to help with a task that uses a
different skill, itis called a Complementary Skill. When a skill is
Complementary to another skill, the player receives a bonus to
the skill roll equal to one half of the Complementary Skill’s score,
rounding down.

Mike’s character has the skills Tactics (Ambushes) +5
and Sub-machineguns +4. He is laying an ambush for some
enemy soldiers. The GM tells Mike that he can use his
character’s Tactics (Ambushes) skill as complementary to his
Sub-machineguns skill for the first turn of combat, due to his
character’s knowledge of launching effective ambushes.
Because one half Mike’s character’s Tactics (Ambushes) score
is 2, Mike adds +2 to his Sub-machineguns score, raising it
from +4 to +6, for the first turn of combat.

Atthe GM’s option, the bonus from a complementary skill
can remain in effect for the duration of an event or task.

Off-handed

Characters are either right- or left-hand dominant (player’s
choice) by default. The character’s non-dominant hand is his
“off hand.” Using your off hand incurs a -3 penalty to any skill
rolls requiring manual dexterity, such as shooting a gun,
throwing, writing, and so on.

Characters with the Ambidextrous Combat Technique (see
Combat Technique pg. XX) can offset this disadvantage.

Time

Every task requires a certain amount of time to complete,
as determined by the GM. If a character takes more or less time
than usual to perform a task, he receives a bonus or penalty to
the Target Number, respectively.

When determining the bonus or penalty for more or less
time taken on a task, refer to the Time Chart, below. Simply find
the level on the Time Chart that is closest to the amount of time
the task normally takes. The GM should determine the average
length of time normally required to perform the task, then consult
the Time Chart. If the time required to perform a task is longer
than the closest level on the Time Chart, then use the next greater
time increment as the default level.

Pat’s character is picking a lock. The GM feels that picking
a lock should take an average person about 20 seconds. “20
seconds” is more than 1 turn but less than the “30 seconds”
level, so the base time level for Pat’s character’s lock picking
affempt is “30 seconds” for purposes of determining any bonus
or penalty for taking extra time or rushing the task.

Time Chart

1 turn (3 seconds)

30 seconds
5 minutes

1 hour

day

week
month
quarter (3 mos.)
year
decade
century
millennium

i [ S

Taking Extra Time

Characters can take more time than normal to perform a
task in order to improve their chance of success. By taking more
time than normal, the task becomes easier. For each lower level
down the Time Chart (i.e., for each larger period of time taken),
the skill roll receives a +3 bonus.

Pat’s character needs to pick a lock that he knows fo be
very tough. The GM has decided that picking the lock is a
Challenging task (TN 18). Since there is no immediate danger
and his companions are watching the passageway, Pat decides
to take his time and concentrate. The referee decides that If
Pat spends 1 hour on the task he will get a 46 bonus to his skill
roll because “1 hour” is two steps lower on the Time Chart
than 30 seconds. Not wanting to take quite that long Pat
decides to take 5 minutes and gets a bonus of +3, making it
equivalent fo a Tricky task (TN 15).

Rushing

Characters can attempt to perform a task more quickly
than normal. By taking less time than the “base time” for a task,
the task becomes more difficult. For each higher level up the
Time Chart (i.e., for each smaller period of time taken), the skill
roll incurs a -3 penalty.

Pat’s character picks the lock and makes his way into a
stable where he finds a horse. Pat decides his character is
going to try to ride the horse out of the city. Unfortunately for
Pat the horse is not saddled and his character is not very
knowledgeable about horses and riding gear, so the GM tells
Pat that he will need to spend 5 minutes and make a
Challenging Riding roll (18) using INT in order to properly
saddle the horse.

The city guards can also be heard nearby. Pat does not
want his character to be found and captured, so he decided
his character will rush the saddling of the horse, taking only 30
seconds to throw the saddle on and secure it as well as he can
before riding off. Pat will suffer a -3 penalty for rushing, making
the task a Difficult one (TN 21)!



Repeated Attempts

Characters who fail at a skill roll may make another attempt,
with conditions.

A character who attempts a task again after failing it once
may make a new skill roll, but is at -3 for each successive attempt.
This penalty is cumulative and is in addition to any other modifiers
for taking extra time or rushing (see Taking Extra Time, page
36).

Pat fails his skill roll to saddle the horse. But he really
wants fo get the task accomplished and soon, so Pat tells the
GM that even though his character failed the first time, he is
going to try again. The GM tells Pat that he can try another
skill roll but this time at a -3 penalty. Pat decides to go for it,
and he chooses to rush yet again. His character spends another
30 seconds on the task, the same as last time. Pat can make
another skill roll, but this time with a -3 penalty for a repeated
attempt, plus an additional -3 penalty for rushing, making the
normally Challenging (TN 18) skill roll equivalent to a
Demanding one (TN 24)]

Tools & Equipment

Some skills do not require equipment for their use. The use
of specialized equipment with these skills may provide a +3
bonus to the skill roll, at the GM’s discretion.

Some skills, on the other hand, require the character to
have access to specific equipment in order to use the skill at all.
Examples include a forge, for Blacksmith, or a weapon, for a
weapon skill. If the character doesn’t have the necessary items
he cannot use the skill.

Other skills normally require tools of some kind but can be
used with improvised tools. If a skill can be used with improvised
tools, at GM's discretion, the character may attempt the task
but suffers a -3 penalty.

Instruction & Study
An alternate method for increasing a character’s ability in
a skillis through Instruction and Study, which this section outlines.

Finding a Teacher

This is the easiest way to learn. The teacher must be at least
two levels higher than the character in the desired skill. In other
words, a PC with a skill level of 5 in Swords must find a teacher
with a Swords skill of at least 7.

There comes a point in studying where no more education
will suffice, and one must simply practice, practice, practice,
and do, do, do. This is why the level difference is required; at
extremely high levels of skill (? or higher) one cannot find more
skilled teachers; one must become one’s own master. In game
terms, the character continues to study as normal, but he uses
his INT alone to determine the length of study/training time
required to improve a level.

Ateacher must also have the time to teach and the student
the time to learn, and even the most knowledgeable teachers
may not be any good at transferring their knowledge. That's
where the Instruction skill comes in. The teacher averages his
score of the skill o be taught with his Instruction skill (skill being
taught + Instruction, divided by 2); he may then teach the

student up fo that level of skill.

Study Hindrances

The simple gaining of ability (indicated by an increased
skill level) from study is not automatic. There are several things
that may make studying more difficult and may hinder the PC's
ability to advance. Some of the hindrances are listed here, but
the GM and players will have to decide what other matters
might affect study. The problems are cumulative.

»  Student undertakes other duties or activities, including
studying other skills, in the period of study: required
training time is multiplied by 1 plus 1 point per other
activity (e.g., studying two skills takes three times as
long to advance in each)

»  Student is recovering from injuries or is ill: study of
any physical skill is either totally impossible or his
required fraining time is doubled (or even tripled;
GM'’s discretion, based on the nature of the wounds
orillness)

o Studentis forced to interrupt his study (e.g., fo perform
some duty for his lord or undertake a mission): student
resumes study from the point he left off with an effective
loss of (10 - INT) weeks of study due to the interruption.

Study Benefits

There are a few issues that may bring benefits to study. Like
hindrances, they are cumulative. The student gains the indicated
bonus for that circumstance when calculating the required
training time:

» Teacher has a score of 10 or greater in skill being
taught

»  Student studies at an institution devoted to teaching
that skill (e.g., a d6jé or temple): +1 to student’s
effective INT

o Skill being studied is common for the character or is
one of the skills in the profession template for that
character (e.g., Swords for a samurai, or Buddhism
for a Buddhist priest): +1 to student’s effective INT

»  Studentisthe only one for the teacher for the duration
of study: +5 to teacher’s effective TL

»  Student has the Scholar version of the Skill Knack
Ability, add +2 to his effective INT for calculating
training time

Study Time

Consultthe chart below to determine the number of weeks
of study needed to increase the character’s skill level (SL). Cross
reference the desired skill level (the horizontal, bold numbers)
and the student’s INT + the teacher’s Instruction Level
(abbreviated “IL”; the vertical numbers). The resulting number
is the number of weeks required for the student to gain 1 level in
the skill. The teacher’s IL is equal to the average of his Instruction
skill score and the score in the skill being taught.

The required time must be spent by the student or no
increase in the skill is gained. In other words, time must be spent



as well as Experience Points in order for characters to improve a
skill. The formulafor determining how long a student must study
in order to achieve a new skill level is:

Time in weeks = ((2 x DL) + 10) - (INT + IL)

In other words, the time in weeks it takes to achieve a new
level equals two times the desired skill level (DL) plus 10, minus
the sum of the student’s INT plus the teacher’s TL. For example,
a student with an INT of 5 desiring fo achieve a skill level of 6 in
Driving by studying with a teacher who has a Instruction Level of
8would be: (12 + 10) — (5 +8) = 9 weeks.

If there is no teacher available, then use O for TL in the
formula.

Required Time to Improve SL

Student’s Desired Skill Level
INT+1IL1 2 3 4 5 6 7 8 2 10
1 11 13 15 17 19 21 23 25 27 29
2 10 12 14 16 18 20 22 24 26 28
3 9 11 13 15 17 19 21 23 25 27
4 8 10 12 14 16 18 20 22 24 26
5 7 9 11 13 15 17 19 21 23 25
6 6 8 10 12 14 16 18 20 22 24
7 5 7 9 117 13 15 17 19 21 23
8 4 6 8 10 12 14 16 18 20 22
9 3 5 7 9 11T 13 15 17 19 21
10 2 4 6 8 10 12 14 16 18 20
11 1 3 5 7 9 11 13 15 17 19
12 1T 2 4 6 8 10 12 14 16 18
13 1 1 3 5 7 9 11 13 15 17
14 T 1 2 4 6 8 10 12 14 16
15 1 1 1 3 5 7 9 11 13 15
16 1 1 1 2 4 6 8 10 12 14
17 1 1 1 1 3 5 7 9 11 13
18 T 1 1 1 2 4 6 8 10 12
19 1 1 1 1 1 3 5 7 9 11
20 1 1 1 1 1 2 4 6 8 10
21+ 1 1 1 1 1 1 3 5 7 9

WHICH SKILLS TO USE?

Note that not all of the skills listed will be appropriate for all
campaigns. We have presented a number of skills that can be
used in most settings. Itis up to the GM to determine what skills
are appropriate to a campaign. The recommended skills for a
specific setting or genre will be listed in published genre and
sefting books.

Generic Skill List

The following is a generic skill list. That is, it’s not created
for any particular setting or genre. GMs are encouraged to
make up their own setting- or genre-specific skill list for their
games, omitting and/or adding skills as necessary. For
guidelines for creating your own skill list for your game, see the
Skills chapter.

ltalicized skill names indicate a universal skill. All characters
receive universal skills at +2 for no cost. Characters with no
points spent on a universal skill still receive the +2 bonus. Any
points spent on a universal skill add to this default level. Universal
skills are skills common to all characters of a certain setting or
genre (as determined by the published product or by the GM).
Those skills marked with an asterisk are suggested common
skills for modern settings.



Skill Group

Skill Group  Skill
Arts & Crafts
Art (Type)
Cooking (Spec)
Craft (Type)
Jeweler
Photography
Smith (Spec)
Athletics
Acrobatics
Climbing
Contortionist
Jump
Para (Spec)
Sport (Type)
Swimming
Throwing (Spec)
Unarmed Combat (Type)
Zero-G
Communication
Bluff
Instruction
Negotiation (Spec)
Orate (Spec)
Persuasion (Spec)
Whriting (Spec)

Covert Skills
Disguise
Forgery (Spec)
Gambling
Lockpicking
Shadowing
Sleight of Hand
Stealth
Education
Area Knowledge (Type)
Hobby
Knowledge (Type)
Language (Type)
Research (Spec)
Enterprise
Accounting
Appraisal
Bureaucracy
Business
Economics (Spec)
Professional (Type)
Trading
Focus
Awareness (Spec)
Concentration
Intuition
Lip Reading
Power Usage
Sense Motive
Heavy Weapons
Attillery (Spec)
Machine Guns (Spec)
Missile Launchers (Spec)
Portable Launchers (Spec)
Vehicle Weapons (Spec)
Investigation
Cryptography
Deduction
Forensics
Gather Information
Intel Analysis
Interrogation
Surveillance (Spec)

Skill Group Skill
Medicine
Dentistry
First Aid * (Spec)
Physician (Spec)

Pharmacology
Surgery (Spec)

Tools
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Body/Mind
Mind
Body
Body
Body
Body

Body
Body
Body
Body
Body
Body/Mind
Body
Body
Body
Body

Mind
Mind
Mind
Mind
Mind
Mind

Body
Body
Body/Mind
Body
Mind
Body
Body

Mind
Mind
Body/Mind
Mind
Mind

Mind
Mind
Mind
Mind
Mind
Body/Mind
Mind

Mind
Mind
Mind
Mind
Varies
Mind

Body
Body
Mind
Body
Body

Mind
Mind
Mind
Mind
Mind
Mind
Mind
Gov Attribute

Mind
Mind
Mind
Mind
Body/Mind

Skill Group Skill
Melee Weapons
Axes (Spec)
Bayonets
Flexible Weapons (Spec)
Knives
Maces/Clubs (Spec)
Polearms (Spec)
Swords (Spec)
Military Sciences
Combat Engineer (Spec)
Demolitions (Spec)
Strategy (Spec)
Tadtics (Speq)
Nature/Outdoor
Animal Handling (Spec)
Fish and Game (Spec)
Navigation (Spec)
Riding (Spec)
Survival (Spec)
Teamster (Spec)
Tracking
Performance
Acting
Dancing (Spec)
Instrument (Type)
Juggling
Mimicry
Singing
Ventriloquist
Sciences
Astronomy
Biology (Spec)
Chemistry (Spec)
Mathematics
Physics (Spec)
Simple Missile Weapons
Boomerangs
Bows (Spec)
Crossbows (Spec)
Sling Weapons (Spec)
Slingshots
Small Arms
Black Powder W. (Spec)
Gunplay
Gunsmith (Type)
Pistols
Rifles
Shotguns
Sub-machineguns
Social
Conversation*®
Intrigue
Philosophy
Sense Motive
Society (Type)
Style
Symbols
Social Sciences
Anthropology (Spec)
Archaeology (Spec)
Geography (Spec)
History (Spec)
Politics
Psychology (Spec)
Religion (Type)
Technical
Astrogation
Benchthumping
Computers * (Spec)
Electrician
Electronics (Spec)
Engineering (Type)
Mechanic (Spec)
Repair
Technological Knowledge
Operate Electronics (Spec)
Transportation
Drive (Spec)*
Piloting (Spec)
Sailing (Spec)
Starships (Spec)
Watercraft (Spec)

* Indicates a universal skill (in modern or more advanced settings)

R = Requires specialized tools. | = Usable with improvised tools.

Tools
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Body
Body
Body
Body
Body
Body
Body

Mind
Mind
Mind
Mind

Mind
Body/Mind
Mind
Body
Mind
Body
Mind

Mind
Body
Body
Body
Mind
Body/Mind
Body

Mind
Mind
Mind
Mind
Mind

Body
Body
Body
Body
Body

Body
Body
Mind
Body
Body
Body
Body

Mind
Mind
Mind
Mind
Mind
Mind
Mind

Mind
Mind
Mind
Mind
Mind
Mind
Mind

Mind
Ming
Mind
Mind
Mind
Mind
Mind
Mind
Mind
Mind

Body
Body
Body/Mind
Body/Mind
Body/Mind



SKILL DESCRIPTIONS

The following section provides descriptions for the skills
listed on the Sample Skill List in the previous section.

Arts & Crafts Skill Group

Arts & Crafts skills are those primarily concerned with the
creation of tools and knickknacks, entertainment and
pleasurable pursuits.

Art (Type)

Characters with this skill are adept at creating works of art
in a particular medium (REF). They also understand the finer
points of artistic expression (INT) and can appreciate works of
art more than the average person (PRE).

Atype must be selected when this skill is bought. This skill
may be purchased more than once, each time for a different
type of Art.

Successful use of this skill means the character creates a
quality work of art, recognizes the creator of the work, or
appraises the quality or value of such works created by others.
The effect number of the roll determines the quality of the work;
the higher the effect number the better the quality, and, thus, the
better the viewer's impression of the work.

This skill may also be used as a complementary skill to
Social skills in the appropriate circumstances, such as if the
characteris giving a work of art as a gift (at the GM's discretion).

Types: Painting, Pottery, Sculpting, Sketching.

Cooking (Spec)

The skill of creating meals, from simple edible dishes to
elaborate, gourmet meals (INT) including even artistic
presentations of food (PRE).

Specialties: Cuisine, Ethnicity (e.g., Chinese, ltalian), Fast
Food, Gourmet.

Craft (Type)

Characters with this skill are adept at some craft, as defined
by the player, and understand the finer points of their craft,
including common tools, patterns, and methods associated
with it (INT). The character is able to create attractive and/or
functional items (depending upon the defined craft) and earn a
living with his craft (REF).

Characters can

problems.

The basicfunction of the Craft Skill, however, is to allow the
character to make an item of the appropriate type. The TN
depends on the complexity of the item to be created. The TN, the
check results, and the price of the item determine how long it
takes to make a particular item. The item’s finished price also
defermines the cost of raw materials.

All crafts require artisan’s tools to give the best chance of
success. If improvised tools are used, the check is made with a
-2 penalty. On the other hand, masterwork artisan’s tools
provide a +2 bonus on the check.

To determine how much time and money it takes to make
an item, follow these steps.

1. Find the item'’s price. For most modern-day items it is
easy to find what the price would be in any number of
catalogues.

Find the TN from the table below.
Pay one-third of the item’s price for the cost of raw
materials.

4. Make an appropriate Craft check representing one
week's work. [f the check succeeds, multiply your check
result by the TN. If the result x the TN equals the price
ofthe item, then the item is completed. (If the result x
the TN equals double or triple the price of the item,
then the task is completed in one-half or one-third of
the time. Other multiples of the TN reduce the time in
the same manner.) If the result x the TN doesn’t equal
the price, then it represents the progress you’ve made
this week. Record the result and make a new Craft
check for the next week. Each week, you make more
progress until your total reaches the price of the item in
silver pieces.

If you fail a check by 4 or less, you make no progress this

week.

If you fail by 5 or more, you ruin half the raw materials and
have to pay half the original raw material cost again.

Progress by the Day: You can make checks by the day
instead of by the week. In this case your progress (check result
x TN) is decreased by one unit (from hundredsto tens, as an
example, depending on the currency used in the campaign)..

W

practice theirtrade and [~
make a decent living,
earning about half their
check result in money
per week of dedicated
work. The character
knows how to use the
tools of the trade, how
to perform the craft’s
daily tasks, how to
supervise untrained
helpers, and how to
handle  common

N
Example ltem Craft Skill Craft TN
Armor or shield Armorsmithing 12 + Hardness
Longbow or shortbow Bowmaking 15
Composite longbow or composite shortbow Bowmaking 15
Crossbow Weaponsmithing 15
Simple melee or thrown weapon Weaponsmithing 15
Martial melee or thrown weapon Weaponsmithing 15
Exotic melee or thrown weapon Weaponsmithing 21
Very simple item (wooden spoon) Varies 12
Typical item (iron pot) Varies 12
High-quality item (bell) Varies 15
Complex or superior item (lock) Varies 18
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Creating Masterwork ltems: You can make a masterwork
item—a weapon, suit of armor, shield, ortool that conveys a
bonus on its use through its exceptional craftsmanship, not
through being magical. To create a masterwork item, you create
the masterwork component as if it were a separate item in addition
to the standard item. The masterwork component has its own
higher price and a Craft TN of 21. Once both the standard
component and the masterwork component are completed, the
masterwork item is finished. Note: The cost for the masterwork
component is one-third of the given amount, just as it is for the
cost in raw materials.

Repairing Items: Generally, you can repair an item by
making checks against the same TN that it took to make the
item in the first place. The cost of repairing an item is one-fifth of
the item’s price.

When you use the Craft skill to make a particular sort of
item, the TN for checks involving the creation of that item are
typically as given on the following table.

Types: Candle-making, Glazing (i.e., lacquering),
Cobbling, Shipwright, Tanning, or any other reasonable craft
that the player and GM agree upon.

Jeweler

The skill of crafting fine jewelry from precious metals (silver,
gold, platinum, etc.), stones and gems (REF). Characters can
also appraise the quality and value of such items, create rings,
necklaces, brooches, set stones, and so on (INT).

Photography

The skill of taking photographs of various subjects (REF)
and developing them from film to print (INT). Use of this skill to
take pictures requires a camera, and developing film requires
access to a film lab, with the proper chemicals, photosensitive
paper, and possibly other equipment.

Smith (Spec)

The skill of forging and crafting items from metal (bronze,
iron or steel, depending on the period and technology level of
the setting or culture).

Weaponsmith is the skill of creating bladed weapons, such
as knives, swords, spearheads, arrowheads, and the like. The
creation of handles and shafts requires woodworking (a specialty
ofthe Craft skill), although if the character has access to these
finished items he can complete the weapon in question.

Blacksmith is the skill of creating metal tools (such as
hammers), blunt weapons, horseshoes and the like.

Armorer is the skill of creating metal suits of archaic armor.

Specialties: Armorer, Blacksmith, Weaponsmith.

Athletics Skill Group

Athletic skills are those involving physical pursuits, exertion,
and sport. The Athletic Skills group includes the following skills.

Acrobatics

Characters with this skill are very agile and able to perform
flips, tumble, and swing in exciting, swashbuckling fashion.
Acrobatics is very useful for sailors who spend a lot of time up in
the rigging, balancing on swaying masts, and so on. While any

character can aftempt such actions by making a REF check
(see Attribute Checks), characters with this skill do soin.amuch
more flamboyant and impressive manner.

A successful use of this skill also allows a prone character
to regain his feet as a free action, to “roll with a punch” (halving
any damage received from a blunt blow), reduce damage from
a fall (subtract the skill level in yards from the distance fallen
before determining damage) or impose a -3 to Skill Checks for
attacks made against him that phase, due to his incredible
dodging ability (may be added to any bonuses for the Dodge
maneuver).

Land Softly: The character can make an Acrobatics check
(TN 15) when falling. If the check succeeds, treat the fall as if it
were 10 feet shorter when determining damage.

Tumble past Opponents: With a successful Acrobatics
check (TN 15), the character can weave, dodge, and roll up to
20 feet through squares adjacent to opponents, risking no
attacks of opportunity. Failure means the character moves as
planned, but provokes attacks of opportunity as normal.

Tumble through Opponents: With a successful
Acrobatics check (TN 21), the character can roll, jump, or dive
through squares occupied by opponents, moving over, under,
or around them as if they weren’t there. Failure means the
character moves as planned, but provokes attacks of
opportunity as normal.

With the GM’s approval, a character with 5 or more ranks
in Acrobatics may gain a +3 bonus to the Defense Derived
Attribute.

Acrobatics may be used as a complementary skill to
Climbing and Jump.

Climbing

Characters use this skill when climbing difficult surfaces or
items, such as cliffs, walls, or ropes (STR). A successful check
allows the character to move a number of yards equal to one
half his MOV score or equal o his Climbing score (whichever is
greater). Failure means the character has lost but regained his
grip or footing, and has made no progress that turn. A serious
failure (two or more levels below the difficulty of the roll) means
the character has fallen (see Falling, page).

Climbing is a Universal Skill; all characters receive it at
level 2 at no cost.

Contortionist

Characters with this skill can contort their body into difficult
or unusual positions (REF), and remain in such positions for
long periods of time (HLT). Contortionists often also have a
complementary physical Feature, such as “double-jointed.”

Jump

The character uses this Skill to leap over pits, vault low
fences, orreach a tree’s lowest branches.

The TN and the distance the character can cover vary
according to the type of jump the character is attempting.
Distance moved by jumping is counted against maximum
movement in a round. A character can start a jump at the end
of one turn and complete the jump at the beginning of your next
turn.



Long Jump: This is a horizontal jump, made across a
gap such as a chasm or stream. At the midpoint of the jump, the
character attains a vertical height equal to one-quarter the
horizontal distance. The DC for the jump is equal to the distance
jumped (in feet). The TNs for long jumps of 5 to 30 feet are
given in the table below. A character cannot jump a distance
greater than his or her normal speed.

All Jump TNs covered here assume that the character can
move at least 20 feet in a straight line before attempting the
jump. If this is not the case, the TN for the jump is doubled.

If the character fails the check by less than 5, he or she
- ~, doesn’t clear the

Long Jump Distance TN distance, but can
5feet N/A make a Reflexes

10 feet 12 Check (TN 15) o

15 feet 15 grab the far edge

20 feet 18 of the gap. The

24 feet 21 character ends his

30 feet 24 or her movement
grasping the far

g

edge. Ifthat leaves
the character dangling over a chasm or gap, getting up requires
a move action and a Climb check (TN 15).

High Jump: This is a vertical leap, made to jump up to
grasp something overhead, such as a tree limb or ledge. The
TN for the jump is the height x4 (in feet). The TNs for high jumps
of 1 to 8feet are given in the table below.

All Jump TNs covered here assume that the character can
move at least 20 feet in a straight line before attempting the
jump. If this is not the case, the DC for the jump is doubled.

If the character succeeds on the check, he or she can reach
the height. The character grasps the object he or she was trying
to reach. If the character wishes to pull him or herself up, the
character can do so with a move action and a Climb check (TN
15). If the character fails the Jump check, he or she does not
reach the height, and lands on his or her feet in the same square
from which the character jumped.

The difficulty of reaching a given height varies according
to the size of the character or creature. Generally, the maximum
height a creature can reach without jumping is given in the
table below.

Hop Up: The character can jump up onto an object as
tall as his or her waist with a Jump check (TN 10). Doing so
counts as 10 feet of movement. The character does not need to
get a running startto hop up (the TN is not doubled if you do not
get a running start).

Jumping Down: If the character intentionally jumps from
a height, he or she takes less damage than if the character just
falls. The TN to jump down from a height is 15. The character
does not have to get a running start to jump down (the TN is not
doubled if the character does not get a running start). If the
character succeeds on the check, he or she takes falling damage
as if the character had dropped 10 fewer feet than he or she
actually did.

Effects that increase a character’s speed also increase the
character’s jumping distance, since the check is modified by

the character’'s MOV. Using the Jump skill is either a move
action.

Para (Spec)

Characters with this skill can use various types of paraflight
apparatus, including hang gliders, parachutes and paragliders
(REF).

Specialties: Hang Glider, Parachute, Paraglider.

Sport (Type)

Characters with this skill are adept at organized athletic
activities not already covered by other skills. Skills not covered
by this ability include Archery and Swimming. The character
knows the rules of the game (INT) and can compete in the sport.
Some sports involve primarily stamina, such as long distance
running (HLT), or strength, such as power lifting (STR). Most
sports are predominantly agility-based, however, such as
bowling, baseball, cricket, and similar sports (REF).

A Type must be selected when the skill is purchased. This
skill may be purchased more than once, each time for a different
fype.

Types: Baseball, Basketball, Bowling, Cricket, Football
(American), Hockey, Soccer (i.e., European football), or other
sports allowed by the GM.

Swimming

Characters with this skill are able to swim in water deeper
than waist-level (REF) and can stay afloat for long periods of
time (HLT). No Skill Check is needed to tread calm water. Rough
water, however, requires the character to make a Skill Check to
keep his head above water each turn (STR). Failure means the
character has gone under and may be subject to drowning if a
character cannot resurface on the subsequent turn by making a
successful Swimming roll.

This is an important skill for sailors, competition swimmers,

Navy SEALs, and the like.
Throwing (Spec)

Characters use this skill to throw objects, such as rocks
and stones, for accuracy (REF) or distance (STR). (See Combat
for rules on making attacks, damage, and so on). It can be
used to throw a grappling hook, toss a weapon to a friend, to
play darts, or to hurl a spear at an opponent.

Throwing is a Universal Skill; all characters receive it at
level 2 at no cost.

Specialties: Darts, Football, Javelin, Knives, Stones, et al.

Unarmed Combat (Type)

The skill of unarmed, hand-to-hand fighting. Characters
must choose a type or style of unarmed combat when this skill is
purchased. This skill may be purchased multiple times, each
time for a different type of unarmed combat.

Characters with the Unarmed Combat Skill (and the
permission of the GM) can purchase any to the following Martial
Arts maneuvers that is appropriate to the style of combat that is
being simulated for the character. Each maneuver costs an
additional 2 CP, and the character may not have more
maneuvers than levels purchased in the Unarmed Combat skill.



The use of combat maneuvers in conjunction with the Unarmed
Combat skill is completely optional, and if a campaign GM
does not like the additional level of detail that it adds to the
Open Core RPG, then this rule can be discarded.

when trying to con or mislead. Favorable and unfavorable
circumstances weigh heavily on the outcome of a bluff. Two
circumstances can work against the character: The bluffis hard
to believe, orthe action that the bluff requires the target to take
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Combat Maneuver Notes

Basic Strike STR+1 damage bonus

Breakfall Must make Fatigue check or lose consciousness, to regain feet costs an
Action

Defensive Strike STR damage bonus Strike; + 1 to skill roll

Killing Strike On successful aftack (at a penalty of —2) target must make a Health check
vs. TN of 21 or be killed by the aftack

Martial Block Blocks all weapons; +2 to skill roll

Martial Disarm Disarm, +2 STR roll

Martial Dodge +5 DEF for dodging purposes that Turn

Martial Escape +3 to Unarmed Combat roll for escaping a grab during combat

Martial Grab +2 REF for purposes of attempting to grab the target

Martial Throw Target knocked prone, takes STR damage bonus, must spend an Action
to get back up again

Nerve Strike Target must make Fatigue check or be rendered unconscious, -2 on
attempt fo hittarget.

Offensive Strike STR) +2 damage bonus; -2 to attack roll

Sacrifice Throw Martial Throw, with +2 to attack roll, Target and Attacker both knocked
prone.

o J

Unarmed Combat (Brawling) is a Universal Skill; all
characters receive it at level 2 at no cost.

Types: Aikido, Brawling, Judo, Karate, Kung Fu, Sumo,
Werestling, et al.

Zero-G

Characters with this skill are accustomed to operating in a
zero-gravity environment (REF). They can perform simple tasks
without incurring a penalty for the lack of gravity, such as
performing EVAs (extravehicular activities—space walks, planet
walks and the like), maneuvering at slow speeds, performing
stationary repairs, and so on. Complex tasks, such as combat
or fast movement, may be performed at no penalty with a
successful Zero-G Skill Check, or at a simple -3 with a failed
roll.

Communication Skill Group

The Communications Skill group is about the relaying of
information, and about convincing others about things, swaying
opinions and emotions. The Skill in this Skill Group are
complementary to those in the Performance Skill Group.

Bluff

Bluff allows the character to make outrageous claims or
untrue statements seem plausible. This skill encompasses such
things as conning, fast-talk, misdirection, and deception
through the use of body language. A character can bluff to
create femporary confusion, get someone to turn his head in
the direction the character points, or simply fo try fo look innocent
ina situation.

ABIuff check is opposed by the target’s Sense Motive check

goes against the target’s self-interest, nature, personality, or
orders.

If it's important, the GM can distinguish between a bluff
that fails because the target doesn’t believe it and one that fails
because it asks too much of the target. For instance, if the target
gets a + 10 bonus because the bluff demands something risky
of the target, and the target’s Sense Motive check succeeds by
10 or less, then the target didn’t so much see through the bluff
as prove reluctant fo go along with it. If the target’s Sense Motive
check succeeds by 11 or more, he has seen through the bluff,
and would have succeeded in doing so even if it had not placed
any demand on him (that is, even without the +10 bonus).

A successful Bluff check indicates that the target reacts as
the character wishes, at least for a short time (usually T Turn or
less), or the target believes something that the character wants
him or herto believe.

Abluff requires interaction between the character and the
target. Targets unaware of the character can’t be bluffed.

A bluff is not the same thing as a lie. A bluff is a quick
prevarication infended to distract, confuse, or mislead, generally
only for the short term. A bluff is not infended to withstand long-
term or careful scrutiny, but rather to momentarily defer an action
or decision. Bluffs involve attitude and body language. Bluffs
often include lies, butthey usually aren’t very sophisticated and
aren’tintended to deceive the target for more than a few moments.

Alie, on the other hand, is a simple misrepresentation of
the facts. Body language and attitude aren’t a big part of
communication. The lie may be very sophisticated and well
thought-out, and is infended to deceive a character at least
until he or she discovers evidence to the contrary. A character



should not make a Bluff check every time he or she utters a lie.

Feinting in Combat: A character can also use Bluff to
mislead an opponent in combat so that the opponent can’t
dodge the character’s attack effectively. If the character
succeeds, the next attack the character makes against the target
lowers the opponent’s Defense score. The Defense of the
opponent is lowered by the EN of the character’s Bluff Check.
Using Bluff in this way against a creature of animal intelligence
requires a —8 penalty on the check. Against a non-intelligent
creature, feinting is impossible.

Creating a Diversion to Hide: A character can use
Bluff to help him or her hide. A successful Bluff check gives the
character the momentary diversion needed to attempt a Hide
check while people are aware of the character. (See the Hide
skill)

Sending a Secret Message: A character can use Bluff
to send and understand secret messages while appearing fo be
speaking about other things. The TN for a basic message is 12.
Complex messages or messages trying fo communicate new
information have TNs of 15 or 18. Both the sender and the
receiver must make the check for the secret message to be
successfully relayed and understood.

Negotiation is an important skill for envoys, diplomats,
politicians, and police crisis negotiators.

When engaged in negotiations, the character states his
goal (or demand) and makes a Negotiation roll against a Target
Number set by the GM. The difficulty number is based on the
other’s party’s general reaction to the character’s stated goal
(see the table below).

The target number represents the difficulty for the negotiator
to achieve his stated goal while also making several concessions
to the other party.

If the effect number of the Negotiation roll is 3 or higher,
then the negotiator need make only one concession. If the effect
number of the Negotiation roll is 6 or higher, the negotiator
achieves his goal without making any concessions.

Effect Number Agreement with...

0-2 Several concessions
3-5 Only one concession
6+ No concessions

Itis up to the negotiator (or perhaps his superior) to decide

Anyone listening in on a secret message
can aftempt a Sense Motive check (TN equal
to the sender’s Bluff check result). If successful,
the eavesdropper realizes that a secret message
is contained in the communication. If the
eavesdropper beats the TN by 5 or more, he or
she understands the secret message.

Whether trying to send or intercept a
message, a failure by 5 or more points means
that one side or the other misinterprets the \_

~N
Reaction to Demand/Goal Base Difficulty
Adamantly opposed (e.g., to the death) Legendary (TN 30)
Generally opposed Extreme (TN 27)
Somewhat opposed Demanding (TN 24)
Apathetic, unimpressed Difficult (TN 21)
Somewhat agreeable Challenging (TN 18)
Generally agreeable Tricky (TN 15)
Enthusiastically agreeable Average (TN 12)
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message in some fashion. Generally, a failed

Bluff check makes the target too suspicious for the character to
try another bluff in the same circumstances. For feinting in
combat, the character may try again freely.

Bluff in Vehicle Combat: With a successful Bluff check,
you mislead another vehicle so that it can’t dodge your attack
effectively. This check is opposed by the target pilot’s Sense
Motive check. You cannot use this tactic against a vehicle that’s
flying on autopilot. Using Bluff as a feint in vehicle combat is an
attack action.

Instruction

Characters with this skill are able to teach others, imparting
wisdom and knowledge to their charges (PRE). Characters may
instruct others in those areas which the teacher himself is trained.
The maximum skill level a student may obtain from study is
equal to the average of the teacher’s Instruction skill and the
skill being taught.

Rourke has an Instruction skill of +4 and a Swords skill of
+6. The average score of these two skills is 5, so the highest
level he can train any student in Swords is a 5.

Negotiation (Spec)
Characters with this skill are adept at reaching compromises
and relaying information without offending the recipient.

if the final offer is acceptable. If so, the agreement is made and
the deal struck. If not, then the negotiations are called off, at
least for this round.

Mark is playing Mssr. Armonde, a nobleman in a
Musketeers game. Mssr. Armonde is negotiating with a local
lord for the release of his daughter, who is currently a “guest”
(i.e., hostage) at the lord’s estate. The lord is demanding a
sum of money and a portion of Mssr. Armonde’s land in return
for his daughter’s release (i.e., two “concessions”). Mark tells
the GM that his goal is the release of his daughter. The GM
determines that this is something that the lord is somewhat
opposed to (the lord is willing to release the daughter if his
demands are met, after all) and sets the difficulty of the
Negotiation roll at Demanding (TN 24). Mark makes a
Negotiation roll and gets a 28, for an effect number of 4.
Mssr. Armonde’s EN of 4 means the lord agrees fo release the
daughter in return for but one concession from Mssr. Armonde.
The GM decides that the lord is willing to forgo the demand for
land and instead will settle for the sum of money to secure her
release. Mssr. Armonde agrees. He pays the lord the money
and his daughter is released.

Negotiations may last from several minutes to several
months, depending on their nature and other factors, including



the method of communication, and so on. Itis up to the GM
and the players to determine how much of the negotiations are
covered by the Skill Check. A Negotiation Skill Check can
represent the entirety of the negotiations, a single round of
negotiations or each individual “point” of a negotiation.

This resolution system is intentionally abstract. A
“concession” represents any reasonable demand or condition
made by the other party that the negotiator can meet. If it is
important fo know the exact nature of the concessions, the GM
should consider forgoing the Skill Check altogether and simply
role-play the negotiations in the game.

Negotiation represents the skill of negotiation between
nations or large organizations, Hostage negotiation is the skill
of negotiating with hostage-takers, and Political negotiation is
the skill of negotiation among or between politicians.

Specialties: Diplomacy, Hostage, Political.

Orate (Spec)

This is the skill of effectively communicating ideas and
inspiring or moving an audience’s emotions with the spoken
word. Characters with the Orate skill know how to tell stories,
issue commands, present information (such as news), give
speeches, tell tales and otherwise inform (INT), entertain or
motivate (PRE) listeners. Orate could also be used to kill time or
bore someone to death (WIL).

Orate can be used as a complementary skill to Acting and
Poetry (for monologues and one-person performances), Strategy
(for leading and inspiring troops in battle) and Persuasion.

Specialties: Command (i.e., leadership), Debate, News
Reporter, Poetry, Speeches.

Persuasion (Spec)

This is the skill of using one’s voice, logic, expression, body
language, or some combination, to influence others. Persuasion
can be inthe form of an intimidating glare, a boastful challenge,
batting one’s eyes (seduction), stroking a cheek (consolation),
grasping the handle of one’s sword in a threatening manner, or
invoking the name of one’s superior (or even God).

The character makes a contested Persuasion roll against
the subject’'s WIL + Concentration roll. If the character’s roll is
higher than the person he is trying to persuade, then he is
successful. The other person sees things the persuader’s way (at
least to some degree) and will act accordingly.

The GM should allow skills appropriate to the situation to
be used as complementary to the Persuasion roll. The GM may
also award a bonus of +1 to + 3 to the player’s roll for good
role-playing.

Tim’s character, Harcourt, is confronted by a would-be
robber who has demanded Harcourt’s purse. Harcourt grasps
his sword handle, telling the robber “If you value your life, sir,
get thee back. Retreat or | will run you through and leave you
to be devoured by dogs, so help me God!” The GM gives Tim
a +2 bonus to the Persuasion roll for good role-playing. Tim
makes a Persuasion roll and adds the +3 bonus, for a total of
241 The GM makes a Persuasion roll for the robber, totaling
17. The robber is “persuaded” not to accost Harcourt and, in
fact, runs for his lifel

Specialties: Bribery, Fast Talk, Intimidation, Propaganda,
Romance, Seduction.

Writing (Spec)

Characters with this skill are capable of composing creative
written works (INT). They also understand the finer points of
wriften expression and can appreciate compositions within their
specialty more than the average person (PRE). It is an important
skill for bards and anyone wishing to create original songs. The
appropriate performance skill is required to actually perform
the composition.

A specialty must be selected when this skill is bought.

Successful use of this skill means the character composes a
quality work, or appraises the value or quality of such
compositions by others. The effect number of the roll determines
the quality of the composition; the higher the effect number the
better the writing, and, thus, the better the audience or reader’s
reaction and impression.

This skill may be used as a complementary skill to the
appropriate skill when the composition is performed. For
example, Writing (Music) is complementary to the Instrument
skill, Writing (Speeches) is complementary to Orate, and so on.

Specialties: Comedy, Journalist, Literature, Music,
Playwright, Poetry Screenwriter, Speeches.

Covert Skill Group

The Covert Skill Group contains, for lack of a better word,
the sneaky and often under-handed Skills. These are the skills
of spies, criminals, and sneaks.

Disguise

This is the skill of assuming another identity. It is usually
accomplished by changing one’s clothes, putting on a wig,
applying makeup, and so on (REF). The GM should make the
Skill Check for the player in secret, noting the total of the roll
and using it as the difficulty number for Awareness rolls for
anyone who scrutinizes the disguise.

Forgery (Spec)

Characters with this skill are able to create remarkable
forgeries of documents, seals and the like (REF). The total of the
character’s Forgery roll is used as the target number for
Awareness checks made by anyone scrutinizing the forgery to
detect its true nature.

The original being copied must be available to the character
for an accurate copy to be made. Ifthe original is not available,
the character uses INT with the skill (because he is working from
memory) and suffers a -6 penalty to the Skill Check.

Specialties: Crests & Seals, Documents, Handwriting,
Identification

Gambling

Characters with this skill know how to play common games
of skill, such as cards, backgammon, and the like (INT). In
addition, characters can use this skill to cheat at games of chance
(REF), such as dice and roulette.

If used for games of skill, use a simple contested Gambling



roll for each player; the person with the best roll wins the game.
If used to cheat ata game of chance, the total of the character’s
Gambling roll is used as the difficulty number for Awareness
checks made by the other players to spot the cheat (i.e., to catch
him in the act). If not caught, the cheater automatically wins. If
both players are cheating, use a simple contested Gambling
roll for each player; the person with the best roll wins the game),
and allow both players an Awareness roll to try to catch the
other cheating.

Lockpicking

Characters with this skill are proficient with picking locks
and bypassing other simple mechanical security measures
(REF). This skill requires a set of lock-picking tools to be effective;
-3 if only improvised tools are available.

Shadowing

The skill of following others without being seen (INT).
Characters with this skill are able to keep a target within sight
while walking or Drive behind him, while remaining
inconspicuous and remaining unnoticed. The GM should
require characters using this skill to make periodic skill checks,
with the frequency and difficulty based on the environment and
the shadowing character’s chances of “blending in.”

Charlene is playing Veronica X, an international secret
agent. She is following her target through a crowded market in
Cairo. The GM decides that a busy market in Cairo is pretty
easy fo hide in but Veronica Xis a blonde and she is wearing
her trademark black latex jumpsuit (so she stands out just a
tad). The GM decides that Veronica must make a Difficult
Shadowing Skill Check (TN 21).

If the Skill Check fails, then the subject gets a Tricky
Awareness check (TN 15) to notice the character. Ifthe character
being followed is actively watching for anyone following him,
have both characters make a contested Shadowing versus
Awareness roll. The character with the higher effect number
wins the contest.

Sleight of Hand

Characters with this skill can lift items from others, misdirect
viewers’ eyes, and conceal items or cut purses and the like
(REF). When a character uses Sleight of Hand against another,
use a simple contested Skill Check of the character’s Sleight of
Hand versus the subject’s Awareness. Ifthe subject’s Awareness
roll beats the Sleight of Hand roll, the other person has caught
him in the act, knows which shell the ball is under, or otherwise
wins the contest.

Stealth

This skill is used to hide oneself in shadows and move
silently. The total of the Stealth roll is used as the difficulty number
for Awareness checks made by anyone who may spot the
character (whether actively searching or otherwise, as the
situation dictates).

Diane’s character Renee is trying fo follow a man through
the streets of London, without herself being seen by him. Diane
makes a Stealth roll, for a total of 18. When the GM makes a

Awareness roll for the man to notice Renee, his difficulty
number will be 18.

This skill can also be used to hide items up to and including
large animals, such as horses. A single roll is made by the GM.
The effect number of the roll is used as the difficulty number for
Awareness checks made by anyone searching for it.

Renee has ridden her horse into the woods to escape
several pursuers. Thinking that she can escape notice if she
hides her horse, she rides into the brush, dismounts, and
attempts to conceal herself and her horse. The GM makes a
Stealth check, for a total of 20. When the GM makes Awareness
rolls for the pursuers to spot Renee, their difficulty number will
be 20.

Stealth is a Universal Skill; all characters receive it at level
2 at no cost.

Education Skill Group

Education skills are those skills gained primarily from formal
study, whether at a university, monastery or other institute. Most
Education skills are associated with the Mind attribute group.
The Education skill group includes the following skills.

Area Knowledge (Type)

Characters with this skill are familiar with the geography
and popular culture of a certain area, be it a single street, a
neighborhood, a shire, a city, a terrain type (mountains, caverns)
or an entire planet or star system. With a successful Skill Check,
characters with an Area Knowledge know the lay of the area,
and can locate major and minor landmarks, major businesses
or organizations, utilities, transportation centers (e.g., bus
stations, ship ports and airports), and even knows notable people
in the area, such as local celebrities and other popular folk.

Jon is playing Max, a bounty hunter in a cyberpunk genre
game. Max is in San Angeles, a huge metropolis, looking for
his target. Lucky for Max (but unlucky for the person he’s
hunting) he grew up in the city. Max has an INT of 4 and the
skill Area Knowledge (San Angeles) at +5.

The TN is determined by the level of detail sought by the
character. On a successful roll, divide the effect number of the
roll by three, dropping any fractions. This is the number of
additional pieces of information the GM should provide to the
player.

Conversely, if a character is trying to recall as much detail
as possible but has no specific information he is seeking, simply
have the player attempt the Skill Check and compare the total of
the roll to the table below to determine how much detail the
characteris able to recall about the area.

Max knows that his target likes to hang out in expensive
nightclubs frequented by local celebrities, so Jon asks the GM
for a short list of likely places that fit the description. The GM
decides that this information requires a Challenging Area
Knowledge roll (TN 18). Because “big city” is the default area
size for Skill Checks, there is no modifier to the difficulty. Jon
aftempts his Skill Check—22! The GM gives him the names of
three nightclubs that match his criteria. Because Jon needed
an 18 but rolled high enough to achieve the next higher



difficulty level (with a corresponding Target Number of 21),
the GM tells Jon that of the three nightclubs, the “Neo-Matrix”
is currently the hottest spot in town, since it changed owners
last month. Jon takes the hint and Max gets on his motorcycle
and heads for the “Neo-Matrix” club. He has someone to
capture...

Area Knowledge can be used as a complementary skill to
any appropriate Skill Checks. A character with Area Knowledge
of a city could use it as complementary to Drive Skill Checks
during a car chase through the city, a character with an Area
Knowledge of a terrain type could use it as complementary to a
Survival Skill Check, and so on.

Difficulty Level of Detail
Very minor detail
Minor detail (e.g., location of
the nearest convenience store)

Average (TN 12)

Tricky (TN 15) Moderate detail (e.g., names
of prominent citizens/local
celebrities)

Challenging (TN 18) Good detail (e.g., names of
local leaders)

Difficult (TN 21) Much detail

Demanding (TN 24) Great detail

Extreme (TN 27) Incredible detail

Legendary (TN 30) Down to the last detail

Size of Area Modifier

Apartment complex, street +6

Neighborhood, village, town +3

Large city (Tokyo, New York) +0

State, small country -3

Large country, continent -6

Planet, star system -9

Types: Specific locale or terrain.

Hobby (Spec)

This is the skill with a body of knowledge that is not formally
taught through the educational system, and is either self-taught
or learned through other individuals with similar interests.

Specialties: Comic books, science fiction literature, fantasy
literature, bad movies, or other specialties as approved by the

GM.
Knowledge (Type)

Characters with this skill are knowledgeable about some
specific subject. The player chooses the subject when the skill is
purchased for the character. The subject can be small or large
in their scope. Most Knowledge skills are attached to the Mind
group.

If knowledge skills involve the practical application of a
skill, the character is also able to perform the task associated
with it. A character may hold a job requiring the skill if the skill
score is 3 or higher. Skill Checks for skills with physical
applications may be associated with the BODY group or both
the Body and Mind groups.

Peter Parker has the Knowledge skill Photography at 4.
Peter understands how to use a camera, take pictures, develop
film, and—because his skill is a 4—can even hold a job as a
newspaper photographer. When taking normal run-of-the-mill
photos, the skill uses Peter’s INT. If Peter is taking photos at a
sports event or in the middle of a fight, he might use his REF
instead. Then, when he’s back in the photo lab, developing
the pictures, any Skill Checks there would likely use INT again.

The GM is encouraged to develop different Knowledge
skills, and to separate them as new, unique skills for his game
or setting. Depending on the specific topic covered, a Knowledge
skill may be considered as being a Type, a Specialty, or neither,
atthe GM's discretion. Knowledge skills can be renamed and
even moved to a more appropriate Skill Group (or a newly
created Skill Group), based on the GM's discretion and the
setting or genre of the game. Knowledge skills should not be
created that duplicate other existing skills, however.

Mattis running a modern arcane magic game. Initially he
creates the new skill KN: Arcana and KN: Arcane Research.
After considering the new skills, he decides to rename “KN:
Arcana” to “Arcane Lore.” He also decides that “Arcane
Research” is an unnecessary skill and that the existing
“Research” will suffice, and that “Arcane Lore” can be used as
a Complementary Skill with “Arcane Lore” for magic-related
research. Matt adds “Arcane Lore” to his skill list in the
Education Group.

Suggested Types: Civil Science, Cuisine, Family History,
Humanities, Military Traditions, Mythology, Navy Ships, Wines,
or any other general or specific topic that the GM approves.

Language (Type)

Characters with this skill understand and can speck a
foreign language. If the character is literate he can also read
and write the language (does not apply to languages for which
there is no writing system, such as traditional Navaho).

This skill much be purchased separately for each language
that the character understands.

All characters start with a score of 3 in their native language
(unless they have a trait that limits their starting score). The
character’s native language should be noted on the character
sheet.

In addition to being used in skill rolls, the skill score
represents the character’s fluency with the language.

Level Fluency

1 Rudimentary; simple words and phrases only.
Thick, noticeable accent (obviously not a local).

2 Basic; simple conversations. Moderate accent
(requires Average Awareness roll to detect).

3 Conversational fluency. Minor accent or
regional dialect (requires Challenging
Awareness roll to detect).

4 Fluent; complex dialogue and expressions. No
accent.

6 Expert; speaks perfectly, better than most natives.

8 Master; command of the language rivals the



most learned scholar (a rarityl).

Language (Type) is a Universal Skill; all characters receive
it at level 3 for their native language at no cost.

The 20 most commonly used languages in the world (in
alphabetical order) are: Arabic, Bengali, Cantonese, English,
French, German, ltalian, Japanese, Korean, Tamil, Telugu,
Hindi, Malay / Indonesian, Mandarin, Marathi, Punjabi, Urdu,
Portuguese, Russian, and Spanish.

Research (Spec)

The skill of researching a topic (a person, place or thing,
such as a rare artifact, an event or a ship) to discover clues,
evidence or general or detailed facts about it. Sometimes
research is simply a matter of locating where something is
supposed to be, such as when looking for a known book in the
library (INT). In other instances one must perform tedious
research to find “the answer,” such as when looking for an
obscure passage in a huge tome with no index (WIL).

Research can be accomplished on the Internet, in a library,
a laboratory, in a newspaper morgue, a corporate Human
Resources office, floating city computer network, or wherever
the GM thinks is reasonable and appropriate for the character
to conduct the research. Remember, too, that sometimes getting
into the place can be a task in and of itselfl

The higher the effect number, the more information is
gleaned about the topic.

Specialties: Internet, Library, Medical, Publications,
Records, Scientific.

Enterprise Skill Group

Enterprise Skills are those skills gained through the study of
enterprise and business, as well as those skill utilized by
professionals and business people. Most Enterprise Skills are
associated with the Mind Attribute group. The Enterprise Skill
Group includes the following skills.

Accounting

The skill of keeping track of the money in any venture. This
includes, but is not limited to, receipts, supply expense, rent,
and all other areas of a profit and loss statement.

Appraisal (Spec)

Characters with this skill can appraise the approximate
value of items, including items for which the character does not
possess a relative skill. Appraising an item requires a
Challenging Appraisal Skill Check (TN 18).

The Skill Check may be modified depending on the
following conditions. All modifiers are cumulative.

-3 Character has no training in or knowledge of the
item

-3 ltem is a rare or obscure specimen

-3 Unable to inspect or examine the item closely

Characters may use appropriate skills as complementary
to Appraisal (GM’s discretion). For instance, a character

appraising a sword could use Smith (Weaponsmith) as a
complementary skill to the Appraisal Skill Check.

Characters may use appropriate skills as complementary
to Appraisal (GM’s discretion). For instance, a character
appraising a gun could use Craft (Gunsmith) as a
complementary skill to the Appraisal Skill Check.

Specialties can include almost any category of item (with
GM'’s permission), including the following: Guns, Liquor,
Knives, Textiles, Jewelry, Horses, Gold, Cattle and even Land.

Bureaucracy

The skill of dealing with bureaucracies and “cutting
through red tape.” Characters with this skill know what to expect
from bureaucracies, how long things will take to get done and
why (INT). In addition (and more beneficially), they also know
how to get things done more quickly than normal, how to getin
to see the “right people,” and so on (PRE). Conversely,
characters with this skill also know how to and how to slow
projects down and impede requests to see people (WIL).

Business (Spec)

The knowledge and skill of running a business, from a
lemonade stand to a multinational corporation. Business focuses
on the day-to-day running of the business, including inventory,
customer service, public relations and sales, but also covers
broader topics, such as supply and demand, marketing, taxes,
and business laws (INT). Business can also be used for Skill
Checks involving customer service and public relations (PRE).

Specialties: Marketing, Operations, Personnel, Public
Relations.

Economics (Spec)

The study and knowledge of the production, distribution
and consumption of goods. Characters with this skill understand
the basics, such as the law of supply and demand, as well as
advanced economic theory. This skill is more the science of
economics than the knowledge of running a business.
Characters with the Economics skill can act as advisors,
researchers, and the like, though they may have no practical
experience running a company (that would require the Business
skill, above).

Specialties: Business, National, World.

Profession (Type)

This skill represents a skill (or set of skills) for a specific
profession not otherwise represented in the skill list. Characters
with the Professional skill are able to do the job and operate any
equipment normally associated with the profession. As with all
skills, the higher the skill score the better the character is at his
job.

Some professions may require special tools or equipment
to perform adequately. The GM should determine if a given
profession requires tools or not.

Profession (Type) is a Universal Skill; all characters receive
it atlevel 2 at no cost. A Type must be selected for the skill.

Types: Specific career (attorney, farmer, fire-fighter,
fisherman, page, police officer, rancher, soldier, student,



weaver, efc.)

Trading

Characters with this skill are adept at negotiating a mutually
agreeable price for a service or goods. Trading is an important
skill for merchants, traders, service providers, and business
owners of all kinds.

Either the buyer or seller can initiate a negotiation. When
negotiating a price, the buyer and the seller make contested
Trading rolls (use just WIL + 3dé if a character does not possess
the Trading skill). The winner gains a 5% advantage to the base
(list) price for each point of difference between the winner’s and
loser’s effect number. This represents the “best, final offer.” It is
up to the loser to decide if this “final offer” is acceptable. If so,
the agreement is made and the sale made. If not, then the
transaction is called off.

Lou is playing space marine Corporal Darren Newman in
a science fiction game. Corporal Newman is in a distant starport
browsing at a souvenir vendor’s stall and finds a holocard
(which has a list price of 10 credits) that he wants to buy for his
son back on Earth. But Corporal Newman’s money is a little
tight, so rather than paying tourist prices he decides fo try fo
haggle with the vendor. Corporal Newman doesn’t have the
Trading skill so Lou rolls his WIL of 4 + 3dé, and gets a total of
17. The GM rolls the vendor’s PRE (4) + Trading (4) + 3dé,
for a total of 15. Because Corporal Newman'’s effect number
was 2 points higher than the vendor’s was, he gainsa 2x5 =
10% Ability in the price. Corporal Newman can buy the
holocard for 9 credits.

This resolution system is intentionally abstract. The base
price is the standard list price for an item (as determined by the
GM or published price list). The initial price from each person
isn’t actually stated, and the “final price” resulting from the
negotiations represents the best offer that the loser can get from
the winner.

Focus Skill Group
Focus Skills are those skills that emphasize focus and
concentration. Focus Skills are associated with the Mind

Attribute group. The Focus Skill Group includes the following
skills.

Awareness (Spec)

This represents the character’s ability to spot, smell, hear
or faste things that may otherwise escape attention (INT). The
GM should call for an Awareness check any time a character
may encounter a potential clue, may spot a shadowy figure in
an alley, or any other appropriate situation. A success means
the character has perceived the person or thing (a slight breeze,
a shadowy figure, a minor detail, or what have you). An effect
number of 6 or higher means the character has perceived the
item in detail; the GM should provide additional information
about the person or thing in question that will assist the
character.

Awareness is a Universal Skill.

Specialties: Hearing, Sight, Smell/Taste, Touch.

Concentration

This is the character’s ability to focus his concentration on
some task (WIL), as well as his general memory (INT).
Concentration rolls can be assigned by the GM when a
characteris picking a lock in the middle of a huge brawl, laying
still on a battlefield while cannonballs explode around him,
keeping an eye on someone from hiding during a distraction,
recalling the name of the man who gave you a coin two months
ago, and so on. Success means that the character is able to
concentrate on the task at hand, despite any distractions for
that turn.

Concentration is a Universal Skill.

Intuition

This is the character’s ability to know or understand
something without conscious reasoning. Intuition can tell a
character when someone is being dishonest or deceptive,
whether a door is safe to open or not, or whetherto go outona
date with someone he’s just met. In short, Intuition can help a
character decide what choice to make when logic or perception
fails him.

A successful roll should result in the player gleaning some
vague direction from the GM about the person or thing in
question. Responses such as “Something doesn'tfeel right” are
appropriate but responses such as “You think the car will explode
if you turn the ignition” are not. Intuition should not be used as
a replacement for the Danger Sense Ability.

The GM should prompt the player to make an Intuition roll
any time he must make a choice that could have detrimental
consequences. In addition, when the situation warrants it, the
player may ask the GM “What does my character’s intuition tell
him?2” The GM has the final discretion whether or not to allow
the Intuition roll.

Bob’s character is a cop cruising the streets in his patrol
car. He decides to stop at a convenience store fo get a cup of
coffee. As he pulls into the parking lot of the Mini-Mart at 45
and Tyler, he checks out the store as usual, but Bob fails his
Awareness roll, so nothing looks out of the ordinary. At that
point the GM asks Bob to make an Intuition roll. He succeeds
and the GM tells Bob “As your character opens the door of his
patrol car, he gets a bad feeling about the situation.” Bob is no
dummy. He takes the GM’s hint and tells the GM that he’s
going to wait in the car a minute and reexamine the scene.
Suddenly the dispatcher’s voice comes over the police radio.
“All units be advised, 211 silent in progress at the Mini-Mart,
451 and Tyler. No telephone response.” Thanks to his intuition,
Bob narrowly avoiding walking into a robbery in progress!

Lip Reading

The ability to discern what someone is saying by watching
his mouth move, without hearing what he is saying (INT). A
successful Lip Reading roll means the character using this skill
understands most of what has been said, though not necessarily
the context nor any emotion (or sarcasm). The character will
have to determine the context of the message based on the
circumstances (who is speaking to whom, what is being



discussed, and so on). An effect number of 3 or higher than
required, the character understands everything said.

Power Usage (Types)

Unlike other Skills, Power Usage only offers a bonus to any
check for the use of one specific Power. To receive a bonus on
multiple Powers, this Skill must be assigned multiple times, once
for each Power. The Skill is useful to a character who may not
have a high ability (such as Intelligence) that is associated with
one of his or her Powers (such as Mind Control or Telepathy).
When the character must make a check for the specific Power,
the Power Usage Skill adds a bonus as though the check is
actually a Skill check.

Please note that it is not required that a Character have the
Power Usage skill for each relevant Ability, this skill is useful for
those who want to try to make the most out of an Ability and
work unusual variations out of them.

GM'’s may rule that the Power Usage Skill can be used for
any unusual uses of Abilities, orin case of the need for activation.

The Relevant Attribute for this Skill is based on the Ability’s
Relevant Attribute.

Type: A different skill must be purchased for each Ability

Sense Motive

This skill represents sensitivity to the body language, speech
habits, and mannerisms of others. A successful check allows
the character to avoid being bluffed (see the Bluff skill). The
character can also use the skill fo tell when someone is behaving
oddly or to assess someone’s trustworthiness. In addition, a
character can use this skill to make an assessment of a social
situation. With a successful check (TN 18), the character can
get the feeling from another’s behavior that something is wrong.
Also, the character can get the feeling that someone is trustworthy
and honorable.

A character can use Sense Motive to detect that a hidden
message is being transmitted via the Bluff skill (TN equal to the
bluff check result of the sender). If the character’s check result
beatsthe TN by 5 or more, the character understands the secret
message as well. If the character’s check fails by 5 or more, the
character misinterprets the message in some fashion. A Sense
Motive check may be made as a reaction to another character’s
Bluff check. (When that's the case, the GM may roll the
character’s Sense Motive check in secret, so the character doesn’t
necessarily know someone’s trying to bluff him or her.) Using
Sense Motive to get a sense of someone’s trustworthiness takes
atleast 1 minute.

Heavy Weapons Skill Group

This Skill Group represents the knowledge and training
thatwould be given fo members of the military in the maintenance
and operation of their heavy weapons. The Heavy Weapons
Skill Group contains the following skills.

Artillery (Spec)

Characters with this skill are adept at the use (REF) and
maintenance (INT) of land-based, crew-served, artillery
weapons, such as Howitzers, MLRS systems, and the like. This

skill covers both towed and self-propelled atillery.
Specialties: AAA, Cannon, Multiple Launch Rocket System
(MLRS)

Machine Guns (Spec)

Characters with this skill are adept at the use (REF) and
maintenance (INT) of machine-guns and other automatic
weapons (REF). The character selects a specialty for which the
full skill level applies; all other types use the skill at one half level
(rounding up). Heavy machine-guns include the Browning .30
cal., M2 .50 cal., and the Mk-19 grenade launcher. Light
machine-guns include squad support weapons such as the
M60, and M249 Squad Automatic Weapon (SAW).

Specialties: Anti-aircraft, Heavy, Medium, Light.

Missile Launchers (Spec)

Characters with this skill are adept at the use (REF) and
maintenance (INT) of large guided missiles and missile
launching systems (INT). The character selects a specialty for
which the full skill level applies; all other types use the skill at
one half level (rounding up).

(Note: Although some modern anti-tank weapons are
guided by radio or wire controls, these are governed by the
Portable Launchers skill.)

Specialties: Anti-aircraft, Cruise Missiles, ICBMs, Orbital
Platforms.

Portable Launchers (Type)

Characters with this skill are adept at the use (REF) and
maintenance (INT) of portable grenade, anti-tank weapons
(such as the TOW, Dragon, and M-72 LAW), grenade
launchers (such as the M-79, M-203) and mortars (REF).

Types: Grenade launchers, Anti-tank Weapons, Mortars.

Vehicle Weapons (Type)

Characters with this skill are adept at the use (REF) and
maintenance (INT) of modern, heavy, vehicle-mounted
weapons. Characters using very simple weapons that have no
guidance or “aiming” systems other than the aircraft itself, such
as machine guns on a WWI bi-plane, can use the Piloting skill
instead.

Types: Bombs, Cannon, Missiles, Rockets.

Investigation Skill Group

This Skill Group is made up of investigative skills that would
be importantto police officers, and any sort of detective. These
skills are complementary to those in the Focus Skill Group.

Cryptography

The skill of ciphering and deciphering data, including text,
digital image files, and others (INT). The technology level of the
setting will determine the kinds of equipment available to the
character, if any, and the complexity of the ciphers and codes
the character is likely to deal with.

A number of skills can be used as a complementary to
Cryptography, depending on the circumstances and the GM's
discretion. Characters deciphering a code that uses or involves
aforeign language should be able to use their language skill as



complementary, for instance. Likewise, Computer Programming
could be used as complementary to Cryptography, for designing
and running decryption software.

Deduction

Characters with this skill are able to take a few known facts
and leap to a usually (at least partially) correct conclusion (INT).
Successful use of this skill can reveal the names of likely
conspirators, anticipate an ambush, or determine the likely
motivation behind any unexpected action.

The player may ask to make use of this skill at any time. If
granted, the GM should reward a successful Deduction check
with some bit of information about the current adventure that
the character does not currently have. Success means the
character has gained one answer or several potential “right
answers.” Failure means the character has gained no insight
or possibly bad “insight,” suspecting an innocent, or some
other misleading information that could result in an
embarrassing (or deadly) confrontation if acted upon.

The GM should make the Skill Check for the player in secret,
telling the player only that which his character would “know,”
based on the outcome of the roll.

Forensics

The skill of handling (REF) and analyzing (INT) evidence.
Evidence can include fingerprints, hair, fibers from clothing
and carpet, and imprints (such as shoe and boot prints, tire
tracks, and the like). Characters with this skill are able to identify
the nature and origin of samples they analyze.

The higher the effect number of the Skill Check the more
information is gleaned from the analysis. Consult the table below
for suggested results of successful Forensics Skill Checks:

Paul’s character is analyzing residue from an explosion.
Paul gets an effect number of 7 on his Forensics Skill Check, so
the GM tells Paul that the residue is from an explosive
compound manufactured solely for the U.S. military by a
contractor based in Vermont. If Paul’s effect number had been
9, the GM might have told him the date of manufacture and
delivery point for the explosive, as well.

Gather Information

This is skill of, through bribery and persuasion, gathering
information on a particular topic, or person. Persuasion is a
complementary skill to this. This is not a skill that can be used
from an armchair, or via a computer keyboard (in these cases
the Research Skill might be a better purchase for the character).
The person wishing to gather the information needs to go out
and among the people who might know something about the
subject or person at hand.

By succeeding at a skill check (TN 12) and spending 1d6+1
hours passing out money and buying drinks, a character can
get a feel for the major news items in a neighborhood. This
result assumes that no obvious reasons exist why information
would be withheld. The higher the check result, the better the
information.

Information ranges from general to protected, and the
TN increases accordingly for the type of information the

EN
0-2

Results

Trivial details about the item (size and style of
footwear, content of a fiber, caliber of a bullet,
etc.)

Minor details about the item (manufacturer of
an item, the source of a fiber—vehicle carpet,
wool jacket, efc.; make of weapon)

Important details about the item (manufactured
at a factory in Korea, custom made, made
exclusively for Ford, specific model number of
afirearm, etc.)

Crucial details about the item (date of
manufacture, lot number, city where item was
originally purchased, and so on)

Every detail about the item (serial number,
exact store where item was originally purchased,
VIN number, all known owners of the item)

3-5

6-8

- J

character seeks to gather, as given in the table below.

The determination of the “level” of the information is up to
the GM. Ultimately, the more important or sensitive that the
information aftempted to be gathered, the higherthe TN of the
Skill Check.

Type of Information TN
General 12
Specific 15
Restricted 18
Protected 21

General information concerns local happenings, rumors,
gossip, and the like. Specific information usually relates to a
particular question. Restricted information includes facts that
aren’t generally known and requires that the character locate
someone who has access to such information. Protected
information is even harderto come by and might involve some
danger, either for the one asking the questions or the one
providing the answer. There's a chance that someone will take
note of anyone asking about restricted or protected information.

The character can increase the amount of money used to
gatherinformation, gaining a bonus (determined by the GM)
by effectively offering a bribe (though the process might entail
buying more expensive drinks, not necessarily offering a
character extra money).

If the Skill Check fails and another attempt is desired, it
takes 1d6+1 hours for each check, and characters may draw
attention to themselves if they repeatedly pursue a certain type
of information.



Intel Analysis

Characters with this skill are able to analyze intelligence
and determine the significance (if any) of details gleaned from it
(INT).

An agent could use Intel Analysis to examine a satellite
photograph of an air field to determine if any aircraft were
loaded with nuclear warheads or had been recently moved. A
soldier could examine a reconnaissance report from a scout to
determine the quality of troops at an enemy base.

The quality and quantity of the data that the character has
to work with determines the difficulty of the task.

A high-resolution satellite photo of a military base would
provide a relatively low difficulty to determine what sort of base
it was, whereas a smudged, rough sketch drawn by a child
overlooking the base from a nearby hill would provide a very

high difficulty for the Skill Check.

Interrogation

The skill of obtaining information from an unwilling subject.
The interrogator may attempt to use subtlety, confusion, or
mental frickery (INT), sympathy or intimidation techniques (PRE),
or simply try o “wear down” the subject through repetition and
extended duration (WIL). Physically beating a confession out of
a subjectis also possible (STR), though not legal in most civilized
nations.

When interrogating a subject, a contested roll is made
against the subject’s WIL Attribute Check. If the interrogator’s
effect number is greater than the subject’s, then the subject has
been broken and reveals the desired information.

Surveillance (Spec)

The skill of watching and gathering information about a
target (INT). Characters with this skill know how to set up an
observation point, observe a subject and record information
concerning the subject’s movements and actions, without being
themselves observed (it is similar to the Shadowing skill, but
does not involve moving and following the subject).

Police detectives, private investigators, covert intelligence
operatives, snipers and soldiers assigned to reconnaissance
missions or observation posts, most often possess this skill.

Can be used as complementary to Awareness Skill Checks
in appropriate circumstances (GM'’s discretion).

Specialties: Bugging, Reconnaissance, Stakeouts, Stalking.

Medical Skill Group

Medical Skills are those skills gained through the study of
medicine, as well as those skill utilized by doctors, nurses and
paramedics. Most Medical Skills are associated with the Mind
Attribute group. The Medical Skill Group includes the following
skills.

Dentistry

Dentistry is the skill of cleaning and maintaining teeth.
Successful use of this skill allows the character to diagnose
symptoms (INT), treat minor and major dental problems (INT),
perform procedures such as filling cavities, root canals, and
the like (REF), and common procedures relating to dentistry,

such as teeth cleanings. Dentists cannot prescribe medications,
however.

First Aid (Type)

Characters with this skill know the basics of freating injuries,
from scrapes and cuts to compound fractures (INT). The
character knows how to reduce pain, stabilize broken limbs,
and when notto move someone to avoid risk of paralysis, etc.

Note that this skill may reflect different knowledge, based
on the particular setting and technology level of the game. A
character in medieval Europe will not know CPR, for instance,
but he can still use herbal remedies to heal minor burns, leeches
to remove “bad blood,” and so on. GMs may wish to rename
this skill to better fit the setting (e.g., Chirurgery).

Successful use of this skill restores 1 Life point to the victim
and stabilizes him, so that no further Life points are lost due to
bleeding or other continued damage (see Stabilizing).

Types: Primitive, Modern.

Physician (Spec)

Characters with this skill are proficient in the arts of healing
the body. Successful use of this skill allows the character to
diagnose symptoms (INT), treat minor and major wounds (INT),
perform minor, out-patient surgeries (REF) and common
procedures relating to his specialty, as well as identify and
prescribe drugs and remedies available in the campaign (INT).

To perform complex and major surgeries the character
should buy the Surgery skill.

This skill is common among physicians, EMTs, combat
medics, and corpsmen.

Specialties: General, Hematology, Neurology, Oncology,

Pediatrics, Podiatry, Psychiatry, or any other specialty approved
by the GM.

Pharmacology

Pharmacology is the science of drugs, especially as they
relate to medicinal use. Characters with this skill are able to
identify drugs and their medicinal effects, reactions, and
properties (INT).

Surgery (Spec)

Characters with this skill are able to perform surgical
procedures. Successful use of this skill allows the character to
perform minor to complex surgeries. Surgery can assist in the
speeding up of recovery of damage with a successful skill check.
Surgery can only be used successfully on a character once in a
24-hour period. A character who undergoes surgery is fatigued
for 24 hours, minus 2 hours for every point above the TN the
surgeon achieves. The period of fatigue can never be reduced
below 6 hours in this fashion.

This skill is common among surgeons and paramedics.

Specialties: Cosmetic, Emergency, Neurological/Brain,
Oral, or any other specialty approved by the GM.

Melee Weapon Skill Group
Melee Weapon skills are those skills gained through
physical labor and effort, either through a martial training of



some sort, monastery or other institute. Melee Weapon skills
are associated with the Body attribute group. The Melee
Weapon skill group includes the following skills.

Axes (Spec)

Characters with this skill are adept at the use and care of
hand axes (includes tomahawks, hatchets, and other one-
handed axes) and battle axes (includes two-handed axes or
“great axes”) (REF). This skill is used when making attacks with
such weapons (REF). (See Combat for rules on making attacks,
damage, and so on).

Specialties: Battle Axes, Great Axes, Hand Axes.

Bayonets

Characters with this skill are adept at the use and care of
rifle-mounted blades (REF). This skill is used when making
attacks with such weapons. (See Combat for rules on making
attacks, damage, and so on).

Flexible Weapons (Spec)

Characters with this skill are adept at the use of chains,
ropes (including lassos), and whips (including cat-o-nine-tails)
as weapons. This skill is used when making attacks with such
weapons, with or without a weapon aftached to the end (REF).
(See Combat for rules on making attacks, damage, and so on).

Specialties: Chains, Flails, Nunchaku, Ropes, Three-
section Staves, Whips.

Knives

Characters with this skill are adept at the use and care of
knives, dirks, and other small blades (REF). This skill is used
when making attacks with such weapons. (See Combat for rules
on making attacks, damage, and so on).

Maces/Clubs (Spec)

Characters with this skill are adept at the use and care of
maces and war hammers. This skill is used when making attacks
with such weapons (REF). (See Combat for rules on making
attacks, damage, and so on).

Maces/Clubs is a Universal Skill; all characters receive it
atlevel 2 at no cost.

Specialties: Clubs/Bats, Maces, Mauls, Tetsubd,
Warhammers.

Polearms (Spec)

Characters with this skill are adept at the use and care of
polearms, including spears, lances, halberds and glaives (REF).
This skill is used when making attacks with such weapons. (See
Combat for rules on making attacks, damage, and so on).

Specialties: Halberds, Pikes, Lance/Great Spear.

Specialties: Glaives/Halberds, Spears, Lances, Ono, Pikes,
Staves.

Swords (Spec)

Characters with this skill are adept at the use and care of
swords, including cutlasses, sabers, epee, foils, and other
medium-length bladed weapons (REF). This skill is used when
making attacks with such weapons. (See Combat for rules on

making attacks, damage, and so on).
Specialties: Foils/Epee, Long swords, Kenjutsu, Machetes,
Rapiers, Sabers, Short swords, Two-handed Swords

Military Science Skill Group

Military Science skills are those skills gained primarily from
formal study through some sort of Military education, or through
the study of a related topic like history. Most Military Science
skills are associated with the Mind aftribute group. The Military
Science skill group includes the following skills.

Combat Engineering (Spec)

Characters with this skill know how to construct buildings,
make fortified defenses, dig foxholes, lay (and remove) anti-
personnel and anti-vehicle mines, create roads and airstrips,
breach barriers, construct bridges, etc., in a military environment
or operation.

Specialties: Bridges, Defenses, Mines, Roads.

Demolitions (Spec)

The skill of assembling explosive devices, placing them for
best effect, and also disassembling and defusing them (INT).
Characters with this skill can also identify types of explosive
compounds, triggers and other related devices on inspection.

Only the foolhardy or those who know what they are doing
play with explosives. Even setting a simple charge requires a
Skill Check.

With a successful Demolitions Skill Check, characters may
increase the effectiveness of an explosive. For every 2 points of
positive Effect Number, the player may choose to convert one
die or damage normally caused by the explosive to an automatic
6 for purposes of calculating damage. Forexample, if a character
is sefting an explosive that normally caused 6d6 damage and
the player achieves an Effect Number of 5 with the Demolitions
Skill Check, the player may opt to take the maximum damage
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fortwo of the dice, resulting in a total of 4d6+ 12 instead of the
normal 6dé.

Alternatively, a character may instead convert each such
die to an “automatic 1,” reducing the overall effectiveness of
the explosive, if he is able to tamper with or move the device
without triggering it.

detonates immediately. The character handling the explosive
may attempt a REF check to “avoid” the explosion, but suffers a
-2 penalty to the check.

Specialties: Dynamite, Nitroglycerine, Gunpowder,
Bombs, C4, Mines, Primitive, Warhead:s.

Strategy (Spec)
Characters with this skill are skilled at managing multiple
units in large, battle-sized

Ve ™ engagements (usually of
TN Task Base time required more than 100 soldiers per
15 Disarm simple charge One Action side). They can assess a
— Cutfuse One Action battle, locate advantageous
15 Place charge One Turn routes of advance (or
18 Cuttimed fuse One Action retreat), determine the best
21 Build a complicated charge One hour or more (GM’s discrefion) | place to establish a defense,

L Contested Disarm a complicated charge One Turn y and so on (INT). Successful

Demolitions Actions

Disarm simple charge: This task covers disarming a
simple charge or other explosive that isnt rigged to prevent
tampering. It typically involves little more than cutting or pulling
the fuse or defonator cord.

Cut Fuse: This is simply cutting a length of fuse to the
desired length so that the charge detonates during the next turn
of combat (this occurs on your character’s Initiative score that
turn).

Place Charge: This covers sefting an explosive charge
atthe correct location o do maximum damage to a structure or
object. Thisis in addition to cutting the fuse, if required.

Cut Timed Fuse: This task covers cutting a length of fuse
to the desired length so the charge detonates anywhere from 1
to 10 rounds from the time it’s lit. Tell the GM which turn you
want the charge to detonate. If you successfully estimate the
length of the fuse required, the dynamite explodes during your
initiative action on the desired turn. If you fail to estimate the
length of the fuse correctly, the GM rolls 1d6 and compares the
number rolled on the following table to determine the turn in
which the dynamite detonates.

Build Complicated Charge: This task is used when
building an explosive device that is frapped to prevent tampering
or disarming attempts.

Disarm Complicated Charge: This task covers
attempting fo disarm any charge that has been specifically made
to prevent tampering. Your character must make an opposed
Demolitions Skill Check versus that of the character who made
the charge (if this character was a non-player character, the
GM stands in for them in

this case). If your cowpoke Roll  Explosion Turn
fails this Skill Check, the 1 Two turns prior
charge detonates | 2 One turn prior
immediately. An average | 3-4 During flight
complicated charge has a 5 One turn after
rating of TN 18. 6 Two turns after

Special: Anytime a -
character rolls a 3 on his Demolitions Skill Check, the explosive

use of this skill by the leader
of an army gives his side an Initiative bonus of +1 for every two
points of Effect Number. The bonus lasts for the duration of the
battle (PRE). GMs may also wish to use this skill as a contested
Skill Check between commanders.

Specidlties: Land Battles, Logistics, Sea Battles, Sieges, Space
Battles.

Tactics (Spec)

Characters with this skill are skilled tacticians and are able
to lead small units with 100 soldiers or fewer. The character can
assess an engagement, locate advantageous positions,
determine the best place to establish a defense or execute an
ambush, and so on (INT). Successful use of this skill by the
leader of a group of combatants also affords an Initiative bonus
to that side for the duration of the battle (PRE). GMs may also
wish fo use this skill as an opposed test between commanders.

Specialties: Ambushes, Close Quarter Battle (CQB),
Defensive Positions, Patrolling, Skirmishes.

Nature/Outdoor Skill Group

This Skill Group is made up of those Skills that are important
forinteracting with, and survival in, the outdoors. These are the
skills of naturalists and outdoorsmen.

Animal Handling (Spec)

Characters with this skill are proficient at caring, feeding
and grooming of animals (INT), as well as training (WIL) and
controlling them (PRE).

This is a critical skill for any character that works with
animals, such as cowboys, ranch hands, farmers and mounted
Police and Cavalry troops.

A character that does not possess this skill doesn’t suffer
any penalties to his other animal-related skills, such as Riding,
but he will be unable to alter the temperament of the critters he’s
dealing with.

Forexample, a cowboy is riding a horse who spots a raftler
and rears. The player makes a Riding roll to stay on the horse
and to control it. The GM assigns a difficulty of Challenging
(TN 18) to the cowboy’s Riding skill check. The player makes



the roll and tells the GM that he wants to calm the horse down
in order to lowerthe Target Numberfor any future rolls. But the
character doesn’t have the Animal Handling skill so the GM
tells the player that the Riding Skill Checks won't get any easier
unless and until he gets the horse away from the rattler!

Animal IQ: As an optional rule, GMs may allow a bonus
to the Animal Handling roll equal to the animal’s INT when the
roll involves training the animal.

Some specific applications of the Animal Handling skill
are described below.

Task TN
Handle an animal 12
“Push” an animal 27
Teach an animal a trick 1510 24*
Train an animal for a general purpose  15t0 24*

Rear a wild animal INT of animal

* See the specific trick or purpose below.

General Purpose TN

Combat riding 21
Fighting 24
Guarding 21
Heavy labor 15
Hunting 21
Performance 18
Riding 15

Animal Handling Actions

Handle an Animal: This task involves commanding an
animal to perform a task or trick that it knows. If the animal is
wounded or has taken any non-lethal damage or ability score
damage, the TN increases by 3. If your check succeeds, the
animal performs the task or trick on its next action.

Push an Animal: To “push” an animal means to get it fo
perform a task or trick that it doesn’t know but is physically
capable of performing. This category also covers making an
animal perform a forced march or forcing it to hustle for more
than 1 hour between sleep cycles. If the animal is wounded or
has taken any non-lethal damage or ability score damage, the
TN increases by 3. If the Skill Check succeeds, the animal
performs the task or trick on its next available action.

Teach an Animal a Trick: You can teach an animal a
specific trick with one week of work and a successful Animal
Handling Skill Check against the indicated target number. An
animal can learn a maximum of 3 tricks for every point of Intellect
ithas. Thus, an animal with an INT of 2 can learn up fo 6 tricks.

Possible tricks (and their associated TNs) include, but are
not limited to, the following.

Trick TN
Attack 24

Description

The animal attacks apparent
enemies. You may point to a
particular creature that you wish the
animal to attack, and it will comply

Come

Defend

Cease

Fetch

Guard

Heel

Perform

Seek

if able. Normally, an animal will
attack only people or other animals.
Teaching an animal to attack
anything else (such as inanimate
objects or supernatural creatures,
if they exist in your game) counts as
two tricks. Training an animal to
attack takes eight weeks.

The animal comes to you, even if it
normally would not do so. Training
an animalto come to you takes one
week.

The animal defends you (or is ready
to defend you if no threat is
present), even without any
command  being  given.
Alternatively, you can command the
animal to defend a specific other
character. Training an animal to
defend you takes three weeks.

The animal breaks off from combat
or otherwise backs down. An
animal that doesn’t know this trick
continues to fight until it must flee
(due to injury, a fear effect, or the
like) or its opponent is defeated.
Training an animal to cease
fighting takes two weeks.

The animal goes and gets
something. If you do not point out
or name a specific item, the animal
fetches some random object.
Training an animal to fetch takes
one week.

The animal stays in place and
prevents others from approaching.
Training an animal to guard takes
fourweeks.

The animal follows you closely,
even to places where it normally
wouldn't go. Training an animal to
heel takes one week.

The animal performs a variety of
simple tricks, such as sitting up,
rolling over, roaring or barking,
and so on. Training an animal to
perform takes two weeks.

The animal moves info an area and
looks around for a specific category
of item, such as flowers, or
gunpowder, or even animals or
people. An animal can be trained
to seek one item or category of item
for each point of INT. Training an
animalto seek for an item takes four
weeks. Teaching it to seek for an



additional item requires 8 weeks, a
third item takes an additional 16
weeks, and so on.

The animal stays in place, waiting
for you to return. It does not
challenge other creatures that come
by, though it still defends itself if it
needs to. Training an animal to stay
takes one week.

The animal tracks the scent
presented fo it. Training an animal
to track takes four weeks.

The animal pulls or pushes a
medium or heavy load. Training an
animal fo work takes one week.

Stay 15

Track 21

Work 18

Train an Animal for a Purpose: Rather than teaching
an animal individual tricks, you can simply train it for a general
purpose. Essentially, an animal’s purpose represents a pre-
selected set of known tricks that fit into a common scheme, such
as guarding or heavy labor. The animal must meet all the normal
prerequisites for all tricks included in the training package. If
the package includes more than three tricks, the animal must
have an INT score of 2 or higher.

An animal can be trained for only one general purpose,
though if it is capable of learning additional tricks (above and
beyond those included in its general purpose), it may do so.
Training an animal for a purpose requires fewer Skill Checks
than teaching individual tricks does, but no less time.

Trick TN
Combatriding 24

Description

An animal trained to bear a rider
into combat knows the tricks Attack,
Come, Defend, Down, Guard, and
Heel. Training an animal for
combat riding fakes six weeks. You
may also “upgrade” an animal
trained for riding to one trained for
combat riding by spending three
weeks and making a successful
Animal Handling Skill Check (TN
21). The new general purpose and
tricks completely replace the
animal’s previous purpose and any
tricks it once knew.

An animal trained to engage in
combat knows the tricks Attack,
Down, and Stay. Training an
animal for fighting takes three
weeks.

An animal trained to guard knows
the tricks Attack, Defend, Down,
and Guard. Training an animal for
guarding takes four weeks.

An animal trained for heavy labor
knows the tricks Come and Work.

Fighting 21

Guarding 21

Heavy Labor 15

Training an animal for heavy labor
takestwo weeks.

An animal trained for hunting
knows the tricks Attack, Down,
Fetch, Heel, Seek, and Track.
Training an animal for hunting
takes six weeks.

An animal trained for performance
knows the tricks Come, Fetch,
Heel, Perform, and Stay. Training
an animal for performance takes
five weeks.

An animal trained to bear a rider
knows the tricks Come, Heel, and
Stay. Training an animal for riding
takes three weeks.

Hunting 18

Performance 15

Riding 15

Rear a Wild Animal: To rear an animal means fo raise
a wild creature from infancy so that it becomes domesticated. A
handler can rear as many as three creatures of the same kind at
once.

A successfully domesticated animal can be taught tricks at
the same tfime it's being raised, or it can be taught as a
domesticated animal later.

For tasks with specific time frames noted above, you must
spend half this time (at the rate of 3 hours per day per animal
being handled) working toward completion of the task before
you attempt the Animal Handling Skill Check. If the roll fails, the
character’s attempt o teach, rear, or train the animal fails and
you need not complete the teaching, rearing, or training time. If
the check succeeds, you must invest the remainder of the time fo
complete the teaching, rearing, or training. If the time is
interrupted or the task is not followed through to completion,
the attempt to teach, rear, or train the animal automatically
fails.

Animal Handling may be used as complementary to any
appropriate animal-related skill checks, such as the skills Riding
and Teamster (GM’s discretion).

Note: If a character doesn’t possess the Animal Handling
skill, you can use a PRE Attribute Check to handle and push
domestic animals, but not to teach, rear, or train animals.

Specialties: Cattle, Dogs, Horses, Pack & draft animals.

Fish and Game (Spec)

Characters with this skill are able to track and catch game
and fowl, fish, and set traps. Depending on the prey, Fish and
Game may involve cunning and wits to locate and trap one’s
prey (INT) or simple patience to wait for a bite (WIL).

Specialties: Hunting, Fishing, Trapping.

Navigation (Spec)

Characters with this skill are able to determine their
approximate position on a map, fell the time of day or night (by
the sun or stars), and plot a course between two known points
(INT). Navigation may be used as a complementary skill to
Survival, Fish and Game, Sailing, Water Craft and other skills
with GM’s permission. For navigating in space, between and



within star systems, see the Astrogation skill. This skill is common
among professional trackers, rangers, scouts, soldiers and
sailors.

Specialties: Land, Sea.

Riding (Type)

Characters with this skill are able to ride domesticated
beasts, manage tack and bridle, and perform simple care and
grooming of their animals. A specialty must be selected when
the skill is purchased. This skill may be purchased more than
once, each time for a different specialty.

Types: Camels, Horses, or other beasts allowed by the GM
(such as dragons, wolves, giant bugs, and so on).

Survival (Spec)

Characters with this skill are able to survive off the land
(INT). They know which plants are edible, how to construct
shelter, where to find fresh water, and the like. Even recreational
campers may have some measure of this skill (e.g., a score of 1
or 2, oreven higher for an avid camper).

A successful check means the character is able to survive
in the wilds for a day, with food, water and shelter. A critical
success extends this time to a week. A failed check means the
character’s efforts are insufficient for the day; he goes hungry
and thirsty, is exposed fo the elements, or what have you. A roll
that fails by 6 points worse (i.e., an EN of -6 or lower) means the
character has suffered some mishap. The mishap could be an
accidental poisoning, an injury requiring a damage check,
frostbite, or any other situation at the GM'’s discretion.

Specialties: Arctic, Desert, Temperate, Tropical, Water.

Teamster (Type)

The skill of driving teams of domestic beasts, usually to pull
a wagon. The character also knows how to manage harness
and bridle, and so on. A specialty must be selected when the
skill is purchased. This skill may be purchased more than once,
each time for a different specialty.

Types: Camels, Horses, or other beasts allowed by the GM
(such as dragons, wolves, giant bugs, and so on).

Tracking

Characters with this skill are able to track both man and
beast (INT). Unlike Fish and Game, which allows one to locate
fresh game and fowl, Tracking is used to follow prints made by
man or beast, either fresh or old. Successful use of the skill
means the character is able to identify the maker of the tracks
and to follow them for one day or to a point at which the
conditions have changed (e.g., tracks leading through a forest
and to a river). If at this point the subject has not been found,
then a new Tracking roll must be made to continue.

Performance Skill Group

This Skill group consists of those Skills important to acting
and other forms of public performance. These Skills are
complementary to those in the Communication Skill Group.

Acting

Characters with this skill are adept at acting—more simply,
feigning emotion and portraying roles that differ significantly
from themselves (PRE). Actors also understand the finer points
of dramatic expression and can appreciate theatrical
performances from a more scholarly viewpoint than the average
spectator (INT).

Successful use of this skill means the character performs in
a manner that moves the audience, or appraises the quality of
theatrical performances by others. The effect number of the roll
determines the quality of the performance; the higher the effect
number the better the performance, and, thus, the better the
audience’s reaction. This skill may also be used as a
complementary skill to Persuasion or Orate in the appropriate
circumstances (at the GM’s discretion).

This skill is an important one for stage and screen actors,
undercover police officers, and any character to whom
misleading others is important.

Dancing (Spec)

This is the skill of dancing with grace and/or style (REF).
Ballroom dancing is performed at large, formal balls, such as
those thrown by royalty or the wealthy, and (in some cultures) is
one of the skills expected of any cultured gentleman or lady.
Dancing can also be part of important ceremonies, contests
and other situations calling for stamina more than style or skill
(HLT).

Successful use of this skill means the character is able to
dance competently, following the steps and keeping time with
the music. The character may be noticed as an accomplished
and graceful dancer that evening, perhaps gaining the special
attention of his partner, another suitor, or another person of
note or repute.

Dancing may be used as a complementary skill for all
appropriate Social skill checks, atthe GM’s discretion.

Specialties: Ballet, Ballroom, Break, Disco, Popular, Tap,
Tribal, or any other reasonable kind of dance that the player
and GM agree upon.

Instrument (Type)

Characters with this skill are adept at playing a musical
instrument (REF). They also understand the finer points of musical
expression (INT) and can appreciate instrumental performances
more than the average person (PRE).

The specific instrument (or family of instruments, with the
GM'’s permission) must be chosen when the skill is purchased.

Successful use of this skill means the character performs in
a manner that moves or entertains the audience, or appraises
the quality of instrumental performances by others. The effect
number of the roll determines the quality of the performance;
the higher the effect number the better the performance, and,
thus, the better the audience’s reaction.

This skill may also be used as a complementary skill to
Persuasion in the appropriate circumstances (at the GM'’s
discretion).

Types: Drums, Banjos, Flutes, Guitars, Harps, Horns,



Keyboards, Violins, efc.

Juggling

Characters with this skill are adept at juggling and
balancing objects (REF), including heavy and unbalanced
objects (STR). They also understand the finer points of these
physical forms of entertainment (INT) and can appreciate such
performances more than the average person (PRE).

Successful use of this skill means the character performs in
a manner that wows the audience, or appraises the quality of
such performances by others. The quality of a performance is
determined by the effect number of the roll; the higher the effect
number the better the performance, and, thus, the better the
audience’s reaction.

Examples of people with this skill include: Chinese
acrobats, street entertainers and James Ernest.
Mimicry

With this skill, characters can mimic voices and other
sounds. Some common applications of this skill include
impersonating another person’s voice, making non-human
sounds (such as bird songs, cars or machine-gun fire), and so
on. Mimicry can be used either as a ruse or for entertainment.

Mimicry can be used as a complementary skill to Acting

(forimpersonating a specific person) and to other Social skills
(at GM’s discretion).

Singing

Characters with this skill have some ability with singing.
They also understand the finer points of artistic expression and
can appreciate singing performances more than the average
person .

Successful use of this skill means the character performs in
a manner that moves or entertains the audience, or appraises
the value of song writing or performances by others. The effect
number of the roll determines the quality of the performance;
the higher the effect number the better the performance, and,
thus, the better the audience’s reaction.

This skill may also be used as a complementary skill to
Persuasion in the appropriate circumstances (at the GM'’s
discretion).

Ventriloquist

The skill of throwing one'’s voice. Characters with this skill
can perform auditory illusions (HLT), making it sound as though
their voice (or any sound they can make with their throat or
mouth) is coming from some other location, such as another
person, from behind someone, or even from an inanimate
object.

This skill can also be used as complementary to Mimicry.

Sciences Skill Group

Scientific skills are useful as sources of information. In this
way, they are like specialized versions of the Knowledge Skill,
and other Skills in the Education Skill Group. Education Skills
can be complementary to the skills in this Skill Group. A
character with a scientific skill is more likely to use one of these

Skills to know something than to do something. There are
exceptions, of course, a chemist might roll to analyze or concoct
something or a mathematician might roll to solve a complex
equation.

Astronomy

The character has knowledge of the study of stars and
planetary bodies, and includes knowledge of astrometrics, black
holes, and the like. The extent of the character’s knowledge will
depend on the era in which the game is set (e.g., an astronomer
in 2001 would know a lot more about outer space, as a rule,
than onein 1801). The skill score reflects the depth of knowledge
possessed by the character relative to the whole body of
knowledge available in the current era.

Biology (Spec)

The character has knowledge of biology. The extent of the
character’s knowledge will depend on the era in which the game
is set (e.g., a biologistin 2001 would know a lot more about
biology, as arule, than one in 1801). The skill score reflects the
depth of knowledge possessed by the character relative to the
whole body of knowledge available in the current era.

Specialties: Botany, Marine, Micro, Zoology or any other
specialties approved by the GM.

Chemistry (Spec)

The character has a basic knowledge of chemical principles
and formulae. The Skill’s ranks reflects the depth of knowledge
possessed by the character relative to the whole body of
knowledge.

Mathematics is usually a complimentary skill to Chemistry.

Specialties: Biochemistry, Inorganic, Organic, or any other
specialties approved by the GM.

Chemistry, Analytical

Training in chemical engineering theories useful in the
analysis of compounds and their practical applications. A
character with this is knowledgeable in the use of laboratory
equipment and can analyze and synthesize chemicals (including
explosives, but their use still requires the Demolitions Skill).

Geology

This is the science of the study of the earth. A geologist has
knowledge of oil, rocks, metal ores and minerals, about
earthquakes and volcanoes and about fossils.

Mathematics

The character has knowledge of mathematics (INT),
including calculus, geometry, statistics, trigonometry and so
on. The character is able to calculate mathematical formulae
without the aid of a calculator or computer, given enough time
(and, typically, something fo notations, such as a pen and paper
or chalk and a chalkboard). The use of a calculator, abacus,
or other calculating device will provide a +3 to +9 bonus to
the Skill Check.

Mathematics is usually a complimentary skill to Physics
and Chemistry.



Physics (Type)

The character has knowledge of physics and the laws of
nature, including kinetic energy, the effects of gravity on mass,
and so on (INT). The extent of the character’s knowledge will
depend on the era in which the game is set. The skill score
reflects the depth of knowledge possessed by the character
relative to the whole body of knowledge available in the current
era.

Mathematics is usually a complimentary skill to Physics.

A specialty must be selected for this skill when it is bought.
This skill may be bought more than once, each time for a different
science.

Types: Astrophysics, General, Nuclear, Quantum, or any
other specialty approved by the GM.

Simple Missile Weapon Skill Group

Similar to the Melee Weapons Skill group, these skills
represent fraining in, and knowledge of, various simple ranged
and missile weapons. Unless otherwise stated, these Skills are
all based off of the Reflexes of the Character.

Boomerangs

Characters with this skill are adept at the use and care of
boomerangs. This skill is used when making attacks with such
weapons (see Combat for rules on making attacks, damage,
and so on). Some boomerangs are designed to return to the
thrower if they miss their intended target (fakes 1d3 turns). Some
boomerangs are heavy weapons with one “arm” longer than
the other, that are designed to deliver a deadly blow. The latter,
heavy variety do not return in the same manner as their smaller,
symmetrical cousins.

Bows (Spec)

Characters with this skill are adept at the use and
maintenance (INT) of bows. This skill is used when making
attacks with such weapons (see Combat for rules on making
attacks, damage, and so on), or to string a bow in a hurry
(STR).

Specialties: Longbows, Short bows, Composite bows.

Crossbows (Spec)

Characters with this skill are adept at the use and
maintenance (INT) of crossbows. This skill is used when making
attacks with such weapons (see Combat for rules on making
attacks, damage, and so on), orto cock a crossbow in a hurry
(STR).

Specialties: Hand crossbows, Heavy Crossbows, Light
Crossbows, Spear Guns.

Sling Weapons (Spec)

Characters with this skill are adept at the use and
maintenance (INT) of sling weapons. This skill is used when
making attacks with such weapons (see Combat for rules on
making attacks, damage, and so on), or to hurl missiles great
distances (STR).

Specialties: Atlatl, Bolas, Simple Slings.

Slingshots

Characters with this skill are adept at the use (REF) and
care (INT) of slingshots. This skill is used when making attacks
with such weapons (see Combat for rules on making attacks,
damage, and so on), or to fire small missiles great distances

(STR).

Small Arms Skill Group

The Skills on this group represent the training in black
powder (or energy) weapons that are fired by the character. This
can range from pistols to shotguns to rifles of various types. The
relevant Attribute of the Skill’s use depends on whether the
weapons is being used (REF) or maintained (INT).

Black Powder Weapons (Spec)

Characters with this skill are adept at the use and
maintenance of primitive or low-tech firearms. This skill is used
when making attacks with such weapons. (See Combat for rules
on making attacks, damage, and so on).

In addition to firing a weapon, this skill can be used to
reduce the time needed to reload one. The normal time required
to reload a black powder weapon is 10 turns (about 1 minute).
With a successful Challenging REF Attribute Check (TN 18),
the time required is reduced to 10 - EN turns (minimum time
required is 1 turn).

Specialties: Blunderbuss, Pistols, Long Rifles.

Gunplay

Characters with this skill are adept at tricks involving
firearms. Some common tricks include spinning handguns and
holstering them one-handed, fast drawing a weapon, and the
like. Any cowpoke can point a pistol and shoot it, but a truly
skilled gun hand can make it look like a work of art, or at least
a circus sideshow act. Use this skill if you want your gunslinger
to be able to make trick shots, spin his six-shooters like some
dime novel hero or perform other gun tricks.

This skill allows the character to perform all manner of
gun-handling maneuvers. Some of those tricks are nothing but
alot offlash, but others might just give you an edge in a gunfight.
Some of the more common uses of this skill are listed below.
Other uses are possible, butthe GM has final say on what your
character can and cannot accomplish with this skill. In addition,
the Gunplay skill allows a character to offset penalties for
performing a Fast Draw action. For every two levels in the skill,
the character may ignore 1 point of penalty to his Firearms skill
when performing a Fast Draw action. For example, a Ted's
character, Jake Bannon, has Gunplay +5. Jake performs a
Fast Draw action to take a +4 to his INI on the first turn of a
shootout. Ordinarily this would impose a 6 penalty to Jake's
Firearms Skill Check, but because Jake has Gunplay at +5, he
only suffers a 4 penalty.

Note that while Gunplay is a common skill among
gunslingers and shootists, it is not common among other
character types. In fact, the mere display of gunplay skill could
gain a character the reputation as a gunslinger, whether
warranted or not.



TN Task

15 Rifle Spin

15 Free Holster

18 Trick Shot (entertainment only)
18 Road Agent Spin (1 revolver)
21 Road Agent Spin (2 revolvers)

18 Border Shift

In addition, the Gunplay skill allows a character to offset
penalties for performing a Fast Draw action. For every three
levels in the skill, the character may ignore 1 point of penalty to
his Firearms skill when performing a Fast Draw action. For
example, a Ted’s character, Jake Bannon, has Gunplay +5.
Jake performs a Fast Draw action on the first turn of a shootout.
Ordinarily this would impose a —3 penalty to Jake’s Firearms
Skill Check, but because Jake has Gunplay at +5, he only
suffers a—1 penalty.

The Gunplay skill may be used as complementary to
Persuasion (Intimidation) rolls made while a character is flashing
his or her guns about.

Gunsmith (Type)

Characters with this skill are able properly maintain and
effect repairs to firearms. In addition, the character can make
minor modifications to the weapon, such as installing a custom
mount or modifying the capacity of an ammunition magazine.
Knowledge of energy weapons allows the character to effect
repairs to various energy weapons, including blasters, lasers,
energy swords, and other high-tech or sci-fi weapons (Electronics
may be used as complementary to this skill). Heavy weapons
include all of the weapons in the Heavy Weapons skill group.
Small arms include all of the weapons in the Small Arms skill
group.

Types: Energy Weapons, Heavy Weapons, Small Arms.

Pistols

Characters with this skill are adept at the use and
maintenance of modern handguns, regardless of the type of
action of the weapon (i.e., revolver, semi-automatic). This skill
is used when making attacks with such weapons. (See Combat
for rules on making attacks, damage, and so on).

In addition to firing a weapon, this skill can be used to
reduce the time needed to reload one or to clear a jam. The
normal rate for reloading a revolver cylinder with loose rounds
is 2 rounds per turn. Reloading a semi-automatic pistol (i.e.,
exchanging an empty magazine for a full one) or reloading a
revolver using a speed-loader takes 1 turn. The standard rate
for reloading an empty magazine is 1 round perturn. With a
successful Challenging REF Attribute Check (TN 18), the
character can load a number of rounds into a magazine or
cylinder per turn equal o his REF, or reload a semi-automatic
weapon with a fresh magazine (or a revolver with a speed-
loader) and fire the weapon in the same turn.

Rifles

Characters with this skill are adept at the use and
maintenance of modern rifles, regardless of the type of action of

the weapon (i.e., lever-action, semi-automatic, bolt action).
This skill is used when making attacks with such weapons. (See
Combat for rules on making attacks, damage, and so on).

In addition to firing a weapon, this skill can be used to
reduce the time needed to reload one or to clear a jam. The
normal rate for reloading a bolt action or lever action rifle is 1
round per turn. Reloading a semi-automatic rifle (i.e.,
exchanging an empty magazine for a full one) takes 1 turn. The
standard rate for reloading an empty magazine is 1 round per
turn. With a successful Challenging REF Attribute Check (TN
18), the character can load a number of rounds info a magazine
orweapon per turn equal to his REF, or reload a semi-automatic
weapon with a fresh magazine and fire the weapon in the same
turn.

Shotguns

Characters with this skill are adept at the use and
maintenance of modern smoothbore shotguns, regardless of
the type of action of the weapon (i.e., breech-loaded, pump-
action, semi-automatic). This skill is used when making attacks
with such weapons. (See Combat for rules on making attacks,
damage, and so on).

In addition to firing a weapon, this skill can be used to
reduce the time needed to reload one or to clear a jam. The
normal rate for reloading a shotgunis 1 round per turn. With a
successful Challenging REF Attribute Check (TN 18), the
character can load 2 rounds into a magazine per turn.

Sub-machineguns

Characters with this skill are adept at the use and
maintenance of modern submachine-guns. This skill is used
when making attacks with such weapons. (See Combat for rules
on making attacks, damage, and so on).

In addition to firing a weapon, this skill can be used to
reduce the time needed to reload one or to clear a jam. The
normal rate for reloading a submachine-gun (i.e., exchanging
an empty magazine for a full one) is 1 turn. The standard rate
for reloading an empty magazine is 1 round perturn. With a
successful Challenging REF Attribute Check (TN 18), the
character can load a number of rounds into a magazine or
cylinder per turn equal to his REF, or reload a weapon with a
fresh magazine and fire the weapon in the same turn.

Social Skill Group

Social skills are those relating primarily to social interaction
with and the influencing of others. Social skills are generally
governed by the Mind group, though some can be assisted by
physical appearance or ability.

Conversation

The skill of obtaining information from someone through
conversation, without raising suspicion or, perhaps, without
the subject even knowing he has been manipulated (INT).
Conversation can also be used to make “small talk,” to gain
someone’s trust or build a rapport with him (PRE). The difficulty
of the Skill Check depends on the reluctance or inability of the
individual to provide the information and the circumstances



under which the conversation takes place.

Intrigue

This skill is the art of uncovering (or covering up) secrets. A
secret could be a love affair, a disreputable past, or a plot to
overthrow the king. Intrigue can be used to oppose Deduction
(but not Intuition) when trying to effect a “cover up” or otherwise
conceal important or sensitive information from others, especially
in a social setting (such as at the Royal Court, a meeting of
Parliament or a formal ball or dinner thrown at an embassy).
This skill may also be used as complementary to Conversation,
Persuasion or other social skills (GM’s discretion).

Philosophy

This is the skill of philosophical theories, discussion and
debate, covering such topics as “What is the meaning of life2”
“Is there a God?2” “What is mankind’s greatest errore” and the
like (INT). Philosophy also includes knowledge of theology and
thus can be complementary to the Religion skill.

Sense Motive

A character uses this skill fo try to determine if someone is
bluffing, or lying to them (WILL). This skill represents sensitivity
tothe body language, speech habits and mannerisms of others.

A successful check allows the character to avoid being
bluffed (see the Bluff skill). Sense Motive does not, however,
allow a character to determine whether a given statement is a
lie. The character can also use the skill to tell when someone is
behaving oddly or to assess someone’s trustworthiness. In
addition, a character can use this skill to make an assessment
of a social situation. With a successful check (TN 18), the
character can get the feeling from another’s behavior that
something is wrong. Also, the character can get the feeling that
someone is frustworthy and honorable.

A character can use Sense Motive to detect that a hidden
message is being transmitted via the Bluff skill (TN equal to the
bluff check result of the sender). If the character’s check result
beats the TN by 5 or more, the character understands the secret
message as well. If the character’s check fails by 5 or more, the
character misinterprets the message in some fashion.

A Sense Motive check may be made as a reaction to another
character’s Bluff check. (When that's the case, the GM may roll
the character’s Sense Motive check in secret, so the character
doesn’t necessarily know someone’s trying to bluff him or her.)
Using Sense Motive to get a sense of someone’s trustworthiness
takes at least 1 minute.

Society (Type)

Characters with this skill are familiar with a particular sub-
culture (INT), whether through direct interaction or some
vicarious experience. This knowledge extends to important or
well-known personalities, tastes in music and fashion, language
(slang and/or dialects), as well as popular social spots and
important businesses, and the like. For example, characters
with Society (Courtier) know the finer points of court etiquette
and the proper behavior for ladies and gentlemen. This is a
critical skill among courtiers, diplomats and nobility.

A specific sub-culture must be chosen when this skill is
purchased. This skill may be bought more than once, each time
for a different sub-culture.

A success means the character acts appropriately (+3 all
social skill checks for the rest of the event) or gains one important
piece of information from inferaction with one or more members
ofthe group. An effect number of 6 or higher means the character
is noticed and gains the special attention of one or more
important figures in the group (+3 to all social skill checks for
the rest of the event, or the GM may role-play some special
result at his discretion).

Colleen is playing Adrienne, a commoner, in a Victorian
Era game. Adrienne is masquerading as a noblewoman at a
formal ball. As she mingles with the guests, trying fo be accepted
as one of them, the GM tells Colleen that she must make a
Difficult Society (High Society) roll (TN 21). Colleen rolls and
gets a fotal of 27! Because Adrienne’s roll was é points higher
than the required TN, the GM decides that she has gained
special attention. He tells Erin that not only has Adrienne been
accepted and performed as expected by the other guests, she
has gained the notice of the Duke of Effingham, who invites
her to dine with him!

Afailed roll means the character has failed to gain any
useful information or has made some simple, but forgivable,
mistake (-3 to all social skill checks for the rest of the event). A
roll that fails by 6 or more (i.e., a Skill Check total that is less
than TN-6) means the character has made some major gaffe,
insulting the host or other dignitary at the function. The GM
should determine an appropriate consequence of the
character’s faux pas. The character may have gained an enemy,
been challenged to a duel, been captured by a press gang, or
been mugged in an alley. In cases of a very low roll resulting in
failure (e.g., 9 less than the TN), the GM can simply assign an
amount of injury for the mishap (e.g., potential stunning
Damage Check) or run the event as an encounter; perhaps
with the intervention of the other PCs. The latter approach could
easily lead to an adventure unto itself.

In the same situation, Colleen rolls below an Average
success, three levels below the required Difficult success.
Disastrous! The GM decides that not only has Adrienne been
exposed as a fraud, the Duke of Effingham is particularly
offended and orders her to be arrested and placed in gaol!

The GM is encouraged to modify the Target Number of the
roll based on circumstances.

Society may be used as a complementary skill to most, if
not all, social skills, including Persuasion, Politics, and
Conversation.

Types: Corporate, Courtier, High Society, Military,
Streetwise.

Style

This skill covers knowledge of the latest styles and fashions,
fashion design, and presentation (INT). Characters with this
skill can keep up with the latest fashion trends, identify the origin
(region or designer) of fashion styles, design new fashions and
coordinate fashion shows.



Style can be used as complementary to certain social Skill

Checks (GM’s discretion).
Symbols (Type)

This skill represents the study and recognition of symbols.
Characters with this skill are familiar with the various family,
governmental and corporate crests, banners and devices (INT).
A character making a successful Symbols Skill Check will
recognize the owner (individual, family, organization or nation)
to which a symbol or other device belongs. The GM may subject
the roll o a +3 to -3 modifier, depending on how well-known
or obscure the symbol is in the local area.

Sir Thomas sees a regal crest on a tapestry in the market.
Sir Thomas’ player wishes to identify the owner of the crest and
tells the GM so. The GM has the player make a Symbols
(Heraldry) check for Sir Thomas, with a +3 to the Skill Check
because the GM knows the crest is that of a lord who lives
some distance away.

Types: Corporate Logos, Heraldry, Naval Flags, Runes.

Social Sciences Skill Group

Social Science skills are those skills gained primarily from
formal study, whether at a university, monastery or other institute,
but which are different from the so-called “hard sciences” (see
Science Skill Group above). Most Social Science skills are
associated with the Mind attribute group. The Social Science
skill group includes the following skills.

Anthropology (Spec)

Characters with this skill are familiar with the customs,
traditions, and myth about a culture, nation, or region (INT).

Skill checks are not needed for “common knowledge,” such
as local holidays, the names of important local people, and so
on.

A successful Anthropology roll provides the character with
more obscure facts, such as the names of important persons or
deities, methods of food preparation, and other details about
the subject.

Note that this skill does not convey information about the
local underworld or seedier side of the area. For that information
the character will need the Society (Streetwise) skill.

Specialties: Specific culture or civilization.

Archaeology (Spec)

Characters with this skill are trained in the systematic study
of past (even prehistoric) human life and culture by the recovery
and examination of remaining material evidence, such as
graves, buildings, tools, and pottery. Characters also have
knowledge of the science or study of antiquities (especially
prehistoric antiquities), such as the remains of buildings or
monuments of an early epoch, inscriptions, implements, and
other relics, written manuscripts, and so on.

Specialties: Arifacts, Early Civilizations, Excavation,
Paleobotany, Paleontology, Prehistoric Civilizations.

Geography (Spec)

This skill covers knowledge of natural features of the earth,
landmarks, climate, political, as well as cursory knowledge of
the borders and inhabitants of the nations of the world.
Characters with this skill can identify internationally known
landmarks, the location of major bodies of water, the average
climate and rainfall of a given country, and so on.

Specialties: Specific region or continent.

History (Spec)

Characters with this skill know a great deal about history
and can recall general or specific details with a successful skill
check (INT). The more obscure the detail or more distant the
subject from the character’s locality, the higher the required
difficulty of the roll is.

Sir Thomas, having recognized a tapestry as belonging to
Lord Culler, tries to recall information about the lord’s family
from history. The player makes a History skill check for Sir
Thomas and succeeds, so the GM tells the player that Sir
Thomas recalls that Lord Culler died on the battlefield 20 years
ago.

Specialties: Locality, National, Organizational, World.

Politics

Politics is the study of the processes, principles, and structure
of government and of political institutions. Characters with this
skill are familiar with government and the governing of a political
entity, such as a nation or municipality, as well as the
administration and control of its internal and external affairs
(INT). Characters with this skill understand the procedures and
rules of government, how to conduct a government meeting,
draft bills and pass them into law, and how to engage in political
debate (PRE). Characters also know how to garner and maintain
public support, how to manipulate public opinion (PRE) and
how to present information in the best possible light or to
misrepresent information to avoid a scandal (INT).

Politics is an important skill for members of government
(politicians), lobbyists, and even some special operations forces
(such as counter-insurgents) and CIA operatives.

Orate can be used as complementary to this skill.

Psychology (Spec)

The character has knowledge of human behavior and the
conscious and subconscious mind, including effects of abuse,
the effects of mood disorders, and so on (INT). The extent of the
character’s knowledge will depend on the era in which the game
is set. The skill score reflects the depth of knowledge possessed
by the character relative to the whole of knowledge available in
the current era.

A specialty must be selected for this skill when it is bought.
This skill may be bought more than once, each time for a different
science.

Specialties: Alien (species), Animal, Behavioral, Criminal,
Counseling, Profiling, or any other specialty approved by the
GM.



Religion (Type)

Characters with this skill are knowledgeable in the history,
traditions, tenets and ceremony of major religions (INT). When
this skill is purchased, the character must specify one primary
religion to which the skill score applies.

Sir Thomas has the skill Religion (Christianity) +5. He has
a skill of +5 with his specialty (Christianity) but no practical
knowledge of other major religions.

Religion may be used as a complementary skill to other
applicable Skill Checks (GM's discretion). For example, the
GM should allow Religion to be used as complementary to a
Philosophy roll if the character is involved in a religious debate.

Types: Christianity, Islam, Judaism, Paganism, Wicca or
any other religion allowed by the GM.

Technical Skills

The Skills in the Technical Skill Group represent a practical
application of many of the Skills available in the Education and
Science Skill Groups. While those Skill Groups deal with the
knowledge of a particular subject matter, science, or topic, the
Skills in the Technical Skill Group deal with the practical
application of that knowledge. Many of the Skills of the Science
Skill Group, and individual Knowledge skills can be appropriate
as complementary skills for Skills in this Skill Group. Unless
otherwise stated, the Skills of the Technical Skill Group are
governed by the Mind Attribute group.

Astrogation

Characters with this skill are able to determine their
approximate position in space, plot a course between two known
points and navigate between and within star systems. Astrogation
may be used as a complementary to the Starships skill and
others with GM's permission.

This skill is common among professional starship pilots,
merchants, and space smugglers.

Benchthumping

Sometimes equipment or machinery becomes fouled up to
the pointthat no amount of tinkering or repair will fix it. At this
point, as a last ditch effort, a good, solid hitis all that can get
the machinery working again. On a successful check with this
skill, the machine will operate for a number of Turns equal to
the EN of the check. On a failed check, the equipment is
inoperable until it can be worked on.

Computers (Spec)

The knowledge and use of computer language code to
create or alter software programs. Characters with this skill can
create programs, hack computer networks, and so on.

Specialties: Hacking, Programming, Use.

Electrician

Electrician is the skill of building, installing, maintaining,
and repairing electrical devices and systems, such as those in
computers, vehicles, environmental systems, buildings, and the
like. Characters with this skill are able to effect repairs on,
maintain and even rebuild items within their specialty. The types

of devices or equipment that a specialty will apply to depend on
the technology level available in the campaign.

Electronics (Spec)

Electronics is the skill of building, repairing and,
maintaining electronic devices and equipment. Characters with
this skill understand the principles of electronics and are able to
diagnose problems occurring in electronic devices and fix them.

Specialties: Appliances, Comm., Security Systems,
Weapons.

Engineering (Type)

Engineering is the skill of designing, building, maintaining,
and repairing systems. Characters with this skill are able to
effect repairs on, maintain, and even rebuild items within their
specialty. The kinds of devices or equipment that a specialty
applies to depends on the technology level available in the
campaign.

This skill must be purchased separately for each type of
engineering the player wishes his character to possess. Note
that this is not the same skill as Combat Engineering.

Specialties: Architectural, Propulsion, Structural,
Transportation.

Mechanic (Spec)

Mechanics is the skill of repairing and maintaining
motorized vehicles (such as planes, cars, trucks, boats and
military vehicles), as well as diagnosing problems. When the
skill is bought the player must select a specialty. Characters with
this skill can repair axles, motors, brakes, and so on.

Specialties: Specific part or system (e.g., brakes,
transmission, jet engines).

Repair

The character is skilled in repairing, or jury-rigging,
damaged machinery or equipment.

Most Repair checks are made to fix complex electronic or
mechanical devices. The DC s set by the GM. In general, simple
repairs have a TN of 10 or 15 and require no more than a few
minutes to accomplish. More complex repair work has a TN of
18 or higher and can require an hour or more to complete.

Jury-Rig: A character can choose to attempt jury-rigged,
ortemporary, repairs. Doing this reduces the Repair check’s
TN by 5, and allows the character to make the checks in as little
time as a turn. However, a jury-rigged repair can only fix a
single problem with a check, and the temporary repair only
lasts until the end of the current scene or encounter. The jury-
rigged object must be fully repaired thereafter. A character can
also use jury-rig to hot-wire a car or jump-start an engine or
electronic device. The TN for this is at least 15, and it can be
higher depending on the presence of security devices.

The character can re-attempt a failed Repair check, but in
some specific cases, the GM may decide that a failed Repair
check has negative ramifications that prevent repeated checks.

Repair requires an electrical ool kit, a mechanical tool kit,



or a multipurpose tool, depending on the task. If the character
do not have the appropriate tools, he or she takes a—4 penalty
on the check. Mechanic or Electronics can provide a +2 bonus
on Repair checks made for mechanical or electronic devices.

Technological Knowledge

The one thing that the Character knows is technology, so
much that he can make guesses about advanced or alien
technologies as well. Of course, these technologies do not stay
aliento the Character for very long.

The character can make a Technological Knowledge Check
to correctly identify starships, mecha, robots, and cybernetic
attachments, as well as identify unfamiliar fechnological devices.

communications.

Attempts to jam communication equipment requires a
contested Skill Check, with both sides using the Operate
Electronics skill. If one side has more advanced or powerful
technology, the GM may allow a bonus of +1 to +5 to that
side’s Skill Check. The side with the higher Effect Number wins
the contest.

Specialties: Communication, Sensors.

Transportation Skill Group
The Transportation Skill Group consists of those Skills which
deal with the operation and driving/piloting of the various sorts
of vehicles that would be available in a campaign. These are
the skills of race car and truck

Repair Task (Example)

Simple (tool, simple weapon)

Moderate (mechanical or electronic component)
Complex (mechanical or electronic device)

Advanced (cutting-edge mechanical or electronic device)

drivers, as well as Air Force

Repair TN Time pilots, and ship captains.

10 1 min. .

15 10min. | Drive (Spec)

20 1 hr. Characters with this skill
25 10 hr. have practical experience

operating ground vehicles,

The TN for identifying technological items vary depending on
the type of information required:

Unfamiliar ltem TN
Basic tool or instrument 12
Robotic or vehicular component 15
Cybernetic attachment 18
Alien weapon or nano-technology 21

Alien artifact 24

Identifying a starship by its type and subtype, identifying a
mecha by its superstructure, or identifying a robot by its frame:
TN12.

Determining the function or purpose of a particular
mechanical system or cybernetic attachment: TN 15.

Recalling the standard, factory-model design specs of a
particulartype or class of starship, mecha, or robot: TN 18.

When confronted with an unfamiliar piece of technology
or alien artifact, you can make a Knowledge (technology) check
to correctly surmise the primary (if not singular) purpose of the
device. A successful check result does not enable you to activate
the item, nor does it make you proficient with the item. The TN of
the Knowledge (technology) check depends on the item being
identified and the difference in Progress Level, as shown below.

Operate Electronics (Spec)

Characters with this skill can operate electronic
communication and sensor equipment, including both military
and civilian versions, and those aboard vessels, portable and
stationary devices, and so on. Characters can also maintain
and make minor, emergency repairs to such devices, though
any complex repairs will require the Electronics skill.

A successful Skill Check also allows the user to detect objects
using sensor equipment, such as sonar and radar. Operate
Electronics can also be used to try to jam sensors as with jamming

including performing

maneuvers in difficult conditions, avoiding obstacles,
performing routing maintenance and operating all common
equipment normally associated with them (such as climate
control, radio, checking gauges, and filling the gas tank).

Drive is a Universal Skill.

Specialties: Cars, Motorcycles, Tracked Vehicles, Tractors/
Semis.

Piloting (Spec)

Characters with this skill have practical experience piloting
aircraft, including performing maneuvers in difficult conditions,
dog fighting, aerial acrobatics, performing routing
maintenance and pre-flight checks, and operating all common
equipment normally associated with them (such as climate
control, radio, radar, and so on).

Specialties: Helicopters, Jets, Planes, Space Craft, Vectored
Thrust.

Sailing (Spec)

Characters with this skill have practical experience piloting
sailing vessels, including performing maneuvers in difficult
conditions, performing inspections for fitness and sea-
worthiness, and operating all common equipment normally
associated with them (such as securing sails and rigging, radio
[if appropriate], signaling with flags, and so on). Any characters
with this skill can perform as a crewman on a sailing ship.
Seamanship is also important for ships’ captains and masters,
who must issue orders to the crew.

Specialties: Sailboats, Tall Ships.

Starships (Spec)

Characters with this skill have practical experience piloting
interplanetary and interstellar craft, including performing
maneuvers in difficult conditions, dog fighting, performing
routine maintenance and pre-flight checks, and operating all



common equipment normally associated with them (such as
climate control, radio, sensors, and so on).

Specialties: Capital Ships, Cargo Ships, Starfighters, System
Boats.

Watercraft (Spec)

Characters with this skill have practical experience piloting
powered, sea-going vessels, including performing maneuvers
in difficult conditions, maneuvering and formations, performing
inspections for fitness and sea-worthiness, and operating all
common equipment normally associated with them (such as
climate control, radio, radar or sonar, signaling with flags, and
so on). Characters with this skill also know the basic workings
of powered sea-going vessels and can perform as a crewman
on one.

Specialties: Hovercraft, Large Vessels, Motorboats,
Submarines.




ASILITIES

What are Abilities? Many role-playing systems have
advantages or other character traits that help to make the
characters different from each other, to give each character
different advantages during play. In the Open Core System
those traits are known as Abilities. This section outlines the most
common Abilities that would be available for characters in a
wide variety of different campaign types and genre simulations.

EFFECT-BASED VS. POWER-
BASED

Open Core is an effect-based system. This means that the
effects of an Ability are provided, and then the player or GM
have to define the specific application of those effects. For
example, a character may achieve the capabilities of the Flight
Ability by using: wings, magic, anti-gravity field, psionics, force
of will, reality-warping techniques, thermal wave-riding, or many
other methods. Similarly, a Rank 2 Special Attack does 2dé
points of damage that could take the form of a near- infinite
number of sources.

A power-based system defines both the effects and the
application of an Ability. That fantasy RPG, for example, details
magic and special attack spells such as Burning Hands, Fireball,
Lightning Bolt, and Magic Missile. They all deliver damage, but
the way in which the way in which they deliver damage is
determined by the rules, not the players.

An effect-based system gives players more freedom to
create, but a particular application might not make any sense if
not used with forethought. Talk with your GM if you have any
questions regarding the special effect applications of your
character’s Abilities

While the Abilities section of these rules may not seem as
“crunchy” and well-defined as other sections, that is due to the
nature of effects-based games. For Players and GMs who are
used to Power-based games, making the transition to effect-
based games can be challenging, that is where this section
helps.

An important thing to remember when purchasing Effect-
Based powers, is that in order to get an effect the Player must
pay for that effect. Otherwise, assume that the character can
not do it. GMs are allowed some flexibility in allowing characters
to do things, but as a rule of thumb the Player and the GM
should keep in mind that there is no such thing as a free lunch.

Effects in Open Core

Special effects are a very important factor to character
creation using the Abilities in Open Core. The special effects of
a power created with these Abilities help to define what it is and
how it's created, and help distinguish one power from another
power. Forinstance, three different characters could all have
4d6 Special Attacks, but each might have different effects: One
is fire, another uses electricity, and the third fires a sonic attack.
Each type of effect can have extra benefits or limits beyond the

basic power description; exactly what is up to the GM.
Each of these categories is general; within each category
there can be many types of effects, related but different.

Some Examples of Effects

This list demonstrates some sample effects that can be used
in your Open Core campaigns. This list is by no means extensive
or complete and it is recommended that the campaign’s GM
customize this listto fit the campaign. These sample effects are
justincluded as guidelines o help out with GMs and Players to
“get” the concept of an effect-based system.

Ultimately, it is the interplay during the character creation
process of the GM and the Player that helps to determine the
effect of anything created using the Open Core Abilities.

Biochemical: This category includes acids, venoms,
poisons, diseases, drugs and other chemicals. Biochemical
attacks are sometimes manifested as gasses, which might be
affected by high winds or extreme temperatures.

Cold/Ice: Everything related to extreme cold, including
freezing blasts of super-cold materials, ice, or other such effects.
Cold attacks can work against physical or energy defenses,
depending on what you decide when you buy the power. Cold
powers are usually less effective in high temperature
environments.

Electricity: The classic electrical bolt, lightning, sparks, and
zaps. Any combination of amperage and voltage would be in
this category. Electrical powers may have greater effect against
delicate electronics, and less effect against well-insulated targets.

Heat/Fire: Everything connected with high temperatures,
such as flames, hot metal, or hot gasses. Fire can start fires in
flammable materials, which is sometimes handy and sometimes
can cause excess property damage or threaten innocent lives.
Heat powers are usually less effective in low-temperature
environments.

Kinetic: This category includes all physical force, such as
punches, clubs, rocks, chunks of ice, or anything that creates a
solid thump on target. This can include force-blasts or telekinetic
attacks if you choose to define them that way.

Light: This category is electromagnetic radiation in the visible
or near-visible spectrum, from infrared to ultraviolet. This
includes lasers, high infensity flashes, and similar effects. Blasters
fall info this category. Light attacks are often less effective in very
dusty or smoky environments.

Magic: A catch-all term to describe mysterious forces used
to produce a wide variety of effects. It's important to note that
magic can be used to create many different effects; for instance,
magic could be used to create a lightning bolt. See the Magic
Ability (pg. XX) for more information.

Magnetism: This covers magnetic effects, and is often
connected with force fields and telekinesis. Magnetic attacks
often work against physical defenses rather than energy
defenses. Magnetic powers are often less effective against non-
metallic substances, and more effective against magnetic



materials such as iron.

Psionics: This force is psychic power or mental forces; the
raw power of the mind. Mental powers usually (but not always)
have a psionic special effect. Psionic attacks usually work against
mental defenses such as the Mind Shield Ability.

Radiation: This includes ionizing radiation such as gamma
rays, and radiation from radioactive materials, as well as more
bizarre forms of radiation emanated by comic book materials.
Essentially, all short wavelength electromagnetic radiation falls
into this category.

Sonics: Pressure waves of all varieties (including infrasound
and ultrasound) are in this category. This category of effects
would not work at all without a medium of transmission, so it
won't function in a vacuum. Sonics would generally be less
effective in a low pressure environment, and more effective in a
high-pressure environment.

Supernatural? Perhaps...

Well, yes, it could be. Any ability sufficiently advanced can
be construed as magic instead of superpowers. A Special Attack
can be called a laser bolt or a magical fireball — depending on
what you want to call it. Those wishing to use the Abilities of
Open Core to create magical power are directed towards the
Magic Ability (pg. xx), as well as the power-based spell system
(see Magic pg. xx) that Open Core has to offer for those who
wish fo use that option. The beauty of the Open Core system is
that it simply defines the game effect of a power; you get to
decide how it was created and what it looks like-in short, its
effects.

Handling Effects in A Campaign

Effects can and should be used to make adventures more
dramatic, and sometimes to help characters overcome
problems. It's a classic bit — the hero manages to defeat the
villain’s plot by tuning his energy blast to just the right frequency
to deactivate the force field, or some such pseudo-scientific
explanation.

Effects can let a character do a little bit more than the basic
power description suggests, or sometimes they can restrict a
power somewhat. For instance, sonic effects just won't work in
avacuum, but the GM may let you do some extra damage with
a sonic effect under water. It's up to the GM how much or how
little the special effect can affect an Ability.

The GM can have the Player make a Power Use skill check
to see if effects can have a game effect outside of the ordinary;
the relevant Attribute for this is typically Will, but can be based
on other Attributes depending on the nature of the power being
simulated, as well as the GM of the campaign.

The important thing to remember is that Open Core is your
game, fo be used as you desire. How the given effect of a power
built through the Abilities is ultimately up to the decision of the
GM and the “reality” of her campaign.

Designing New Effects

The list of special effects above is provided as a sample
which the GM can add to if needed. Like all aspects of the
Open Core rules, the example Special Effects can be altered

and customized to fit a GM's individual campaign. All of this
section is presented to help out those GMs and Players who
may not be as familiar with effect-based RPGs and may need a
bit of assistance one creating their first character using the
Abilities of Open Core. However, Open Core is simple enough
that once someone has gotten the hang of the Abilities system,
character creation is very simple and easy.

A new character invented by the GM may have completely
new special effects; the Power Cosmic, for instance, which is
unlike any other power. Or existing special effects categories
can be splitinto two or more categories. Magic, for instance, is
very broad, and might be easily split into two or more different
types of magic.

ABILITY CHECKS

An “Ability Check” is a roll to see if an Ability can be used
successfully. As with Attribute Checks and Skill Checks, itisnt
necessary to roll for every little thing that a character wants to
do, but rather the rolls are saved for when the character is trying
something that requires extra effort, or is in direct competition
with someone else.

Relevant Attributes: Each Ability lists a Relevant Attribute;
Ability Checks will usually be treated as an Attribute Check using
the Relevant Attribute. For certain Abilities there are multiple
possible Relevant Attributes; in these cases the choice of which
one fo use depends on the nature of the Ability itself, and how
the character is using it in that particular instance.

Power Usage Skill: Players who want to improve their
character’s success rate for Ability Checks without raising the
character’s attributes can take the Power Usage skill (see p. XX).
This is a Type skill; each Ability counts as a separate Type, and
thus a separate skill. If the character has an appropriate Power
Usage skill, the Ability Check can be treated as a Skill Check.

Other Skills: The GM may opt to allow players to use other
skills for an Ability Check where appropriate, either as the basis
ofthe check or as a Skill Synergy bonus. In the case of Abilities
that represent a particular mode of attack such as Natural
Weapons and Special Attack, the GM may allow players to use
an appropriate combat skill rather than buying a separate Power
Usage skill. For example, it's perfectly reasonable for a character
with Natural Weapons (Claws) to use his or her Unarmed
Combat skill to fight with them.

MODIFYING ABILITIES AND
ADJUSTING POINT COSTS

Players may occasionally find that an Ability does not exactly
match their concept of how a particular power or capability
should function. The GM (and, with GM permission, the
players) may redefine the effects of existing Abilities to better suit
particular character concepts. If the GM feels a changed effect
makes the Ability significantly more or less powerful, he or she
may alter its Point cost to reflect this.

Additionally, the value of Abilities assumes the setting of
the game gives them a good chance of actually being useful in
play. If a character is given an Ability that the GM decides is



unlikely to have much, if any, utility in the campaign, he or she
can reduce its Character Point Cost or even give the Ability
away for free. If circumstances change and the Ability becomes
useful on a regular basis, the character should pay for the Ability
with Character Points granted through experience.

Table: Character Abilities

Ability Point Cost Relevant Attribute
Ace! Technique 1/ Rank None
Adaptation 1/ Rank Health
Alternate Form 2,3 or 9/ Rank Health
Animal Friendship 1/ Rank Presence
Armor 2 or 4 / Rank Health
Art of Distraction 1/ Rank Presence
Attack Combat Mastery 3/ Rank None
Aura of Command 1/ Rank Presence
Awareness 5/ Rank Will
Block Ability 1 or 6 / Rank Will
Combat Techniques 1/ Rank None
Combination Attack 3/ Rank None
Computer Intrusion 2 / Rank Intellect
Contamination 2 or 4 / Rank None
Damage Absorption 8 or 10 / Rank Health
Damage Conversion 6 or 8 / Rank Health
Damn Healthy! 2 / Rank None
Defense Combat Mastery 2 / Rank None
Displacement 3/ Rank Health
Divine Relationship 1/ Rank None
Duplicate 6 or 8 / Rank Health
Elasticity 2 / Rank Health
Energy Bonus 3/ Rank None
Enhanced Presence 2 / Rank Presence
Enhanced Health 3/ Rank Health
Enhanced Reflexes 4 / Rank Reflexes
Enhanced Intellect 2 / Rank Intellect
Enhanced Strength 4 / Rank Strength
Enhanced Will 3/ Rank Will
Environmental Control 1-2 / Rank Will
Exorcism 1/ Rank Will
Extra Arms 1/ Rank None
Extra Actions 8 / Rank None
Features 1/ Rank None
Flight 2-4 / Rank Reflexes
Flunkies 1-2 / Rank Presence
Force Field 2-4 / Rank Will
Healing 4 / Rank Will
Heightened Awareness 1/ Rank Will
Heightened Senses 1/ Rank Will
Highly Skilled 1/ Rank Variable
Hyperflight 1/ Rank Health
Immunity 10 / Rank Health
Insubstantial 3/ Rank None
Invisibility 3/ Rank None
ltem of Power 3-4 / Rank None
Leaping 1/ Rank Strength
Magic 4 / Rank None
Mass Increase 8 / Rank Health
Massive Damage 2 or 5/ Rank None
Mechanical Genius 2 / Rank Intellect
Memory Art 4 or 6 / Rank Intellect
Metamorphosis 5 / Rank None
Mimic 7 or 10 / Rank Intellect
Mind Control 3-6 / Rank Will
Mind Shield 1/ Rank Will
Natural Weapons 1/ Rank None
Nullify 7 or 12 / Rank Will
Organizational Ties 1-3 / Rank Presence
Personal Gear 2 / Rank None

Place of Power 1/ Rank None
Plant Control 2 / Rank Will
Pocket Dimension 2-4'/ Rank Will
Power Defense 1/ Rank Variable
Power Flux 5,10, 15 or 20 / Rank Variable
Projection 1-4 / Rank Intellect
Regeneration 4 / Rank None
Reincarnation 2 or 4 / Rank None
Rejuvenation 1/ Rank Will
Sensory Block 1/ Rank Intellect
Servant 2 or 5/ Rank None
Sixth Sense 1/ Rank Will
Size Change 1,5, or 6 / Rank Health
Skill Knack 5 / Rank Variable
Special Attack 1 or 4 / Rank None
Special Defense 1/ Rank None
Special Movement 1/ Rank Reflexes
Speed 2 / Rank Reflexes
Spirit Ward 1/ Rank Will
Swarm 2 / Rank Health
Telekinesis 8 / Rank None
Telepathy 1-3 / Rank Intellect
Teleport 5/ Rank Intellect
Transmutation 3-5 / Rank Intellect
Tunneling 2 / Rank None
Unique Attribute 1-5 / Rank Variable
Unknown Superhuman Power Variable Variable
Water Speed 2 / Rank None
Wealth 3/ Rank None

ABILITY LIST

Below is a list of all the Abilities available in these rules.
GMs and Players are encouraged to come up with their own
new and unique Abilities. Abilities cover a gamut from social
advantages and natural abilities, to super-human powers.

Ace! Techniques

Cost: 1 Point/Rank

Relevant Stat: None

Progression: 1 technique per Rank

The Ace! Ability is for those characters whose forte is with
vehicles, whether automobile, aircrafts or watercraft. The
character is a natural Ace with a type of vehicle. Each Rank
gives the character one Ace! technique, the GM will determine
if a special maneuver can be assigned multiple times. While
some of these techniques are usable only for certain types of
vehicles, most are usable for almost any type. When this Ability
is combined with a Skill Knack (pg. XX) that effects driving and/
or piloting skills, the combination creates a character who is
truly the best at what they do.

*  Acceleration Tolerance

This is the ability to withstand the sudden high-G forces of
extreme acceleration for short periods. Itis most useful for fighter
pilots, especially those pilots that fly jets or other high speed
vehicles. This advantage gives a bonus on HLT rolls to avoid
the effects of acceleration. The character’s bonus to skill rolls
involving sports or athletic pursuits and HLT checks is +4.

* BattleRun

When using an attack action with a vehicle ranged weapon,
the pilot can move both before and after the attack, provided
that the total distance moved does not exceed the vehicle's

normal MOV.



e Dodge

When operating a vehicle of a type with which the character
is skilled, apply a +1 bonus to the vehicle’s Defense against
attacks from one enemy vehicle designated during your action.
You can select a new enemy ship on any action.

» Feel Forthe Road

The character has an unusually good sense of how a vehicle
reacts to rough terrain; reduce all terrain penalties by half.

e Feint

When piloting a vehicle with which the character is skilled,
make a Bluff check in vehicle combat as a move action. In
addition, you receive a +2 bonus on Bluff checks made to feint
in vehicle combat. Feinting in vehicle combat requires an attack
action.

» Force Stop

The character knows how to make another vehicle come to
a stop after a special kind of sideswipe attack. When the character
attempts a sideswipe stunt with a surface vehicle, the character
can force the other vehicle to a stop by nudging it info a
controlled sideways skid. In addition fo the normal requirements
for attempting a sideswipe stunt, the character must have
sufficient movement remaining to move a number of squares
equal to the character’s turn number.

After succeeding on the check fo attempt the sideswipe, the
character makes a Drive check opposed by the other driver. If
the character succeeds, turn the other vehicle 90 degrees across
the front of the character’s, so that they form a tee. Move them
forward a distance equal to the character’s turn number. The
vehicles end their movement at that location, at stationary speed,
and take their normal sideswipe damage. If the character fails
the check, resolve the sideswipe normally.

Hover vehicles are difficult to catch in a force stop because
they do not have tires and can overcome the skid effect through
increased vector thrust. If the character with this feat tries to use
Force Stop on a hover vehicle and fails the Drive check, his
vehicle suffers ramming damage from the opponent and does
not force the vehicle to stop.

o Gunnery

You do not take a penalty on attack rolls when firing a
vehicle weapon. Without this technique, you take a —4 penalty
on attack rolls when firing a starship weapon.

*  Heavy-Helmer

The character is unusually adept at handling large and
heavy vehicles. When piloting Colossal or larger vehicles, the
character can ignore up to 4 points in handling penalties. Ifthe
vehicle’s MB (see p. XX) is -1 or better, the character gets a +2
bonus instead.

*  Hotshot

The character gains a +4 bonus to piloting rolls made for
attempting Extreme Maneuvers (see p. XX).

e Internal Compass

The character has a naturally unshakable sense of
direction; 42 to all navigation checks.

*  Masterful Control

You have a deft touch on steering wheels, throttles, and
other control surfaces. Whenever the character suffers a

vehicular mishap, he or she may attempt an immediate Driving
Checkwithout using an action to regain control of the vehicle
before anything can go wrong.

e Mobility

When operating a vehicle of a type with which you are
proficient, apply a +4 bonus to the character’s ships.

*  Move-By Attack

The charactertakes no vehicle speed penalty when making
an attack while in a moving vehicle. Also, if the character is the
driver, he or she can take his or her attack action to make an
attack at any point along the vehicle’s movement. When
attacking from a moving vehicle, a character takes a penalty
based on the vehicle’s speed. Passengers can ready an action
to make an attack when their vehicle reaches a particular
location, but the driver must make his or her attack action either
before or after the vehicle’s movement.

*  Ram

The character knows how to use his or her vehicle as a
weapon. When he or she attempts to ram another vehicle, the
target does not get a Reflexes Check for half damage.

» Strafe

The character can use a vehicle’s ranged weapon set on
automatic fire to affect a wider area than normal. When using
a starship’s ranged weapon on autofire, you can affect an area
2,000-feet long and 500-feet wide (that is in a straight line). A
starship weapon on autofire normally affects a 1,000-feet-by-
1,000-feet area.

*  Throttle Jockey

The character has a masterful control over his or her
vehicle’s speed; penalties for maneuvering at high speeds are

halved.

Adaptation

Cost: 1 Point/Rank

Relevant Attribute: Health

Progression: The character is adapted to 1
environment/Rank

The character can adapt to survive in a number of
environments hostile to ordinary humans equal to his or her
Adaptation Rank. Examples of hostile environments include:
acidic/basic liquids, extra dimensional, extreme pressure,
intense cold, intense heat, noxious gases, radiation, underwater
(the ability to “breathe” water), and vacuum (low pressure, not
the absence of air). Adaptation does not apply to non-human
characters whose natural environment is not the Earth’s
atmosphere (such as a mermaid living in the ocean). In these
cases, the character must assign Adaptation (Earth Atmosphere)
to survive in normal human environments. Surviving in low- or
no-oxygen environments is a Special Defense Ability, not
Adaptation.

The Ability also provides 2 Points of Armor against
environmental conditions and attacks similar to the adapted
environment. For example, Adaptation (Heat) provides Armor
while in the desert heat and against fiery blasts, while Adaptation
(Pressure) provides Armor while deep-sea diving and against a
crushing gravity attack. In most natural Earth environments,
this Armor provides complete protection against the elements.



Adaptation can thus be viewed as a very limited form of the
Armor Ability in many situations. A character with even Rank 1
Armor gains the benefits of Adaptation against normal
environmental conditions. Armor does not protect against
specific hostile environments that have less tangible damaging
effects, such as extra dimensional, noxious gases, and
underwater.

Alternate Form

Costs: 2, 3 or 9 Points/Rank

Relevant Attribute: Health

Progression: The character’s alternate form is
builtfrom 10 Character Points/Rank

A character with Alternate Form can instantaneously
transform into one other specific form that is determined during
character creation and approved by the Game Master. Once
selected, the form cannot be altered. Alternate Form allows the
character to possess a radically different body shape than his or
her normal human form, and exhibit exotic physical features as
well.

If a character only has a single, permanent, non-human
form, this Ability should not be applied. Instead, the character
must acquire the relevant Abilities and Disabilities that best
represent the form’s capabilities. A character with several
different Alternate Forms should assign this Ability multiple times.
The Abilities gained in the character’s Alternate Form obviously
cannot be Dependent upon the Alternate Form Ability. Different
Alternate Forms can be built with different Ability Ranks as well.

Partial-Powered Form (3 Points/Rank)

The form is built from 10 Character Points for each Alternate
Form Rank, which can be used to acquire Attributes and Abilities.
The character’s Attributes all drop to zero and thus must be
raised with the Alternate Form’s new Character Points (using
the Enhanced Attribute Ability below); Derived Attributes also
must be recalculated. Additionally, the character’s regular
Abilities, Skills, and Disabilities no longer function in the Alternate
Form, though the GM may decide that some Abilities (such as
Personal Gear, Flunkies, Organizational Ties, Wealth, and
others) and some Disabilities still retain their effects. Disabilities
can also be assigned to the new Form to provide additional
Character Points. Unless the GM indicates otherwise, normal
clothing becomes part of the Alternate Form as well.
Full-Powered Form (9 Points/Rank)

The form is built from 10 Character Points for each Alternate
Form Rank, which can be used to acquire Abilities for the new
form. The character retains all the Attributes, Ability Ranks, Skill
Ranks, and Disability Bonus Points associated with his or her
regular form. The newly acquired Abilities and Disabilities add
to the character’s normal form. If the character’s Abilities are
modified by the Enhanced [Attribute] Ability or Less Capable
[Attribute] Disability, the Calculated Values should be
recalculated as necessary. Unless the GM indicates otherwise,
normal clothing becomes part of the Alternate Form as well.
Cosmetic Changes (2 Points)

A “Rank 0” option of the Alternate Form Ability is also
available at the cost of 2 Character Points. This Rank allows a
character to undergo cosmetic changes that confer no
additional abilities on the target. This includes: a 10% size
increase or decrease, change of gender, 50% age increase or
decrease, color changes (eye, skin, or hair), and minor physical
changes (shape of ears, facial features, or bodily proportions).
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Sample Alternate Forms

The examples herein suggest some Abilities that may be
appropriate for the Alternate Forms, but the GM can modify
them if desired. Other types of alternate forms can include
electricity, radiation, light, emotion, data, dream, sound, and
many others.

. Animal Forms

Many nature-based shape shifters (and cursed martial
artists) have one or more Partial-Powered animal forms.
Suggested Abilities: any that are relevant to the specific animal
form, such as Animal Friendship, Armor, Attack Combat
Mastery, Damn Healthy!, Features, Flight, Heightened Senses,
Jumping, Natural Weapons, Special Movement, Tunneling,
efc.

»  Elemental/Chemical Forms

This option covers a wide range of possible forms, including:
acid, base, gold, granite, ice, mercury, water, sulfur, synthetic
drugs, etc. Suggested Abilities: Adaptation, Armor, Duplicate,
Damn Healthy!, Elasticity, Enhanced [Ability], Extra Arms,
Insubstantial, Massive Damage, Regeneration, Special Attack,
Special Defense, Special Movement, Enhanced Strength,
Swarm, Water Speed.

*  Flome Form

The character is composed of fire, and can ignite
flammable objects on contact. Any person near the character
may suffer burn damage as well. Suggested Abilities: Adaptation
(Heat), Armor (Optimized to heat), Environmental Influence
(Heat), Flight, Force Field, Special Attack (Aura).

*  Gaseous Form

This form is less substantial than a liquid form. The
character cannot pick up solid objects and can only exert the
pushing force of a gentle wind. Suggested Abilities: Adaptation,
Extra Attacks, Flight, Heightened Awareness, Invisibility,
Insubstantial, Projection, Regeneration, Sixth Sense, Size
Change, Special Attack, Special Defense, Speed.

* Incorporeal Form

An Incorporeal form is without physical substance (for
example, a ghost or living shadow). The character can pass
through walls, walk on air or water, and perform similar ghost-
like feats. Suggested Abilities: Adaptation, Flight, Invisibility,
Insubstantial, Special Defense.

*  Melding Form

The character can meld into any inanimate object, and still
perceive nearby events as though he or she is still human. Once
merged, the character cannot be harmed unless the object is
damaged. Suggested Abilities: Adaptation, Insubstantial,
Teleport (Within melded object), Tunneling.

*  Two-Dimensional Form

A 2-D character has height and width, but not depth. He
or she can squeeze through the spaces between atoms, and is
completely invisible when viewed from the side. An entire new
two-dimensional universe may be waiting to be explored by
such a character. Suggested Abilities: Adaptation, Insubstantial,
Pocket Dimension, Special Defense, Special Movement, Speed.

Animal Friendship

Cost: 1 Point/Rank

Relevant Attribute: Presence

Progression: Descriptive; see below

A character with this Ability has an unusual, instinctive
empathy towards animals. On a successful Presence check,
the character can befriend an otherwise hostile or even ferocious
animal. For example, this would allow a character to get past a
police dog or guard dog. Utilizing this ability requires behaving
in a calm and friendly manner; a friendship cannot be made if
the character or his or her friends have already attacked the
animal. An “animal” is defined as a natural creature with Intellect
of 1-2 that lacks the ability to communicate via a structured
language (that is, it cannot speak).

The GM can apply difficulty penalties or bonuses to the
Presence check based on the character’s actions and the
situation. For example, the dice roll modifier could be -4 if the
animal is especially fierce or very loyal to its current owner, or
+4 if the characters just saved the animal from some nasty fate.
When befriending a pack of animals, a dice roll penalty of -2 is
assigned fortwo animals, -4 for 3-4 animals, -6 for 5-8 animals,
-8 for 9-16 animals, and higher penalties for larger packs. If
the attempt fails, the animal(s) may attack, threaten the
character, or slink away, depending on its nature. A second
attempt is usually not possible within a short period of time. If an
animal is befriended, it will let the character and companions
approach it, and will not attack or act aggressively unless it or
the members of its pack or family are threatened. At the GM's
option, it may be affectionate enough to want to follow behind
the character or somehow assist him or her.

An animal that has been befriended simply likes the
character. Actual training of the animal takes time and requires
the application of the Animal Handling Skill. The character’s
Rank in this Ability (round up) is added to his or her Animall
Handling Skill.

Rank 1 +1 to the Animal Handling Skill.

Rank 2 An additional +1 modifier is applied to the
Presence check. +2 to the Animal Handling Skill.
Rank 3 An additional +2 modifier is applied to the
Presence check. +3 to the Animal Handling Skill.
Rank 4 An additional +3 modifier is applied to the
Presence check. +4 to the Animal Handling Skill.
Rank 5 An additional +4 modifier is applied to the
Presence check. +5 to the Animal Handling Skill.
Rank 6 An additional +5 modifier is applied to the

Presence check. +6 to the Animal Handling Skill.



Armor

Cost: 2 or 4 Points/Rank

Relevant Attribute: Health

Progression: All attack damage the character
receives is reduced by 4 points/Rank

The Armor Ability represents actual Armored plates, or
simply skin or clothing that is highly resistant to damage. It is
most often found on combat vehicles, cyborgs, androids, giant
monsters, and, powerful magical beings.

Armor reduces the damage that is inflicted on the character
or structure. Armor reduces the damage of each attack by 4
Points per Rank. The base cost for Armor is 4 Points/Rank.
Unlike TGH, which only protects effects Blunt or Stunning
damage, Armor protects against all sorts of damage/

A number of options are available for the Armor Ability,
which alter the Ability’s Point cost or modify the Armor’s
effectiveness. The minimum Point cost of Armor, regardless of
options, is 1 Character Point.

Partial

The Armor has a small thin area (half Armor value, -1 to
Point cost) or an unarmored area (no Armor value, -2 to Point
cost) that can be targeted using a Called Shot. Point cost
reductions apply to the total cost of Armor, not the cost per
Rank.

Optimized Armor

The Armor is focused against a particular uncommon attack
form. Eligible attack forms include electricity, cold, laser beams,
fire/heat, energy blasts, psionic attacks, etc. Armor cannot be
optimized against broad categories such as bluntimpacts or
piercing weapons, however. Optimized Armor provides doubled
protection against the chosen attack form only, and no
protection against other forms. A character can acquire both
Optimized Armor and ordinary Armor by assigning the Armor
Ability twice.

Shield Only

The Armor does not cover the character’s entire body.
Instead, it is a shield that the user must deliberately interpose in
front of a melee or unarmed attack using a Block Defense. The
character must also possess the Combat Technique (Block
Ranged Attacks) Ability to use the shield in a Block Defense
against ranged attacks. If the character successfully defends,
the shield’s Armor can protect against damage associated with
the Ability Rank. This option reduces the cost of Armor to 2
Points/Rank (rather than 4 Points/Rank), and increases the
protection provided from 4 Points/Rank to 8 Points/Rank.

Attack Combat Mastery

Cost: 3 Points/Rank

Relevant Attribute: None

Progression: The character’s REF Bonus is
increased by 1 Point/Rank

Attack Combat Mastery denotes either an innate “killer
instinct” or the character’s intimate knowledge of a wide range
of offensive combat techniques covering all aspects of armed
and unarmed encounters (including ranged weapons).

Individual Combat Skills let a character specialize with particular
weapons or specific styles, but Attack Combat Mastery allows a
character o pick up any weapon (or use none at all) and still be
dangerously proficient. The bonus gained from Attack Combat
Mastery can be applied either to any melee, ranged, firearm or
unarmed attack skill, or to REF Attribute checks in combat
situations, if the character does not have an appropriate skill.

This Ability can be used to simulate someone who is not
very graceful or agile under normal circumstances, but has
had a great deal of combat training, natural ability in this area,
or someone who has a power or talent that simulates combat
prowess, like the “photographic reflexes” ability popular in comic
books.

Purchasing this Ability with the Restriction Disability can
tailorthe bonuses of Attack Combat Mastery to forms of combat
besides just the straight forward. For example, if purchased with
the “Psionic Combat Only” Restriction, Attack Combat Mastery
can be applied to the Will rolls for psionic combat. Clever GMs
and Players will likely come up with more variations upon this
Ability.

Each Rank in this Ability raises the character’s REF Bonus,
in combat situations, by one. Players may purchase more than
six Ranks in this Ability, if the GM allows for his or her campaign.

Aura of Command

Cost: 1 Point/Rank

Relevant Attribute: Presence

Progression: Descriptive; see below

The character possesses a natural knack for leadership.
This Ability is similar to Charismatic, except it only works on
allies or subordinates or possibly with leaderless individuals
looking for guidance (such as ordinary people caught in an
emergency). Instead of distracting them, the character is able to
inspire allies or neutrals into following him or her into dangerous
situations that they might otherwise avoid.

Simply because a character is in a position of authority
over other people does not automatically imply that he or she
possesses the Aura of Command Ability. In a military structure,
subordinates will usually follow most orders (even dangerous
ones) without hesitation because it is part of their job. Aura of
Command reflects a character’s almost unnatural ability to
inspire others to engage in actions that few people would ever
consider undertaking. Note that few leaders have an Aura of
Command sufficient to inspire their entire force at once.
Commanders usually concentrate on key individuals (such as
immediate subordinates) and hope the actions of these people
will encourage others to follow them.

Rank 1 The character can inspire one person.

Rank 2 The character can inspire up to two people.

Rank 3 The character can inspire a small team (1-10
people).

Rank 4 The character can inspire a medium team (11-50
people).

Rank 5 The character can inspire a large team (50-200
people).

Rank 6 The character can inspire a very large team (200-
1000 people).



Awareness

Cost: 5 Points/Rank

Relevant Attribute: Will

Progression: +1 to Will checks to detect
upcoming cosmic or mystical events

This Ability allows the character to be “in tune” with the
cosmos while possessing a certain faculty for anticipating events
on the cosmic scale and recognizing when the universe is being
threatened.

Whenever a cosmic event or catastrophe is imminent, the
GM should allow a character with the Awareness Ability to make
a Will check (modified by the character’s Ranks in this Ability)
against a TN determined by the GM. The more powerful the
“individuals” and the larger of the “scale” of the events, the
easier it is for the character with Awareness to detect what is
coming. In most cases, the GM should make the Will check
when using Awareness, so that the player will not automatically
assume that something is going to happen. The information
given about the upcoming cosmic event should be as vague or
as detailed as the GM thinks is necessary.

Block Ability

Cost: 1 or 6 Points/Rank

Relevant Attribute: Will

Progression: Linear, see text

Opponents have difficulty affecting the character with
specific Abilities because the Abilities” effects are blocked. For
1 Point/Rank the character can block one Ability at each Rank
(that Ability must be determined during character creation) or
when the Block Ability is purchased for the character. In the
case of the Special Attack Ability, only another character’s single,
specific attack is blocked (which reduces an enemies chance to
hitthe character). For 6 Points/Rank, the character can block
all Abilities, including all Special Attacks (they suffer a penalty
to hitthe character but ifthey do hit, they have full effect). Targets
cannot be blocked from the effects of their own Abilities, however.
When an opponent targets the character, he or she must

make a successful Attribute check againsta TN of 15 with a +1
to the TN for every Rank of the target character’s Block Ability. If
the checkfails, the Ability does not affect the character (although
a multi-target Ability may still affect the other targets). The
Attribute check roll is determined by the “Relevant Attribute” of
the Ability used. If the check succeeds, the target character is
affected by the Ability as normal.

Charismatic

Cost: 2 Point/Rank

Relevant Attribute: Presence

Progression: Descriptive; see below

Art of Distraction may represent oratorical ability, innate
Presence, or even a beautiful or resonant voice. This Ability
allows a character to distract a number of people or animals at
a critical moment, provided he or she has some method of
communicating with them (for example, talking, dancing,
television broadcast, illusionary image, written word, etc.) If the
character is trying to directly distract a potentially hostile group,
such as an angry mob or a group of security guards, his or her

Rank dictates how many people are distracted. If the character
has an audience that is already prepared to listen, the Rank
determines the percentage of that audience that is distracted or
moved enough to take action, whether that involves buying the
character’s next CD, donating money to a charity, or voting for
the character in an election.

[f multiple people with this Ability work as a team, the total
number of people distracted is added together. Presence is used
both when distracting people physically (for example, with sex
appeal) and when distracting someone through emotion,
rhetoric, or force of personality.

Also, characters can add their Ranks of Charismatic to any
Skills from the Performance and Social Skill Groups, however
the character must have Ranks in individual Skills in order to
use this Ability as a modifier.

Rank 1 The character can distract one individual, or 5%
of an audience will be motivated.

Rank 2 The character can distract up to two individuals,
or 10% of an audience will be motivated.

Rank 3 The character can distract a small crowd (1-10
individuals), or 20% of an audience will be
motivated.

Rank 4 The character can distract a medium crowd (11-
50 individuals), or 50% of an audience will be
motivated.

Rank 5 The character can distract a large crowd (50-200
individuals), or 75% of an audience will be
motivated.

Rank 6 The character can distract a very large crowd
(200-1000 individuals), or 95-100% of an
audience will be motivated.

Combat Technique

Cost: 1 Point/Rank

Relevant Stat: None

Progression: 1 technique per Rank

The Combat Technique Ability allows a character to perform
astounding feats with a wide variety of melee or ranged weapons,
or Special Attacks. Each Rank gives the character one combat
technique, the GM will determine if a special maneuver can be
assigned multiple times.

*  Accuracy

The character suffers reduced dice penalties when
attempting an accurate attack, such as striking at partial Armour,
weak points, or vital spots, shooting at longer-than-usual
ranges. Accuracy is also used when attempting a special trick
shot, such as carving an initial on someone’s body or ricocheting
an arrow off a wall to shoot a farget around a corner, and when
using the Deflection Feat. Each difficulty penalty is reduced by 2
(to a minimum of 0).

. Ambidextrous

The character does not suffer penalties when using his off
hand in Combat (see Off Handed). The normal -3 Off Handed
penalty (see Off Handed, pg. xx) does not apply to the character
with this Technique.



e Blind-Fight

The character does not suffer penalties associated with
attacking or defending with melee weapons or while unarmed
in poor light, absolute darkness, or against an invisible
opponent.

»  Blind-Shoot

The character suffers half penalties associated with
attacking with ranged weapons in poor light, absolute darkness,
or against an invisible opponent. This Feat can be assigned
twice to reduce the penalty to zero. The character must be capable
of detecting the general presence of the target, however, through
one of his or her senses (smell, hearing, sixth sense, etc.).

*  Block Ranged Attacks

Under normal circumstances, a character cannot use a
Block action against a ranged attack. With this technique, a
character gains this defensive option.

»  Concealment

The character has an unearthly ability to conceal weapons
about his or her person. As long as the character has something

o FarShot

When the character uses a projectile weapon, such as a
bow, its range increment increases by one-half (multiply by 1.5).
When the character uses a thrown weapon, its range increment
is doubled.

»  Judge Opponent

The character can judge his or her opponent’s approximate
Attack abilities and weapon Skill Rank from the foe’s attitude
and posture even without actually seeing him or her fight.
Additionally, the character can accurately estimate the
opponent’s remaining Life points. For both of these Abilities,
the GM may decide to provide descriptive indications such as
“your enemy is much better than you with a sword, but if you
connect a few times with your ki blast, it will drop him,” rather
than saying “the enemy’s REF is 14, with a Sword Skill of +4,
and he has 60 Life points remaining.”

* Leap Aftack

The character can make leaping attacks with his or her
melee weapon, delivering additional damage due to

to hide the weapons (even if it only long hair or a light robe) the
character’s weapons will not be noticed by anything short of an
actual physical search, and such a search is conducted at a
penalty of -8. A Special Attack weapon with the Concealable
Ability is even harder to find: searches suffer a -12 penalty.

»  Deflection

If the character makes a successful Block Defense, he or
she can deflect a standard melee or ranged attack away
harmlessly without damaging the blocking object. The GM
may decide that some types of attacks cannot be deflected.
When trying fo deflect a Special Attack, the Block Defense roll is
penalized: -2 for each Rank of the Special Attack.

*  Dodge

During the character’s action, the character designates an
opponent and receives a +1 bonus to Defense against any
subsequent attacks from that opponent. The character can select
a new opponent on any action.

momentum. Any time the character has a higher Initiative than
his or her opponent, he or she may attempt a leaping attack. If
the strike is successful (it hits and the target fails a defense) the
character gets an extra +2 bonus to damage and may
additionally add half his or her Jump Skill Ranks (if any) to the
damage. If the character fails to hit, however, or the opponent
succeeds with his or her defense, the character is off balance
and receives a -4 penalty to any further defense checks until his
or herturnto act in the following round.

»  Lightning Reflexes

The character gets a +2 bonus on all Reflexes and INI
rolls.

*  One Shot Left

The character will always have at least one projectile
remaining for his or her ranged weapon, even after an extended
combat. This might be a final bulletin a gun, arrow in a quiver,
plasma unit in a wrist blaster, or stone in a sling. This option



does not remove the need to reload weapons in a game that
uses realistic ammunition rules, but rather assures that the
character will not be forced to reload at a critical moment. One
Shot Left does not affect weapons or Special Attacks built using
the Limited Shots Drawback.

»  PointBlank Shot

The character gets a +1 bonus on attack and damage
rolls with ranged weapons against opponents within 30 feet.

*  Portable Armory

The character will always have easy access to any weapon
required for a particular task, including illegal weapons and
accessories not available to the general public. The actual
weapons and accessories must still be acquired via the Personal
Gear Ability, but remarkably, the character can access them
whenever he or she needs them instead of being forced fo return
to where they are normally stored. Characters with Portable
Armory may also make field modifications on their weapons,
switching options such as laser sights or scopes in a single
round.

*  Quick Draw

The character can draw a sheathed or holstered weapon
and attack in the same round without penalty. Otherwise it
requires on combat action to ready his or her weapon.

e SteadyHand

This is the ability to attack with ease while moving quickly
(running or sprinting, flying at high speeds, etc.) or otherwise
engaged in complex stunts. This reduces the penalties suffered
for attacking while in motion. Each penalty is reduced by 2 (to a
minimum of 0). A character with this Feat may also use weapons
in conjunction with the Acrobatics Skill, and may aim while they
are moving. This Feat may be assigned more than once.

*  Two-Weapon Fighting

The character can effectively fight with two melee or ranged
weapons at once against the same or different targets, provided
both weapons are designed for one-handed use. When using
two weapons, the character can attack twice using the normall
Two Weapons rules, butthe penalties for doing so are reduced
by 2 each time this Feat is assigned (to a minimum of Q).
Alternatively, the character can attack with one weapon and
defend with another receiving a -2 penalty to Attack checks he
or she makes but adding a +2 bonus fo his or her DEF checks
vs. melee or unarmed attacks. This bonus lasts until the
character’s turn in the following round.

*  Weapons Encyclopedia

A character has the ability to recall the vital statistics and
important quirks of practically all known commercially available
weapons. This includes, but is not limited to, its general level of
reliability as well as all vital statistics — material composition,
ammunition capacity, caliber, possible outfitted accessories,
etc. Characters without this ability will only have such
information on weapons they actually own or use regularly and
will need to successfully roll an Intelligence based Knowledge:
Military Science (Hardware Recognition) Skill check to recall
important details. In addition, Weapons Encyclopedia also
includes knowledge on acquiring weapons, so characters will
have a +4 bonus on any Society (Streets) or Business Skill checks
needed to locate or buy weapons.

Combination Attack

Cost: 3 Points/Rank

Relevant Attribute: None

Progression: The character can combine atfacks
with up to 2 other characters/Rank

With training, individual characters can learn to combine
their Special Attack Abilities into awesome displays of power. In
order to do this, all the characters must have both the
Combination Attack Ability and the Special Attack Ability. The
number of characters that can combine at once is dependant
on the Rank of Combination Attack; a character can combine
with up to 2 other characters for each Rank. There is also an
Energy Point cost associated with Combination Attack: 2 Energy
Points per person involved in the aftack. Each character must
pay this cost separately. For example, if four characters are
combining, they each must pay 8 Energy Points.

The attack takes place on the Initiative of the character with
the lowest Initiative and uses the character with the lowest REF
to determine if it hits. A single aftack roll is made. The target has
a DEF of -1 per character involved in the attack. If the attack
succeeds, it inflicts double the damage of the character with the
most powerful attack (for example, if two character combine,
one with a 2dé Special Attack and one with a 5d6 Special Attack,
the total damage inflicted would be 10d6 — 5dd doubled).

Note that characters with the Combination Attack Ability
are not subject to the same restrictions as normal characters
that perform a similar action.

Computer Intrusion

Cost: 2 or 4 Points/Rank

Relevant Attribute: Infellect

Progression: Descriptive; see below

This Ability allows a character to access, read, and
understand data from all computers or “Silicon Age” technology
inthe surrounding area. The TN for the check is determined by
the complexity and security of the computer; most home
computers are TN 12 while high-tech secure machines are TN
18 to 24. For 2 Points/Rank, the character has the ability to
read the data on computers (and computer media) within his
range. When trying to access a computer built as an ltem of
Power, the character suffers a penalty of -2 for each Rank of the
ltem of Power. The Ability Rank determines the maximum distance
in which scanning can take place. To read multiple computers
over a network, the area must be sufficient to encompass the
target computers. Since this Ability can be a very powerful tool
in a campaign, the GM and players should ensure it is used
appropriately.

For 4 points/Rank, the character possesses a more powerful
tool with the ability to also write to the system, effectively
interacting with the operating system and data. The TN halved
is also the time needed to input the new data onto the system.
The character doesn’t need computer skills to think in “plain
language” instructions as the Interface Ability directly translates
into machine code. However characters with computer hacking
skills may either complement the Interface’s success or further
halve the time needed (pick one depending on the situation).



Self-Aware Artificial Intelligences are nigh impossible to
reprogram, however there are ways around this depending on
the computer knowledge and resourcefulness of the player or
character.

See the rules for Computer Intrusion (pg. XX) for more
details.

Rank 1 Scanning can happen at the range of 1 foot.
Rank 2 Scanning can happen at the range of 10 feet.
Rank 3 Scanning can happen at the range of 100 feet.
Rank 4 Scanning can happen at the range of 1 mile.
Rank 5 Scanning can happen at the range of 10 miles.
Rank 6 Scanning can happen at the range of 100 miles.
Contamination

Cost: 2 or 4 Points/Rank

Relevant Attribute: None

Progression: Descriptive; see below

This Ability represents the character’s ability to transform
other people (or animals, or objects) into entities like him or
herself. Frequently, this victim can then contaminate even more
people. The method should be specified when the character is
created. It might be similar to myths behind the vampire legend
—the character’s blood carries a “plague” that, when ingested,
mutates the person over a matter of hours or days. Alternatively,
the character might lay an egg or seed (real or metaphorical) in
the body of his or her prey, which will later hatch within the
victim, killing him or her as a new monster is born. The character
might even need to perform some special ritual that alters the
victim. Whatever the case, the conditions under which the victim
can become “contaminated” must be specified.

For 2 Points/Rank, contamination is “difficult” — the victim
must be willing, unconscious, or restrained for deliberate
contagion to occur, or the target must perform an unusual
activity (such as eating a morsel of the character’s flesh).

For 4 Points/Rank contamination is “easy” — the
contagion might be similar to a traditional werewolf attack,
where a scratch or bite results in a victim becoming a werewolf.
The GM can add special conditions, limitations, or effects to
ensure that becoming a monster is a curse and not a blessing.

The higher the Rank of Contamination, the faster the
transformation occurs. There should always be some means of
curing or delaying the eventual mutation, however. Possible
cures include the death of the creature that inflicted the
contaminant, radical surgery, blood transfusion, or a successful
mystical healing.

The GM will decide whether a player character who is
turned into a monster remains in the player’s control or is
reclassified as an NPC. Any retention (dreams, memories, efc.)
of the victim’s former existence depends on the nature of the
contamination and whether the victim has been “transformed,”
“devoured,” or “reborn” in the process. A person who has
been successfully contaminated will usually gain a certain
number of Abilities “paid for” with the Bonus Points acquired by
assigning new character Disabilities (often including Cursed,
Ism, Marked, Permanent, and Owned, the last one representing
servitude to his or her new master). Usually the mutation will
result in a monstrous form similar to that of the character

responsible. Thus, a spider alien that laid an egg in its victim
may produce another spider alien, the victim of a vampire will
grow fangs, etc. The GM should be wary of potentially
undesirable possibilities such as a werewolf character infecting
the entire group of characters, thereby creating an entire group
of werewolves.

The Contamination Ability usually allows the creator or
mother some measure of control over the newly transformed
character. In these instances, the Rank of Contamination is
added as a favorable modifier to any Mind Control attempts
performed against the subject.

A variation to Contamination inflicts the target with some
sort of curse or disease, rather than transforming him or herinto
a different type of creature. Examples of these afflictions include
rapid ageing, debilitating diseases, sensitivity to specific
elements, efc.

Rank 1 The transformation occurs over several months.
Rank 2 The transformation occurs over several weeks.
Rank 3 The transformation occurs over several days.
Rank 4 The transformation occurs over several hours.
Rank 5 The transformation occurs over several minutes.
Rank 6 The transformation occurs over several rounds.
Damage Absorption

Cost: 8 or 10 Points/Rank

Relevant Attribute: Health

Progression: Linear, with 5 points damage
converted info Life points per rank

A character with this Ability can absorb up to 5 points of
damage received from physical attacks (such as guns, swords,
punches, or energy blasts) for each Rank, and change them
into a corresponding number of Life points before damage is
inflicted. The new Life points are added to the character’s current
total immediately, which may temporarily raise the total above
its normal maximum. Damage that is blocked by the character’s
Armour or Force Field Abilities cannot be absorbed. For 8
Points/Rank, the character’s Hit Point total can never rise above
his or her normal maximum (extra points are lost). For 10
Points/Rank, the character’s Life points total can be raised as
high as twice their normal maximum value (for a duration of
one hour). Damage can both be absorbed and converted (by
the Damage Conversion Ability, see page 44) at the same time.

Damage Absorption does not convert damage from non-
physical or complex attacks, including Special Attacks with the
following Adders: Burning, Drain (Any), Flare, Incapacitating,
Irritant, Mind or Soul Attack, Stun, Tangle.

Damage Conversion

Cost: 6 or 8 Points/Rank

Relevant Attribute: Health

Progression: Linear, 1 CP for every 10 points of
damage received per Rank

A character with this Ability suffers damage from physical
attacks (such as guns, swords, punches, or energy blasts) as
normal, but receiving damage grants additional CPs he or she
can assign to Abilities temporarily. Points can be accumulated



between attacks or combat rounds. Additionally, these CPs
can only be assigned to Abilities the character already possesses
at Rank 1 or higher. Damage can both be converted and
absorbed (by the Damage Absorption Ability) at the same time.
Damage Conversion does not convert damage from non-
physical or complex attacks, including Special Attacks with the
following Abilities: Burning, Drain (Any), Flare, Incapacitating,
Irritant, Mind or Soul Attack, Stun, Tangle. The extra CPs gained
through combat dissipate very shortly after the battle has finished,
or before the next dramatic scene (GM’s discretion).

For 6 Points/Rank, damage that is blocked by the
character’s Armor Ability cannot be converted. For 8 Points/
Rank, damage that is blocked by the character’s Armor Ability
can be converted. Damage blocked by the Force Field Ability
can never be converted.

Ateach Rank, the character gains 1 CP for every 10 points
of damage received from each single attack (round down).
Most often, characters use these points to enhance the following
Ability Abilities: Armour, Regeneration, Special Attack, and
Enhanced Strength. Additionally, characters can also enhance
the Extra Attacks, Extra Defenses, Massive Damage (for specific
or for all attacks) Abilities. Damage Conversion cannot be
used to increase Damn Healthy! - to increase the character’s
Life points see Damage Absorption, page 43.

For example, a character with Rank 5 Damage Conversion
gains 5 CPs for every 10 points of damage received. If an
enemy blasted the character with a weapon that inflicts 47 points
of damage, the character’s Hit Point total would reduce by 47
points, but he or she would gain 20 temporary CPs (47 ~ 10 =
4.7, rounded downto 4; 4 x5 = 20). Ifthe character possessed
Enhanced Strength at a minimum of Rank 1, he or she could
raise it by 5 ranks immediately (since 20 CPs + 4 Points/Rank
= 5ranks). Alternatively, the character could raise his or her
other Attribute scores by a total of 40 through the Enhanced
[Attribute] Ability (since 20 CPs + 2 Points/Rank = 10 ranks).

With GM permission, Damage Conversion may be
designed to convert forms of energy into CPs, rather than
converting damage. Examples of energy include: sound, light,
radiation, mass, heat, and others. The progression of the Ability
under these conditions must be discussed with the GM.

Damn Healthy!

Cost: 2 Points/Rank

Relevant Attribute: None

Progression: The character’s Life points are
increased by 2d6/Rank

Possessing this Ability increases the Life points of the
character, allowing him or her to withstand more damage in
combat. Note that characters with high Health scores may be
very healthy even without this Ability.

Defense Combat Mastery

Cost: 2 Points/Rank

Relevant Attribute: None

Progression: The character’s DEF is increased
by 1/Rank

Defense Combat Mastery denotes either an innate “danger
instinct,” or the character’s intimate knowledge of a wide range

of defensive combat techniques covering all aspects of armed
and unarmed encounters (including Special Attacks and ranged
weapons). Individual Defense combat Skills let a character
specialize with particular weapons or specific styles, but Defense
Combat Mastery allows character to defend him or herself
proficiently at all times.

Displacement

Cost: 3 Points/Rank

Relevant Attribute: Relfexes

Progression: Attack rolls against the character
are at—2/Rank.

A character with the Displacement Ability is never quite
where he or she seems to be. Often this ability is possessed by
speedsters, as another way to simulate their incredible speeds,
and the difficulty in track or even tfouching them. Special Attacks
with Area Effect work normally against the character, and other
speedster with the Speed Ability and Displacement are put on
an equal footing if their Ranks are equal to or higher than the
character’s.

A character with a higher Rank of Displacement than
another speedster subtracts the other speedster’s Ranks in
Displacement from his own, to create an effective Rank in
Displacement when dealing with that speedster.

Divine Relationship

Cost: 1 Point/Rank

Relevant Attribute: None

Progression: The player may re-roll a number of
dice rolls each game session equal to 1/Rank

A character possessing a Divine Relationship may have
powerful forces acting as his or her guardian, which can
beneficially influence the outcome of important events.
Alternatively, the character may be really lucky, have great
karma, or can subtly influence his or her surroundings with
thought alone. This relationship is represented through the re-
rolling of undesirable dice rolls (this includes undesirable re-
rolls as well). The player may choose to use the original roll, or
any of the re-rolls, when determining the success of the action.
The Rank dictates the number of times dice can be re-rolled ina
single role-playing session, though the GM can alter this time
frame as desired.

Duplicate
Cost: 6 or 8 Points/Rank
Relevant Stat: Health

Progression: The duplicate is built from 10
Character Points/Rank

A character with this ability can create one or more
independent, self-aware duplicates of him or herself, each of
which have a maximum number of Character Points dictated
by the Ability Rank. The duplicate is not under the character’s
control, but will act in a manner consistent with the original
character. Multiple duplicates can be in existence at any time,
but creating a duplicate requires one non-combat action.

Duplicates only remain in existence for a limited time,
usually for a single scene or long enough to complete a single
task. Since this Ability can have tremendous impact on a



campaign if used too frequently, the GM should impose
restrictions on its use as necessary. For example, the GM may
limit the total number of simultaneously existing duplicates. The
player should consider what consequences, if any, will arise
should an enemy kill the duplicate.

There are two different types of Duplicate: Customized (8
Points/Rank) and Proportionate (6 Points/Rank).

Customized Duplicate

The character can assign the duplicate’s Character Points
as desired when this Ability is first acquired, provided the
duplicate does not gain any Abilities or Disabilities the original
character does not possess. Additionally, Abilities and
Disabilities cannot be raised to Ranks that would exceed the
original character’s Ranks. The GM may waive this restriction if
it seems appropriate. Once the Character Points are allocated
to the duplicate in a specific pattern during character creation,
the distribution cannot be changed; all duplicates ever made
will be identical.

Proportionate Duplicate

If the Duplicate Rank is not sufficiently high to create a
duplicate with the exact same number of Character Points as
the original, a less-powerful duplicate is created. In these cases,
the reduced Character Points are distributed over the duplicate’s
Attributes, Abilities, Skills, and Disabilities proportionately with
the original character. The one exception to this rule involves
the Duplicate Ability; the character may decide that his or her
twin does not have the Duplicate Ability.

Elasticity

Cost: 2 Points/Rank

Relevant Attribute: Health

Progression: Descriptive; see below

The character can stretch or contort his or her limbs and/or
body to a superhuman degree. Increased Ranks not only provide
greater flexibility, but also the control over fine manipulation
(such as using a stretched finger to move specific tumbling
mechanisms on a key lock). At high Ranks, characters can
squeeze under doors and through small holes and cracks, as
well as mimic crude shapes (an excellent way to represent a
character who has a liquid-like form as well). While stretched,
the character receives + 1 to Unarmed Combat (Wrestling) Skill
checks for each Rank of Elasticity. Examples of characters with
this Ability are monsters (especially those with serpentine or
tentacle limbs) or giant robots with extendable arms.
Rank 1 The character can stretch one body part up to 5x
its regular dimensions and receives +1 to
Unarmed Combat (Wrestling) Skill checks.
The character can stretch two body parts up to 5x
their regular dimensions and receives +2 to
Unarmed Combat (Wrestling) Skill checks.
The character can stretch three body parts up to
5xtheir regular dimensions and receives +3 to
Unarmed Combat (Wrestling) Skill checks.
The character can stretch his or her entire body
up to 5xits regular dimensions and receives +4
to Unarmed Combat (Wrestling) Skill checks.

Rank 2

Rank 3

Rank 4

Rank 5 The character can stretch his or her entire body
upto 10x its regular dimensions and receives +5
to Unarmed Combat (Wrestling) Skill checks.

Rank 6 The character can stretch his or her entire body

up to 20x its regular dimensions and receives +6
to Unarmed Combat (Wrestling) Skill checks.

Energy Bonus

Cost: 3 Points/Rank

Relevant Attribute: None

Progression: The character’s Energy Points are
increased by 20 Points/Rank

Possessing this Ability increases the Energy Points of the
character, allowing him or her to draw on a greater pool of
energy reserves in times of need. This Ability is particularly
important for characters with the Sorcery (see Magic Chapter)
or Magic Abilities.

Enhanced [Attribute]

These are the “enhanced” version of the Attributes that are
used to help define all characters in the Open Core RPG. There
is a different Enhanced [Attribute] for each of the Attributes in
this system. In order to purchase any Attribute above the
campaign maximums, the Player must have one of these Super
[Attribute] Abilities. The use of any of these Abilities in a campaign
must be approved by the GM before they can be purchased for
a character.

Enhanced Presence
Cost:

Relevant Attribute:
Progression:

2 Points/Rank
Presence
The character’s Presence receives
a + 1 for Presence and Presence-
based Skill Checks/Rank

The character is extremely charismatic, with a force of
personality and influence beyond that of normal people. Super-
Presence adds its rank to Presence Checks and Skill Checks
with Presence as their key ability score.

Enhanced Health
Cost:

Relevant Attribute:
Progression:

3 Points/Rank

Health

The character’'s Damage and

Health Checks are at +1/Rank
The character has a superhuman endurance and stamina,

beyond the ability of normal people. Super-Health adds its ranks

to the Damage and Health Checks of the character, for resisting

physical harm ranging from attacks to disease, poison, and

environmental hazards.



Enhanced Reflexes
Cost:

Relevant Attribute:
Progression:

4 Points/Rank
Reflexes
The character’s Reflex Checks and
Defense are +1/Rank

The character is both extremely agile and dexterous, beyond
the ability of normal people. Super-Reflexes adds its rank the
character’s Defense and to his Reflex Checks, for avoiding
danger based on speed and reaction time. Also, add its Ranks
to any Skill Checks for Skills that are based on Reflexes.

Enhanced Intellect
Cost:

Relevant Attribute:
Progression:

2 Points/Rank
Intellect
+1 to Intellect and Intellect-based
Skill Checks/Rank

You're extremely intelligent, with intellectual abilities beyond
those of normal people. Super-Intellect adds its rank to your
Intellect checks and to Checks on Intellect-based Skills.

Enhanced Strength
Cost: 4 Points/Rank
Relevant Attribute: Strength
Progression: Descriptive; see below

The character is capable of tremendous feats of strength.
Super-Strength adds its rank to your damage with melee attacks,
Climb, Jump, and Swimming skills and any skill checks based
on Strength, and Strength checks (for feats of strength like
breaking through doors or walls or snapping chains). Each
rank also doubles the character’s Drag, Dead Lift and Carry. It
does not provide a bonus to melee attack rolls.

Enhanced Will
Cost:

Relevant Attribute:
Progression:

3 Points/Rank
Will
+1 to Will Checks and Will-based
Skill Checks/Rank

The character has self-control beyond that of normal people.
Super-Will adds its rank to the character’s Will Checks, for
resisting attempts at influence or powers that directly affect the

mind, and to any Skill Checks for Skills based on Will.

Environmental Control

Cost: 1-2 Points/Rank

Relevant Attribute: Will

Progression: Descriptive; see below

The character can affect environmental conditions such as
light, heat, darkness, or weather. This is most appropriate for
characters with magical control over a particular element or
facet of nature such as sorcerers, demons, and spirits, but it
could also represent various technological devices. If a character
wishes to perform multiple effects (for example, control light
and darkness) he or she should acquire the Ability multiple
times.

. Light

The character can illuminate an area with light as bright as

a sunny day on Earth. Light control costs 1 Point/Rank.

. Darkness

The character can summon smoke, fog, darkness, or the
like to enshroud an area, blocking normal vision. Darkness
control costs 2 Points/Rank if the character can create total
darkness that completely obscures light sources, or 1 Point/
Rank if the darkness is only partial.

. Silence

The character can block out sounds within the area of effect.
It costs 1 Point/Rank to create a barrier that prevents anyone
outside from hearing sounds coming from within or vice versa,
or 2 Points/Rank to create a zone of silence where no sounds
exists.

. Temperature

The character can altertemperatures in the area from arctic
cold to desert heat. If the character wishes to produce heat or
cold sufficientto start fires or instantly freeze someone solid, the
player should assign the Special Attack Ability instead.
Temperature control costs 1 Point/Rank if the character is limited
to either increasing or decreasing temperature, or 2 Points/
Rank if he or she can do both.

*  Weather

The character can alter the weather to create or still weather
conditions of various sorts such as breezes, winds, rain, snow,
fog, or storms. For weather that is reasonable for the local
climate, the area affected depends on the character’s Level. For
weatherthat is abnormal (rain in a desert, snow in a hot summer)
orviolent (lightning storm, blizzard, hurricane), the character’s
Rank is treated as one less for purposes of area affected or two
less if both violent and abnormal. If this would reduce the Rank
below 1, the effect cannot be produced. For focused atftacks,
such as lightning bolts or tornadoes, use the Special Attack
Ability instead. To produce precise effects or keep abnormal or
violent weather under control, the GM may require a Will check
with a penalty equal to the area Rank (for example, -4 if affecting
a regional area) and a bonus equal to the character’s Ability
Rank (for example, +5 ifthe character has Rank 5). It will often
take several rounds for weather to build up or disperse.
Abnormal weather effects will return to normal soon after a
character ceases to use this Ability. Weather control costs 2
Points/Rank if general in nature, or 1 Point/Rank if very specific
(such as, “rain making”).

Maintaining Environmental Control requires a slight
amount of concentration: the character can perform other
actions while doing so, but can only affect one area at any
giventime. The size of the environment the character can control
is determined by the character’s Rank.

Rank 1 The character can affect a small area (like a room).

Rank 2 The character can affect a modest area (like a
house).

Rank 3 The character can affect a local area (like a
neighborhood or village).

Rank 4 The character can affect a regional area (like an
entire city).

Rank 5 The character can affect a large area (like an entire
county).

Rank 6 The character can affect an entire region (like a

state, province, or small country).



Exorcism

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: Descriptive; see below

A character with this Ability knows how to perform or create
rituals, charms, or spells capable of driving out, binding, or
banishing demons (or possibly other supernatural entities).
Exactly what entities qualify will depend on the nature of the
game world; in some settings, undead, such as zombies or
ghosts, may be vulnerable to exorcism. Normal characters and
creatures are not affected by Exorcism.

Each attempt at exorcism counts as an attack and requires
a Will check with a +1 bonus per Rank of the Ability. A ritual
action is also necessary in most cases, such as a chant or mystical
gestures, or use of particular objects, such as holy water or spirit
wards. During the exorcism attempt, the character is completely
focused on the exorcism and cannot defend against other
attacks. In addition, the target entity must fail a Will Check, with
a penalty equal to the Rank of the Exorcism Ability.

If the attack succeeds (the exorcist makes his or her Will
check and the entity fails his or her own Will Check) the entity
will be affected. It cannot attack the exorcist (and any
companions sheltered behind him or her) for one round. In
addition, the entity loses Energy Points equal to 5 Points times
the attacker’s Exorcism Rank. Although prevented from
attacking the exorcist for one round, the creature may choose to
take other actions, such as taunting or threatening the exorcist,
fleeing, or even vanishing.

Exorcism may be repeated each round with successes
draining additional Energy from the target, and failures having
no effect (and leaving the demon free to attack the character). If
the entity is ever reduced to O or fewer Energy Points as a result
ofthe spiritual attack, it is either banished to its own dimension
(if normally extra-dimensional), turned to dust, or permanently
“sealed” in an object orin a mystic location (an ltem or Place of
Power may be ideal) until a specific action is taken that breaks
the seal (GM's option).

Rank 1 The exorcist’'s Will check is made at +1 bonus.
The target’s Will Check made at -1 penalty.
Success drains 5 Energy Points from the target.

Rank 2 The exorcist’'s Will check is made at +2 bonus.

The target’s Will Check made at -2 penalty.
Success drains 10 Energy Points from the target.

Rank 3 The exorcist’s Will check is made at +3 bonus.
The target’s Will Check made at -3 penalty.
Success drains 15 Energy Points from the target.

Rank 4 The exorcist’s Will check is made at +4 bonus.
The target’s Will Check made at -4 penalty.
Success drains 20 Energy Points from the target.

Rank 5 The exorcist’s Will check is made at +5 bonus.
The target’s Will Check made at -5 penalty.
Success drains 25 Energy Points from the target.

Rank 6 The exorcist’s Will check is made at +6 bonus.
The target’s Will Check made at -6 penalty.
Success drains 30 Energy Points from the target.

Extra Arms

Cost: 1 Point/Rank

Relevant Attribute: None

Progression: Descriptive; see below

Unless indicated otherwise, all characters possess two arms
(or similar appendages) and hands. By assigning this Ability,
the character can acquire more. In anime, robots, tentacled
monsters and non-humans with prehensile tails often have Extra
Arms. Some long-haired sorcerers or demons also make their
hair “come alive” to work as an Extra Arm.

An “arm” is defined loosely as an appendage that can
reach out and manipulate objects with some finesse. A trunk,
tentacle, or prehensile tail is an arm; a limb that simply ends in
a gun-barrel, melee weapon, or tool mount is not. Legs with
paws or feet are not usually considered to be “arms” unless the
character has good manipulation ability when using them (such
as the way chimpanzees can use their feet to grasp objects).
Extra arms are useful for holding onto several things at once,
but do not give extra attacks (for that ability, see Extra Attacks
Ability). Atractor beam is a specialized “arm” best simulated by
the Telekinesis Ability.

Possessing only one arm or no arms is reflected by the
Physical Disability Trait.

Rank 1 The character possesses 1 extra arm.

Rank 2 The character possesses 2-3 extra arms.

Rank 3 The character possesses 4-8 extra arms.

Rank4  The character possesses 9-15 extra arms.
Rank5  The character possesses 16-25 extra arms.
Rank 6  The character possesses 26-50 extra arms.

Extra Actions

Cost: 8 Points/Rank

Relevant Attribute:  None

Progression: The character gains 1
extra Action each turn/Rank

This Ability reflects the character’s ability
to use every combat situation to his or her
benefit. For each Rank in this Ability, the
character can take one additional Action per
turn, without receiving any penalty. This Ability
covers all types of actions: Offensive,
Defensive, Movement and Special. So, at Rank



3, the character would be able to take four actions per turn.
These actions can be split up in any manner the Player wants,
so the Character can take two Offensive actions and two
Defensive actions, depending on what the character may need
to accomplish in a specific combat situation. This Ability can be
used to simulate the speedster who's swiftness allows him or her
extra aftacks, or the combat “monster” who's intensive training
makes him so much more deadly in combat.

Features

Cost: 1 Point/Rank

Relevant Attribute: None

Progression: The character has 1 feature/Rank

The character possesses one or more secondary abilities
that grant useful but mundane, non-combat related Abilities.
Features are typically possessed by non-humans and reflect
various, minor biological or fechnological Abilities. All Features
must be approved by the campaign’s GM before they can be
purchased for a character.

Examples of racial features include homing instinct,
longevity, molting ability, a pouch, scent glands, secondary
eyelids, etc. Examples of technological features suitable for
building into cyborgs, robots, or androids include diagnostic
equipment, gyrocompass, modem, radio, self-cleaning
mechanism, etc. A wide range of other Abilities cover other
more useful features such as gills, wings, fangs, and enhanced
senses.

One additional Feature is appearance, representing
beauty, cuteness or good looks. Which type of appearance
should be specified in the description of this Ability, due to the
fact that it will affect different people in different ways. Assigning
appearance multiple times indicates heightened levels of extreme
beauty. Characters with this Feature receive a +1 to their
Presence-based checks for each Rank purchased.

Flight
Cost: 2,3, or 4 Points/Rank
Relevant Attribute: Reflexes
Progression: Descriptive; see

below

A character with Flight can fly through an
atmosphere or in space (in space, he or she
would still need protection from the
environment). This is a common ability for non- g
humans, and people with paranormal powers.
The method used to achieve flight can vary
greatly: wings, propellers, rotors, rockets, anti-
gravity, hot air, psionic levitation, magic, or
some other technique.

Depending on the speed at which the
character is moving, opponents may suffer a
penalty to hit the character. A fast-moving
character may have an attack penalty as well.

Flight costs 4 Points/Rank if the character
can hover and fly at variable speeds, take off
and land vertically, or stop in mid-air. This is
the most common type of flight possessed by

characters.

Flight costs 3 Points/Rank if the flyer cannot hover, but
instead flies like a normal airplane. Thus, the character needs a
smooth surface for landing and take off, and must maintain a
minimum speed (at least 1/10 of its maximum speed) once
airborne to avoid crashing.

Flight costs 2 Point/Rank if the flyer is either a Skimmer/
Hovercraft ora Glider.

. Skimmer / Hovercraft

The character is limited to skimming no more than a yard
ortwo off the ground or water. He or she may be riding on a
cushion of air, magnetic lines of force, or even traveling along
magical lines.

. Glider

The flyer can only become airborne if he or she launches
from a high place (like a tree or rooftop) or from a fast-moving
vehicle. Additionally, he or she can only gain speed by diving,
or gain altitude by riding thermals.

Rank 1 The character can fly at speeds up to 10 mph
(approximately 18 feet/round).

Rank 2 The character can fly at speeds up to 50 mph
(approximately 90 feet/round).

Rank 3 The character can fly at speeds up to 100 mph.

Rank 4 The character can fly at speeds up to 500 mph.

Rank 5 The character canfly at speeds up to 1,000 mph.

Rank 6 The character can fly at speeds up to 5,000 mph.

Flunkies

Cost: 1 or 2 Points/Rank

Relevant Attribute: Presence
Progression: Descriptive; see below

Flunkies hang around the character doing whatever he or
she wants and never ask for anything in return. They can provide
a character with more free time (“Got some more homework for
you, my faithful friend....”), can keep the character safe from




danger (“Quickly! Interpose yourself between me and that rabid
wolf....”), or can simply make the character’s life easier (“My
shoe is untied. Fix it!”) Flunkies aim to please, even at their own
expense. They are also known as groupies, stooges, or toadies.

For 1 Point/Rank, the Flunkies are not warriors; they may
get in the way of an enemy, or fight in self-Defense, but will not
attack. For 2 Points/Rank, the Flunkies will take up arms at the
request of their master. For specific talented and loyal battle-
ready followers, see the Servant Ability. Mercenaries who the
character hires for specific tasks are not Flunkies, since they
have their own agenda and expect compensation.

Individual Flunkies are NPCs. A character’s Flunkies
normally have identical Abilities and Abilities, although Skills
may vary. A character may have Flunkies with varied Abilities
or Abilities, but each one with a different set of Abilities or Abilities
counts astwo Flunkies. A Flunky should be built on 20 Character
Points (plus any Disabilities). Skills for the Flunky are purchased
using the Highly Skilled Ability.

Rank 1 The character controls 1 flunky.

Rank 2 The character controls 2 flunkies.

Rank 3 The character controls 3 or 4 flunkies.
Rank 4 The character controls 5 to 7 flunkies.
Rank 5 The character controls 8 to 12 flunkies.
Rank 6 The character controls 13 to 20 flunkies.

Force Field

Cost: 2,3, or 4 Points/Rank

Relevant Attribute: Will

Progression: The Force Field reduces damage
by 10 Points/Rank

A Force Field is an energy field around the character that
protects against incoming attacks. Force Fields can represent
magical barriers, telekinetic shields, or technological “screens”
that protect ships.

Atypical anime Force Field is different from Armor, since it
can be battered down by a sufficiently powerful aftack. A Force
Field can be “up” or “down.” When down, it does not stop any
damage. Unless the Detectable Disability is assigned, an up
Force Field is invisible. Force Field status must be determined
at the start of the character’s actions for the round and cannot
be changed until his or her turn to act in the next round.

Attack damage is first applied to the Force Field, with any
additional penetrating damage applied against Armor (if any).
Thus, if a weapon hit successfully penetrates a Force Field, the
Armor Ability can still protect against it. A Force Field can be
reduced or even knocked down by a sufficiently powerful attack.
If an attack does more damage than the Force Field prevents
(even if the rest of the damage is absorbed by Armor), the Force
Field temporarily loses one Rank of effectiveness. The character
can only regain Ranks if the field is down and regenerating,
unless the Regenerating Ability is assigned. A Force Field
recovers one Rank every round it is turned off and not in operation
(“down”). A Force Field that is knocked down to zero Ranks
automatically shuts off to regenerate.

The cost is 4 Points/Rank if it is an area Force Field that is
extendable to protect others nearby, 3 Points/Rank if it only
protects the character, or 2 Points/Rank if it is a two-dimensional

wall (up to 100 square feet) or shield that acts as a barrier. A
wall can be projected out to a distance of up to 15 feet away
from the character.

An extendable Force Field can be assumed to cover a
diameter out to about 25% more than the character’s longest
dimension (for example, the Force Field of a six-foot human
would be about eight feet across). A wall is assumed to be
about 100 square feet (such as a 10’10’ wall), while an ordinary
Force Field is form-fitting. All Fields will block anyone who is
not Insubstantial at Rank 6 from moving through it. If a character
with an extended Force Field also has Flight or Hyperflight, the
GM may allow the character to carry other people who are
inside the Force Field with him or her while flying.

A Force Field can be given additional customized Adders
or Drawbacks. Each Adder taken reduces the protection
provided by the Field by 10 Points, but gives it some special
capability. Each Drawback taken increases the protection of
the Field by 10 Points but adds some sort of weakness.

Force Field Adders
e Air-Tight
The Field prevents the passage of gas molecules. While
this is a beneficial defense against toxic gas attacks, a character
in the Field will eventually deplete all breathable oxygen.
. Blocks Incorporeal
The Field prevents the passage of astral or extra
dimensional characters through it. It also stops characters
currently using Rank 6 Insubstantial.
. Blocks Teleport
A character cannot teleport into or out of the Field. This is
mostly useful only for extendable Force Fields. It cannot be used
with the Shield Only Drawback.
. Field-Penetrating
The Force Field can be used to interpenetrate other Force
Fields while making attacks (or moving through them). If the
character’s Field is in direct contact with an enemy Force Field,
and can stop more damage than the foe’s, the enemy’s Field is
neutralized and offers no protection against the character’s
attack, but is still up. Inthe case of an extended Field or wall, the
character can actually move through the Field.
. Offensive
The Field delivers a powerful electric or energy shock to
anyone who touches it, inflicting 1d6 damage for every 10
damage the Force Field currently blocks. Consequently, the
damage delivered by an Offensive Force Field decreases as the
Field becomes damaged and is knocked down in Ranks of
effectiveness.
*  Regenerating
[fthe character uses one non-combat action to regenerate
the Force Field, it regains one lost Rank of effectiveness. A
character with the Extra Attacks Ability can regenerate multiples
Ranks each round.



Force Field Drawbacks
. Both Directions
The Force Field blocks attacks moving in any direction,
both inwards and outwards, thereby virtually preventing the
user from attacking when the Force Field is up. This means that
when the Force Field is active and the user makes an attack, the
Force Field will affect their attack as it would an outside
attacker’s (reducing the damage inflicted and going down in
Ranks if its protection value is exceeded). This Drawback cannot
be used with the Shield Only Drawback.
* Internal
The field is only usable inside a specific structure. This can
be used to represent a Field that protects a vital part of a building’s
interior such as the power plant or dungeon cells, or a character
who draws his or her personal Force Field’s energy from some
sort of power source inside his or her headquarters.
. Limited
The field has a major or minor limitation. An example of a
minor limitation would be a Force Field that is effective against
ranged attacks but not melee, one that offers full-strength frontal
and rear protection but only half-strength protection from above,
or one that requires one minute to reach full strength. An example
of a major limitation would be a Force Field that prevents the
character from making any attacks during operation, one that
is unstable in certain types of environments (such as sub-zero
temperatures or near water), or one that only works against a
very specific type of weapon (such as lasers). A minor limitation
counts as one Drawback, a major limitation as two Drawbacks.
. Shield Only
This type of Field is one of the 2 Points/Rank versions. The
Field does not entirely surround the character. Instead, itis a
shield (maximum of about 1 yard in diameter) that the user must
deliberately interpose between an attack using a Block Defense.
The character must also possess the Combat Technique (Block
Ranged Attacks) Ability to us the Field in a Block Defense against
ranged attacks. If the character successfully defends, the Force
Shield provides protection as normal. This Drawback cannot
be used with the Block Teleport Ability or Both Directions
Drawback. It counts as two Drawbacks.
. Static
The character cannot move when generating the Field. He
or she may still attack or otherwise act, but must stay in one
place (or continue to drift if floating through space, continue to
fall if falling, etc.)
. Uses Energy
The Force Field drains Energy Points from the character.
Upon activation, the Field burns a number of the character’s
Energy Points equal to half the total Point cost of the Ability. The
same number of Energy Points are consumed each minute the
Field is up. This is not available for Force Fields acquired with
the Magic Ability since they ordinarily burn Energy Points.
. Psionic Only
The Force Field is usable only against attacks of a Psionic
nature: such as Special Attacks with the Drain Mind or Mind or
Soul Attack Adders.

Healing

Cost: 4 Points/Rank

Relevant Attribute: Will

Progression: The character can restore up to 5
Life points/Rank to a target

This Ability allows a character to heal a target’s injuries
(including him or herself; for continuous healing, see the
Regeneration Ability). Characters with healing power can
include holy individuals, psychic healers, and sorcerers.

The maximum number of Life points that a Healer can
restore fo a particular person in any single day equals 5 per
Rank. This cannot be exceeded, even if multiple healers work
on a subject; the combined Life points restored cannot exceed
the maximum Life points that the character with the highest Rank
could restore. The subject must have at least a full day’s rest
before he or she can benefitfrom any additional healing. Life
points are restored over a 10-minute period, rather than instantly.

A character with Healing Rank 44 can cause a subject to
regenerate lost body parts or organs, such as a severed hand.
One with Rank 5+ can restore massive damage, such as putting
a character fogether who was literally cut in half. No healer can
repair someone who was blown to bits, disintegrated, or dead
for more than a few minutes, however.

A subject must normally be alive to benefit from Healing. A
character with Healing Rank 3+ may, however, revive someone
who is “clinically” dead (serious injury, heart stopped) but not
actually brain dead. A character is considered “dead” if his or
her Life points are reduced to a bigger negative number than
the characters maximum Life points. A healer can revive a
mortally wounded character, however, if he or she can bring
the subject’s Life points back up from beneath the negative
threshold to a positive value quickly. This grace period can be
extended indefinitely if the subject’s remains have been somehow
placed in suspended animation.

Heightened Awareness

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: The character gains a +2 bonus/
Rank to specific Attribute and/or Skill checks

The character possesses a high degree of situational
awareness. He or she is usually very alert and receives a bonus
on Ability and Skill checks relevant fo noticing otherwise hidden
things, such as concealed objects, ambushes, or anything else
related to sensory awareness. The bonuses of Heightened
Awareness are cumulative with those of Heightened Senses.

Heightened Senses

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: The character
heightened sense or technique/Rank

A character with Heightened Senses has one or more senses
that have been sharpened to a superhuman level of acuity. It
can represent either the preternatural sharpening of a specific
sense honed by special training (such as a blind person’s trained
sense of touch) or the enhanced senses of a paranormal or

gains one



technologically augmented character. Additionally, several
Ranks of Heightened Senses reflect the capabilities of sensors
built into spaceships and other commercial or military vehicles.
For each Rank of the Heightened Senses Ability, the character
will either gain one enhanced sense (Type I), one sense
technique (Type ll), or a combination of Type | and Type Il senses.
The character must make a successful Will or relevant Skill check
against an appropriate TN to detect and pinpoint a specific
target within a large area (for example, to listen to a specific
conversation thought the background noise of the city).

Type |

One of the character’s five senses — hearing, smell, vision,
taste, ortouch — is enhanced, and can operate over an area of
several city blocks. The character may take the same sense twice,
which doubles the effect and extends the area of detection. A
character using a Heightened Sense has a +4 bonus (+8 if the
sense was heightened twice) on Attribute and relevant Skill checks
that relate to using that sense to perceive things that someone
with human-level senses might conceivably notice.

Type I

The character has one Heightened Sense technique, which
extends beyond human capabilities. Examples of techniques
include: dark vision, electric current detection; infra-vision;
magnetic field detection; microscopic vision; radar sense; radio
reception; sonar detection; ultrasonic hearing; ultra-vision;
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vibration detection; X-ray vision. Most techniques only work at
short range, often requiring line of sight.

The Heightened Awareness Ability allows a lower Rank of
enhancement for all of a character’s senses.

Highly Skilled

Cost: 1 Point/Rank

Relevant Attribute: Variable

Progression: The character gains an additional
5 Skill Points/Rank

A character with this Ability is more experienced or better
trained than an ordinary person, and as a result has more Skill
Points than an average adult. Extending this Ability beyond
Rank 6 provides 5 additional Skill Points per Rank (for example,
Rank 11 would provide a total of 55 Skill Points). Acquiring
several Ranks of the Highly Skilled Ability is the ideal method for
creating a versatile character.

Hyperflight

Cost: 1 Point/Rank

Relevant Attribute: Health

Progression: Descriptive; see below

This Ability is intended for use in star-spanning campaigns,
involving travel between solar systems or galaxies (or even
planets at low Ranks). A character with Hyperflight can fly in the
vacuum of space (but not in an atmosphere) between planets,
starts, asteroids, solar systems, and galaxies, at speeds equal to

AW



or exceeding the speed of light. The player can determine
whether this Ability represents warp technology, jump point
formation, or the breaking of known physical laws. The Flight
Ability is required to escape from the atmosphere and gravity of
a planet similar to Earth. Without Flight, the character can only
achieve Hyperflight speeds by taking off when already in space.

Rank 1 The character can travel at the speed of light.

Rank 2 The character can travel at 10 times the speed of
light.

Rank 3 The character cantravel at 100 times the speed of
light.

Rank 4 The character can travel at 1,000 times the speed
of light.

Rank 5 The character can travel at 10,000 times the speed
of light.

Rank 6 The character can travel at 100,000 times the
speed of light.

Immunity

Cost: 10 Points/Rank

Relevant Attribute: Health

Progression: Descriptive; see below

With this Ability, the character is completely immune to
damage and adverse effects that stem from a particular weapon,
element, application, or event. For example, a character with
Rank 1 Immunity to silver cannot be hurt by silver weapons and
will not feel pain if clubbed with a sack of silver dollars. Similarly,
a character with Rank 4 Immunity to fire/heat could walk into
the most intensive firestorm possible and emerge unscathed.
Rank 1 The Immunity plays a small role in the game.
Typical examples include: weapons made from a
rare substance (such as gold, silver, or
adamantine); attacks from a specific opponent
(such as a brother, single animal type, or oneself);
under specific conditions (such as in water, one
hour during the day, or at home).
The Immunity plays a moderate role in the game.
Typical examples include: weapons made from
an uncommon substance (such as wood, bronze,
oriron); attacks from a broad opponent group
(such as blood relatives, demons, or animals);
under broad conditions (such as during the night,
on weekends, or in holy places).
The Immunity plays a large role in the game.
Typical examples include: electricity; cold; a
specific weapon type (such as daggers, arrows,
or rapiers).
The Immunity plays a major role in the game.
Typical examples include: fire/heat; a broad
weapon type (such as swords or clubs); mental
attacks.
The Immunity plays an extreme role in the game.
Typical examples include: gunfire (including forms
of artillery); bladed weapons; unarmed attacks.
The Immunity plays a primal role in the game.
Typical examples include: weapons; energy; blunt
trauma.

Rank 2

Rank 3

Rank 4

Rank 5

Rank 6

Insubstantial

Cost: 3 Points/Rank

Relevant Attribute: None

Progression: Descriptive; see below

Each Rank of this Ability reduces a character’s density so
much that he or she can pass through certain types of objects
(including weapons) as though insubstantial. If a specific
substance is not listed in Rank progression, the GM should use
the entry that it most closely resembles. The density of the human
body, for example, falls approximately at Rank 2 (water);
consequently, a punch from an enemy would harmlessly pass
through a character with Rank 3 Insubstantial. Characters with
Rank 6 Insubstantial are effectively incorporeal and can pass
through virtually anything, including most forms of energy.

Rank 1 The character can pass through paper and cloth.
Rank 2 The character can pass through wood and water.
Rank 3 The character can pass through concrete and
earth.

Rank 4 The character can pass through iron and steel.
Rank 5 The character can pass through lead and gold .
Rank 6 The character can pass through energy.
Invisibility

Cost: 3 Points/Rank

Relevant Attribute: None

Progression: The character is invisible to one
sense or technique/Rank

This Ability will completely hide the character from one or
more senses or defection methods. The character may possess
a supernatural concealment ability or a technological cloaking
device, or have a psychic or magical talent that causes observers
to overlook him or her. To represent partially invisibility, see the
Sensory Block Ability.

For each Invisibility Rank, the player selects one sense or
technique to which the character is “invisible.” Senses include
the human range for sight, hearing, taste, touch, or smell.
Detection techniques include: astral; ethereal; infrared; mental;
radar; radiation; sonar; spiritual; ultraviolet; vibration. The GM
may decide that the most common forms of Invisibility — often
sight and hearing — cost 2 Ability slots rather than only 1.

While the character may not be detected using specific
methods, indirect evidence can still reveal the character’s
presence. For example, a character who is invisible to sight will
still leave footprints in muddy ground. Similarly, a vase that is
knocked from a table by a character who is invisible to sound
will still make noise as it smashes on the floor.

In normal combat situations involving human or nearly
human opponents, a character who is invisible to sight has a
great advantage. Once the invisible character gives away his
or her general position (for example, by firing a gun, attacking
with a sword, or shouting) he or she can be attacked, but there
is a -4 penalty for anyone within melee range and -8 for anyone
at a greater distance. Heightened Awareness and Heightened
Senses can reduce this penalty, as can the Blind-Fight or Blind-
Shoot Combat Techniques. This penalty is halved if using an
Area or Spreading Special Attack on the invisible character.
(See Heightened Senses for other detection techniques.)



ltem of Power

Cost: 3-4 Points/Rank

Relevant Attribute: Usually none, but sometimes Will

Progression: The item is built using 5 Character
Points/Rank

This Ability describes any exotic, portable item that directly
enhances a character in some way (perhaps by conferring
Abilities). An ltem of Power represents advanced technology or
a relic with paranormal powers. More ordinary but useful items
(such as a sword or a medical kit) are covered by the Personall
Gear Ability. Special weapons that others can use are often
designed with ltem of Power, with Points allocated to the Special
Attack Ability.

Each item is built using up to 5 Character Points per Rank
of the ltem of Power Ability, which can be used to assign other
Abilities. For some character concepts, ltems of Power above
Rank 6 are not unreasonable. Assigning Disabilities to the item
earns Character Points, which are used to acquire additional
Abilities for the item. Disabilities that cannot usually be assigned
include: Ism, Marked, Nemesis, Owned, Significant Other,
Skeleton in the Closet, and Wanted. Players selecting this Ability
must have a discussion with the GM to determine what abilities
the ltem of Power possesses and how it works. The player, with
GM approval, may also create specific abilities for ltems of
Power using the Unique Ability. An ltem of Power may be
combined with a mundane, minor, or major Gadget (such as a
carthat can fly, or a sword that can teleport people).

The item costs 4 Points/Rank if it is difficult for the character
to misplace or for an enemy to steal/knock away, or it is almost
always with the character. Examples include jewelry, frequently
worn clothing, or equipment the character carries with them
always. The item costs 3 Points/Rank if it is easier for the character
to misplace or for an enemy to steal/knock away, or it is often
distant from the character. Examples include thrown weapons,
Armor that is stored when not in use, and vehicles or equipment
that stay at the character’s home until needed.

Additionally, the total Point cost (not cost per Rank) for the
ltem is increased by 1 if it can only be used by a small subset of
individuals (Restricted Use). For example: only characters with
a Strength above 18, only magicians, only members of a specific
religion, or only goddesses. The total Point cost is increased by
2 if the Item can only be used by the character (Personal Use);
this restriction cannot be reconfigured by someone with the
Mechanical Genius Ability.

Some genres are best simulated by the Undefined Item of
Power. This simulates the ability of a hero to have exactly the
needed gadget for a needed situation. With an Undefined ltem
of Power, the Character Points purchased with the ranks of this
Ability are not spent until the ltem of Power needs to be defined,
usually at a dramatic moment when a character needs a specific
device for a specific situation, at that point the Character Points
are spent and the ltem is Defined. Purchasing an Undefined
ltem of Power costs an additional 2 Character Points per rank.
Once the Item of Power is Defined, that is what that [tem of
Power will be (unless destroyed or lost somehow), however for
+1 Point/Rank, the Undefined ltem of Power can be “switched”

back to its Undefined state at the end of a session. These ltems
of Power are considered Switchable Undefined ltems.

Undefined ltems must be approved by the GM, both during
character creation and when the ltem is Defined during play.

ltems that cannot be lost or stolen, such as objects that are
implanted in or fused to the character’s body (often true for
cyborgs), are not ltems of Power. In these cases, the items are
considered part of the character and thus the player should use
Points to acquire the Abilities directly. If a character requires a
specific object, or group of objects, fo act as a focus when using
one or more of his or her innate Abilities, the Special Requirement
Disability applies instead of ltem of Power.

Leaping

Cost: 1 Point/Rank

Relevant Attribute: Strength

Progression: +5 feet of jumping distance/Rank

The Character can jump greater distances than a normal
person (see Jump Skill pg. XX). The character can make a
standing jump of a distance of five feet for every Rank of this
Ability. With a running start, the MOV of the character can be
added to the Leaping distance total (the character must run a
number of feet equal to the value of his MOV score to gain this
additional distance).

Magic

Cost: 4 Points/Rank

Relevant Attribute: Infellect

Progression: The character receives 10 Magic
Points/Rank to acquire magical powers

The Magic Ability can be defined as almost anything,
depending on the campaign and the desires of the GM. This
Ability can be used to simulate Psionics, power rings, or any
sort of group of related powers that don’t exactly fit with the
other Abilities in this Variant.

A character with the Magic Ability has the ability to
manipulate arcane energies to produce a specific set of effects
that seemingly defy physical laws. The player should define the
character’s magical ability and establish a consistent theme for
his or her powers. Themes that are common include:

e Elemental magic such as mastery over traditional
elements like wind, water, or fire, or less traditional
“elements” like darkness, the moon, or even love.

e Spells or powers that involve contacting or controlling
natural spirits (shamanism) or the dead (necromancy).

e Black magic, involving destructive forces or evil or
negative energies.

e Magical powers with an exotic or whimsical theme
such as a set of abilities whose “special effects” all
relate to tarot cards, flowers, cats (“nekomancy”), or
pretty much anything else.

e Psionic abilities that produce psychic effects such as
Telepathy, Telekinesis, or Precognition; psi powers are
normally assumed to be talents with which the
character was born, although they may have required
special fraining to awaken.



*  Ki-based magic, where the character focuses his or
herinner spirit through martial arts training to produce
various exofic attacks and abilities.

 Divine powers granted by a deity to a priest, priestess
or other holy individual.

» Legendary powers innate to a magical entity such as a
fox spirit’s ability to change shape or possess people
or the myriad powers of a vampire.

The GM may rule that only certain types of magic exist
within his or her campaign setting and that all characters with
the Magic Ability should conform to them. For example, ina
game aimed at simulating a particular “magical girl” show,
any character with the Magic Ability may be expected to emulate
the way the magical powers work in the show. It is perfectly
reasonable for a character to take the Magic Ability multiple
times to represent a character who has multiple styles of magic.

A character with the Magic Ability receives 10 Magic Points
per Rank of this Ability. Magic Points may be used like Character
Points to acquire individual Abilities. Abilities acquired using
Magic Points are designated “Magical Powers” and represent
the extent of the character’s magic. A Magical Power is used
just like an ordinary Ability, except each time the character uses
it he or she must perform an invocation and expend Energy
Points. This can represent casting a spell, concentrating on his
or herinner ki, focusing a psychic power, etc.

Characters can acquire almost any Abilities as Magical
Powers using their Magic Points with these exceptions: Energy
Bonus or Magic. The GM should exercise caution in allowing
characters to acquire Highly Skilled or Organizational Ties,
since either can be inappropriate or unbalancing. In addition,
each Magical Power should be given its own descriptive name
or special effects. Thus, while a Magical Power may be acquired
as “Special Attack Rank 2,” on a character sheet it should be
written down as “Lightning Bolt: Special Attack Rank 2,” etc.

An invocation normally involves a short verbal incantation
or magic phrase combined with gestures, which should take
one action; the character must be able to speak and have his or
her hands free to perform it. (For ways to get around this, see
Magic Options). If the power is an offensive one (such as Mind
Control or Special Attack), the character can make his or her
attack as part of the invocation.

Each invocation normally drains Energy Points from the
character equal to one half (round up) the Magic Points that
were spent fo acquire that Rank of the Ability. For example,
acquiring the Elasticity Ability at Rank 5 as a Magical Power,
costs 10 Magic Points. Invoking the Elasticity Magical Power at
Rank 5 drains 5 Energy Points from the character (10 - 2 = 5).
A character can choose to use a Magical Power as if it were
acquired at a lower Rank to conserve Energy Points, however.
Continuing the example, the character can use Elasticity at Rank
2 instead (even though it can be used at a maximum of Rank 5),
which only drains 2 Energy Points.

Ifthe Magical Power is an Ability with instantaneous effects,
such as Exorcism, Teleportation or Weapon Attack, the character
must invoke the power anew (and spend Energy Points) each
time he or she wishes o make use of it. If it has continuing effects

(as inthe case for most other Abilities), these effects will last for
one minute; the character can maintain it for a greater duration
by spending additional Energy Points equal to the Magic Point
cost every minute. The Game Master can adjust this time up or
down as necessary for his or her campaign. Maintaining a
Magical Power requires no special concentration, but if the
Power is not maintained it will cease to function and need to be
invoked all over again in order to reactivate it.

Magic Options
A specific Magical Power may be further customized by
assigning it one or more of the following Magic Options when
the character’s powers are being designed. Note that a character
may assign different Magic Options to each of his or her Magical
Powers. There are no cost increases or breaks from utilizing
Magic Options, itis mostly a matter of role-playing color and a
method for creating distinctive magical styles for characters. All
effects are cumulative.
. Focus
In order to invoke a Magical Power that was given the
Focus option, the character requires a special tool. This may be
a talisman, magic wand, or other device, or a set of exotic
“spell components” such as the traditional eye of newt and
wing of bat. AMagical Power that requires a Focus costs half as
many Energy Points to invoke (round down). The Energy Points
required o maintain the Magical Power are unaffected.
. Gesture
In order to invoke a Magical Power, the character needs to
utilize some form of ritualized hand gestures, gestures that are
out of the normal and would not be confused with “typical”
gestures.
. Incantation
In order to invoke a Magical Power, the character needs to
speak a specific incantation. The incantation must be something
that does not sound like normal speech. Typically, incantations
will be in some sort of poetic form, invoking strange and unusual
deities.
. Ritual
Invoking a Magical Power that has this option requires a
special ceremony taking several minutes to several hours to
perform (GM's option), however, the Energy Points required to
invoke the power and maintain it are halved (round down). If
the character is interrupted during the Ritual or does anything
other than concentrate on it, the Ritual fails and the character
must begin again if he or she wishes to invoke the power. If a
Ritual is interrupted at the last minute (when nearly complete)
the GM may optionally have it go out of control, producing an
undesirable or disastrous effect rather than simply fail. The GM
may allow the magic-using character a Concentration Skill
Check to avoid this. The magnitude of the disaster will depend
on how powerful the Magical Power is and will usually be
somehow related to what the character was trying to achieve.
. Silent
A Magical Power that has this option does not require
magic words. A Silent Power costs twice as many Energy Points
to invoke (but regular cost to maintain). This option is very
common for innate or psychic powers.



e Sacrifice
While most often in the realm of evil magicians, the
character is required to perform some manner of sacrifice to
activate the power. This sacrifice can be anything from mystic
objects to Life points (from the character or others) or even an
increased Energy Point cost. The exact sacrifice is determined
when the power is created.
o Still
A Magical Power that has this option does not require any
gestures or motions. A Still Power costs twice as many Energy
Points to invoke (but regular cost fo maintain). Again, this option
is very common for innate or psychic powers.

Mass Increase

Cost: 8 Points/Rank

Relevant Attribute: Health

Progression: Variable; see table

This Ability reflects the power to increase the mass —and
thus density — of the character.

In addition to increased mass, the character gains a
corresponding Rank of the Armor and Enhanced Strength
Abilities. The chart entry indicates two columns (realistic and
perceived) of substances that have a similar density to a character
with increased mass. The realistic column matches the

(such as guns, blades, blunt weapons), knowledge of a
particular martial arts technique, or ability with a specific Special
Attack.

For 5 Points/Rank, this knowledge can be applied to all
forms of physical combat including armed, unarmed, martial
arts, and ranged weapons, as well as Special Attacks such as
energy blasts, magical spells that inflict damage, or vehicle
weapons.

Naturally, the character’s attack must be successful to inflict
any damage. Physical strength is not the key to delivering
massive damage in an attack; the ability to sense a weakness is
far more important. The capacity of Massive Damage to
augment any kind of attack makes it a very useful Ability for a
combat-oriented character.

Mechanical Genius

Cost: 2 Points/Rank

Relevant Attribute: Infellect

Progression: Descriptive; see below

The character has an innate knack for creating, modifying,
and working with complex machines. Unlike someone who is
merely well frained in a particular technical skill, a Mechanical
Geniusis a natural and is able to flip through atech manual for
an advanced technology in 30 seconds and figure out a way to

character’s density ~
(also know as Mass Increase

specific gravity) Rank Mass Multiplier Similar Density (Realistic) Similar Density (Perceived)
with a close 1 2 Brick, Concrete, Rock Hardwood

counterpart inthe | 2 4 Gemstones Aluminum

natural world. The 3 6 Iron Concrete

perceived column 4 8 Steel Granite

matches the 5 10 Copper Lead

character’s density | © 12 Lead Iron

with a substance / 14 Mercury Steel

that is commonly | & 16 Uranium Titanium

believed in comic | 7 18 Gold Diamond

books to have a 10 20 Platinum Adamantine
corresponding - J

strength. For example, the gemstone, diamond, has an actual
density close to four times that of the human body (3.3 10 3.7, to
be specific). Sinceitis one of the strongest substances on Earth,
however, it is also perceived as one of the densest. GMs and
players may use either column when determining density/
strength values in their games.

Massive Damage

Cost: 2 or 5 Points/Rank

Relevant Attribute: None

Progression: Damage the character delivers is
increased by 1d6/Rank.

A character with the Massive Damage Ability knows
precisely how and where to hit any opponent in order to inflict
incredible amounts of damage.

For 2 Points/Rank, additional damage is only inflicted when
the character uses one specific weapon type, Special Attack, or
method of attack; this attack is defined during character creation.
For example, it might represent a special talent with a weapon

repair the machine in an hour or so. Such characters often
have high levels in Electronics and Mechanical Skills as well.
(GMs may want to consider these high skills as a prerequisite to
this Ability.)

A character with this Ability can also build new and modify
existing gadgets at an astonishing rate, provided he or she has
appropriate parts and facilities. In game terms, this means he
or she can modify existing Personal Gear or technology-based
ltems of Power by exchanging Abilities and Disabilities, as long
as the overall Point total is unchanged. A Mechanical Genius
can also build Gear and ltems of Power, but their creation
requires the character to allocate the appropriate number of
Character Points.

Alternatively, the GM may describe this Ability as “Magical
Genius,” that allows a character to modify magical ltems of
Power by exchanging Abilities and Disabilities.

Rank 1 The character can build/repair machines at 2 times
normal speed.



Rank 2

The character can build/repair machines at 5 times
normal speed.

Rank 3 The character can build/repair machines at 10
times normal speed.
Rank 4 The character can build/repair machines at 20
times normal speed.
Rank 5 The character can build/repair machines at 50
times normal speed.
Rank 6 The character can build/repair machines at 100
times normal speed.
Memory Art
Cost: 4 or 6 Points/Rank
Relevant Attribute: Intellect

Progression: Base TN 27, -1 to the TN/Rank, see
fext
A character with the Memory Art Ability rarely (if ever) forgets
what they read, see, or encounter. This Ability has many different
names: photographic memory, total recall, or eidetic memory.
Character with a high enough Rank in this Ability never forget a
single thing, becoming the living equivalent of an encyclopedia.
For 4 Points/Rank, whenever attempting to recall
something, the character rolls an Intellect check against a base
TN of 27, with a -1 to the TN for each Rank of Memory Art. For
example, Rank 3 in Memory Art (-3) gives the character a Infellect
check against a TN of 24. However, regardless of how low the
Target Number for this memory roll, the character cannot
remember things that he as not encountered or experienced.
Atthe 6 Points/Rank level, the character has access to a
racial or external memory archive. This is common among
mystical traditions, and in some science fiction settings.
Regardless of Rank in this Ability, in order to utilize any
scientific and/or technical knowledge gained through this Ability,
the character must possess some appropriate skills, otherwise
he will possess the knowledge but not comprehend it. If this is
the case, then the character cannot even comprehend the
knowledge well enough to explain what he has remembered to
someone who might be able to understand it.

Metamorphosis

Cost: 5 Points/Rank

Relevant Attribute: None

Progression: Descriptive; see below

Physical transformations are a major part of Japanese
folklore, and a common ability for supernatural anime creatures
or individuals laboring under a curse. Technological
transformations are also possible, such as the robot who can
shed its human guise and sprout weapons pods and rocket
engines. Sorcerers, witches, or demons may also know how to
transform others, usually through powerful magic.

The Metamorphosis Ability allows a character to transform
a target into alternate forms by adding Abilities to, or adding/
removing Disabilities from, the target character. The maximum
duration of this change is dictated by the Ability Rank. If the
target character successfully makes a HLT roll (TN 14 + Rank of
Metamorphosis), the Metamorphosis attempt does not work.
The GM may rule that Metamorphosis automatically fails if the

subject’s new form could not survive in the present environment.
Consequently, a character could turn an enemy into a goldfish,
but the attempt would only work if the target was currently in
water. This prevents this ability from being used as a quick way
to instantly kill an opponent. Again, GMs may waive this
restriction where appropriate (such as for a villain in a
supernatural horror campaign). In order to transform him or
herself, the character needs the Alternate Form Ability.

For each Rank of Metamorphosis, the character can assign
1 Character Pointfo a target’s Abilities. This can either raise the
target’s current Ability Rank, or result in the target gaining a
new power. Alternatively, for each Rank the character can add
3 Disability Bonus Points to, or remove 3 Disability Bonus Points
from, a target. Cosmetic changes that confer no additional
abilities on the target, but do not fall under the Marked Disability,
are considered a 1 Bonus Point change total (for all changes).
This includes: change of sex, 50% apparent age increase or
decrease, color changes (eye, skin, or hair), and minor physical
changes (shape of ears, facial features, or bodily proportions).

Unless the GM indicates otherwise, Character Points gained
through Metamorphosis can only be used to add Ranks to the
following Abilities: Adaptation, Armor, Elasticity, Enhanced
Strength, Extra Arms, Features, Flight, Heightened Senses,
Insubstantial, Jumping, Natural Weapons, Regeneration,
Special Defense, Special Movement, Speed, Tunneling, and
Water Speed. Additionally, only the following Disabilities can
be changed: Ism, Marked, Not So Tough, Physical Impairment
and Sensory Impairment. Metamorphosis is not intended for
transforming people into stone or other forms where they would
be effectively immobilized. In orderto do that, use the Special
Attack Ability with the Incapacitating Ability.
Rank 1 The character may change up to 1 Character Point
or 3 Disability Points. The Metamorphosis lasts
for T minute.
The character may change up to 2 Character
Points or 6 Disability Points. The Metamorphosis
lasts for 2 minutes.
The character may change up to 3 Character
Points or 9 Disability Points. The Metamorphosis
lasts for 5 minutes.
The character may change up to 4 Character
Points or 12 Disability Points. The Metamorphosis
lasts for 10 minutes.
The character may change up to 5 Character
Points or 15 Disability Points. The Metamorphosis
lasts for 30 minutes.
The character may change up to é Character
Points or 18 Disability Points. The Metamorphosis
lasts for 1 hour.

Rank 2

Rank 3

Rank 4

Rank 5

Rank 6

Mimic

Cost: 7 or 10 Points/Rank

Relevant Attribute: Infellect

Progression: Descriptive; see below

Upon a successful Power Usage: Mimic Skill check against
a TN of 15 plus the Rank of the target Ability or Skill, the character
can temporarily mimic any Ability or Skill Rank of any single



target character within range. The Rank of Mimic equals the
maximum Ability Rank that can be mimicked (doubled to
determine the maximum Skill Rank). The Rank of a mimicked
Ability/Skill only replaces the character’s corresponding Rank
(if applicable) if it is higher; the character’s Ability/Skill Rank
cannot decrease through Mimic unless a specific Restriction is
assigned.

Alternatively, upon a successful Power Usage: Mimic Skill
check againsta TN equal fo the target Ability Score, the character
can temporarily mimic any Ability Score of any single target
character within range.

For 7 Points/Rank the character can only mimic one Ability/
Ability/Skill at any single time. For 10 Points/Rank, the character
can mimic as many Abilities/Abilities/Skills simultaneously at
the appropriate Ranks (as indicated) as he or she desires (each
mimicked Ability/Ability/Skill must be copied separately, each
requiring a separate Skill check).

Rank 1 The character can mimic up to Rank 1 Abilities or
Level 2 Skills, at a range of 15 feet and a duration
of 5 rounds.

The character can mimic up to Rank 2 Abilities or
Level 4 Skills, at a range of 30 feet and a duration
of 1 minutes.

The character can mimic up to Rank 3 Abilities or
Level 6 Skills, at a range of 45 feet and a duration
of 2 minutes.

The character can mimic up to Rank 4 Abilities or
Level 8 Skills, at a range of 60 feet and a duration
of 4 minutes.

The character can mimic up to Rank 5 Abilities or
Level 10 Skills, at a range of 75 feet and a duration
of 8 minutes.

The character can mimic up to Rank 6 Abilities or
Level 12 Skills, at a range of 90 feet and a duration
of 16 minutes.

Mind Control

Cost: 3-6 Points/Rank

Relevant Attribute: Will

Progression: Descriptive; see below

This Ability allows the character to mentally dominate other
individuals. Sorcerers, some psionic adepts, and creatures with
hypnotic Powers (such as many demons and vampires) are
among those likely to have Mind Control.

Mind Control costs 6 Points/Rank if it can be used on any
human or alien with an Intellect of 3 or higher (animals are
excluded). It costs 5 Points/Rank if it works on broad categories
of humans (“any Japanese” or “any male,” for example). It
costs 4 Points/Rank if the category is more specific and less
useful (“Shinto priestesses” or “people obsessed with beauty”).
Finally, it costs 3 Points/Rank if the category is very specific
(members of the character’s family, or members of a specific
military unit). The effects of Mind Control should be role-played.
If necessary, the GM can take over the character, although it is
more fun ifthe player (with GM guidance) continues to play the
character.

Initiating Mind Control requires a full round. The character

Rank 2

Rank 3

Rank 4

Rank 5

Rank 6

must successfully make a Power Usage: Mind Control Skill check
(if attacking multiple targets, roll only once) against TN 15. At
Ranks 1, 3,5, 7, and 9, the character receives a + 1 bonus to
his or her attempt to Mind Control a target. If the check is
successful, the target must make a Willpower check against TN
15 plus the attacker’s Ranks in mind and the attacker’s Rank in
Power Usage: Mind Control. When controlling a large number
of people, an average Will Check for the entire group could be
used. AtRanks 2, 4, 6,8, and 10, the target also receives a -1
penalty when attempting to defend against Mind Control (or
when trying fo break established contact). At Rank 7, for instance,
the character gains a +4 bonus while the target suffers a -3
penalty. A character needs to defeat an opponent in Mind
Combat to toy with the target’s emotions (for example, giving
the opponent new fears or a prejudice).

Once Mind Control is established, it remains in effect until
the dominating character willingly relinquishes control, or until
the target breaks free from the control. A target may attempt to
break control under two circumstances: whenever he or she is
given a command that conflicts with the nature of the character,
and whenever the GM deem:s it appropriate for dramatic effect.
To sever the connection, the target must make a successful
Willpower save against TN 12 plus the attacker’s Intellect
modifier and Power Usage: Mind Control Skill Rank plus the
modifiers based on the controller’s Mind Control Rank.

Aguainst Target’s Nature

If a Mind Controlled target is commanded to perform an
action that he or she would not willingly do under normal
circumstances, the target can attempt to break control.
Additionally, the target may receive a bonus if the action goes
against his or her nature. The more distasteful the target finds
the command, the greater the bonus. For mildly distasteful
actions (such as licking an enemy’s boots), no bonus is given.
For highly distasteful or undesirable actions (such as stealing
from an ally), a +4 bonus is given. Finally, for exceptionally
distasteful or undesirable actions (such as attacking an ally), a
+8 bonus is given. Note that these bonuses are cumulative
with penalties associated with the controlling character’s Mind
Control Rank.

When the GM Deems Appropriate

If the character commands his or her target to perform a
number of mundane activities (clean the house, fetching a drink
of water, etc.), the GM may decide the target does not receive
an opportunity to break established control. Even a seemingly
inoffensive command such as “sitin the closet” or “go fo sleep,”
however, may have a drastic impact on the lives of others if a
bomb is about to explode in the shrine or the target is piloting a
ship at the time. In these instances, the GM may give the target
a chance to break free of the Mind Control even if the target
does not regard a command as dangerous or distasteful (which
would present an opportunity to end the control). This option
puts the GM in direct control of the situation, which will benefit
the campaign. Naturally, the GM can also apply modifiers to
the save attempt that are cumulative with penalties associated
with the controlling character’s Mind Control Rank.



A character need not control every thought and action of
his or her victims but can allow them to live normal lives until
they are needed; these targets are known as “sleepers.”
Additionally, people who have been Mind Controlled will not
usually remember events that occurred during the time period
they are controlled and will have a gap in their memories.

The GM may allow a character to temporarily boost his or
her Mind Control Ability by one or two Ranks against a single
individual who is his or her captive by “working” on the subject
for a day or more. This bonus can represent concentrated
brainwashing techniques or dedicated study of a subject.

Player Characters should only be placed under Mind
Control for extended periods of time in exceptional
circumstances.

Rank 1 The character can control the mind of 1 target for
a duration of several minutes.

Rank 2 The character can control the minds of 2-3 fargets
for a duration of several hours.

Rank 3 The character can control the minds of 4-8 fargets
for a duration of several days.

Rank 4 The character can control the minds of 9-15
targets for a duration of several weeks.

Rank 5 The character can control the minds of 16-25
targets for a duration of several months.

Rank 6 The character can control the minds of 26-50
targets for a duration of several years.

Mind Shield

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: The character gains a +2/Rank for
Will checks involving mind invasion

A character with Mind Shield is protected against psychic
intrusion. This may be a reflection of his or her own psychic
abilities, a protective spell, special training, or some innate
ability. A character with Mind Shield can detect and block
attempts to read his or her mind by a character with Telepathy of
equal or lower Rank to the Mind Shield. The character may also
add the twice the Rank of Mind Shield to his or her Will Check
(as appropriate) when defending against a Mind Control
attempt, telepathic Mind Combat, or a Special Attack with the
Mind or Soul Attack Ability.

Natural Weapons

Cost: 1 Point/Rank

Relevant Attribute: None

Progression: The character gains 1 Natural
Weapon/Rank

The character has one or more relatively mundane natural
weapons, such as sharp teeth, claws, tentacles, etc. Natural
weapons are normally possessed by animals, monsters, and
similar characters, but could also represent technological
capabilities that mimic such abilities such as an android or
cyborg with retractable claws. More powerful Natural Weapons
can be designed using the Special Attack Ability, with the Melee
Drawback.

The character possesses one such attack form per Rank.

Possessing more than one such natural weapon gives the
character a wider variety of attack forms.

Hands, feet, a heavy tail, ordinary teeth, or hooves are not
normally counted as Natural Weapons since they are (relatively)
blunt; and thus inflict usual Unarmed damage.

. Claws or Spikes

The character possesses sharp talons or spikes on his or
her fingers, paws, or feet. In addition to regular damage, the
claws inflict an additional +4 damage when used in melee
combat. This attack uses the Unarmed Combat (Strikers) Skill.

. Fangs, Beak, or Mandibles

The character has very sharp teeth, or alternatively, a beak
or insect-like mandibles. This natural weapon inflicts +2 to
damage in melee combat, but a successful strike that penetrates
Armor gives the character the option to maintain a biting grip
and continue to inflict equivalent damage in subsequent rounds.
These additional attacks are automatically successful, but the
opponent can break the hold with a successful Strength check.
While the attacker is maintaining a biting grip, his or her own
ability o defend is impeded: the attacker cannot use weapons
to defend, and suffers a -4 DEF penalty against any attack. This
attack uses the Unarmed Combat (Bites) Skill.

. Horns

These are large horns for butting or stabbing. Horns add 2
extra damage to normal damage in melee combat but are
exceptionally effective if the character charges into battle. If the
character wins Initiative against an opponent and has room for
a running start, he or she can lower his or her head and charge.
A successful attack will deliver normal attack damage, plus
1d6. If a charge fails to connect, the charging character will be
off balance and suffers a -2 penalty to his or her DEF for the
remainder of the round and a -4 Initiative roll penalty on the
following combat round. This attack uses the Unarmed Attack
(Strikers) Skill.

. Spines

The character is covered in nasty spikes, quills, or sharp
scales. Anyone who wrestles with the character automatically
suffers 2 damage each round. This damage is in addition to
any attack damage delivered. During these struggles, the
opponent’s clothes will also be ripped and shredded unless
they are Armored.

* Tail Striker

[fthe character has a combat-ready tail, it can be equipped
with spikes, a stinger, or other similarly nasty weapon. The attack
inflicts an additional 2 damage (in addition to normal damage).
Upon a successful attack, the target must make a Reflexes roll
orsuffer a -4 INI penalty the following combat round (the target
is off balance). This attack uses the Unarmed Attack (Strikers)
Skill.

»  Tentacles

One or more of the character’s limbs — or possibly his or
her hair — are actually tentacles. A character with tentacles
gains a +2 bonus fo his or her Unarmed Combat Skill and DEF
when engaged in a wrestling attack or defending against one.
Tentacles are also difficult to avoid in combat (opponent suffers
a -1 DEF penalty).



Nullify
Cost: 7 or 12 Points/Rank
Relevant Attribute: Will

Progression: 1 Ability Rank worth of Abilities
neutralized/Rank

With a successful Power Usage: Nullify Skill check against
TN 12 plus the target Ability’s Rank (highest Rank if targeting
more than one Ability), the character can temporarily render
the Ability or Abilities of other characters unusable within the

~ Area of the Ability (see Area

-
Area Per Rank Table below). The Nullify
Rank Area Ability Rank determines the
1 8 inches maximum Ability Rank that
2 W VW can be nullified.
3 10 yards For 7 Points/Rank the
4 100 yards .
5 1 miles character can only nullify one
6 10 miles Ability each combat action.
7 100 miles Thus, a character with Extra
8 1,000 miles Attacks Rank 3 can Nullify four
9 10k miles Abilities each round. For 12
10 100k miles Points/Rank, the character
- _/ can nullify all Abilities

simultaneously at the appropriate ranks (as indicated above).
*  Nullify (Drain)

For an additional 3 Points/Rank, this Ability can be specified
as a Nullify (Drain). At each Ability Rank, the target’s single
Ability (at 10 Points/Rank) or multiple Abilities (at 15 Points/
Rank) are reduced by one Rank, to a minimum of Rank 0. For
example, if a character with Rank 5 Nullify (Drain) at 15 Points/
Rank targets a character who has Rank 3 Armour, Rank 8 Flight,
and Rank 10 Teleport, the target is reduced to Rank O Armour
(3-5=0), Rank 3 Flight (8-5=3), and Rank 5 Teleport (10-
5=5). If, instead, the character only had regular Nullify, the
Flight and Teleport Abilities would be unaffected since they are
above Rank 5 Abilities.

If the character uses Nullify (Drain) on the Special Attack
Ability, only damage is reduced. None of the Attack Abilities
are affected directly, though the effectiveness of Abilities that
depend on the amount of damage delivered will be reduced.

To create a character that steals a target’s Abilities for his
or her own use, assign both the Nullify and Mimic Abilities,
linked through the Dependant Disability.

Organizational Ties

Cost: 1-3 Points/Rank

Relevant Attribute: Presence

Progression: Descriptive; see below

Organizational Ties represents a character’s close
relationship with a hierarchy of some sort that grants him or her
access to respect and privileges. Monetary advantages are
usually covered by the Wealth Ability, while access to special
equipment may be represented by the Personal Gear Ability.
Examples of organizations include the feudal system, powerful
corporations, organized crime rings, secret guilds and societies,
governmental positions, military organizations, and some
religions. For campaigns in which all players belong to the
same organized group, the GM may decide that Organizational
Ties are not required. Consequently, this Ability is optional; the

GM may prefer to treat organization membership as a
background detail instead.

The value of Organizational Ties depends on its importance
in the setting. An organization that exerts moderate power within
the setting is worth 1 Point/Rank, one that has significant power
costs 2 Points/Rank, and one that has great power in the setting
costs 3 Points/Rank. Players should not assign this Ability to
represent organizations that have very little power. The GM
determines the extent of the organization’s influence. In a high
school comedy campaign, the school’s autocratic Student
Council might wield “significant power,” while in most other
settings it would be completely trivial and not worth any Points.
Similarly, a criminal organization like the Mafia or Yakuza might
count as “great power” (3 Points/Rank) in a traditional low-
powered game set in modern times, but merely as “moderate
power” (1 Point/Rank) in a high-powered magical girl
campaign.

Normal organizations should be limited to a geopolitical
areq, such as a single country. Global organizations, or those
that span multiple geopolitical areas, function at 1 Rank lower.
Multi-planetary organizations function at 2 Ranks lower, while
multi-galaxy organizations function at 3 Ranks lower. For
example, the president of a global corporation needs to assign
Rank 6 to gain access to the Controlling Rank category (1 Rank
lower). Similarly, a character who has Senior Rank in a universe-
wide military organization should have Rank 7 Organizational
Ties (3 Ranks lower). Some organizations may be ostensibly
limited fo a single country, but the higher ranks still have global
or multi-planetary influence. For example, the President of the
United States is a Controlling Rank (Rank 6). Since the US has
great influence across the world, however, the position would
be Rank 7 (as if it was a global organization).

These far-ranging organization positions are only relevant,
however, if the character can actually gain access to the
resources of all branches of the group. If an Earth characteris
Connected to a multi-planetary police organization, for instance,
but can only interact with and be influenced by the Earth chapter
of the organization, the group is only considered to be a global
organization (1 Rank lower) for that character. The group is not
categorized as multi-planetary (2 Rank lower), since the extensive
resource benefits normally associated with an organization that
size are not available to the character.

Rank 1 The character is connected to the organization
and can rely on it for occasional support and
favors (and expect to be called on in return).
The character has respected status in an
organization such as a landed knight in the feudal
system, a junior executive in a corporation, a city
council member, or a Mafia “Wise Guy” in an
organized crime family. The organization brings
the character status and some wealth.

The character has middle rank in an organization
such as a corporate vice president in charge of a
department, a lesser feudal lord with a castle and
lands, or a Mafia “captain” who runs a
neighborhood, or a junior congressman or
member of parliament.

Rank 2

Rank 3



Rank 4 The character has senior rank in an organization,
such as the senior vice-president of a large
corporation, a high-ranking officer in the JSDF,

ora US senator.

Rank 5 The character has controlling rank in an
organization, such as the president of a
corporation, the boss of a large crime family, ora
US state governor.

Rank 6 The character has a controlling rank that spans

multiple organizations, such as the ruler of a smalll
nation, or “boss of bosses” of many different crime
families.

Personal Gear

Cost: 2 Points/Rank

Relevant Attribute: None

Progression: The character gains 1 major and 4
minor items of Personal Gear/Rank

The Personal Gear Ability represents a character’s access
to useful equipment. Characters do not need to spend Character
Points for items that are legal, inexpensive, and mundane in the
campaign setting (such as clothing, a backpack, a knife, or
consumer goods). GMs may require players to allot Points to
this Ability, however, if their characters will begin the game with
numerous pieces of equipment to which the average person
might not have easy access such as weapons, body Armor, or
specialized professional equipment. The GM may give starting
players a weapon of choice and a few other inexpensive items
forfree.

Personal Gear cannot include magic items, secret
prototypes, or technology more advanced than what is standard
in the setting. It can include common civilian vehicles
appropriate to the setfting (for example, a car, truck, light
airplane, or motorbike in the present day; perhaps a horse for
fantasy campaigns). For less common or more expensive
objects, see the Item of Power Ability. The GM always has the
final say on whether or not an item is available to the characters.
Costumes for super humans that are merely designed to
withstand the effects of the character’s Abilities and Disabilities
(such as an outfit that stretches with a character possessing the
Elasticity Ability) one minor or major slot (depending on how
common the Game Master determines them to be in his
campaign).

Although characters may have items that are owned by the
organizations to which they belong, they still must acquire these
items as Personal Gear if they will make regular use of them
(though the Conditional Ownership Disability may apply). Thus,
a police officer would use Gear for a pistol, police car, or
handcuffs, although these items are property of the police
department. This rule is intended mainly for play balance and,
naturally, the GM has final say on this issue.

Each Rank in this Ability permits the character to take one
major and four minor items. Alternatively, the character can
exchange one major item for four minor items, or vice versa.
Use these guidelines to differentiate between major and minor
items:

. Minor

The item is somewhat hard to get, or rather expensive. It is
something available in a shop or store or from a skilled artisan,
but it costs as much as an average person’s monthly wage.
Alternatively, the Gear can be less expensive but needs a license
or black market contact to acquire. Non-standard items that
modify orimprove other items of Gear, but are not functional by
themselves (for example, a scope for arrifle, silencer for a pistol,
or supercharged engine for an automobile) are also minor items
of Gear.

Modern examples of minor items include weapon and
vehicle modifications, handguns, premium medical kits, night
vision goggles, full camping gear, burglary tools, expensive
tool kits, and personal computers. Ancient or medieval examples
include swords, longbows, crossbows, shields, lightweight
Armor (such as leather or a light mail shirt), lock picks, poisons,
ora mule. Gear must be appropriate to the world setting —a
pistol is a minor item in a modern-day or future setting, but an
ltem of Power in a medieval fantasy game!

. Major

The gearis usually illegal for civilians, but it may be issued
to an elite law enforcement agency, an average soldier, ora
government spy may be issued. Modern-day examples of major
items include machine guns, tactical Armor, and grenade
launchers. Major gear items can also include quite expensive
but commercially available equipment such as a science lab,
workshop, car, or motorbike. The GM can rule that an
occasional, very expensive item (for example, an airplane or
semi truck) counts as two or more major items of Gear. Ancient
or medieval examples of major items include a full suit of chain
or plate Armor, a cavalry horse, a smith’s forge, an alchemist’s
lab, or a wagon and team of draft animals.

. Mundane

ltems that are easy to acquire, legal, and inexpensive count
as “mundane items” and do not count as Personal Gear unless
taken in quantity (GM's option). For example, “a complete tool
box” would be a single a minoritem; a single wrench is mundane.

Place of Power

Cost: 1 Point/Rank

Relevant Attribute: None

Progression: Descriptive; see below

APlace of Power is a home base or lair that is infused with
magical or holy energies. It might be a shrine, magical circle, a
sacrificial altar, a ring of standing stones or something less
traditional. The place usually radiates good or evil energy, and
a nearby character with an appropriate Sixth Sense can detect
its presence.

While within his or her Place of Power, the character alone
can perform activities using either Sorcery or Magic more easily.
The Place of Power has a pool of 10 Energy Points for each
Rank of this Ability. While the character is standing somewhere
within the Place of Power, he or she can draw on these Energy
Points as if they were the character’s own. Once used, the Energy
Points replenish at a rate of 1 Energy Point for each Rank of the
Place of Power Ability per hour.



Several characters may share the same Place of Power.
While this option does not reduce the Ability’s cost, it can provide
greater convenience. Each character sharing the Power has his
or her own source of additional Energy Points.

At the GM’s discretion, a Place of Power may also offer
additional Abilities. In particular, one usually exerts a subtle,
long-term, emotional influence on people who live in or near it,
which may be positive if the owner of the Place of Power is a
good person or negative if he or she is an evil one. In addition,
individuals born or raised in a Place of Power are more likely to
develop supernatural abilities.

Rank 1 The Place of Power is the size of a small rug and
provides 10 Energy Points.
Rank 2 The Place of Power is the size of a small room and
provides 20 Energy Points.
Rank 3 The Place of Power is the size of a large room and
provides 30 Energy Points.
Rank 4 The Place of Power is the size of a house and
provides 40 Energy Points.
Rank 5 The Place of Power is the size of a city block and
provides 50 Energy Points
Rank 6 The Place of Power is the size of several city blocks
and provides 60 Energy Points.
Plant Control
Cost: 2 Points/Rank
Relevant Attribute: Wil

Progression: Descriptive, see text

Characters with this Ability can control the growth and
movement of all plants in the surrounding area. The Ability
Rank determines the maximum area in which the plants can be
controlled (see Table: Area in Nullify Ability).

[fthe character limits the Control to a single broad group of
plants, the Ability functions at one Rank higher. Broad plant
groups include: trees, grasses, weeds, bushes, flowers, mosses,
vegetables, ferns, vines, seaweeds, etc. If limited to a specific
type of plant, the Ability functions at two ranks higher. Examples
of plant types include: oak trees, wheat, dandelions, raspberry
bushes, sunflowers, club moss, carrots, etc.

Controlled plants can grow to a maximum size of 5 times
their normal mature state. For Fast growth, the Ability functions
at one Rank lower when determining area. For 50x growth, two
ranks lower; for 100x growth, three ranks lower; for 500x growth,
four ranks lower; and for 1,000x growth, five ranks lower.

To cause significant damage with controlled plants, the
character should acquire the Special Attack Ability with the
Dependant Disability.

Pocket Dimension

Cost: 2, 3 or 4 Points/Rank

Relevant Attribute: Will

Progression: Descriptive; see below

This Ability allows the opening of a hole or doorway — a
portal — into another dimension. In anime, this power is
sometimes possessed by demons or even vampires, or, in
Western myth, by fairies. Mages often create dimensional portals
leading from closets or doors into other places. In less serious

games, Pocket Dimension can also represent the ability some
characters have to suddenly produce big items (like huge
hammers or swords) seemingly out of nowhere. A Pocket
Dimension could also represent an object that is simply bigger
on the inside than on the outside.

The Rank of Pocket Dimension determines the maximum
size of the dimension. The environment and furnishings of the
dimension are up to the player within the GM’s limitations;
extensive furnishings should be acquired as Personal Gear. A
dimension could even be partially unexplored or dangerous
territory, providing adventuring opportunities to the characters.

The cost of Pocket Dimension is 2 Points/Rank if it is limited
to a single fixed portal (such as a house closet), 3 Points/Rank
if the portal is in a mobile location (such as inside a vehicle, or
attached to an item), or 4 Points/Rank if the character can use
a particular class of objects as a portal (such as “any mirror” or
“any pool of water”).

A character with this ability at 2 or 3 Points/Rank cannot
create new portals leading out of the dimension; he or she may
only leave by the one that was entered. A character can usually
only have a single portal opened to his or her dimension at a
time, but additional apertures to the same dimension may be
possessed for 1 extra Character Point each. At the 4 Points/
Rank version, the character can leave the Pocket Dimension
through any other appropriate exit within 1 mile times the Rank
(for example, within a 6 mile radius for Rank 6); the character is
not required to leave through the same one he or she entered.

Once opened, a portal can stay open for as long as the
creator is in the dimension. The creator may also be able to
“leave the door open” if he or she wishes to allow individuals to
enter or leave while the creator is not present within the
dimensional pocket.

Pocket Dimensions may optionally be designated as only
one-way, restricting access in or out until the character or
machine maintaining them is destroyed, or some other condition
is fulfilled. This Ability may be taken multiple times to give access
to multiple different dimensions. If so, it may be taken at different
Ranks for each individual dimension.

Using Pocket Dimension Offensively

Some characters may have the exotic ability of being able
to suck or warp unwilling targets info their alternate dimension
(atthe 3 or 4 Points/Rank version only). To indicate this, assign
the Pocket Dimension Ability and think acquire the Special Attack
Ability with the Linked (Pocket Dimension) Ability.

Characters who have an ability fo travel between dimensions
should possess the Dimension Hop Special Movement Ability.

Rank 1 The dimension can be as large as a closet.

Rank 2 The dimension can be as large as a room.

Rank 3 The dimension can be as large as a house.
Rank 4 The dimension can be as large as a city block.
Rank 5 The dimension can be the size of an entire village.
Rank 6 The dimension can be the size of an entire city (or

even larger).



Power Flux
Cost: 5,10, 15, or 20 Points/Rank
Relevant Attribute: Variable

Progression: Linear, 5 Flux Points/Rank

Power Flux represents extensive control over an element,
ideology, natural phenomenon, or sphere of influence. Thisis
a very open-ended Ability and should be discussed with the
GM at length to determine the effects and limitations in his or
her game. Proper use of Power Flux will not unbalance the
game, but rather can provide many opportunities for character
innovation.

A character with this Ability has a pool of reserve Character
Points (called flux points) that can be allocated to different
Abilities as needed, within the thematic category chosen by the
player. This often represents a magical or psionic Ability, but it
can also reflect a character who has several different powered
forms, or a character who has little control over his or her range
of Abilities.

Power Flux uses a special table for Duration. This Duration
represents how frequently a character can change the allocation
of flux points from one group of Abilities to a different group,
and not how long a character can use Power Flux. At low
Ranks, the character will be forced to use the same group of
Abilities for extended periods of time before he or she can use
the flux points for alternates. At high Ranks, the character can
gain a complete new set of
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charm, pride), a minor aspect of nature (femperature, insects,
sunlight, clouds, orbits, sea creatures), or a limited sphere of
influence (silence, cats, writing, guns, a small locality, nutrition).

Maijor or large thematic categories cost 15 Points/Rank.
Examples include: a broad concept or idea (love, travel,
strength), a major aspect of nature (weather, magnetism, gravity,
electricity, animals), or a broad sphere of influence (cities,
computer data, health, truth, manufacturing, fertility, weapons,
drugs).

Primal or universal thematic categories cost 20 Points/
Rank. Examples include core concepts and primary spheres of
influence: Time, War, Death, Life, Earth, Thought, Magic, Force,
Math, Self, Law, Chaos, Creation, Heaven, Hell, Dimensions,
Dreams, and others.

If the character makes a successful Attribute check (the
relevant Attribute score is determined by the GM) against TN

12, he or she can assign flux points to one or more Abilities that
grant Abilities that fit within the thematic category. Aflux point
is equal to one CP, which can be assigned to the cost of the
Ability directly. Power Flux cannot imitate the Sorcery Ability (if
the optional Ability from the Appendix is being used).

For example, a character with Rank 6 Power Flux with a
“cat theme” has assigned a total of 65 CP to the Ability. In
return, he or she gains 30 flux points. At a minimum interval of
12 hours, the character can allocate the 30 flux points to any
combination of Abilities that fit the cat theme. Perhaps in the
morning, the character needs to prowl around the city on patrol
and assigns the following Abilities: Armor Rank 3 (9 flux points);
Heightened Awareness Rank 9 (9 flux points); Heightened Senses
(Hearing, Smell, Vision) Rank 3 (3 flux points); Jumping Rank 5
(5 flux points); and Enhanced Strength Rank 1 (4 flux points).

Limited Point Exchange

An alternate method of Power Flux only costs 5 Points/
Rank, but limits the character to a small assortment of Ability
Abilities among which CP can be exchanged. AtRank 1, CP
can be exchanged in any way between the Rank cost of any two
Abilities, which are determined during character creation. From
Rank 2 through 10, each Rank adds one additional Ability to
the list of Abilities that can be fluxed (extending to 11 Abilities at
Rank 10). Forinstance, if a character with this Rank 3 Power
Flux and Rank 4 Duration (1 day) has allocated 47 CP to four
fluxable Abilities (Armor, Flight, Special Attack, and Teleport),
he or she can redistribute the 45 points in any way over the four
Abilities once every 24 hours.

Power Defense

Cost: 1 Point/Rank

Relevant Attribute: Variable

Progression: The character reduces the TN of
Attribute Checks related to the defensive use of an Ability by 1/
Rank

Power Defense is acquired in conjunction with another
Ability not normally used for Defense (Ability must be defined
when Power Defense is assigned). Power Defense allows a
character to use the other Ability to defend against attacks,
possibly avoiding all damage entirely. The character must make
aroll (as appropriate for the situation or Ability) with a bonus of
+1 per Power Defense Rank against a TN equal fo the attacker’s
final to hit roll result. If successtful, the character activates his or
her Ability in time to defend against the attack and avoids all
damage (and effects) from the attack. The player should consult
with the Game Master to determine which Abilities are
appropriate for a Power Defense.

A character may only attempt one Power Defense each
round unless he or she also possesses the Extra Defenses Ability,
in which case he or she may sacrifice one extra Defense to
attempt an additionally Power Defense (the two may not be
used in conjunction, through).

Characters must assign this Ability once for each Ability
they wish to use defensively.



Projection

Cost: 1 to 4 Points/Rank

Relevant Attribute: Intellect

Progression: Descriptive; see below

The character can projected images that fools one or more
senses. The Projection cannot be touched because it is not
substantial. Closer inspection will usually reveal the Projection
forwhat itis, which may cause it to disappear (GM’s discretion).
The GM may require a Will Check to “see through” a Projection
againsta TN equal to: 12 plus the projector’s Will modifier plus
the projector’s Rank in Power Usage: Projection.

A Projection may be of a particular object or entity, or ofa
complete scene (such as a furnished room or crowd). It may
also be thrown over an existing person, scene, or object to
make it appear different than it really is. A Projection that is
untended is normally static, either remaining in one place or (if
created over something) moving as the underlying object or
entity moves. To give a Projection the semblance of independent
activity (such as a projected image of a person who moves and
speaks), the character must actively concentrate on
manipulating the Projection, and perform no other actions.

For 1 Point/Rank the character can create Projections that
can be detected by one sense, usually sight (sense must be
determined during character creation). For 2 Points/Rank the
Projections can be detected by two senses, usually sight and
hearing. For 3 Points/Rank the Projections can be detected by
three senses. For 4 Points/Rank the Projections can be detected
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by all senses. No matter how realistic the Projections, however,
they can never cause physical sensations intense enough to
inflict pain or damage. An image of a roaring fire may feel hot,
and a character may believe that he or she is burning, but the
fire cannot actually deliver damage. To create Projections
capable of injuring targets, the character should possess a
Special Attack Ability which is tied to the lllusion Ability through
the Dependent Disability.

A character can normally maintain only a single Projection
atatime. To be able to maintain multiple Projections at once
costs the character an extra 1 Point for every distinct Projection
the character can sustain simultaneously after the first. Thus,
“Projection Rank 3 (one sense, four Projections)” would cost six
Points: three Points for Rank 3 (one sense) and three more Points
for being able to sustain four Projections at a time. The GM can
assume that a group of objects or entities in close proximity,
such as a furnished room, a swarm of insects, or a horde of
charging warriors, counts as a single Projection rather than
several. If a character is already sustaining his or her maximum
number of Projections and wishes to create another one, an
existing Projection must first be dispelled.

In order for the character to create a convincing Projections
of something complex, the GM may require a Power Usage:
Projection Skill check against an appropriate TN. The GM can
adjust the TN depending on how familiar or unfamiliar the
character is with the scene that is being simulated. The GM may
also give the character a + 1 bonus for every Rank he or she has
in excess of the minimum Rank needed to create the Projection.
For example, if a character with Projection Rank 5 decides to
create a merely human-sized Projection (which needs only Rank
1), a +4 bonus applies. If the roll fails, the character’s Projection
has some subtle flaw in it; the character creating it may not be
aware of this until someone else points it out, however.

Rank 1 The character can an create small illusions, about
the size of a single person.

Rank 2 The character can create medium illusions, large
enough for an entire room, or a large object like
a car or elephant.

Rank 3 The character can create large illusions that can
cover a house-sized area.

Rank 4 The character can create very large illusions that
can cover an entire neighborhood (or a few
hundred square yards).

Rank 5 The character can create huge illusions that cover
avillage-sized area.

Rank 6 The character can create great illusions that can

cover atown-sized area.



Regeneration

Cost: 4 Points/Rank

Relevant Attribute: None

Progression: The character can regenerate 5 Life
point each Turn/Rank

Characters with this Ability automatically heal their own
injuries, whether the characters are awake, asleep, or
unconscious. The character’s Life points cannot exceed their
original total. At higher Healing Ranks, the character’s body
will revive itself if “clinically” dead but not actually brain-dead
(Rank 3+), repair massive tfrauma such as lost limbs or organs
(Rank 6+), or restore the character if cut into several pieces
(Rank 6+). The body cannot repair itself if it is blown to bits or
disintegrated, however.

Reincarnation

Cost: 2 or 4 Points/Rank

Relevant Attribute: None

Progression: Descriptive; see below

If the character is destroyed, some of his or her essence
may still survive. This may be in spiritual or digital form, or it
may be something that must be retrieved from the corpse. A
robot whose memory can be copied or uploaded, a creature
that leaves an egg in its body upon death, or an undead monster
that will reform a few minutes, hours, or days after its apparent
death are all examples of this. If this remnant can be salvaged
or otherwise recovered, in a matter of days or weeks and with
proper care, it will develop a new body similar o the original. A
reincarnated character usually starts with 1 Life point.

Reincarnation can be prevented in some way. This may be
as simple as burning, blowing up, or dismembering a body, or
as obscure as requiring a special ritual. For 2 Points/Rank, the
Reincarnation is easy to stop; for 4 Points/Rank, the
Reincarnation is difficult to stop. The GM and player must work
together to determine the parameters involved in preventing the
rebirth.

Rank 1 The reincarnation occurs within a few weeks.
Rank 2 The reincarnation occurs within a few days.
Rank 3 The reincarnation occurs within a single day.
Rank 4 The reincarnation occurs within a few hours.
Rank 5 The reincarnation occurs within a single hour.
Rank 6 The reincarnation occurs within a few minutes.
Rejuvenation

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: Under specific conditions, the
character instantly regain 5 Life points or Energy Points/Rank

Characters with this Ability can focus on their adrenaline
rush and internal reserves to restore lost Life points or Energy
Points. Rejuvenation can only take place under certain
circumstances (like a crowd getting behind a wrestler, a sound
that triggers a certain memory or the presence of a master, ora
dashing knight inspiring a magical girl) and can happen only
once in a scene. The GM and player should work together to
determine when Rejuvenation can occur. Rejuvenation requires
one combat round, during which the character can only dodge

or avoid attacks. Neither Life points nor Energy Points can be
raised above their maximum.

Sensory Block

Cost: 1 Point/Rank

Relevant Attribute: Infellect

Progression: Descriptive; see below

A character with Sensory Block can cover an area (size is
determined by the Rank) with a field that partially blocks specific
senses or detection techniques. This can represent a magical
ability, technological enhancement, or paranormal effect. Each
time this Ability is assigned, the character can either block one
sense or enhanced sense (Type |) or one detection technique
(Type I}, which is determined during character creation. The
GM may allow multiple assignments to the same sense or
technique, which results in cumulative penalties. To fully block
a defection technique, see the Invisibility Ability.

Sensory Block, defined as Electronic Counter Measures,
can also be used to block the Computer Intrusion Ability
(Computer Intrusion Ability, pg. XX). In this case, each Rank of
Sensory Block can block one Rank of Computer Intrusion.

Sensory Block must be purchased separately for each sense,
technique or Ability that it is to block.

Type |

One of the five senses — hearing, smell, vision, taste, or
touch — is partially blocked. This may mean that individuals
within the area covered cannot see well (vision), cannot hear
well (hearing), etc. Rolls made by these individuals when
pertaining fo the specific senses suffer a -4 penalty, which is
cumulative with any Heightened Senses bonus.

Type Il

A detection technique is partially blocked. Examples of
techniques include: dark vision, electric current detection;
homing weapons; infra-vision; magnetic field detection;
microscopic vision; radar detection; radio reception; sonar
detection; a specific Sixth Sense technique; ultrasonic hearing;
ultra-vision; vibration detection; X-ray vision. Ability or Skill
rolls relating to these detection techniques suffer a -4 penalty.

Rank 1 The Sensory block covers up to 100 ft radius.
Rank 2 The Sensory block covers up to 500 ft radius.
Rank 3 The Sensory block covers up to 1 mile radius.
Rank 4 The Sensory block covers up to 5 mile radius.
Rank 5 The Sensory block covers up to 50 mile radius.
Rank 6 The Sensory block covers up to 500 mile radius.
Servant

Cost: 2 or 5 Points/Rank

Relevant Attribute: None

Progression: The servant is constructed from 25
Character Points plus 10/Rank

The character has a servant or companion entity. It serves
as a familiar, pet, companion, or bodyguard. Examples of
Servants could include: a magical girl’s talking animal
companion, a pet robot, a sorcerer’s apprentice, a fierce wolf,
a bound demon or ghost, a mage’s familiar cat, or a vampire's
enslaved servants. Servants are NPCs controlled by the GM,



but they will normally work toward the character’s best interests.
Nevertheless, they should have their own personalities and may
occasionally getinto trouble of their own.

AServantis assumed to be around “all the time.” To create
a servant that the character summons for a brief period of time,
acquire the Ability as a Magical Power — this will resultin the
servant only remaining around as long as the character spends
appropriate Energy Points.

This Ability costs 2 Point/Rank if the character is limited to
one particular Servant. If the character can dismiss the Servant
and replace it with a different one between adventures or during
an adventure with suitable effort (GM’s option such as casting
a summoning spell or taming a new animal), then the Ability
costs 5 Points/Rank. A character can take the Ability several
times to have multiple Servants.

A Servant is created with his or her own Attribute Scores,
Abilities, Disabilities, and Skills as normal but with only 10
Character Points. Each Rank of the Servant Ability also gives
the player 10 additional Character Points to add to the Servant
(for example, 20 Points at Rank 1, 30 Points at Rank 2, etc.).
The Servant may not have the Servant Ability, and some
relationship-based Disabilities should not be assigned due to
its innate role as a character’s Servant. Thus, it is inappropriate
for a Servant to have the following Disabilities: Owned, Red
Tape, or Significant Other.

Sixth Sense

Cost: 1 Point/Rank

Relevant Attribute: Will

Progression: The character gains 1 Sixth
Sense/Rank

Some characters have the ability o detect things
that are hidden to normal senses or technological
sensors, while others have affinities for specific objects
or people. Sixth Sense typically represents psychic or
magical ability, but can also reflect trained and acute
senses or divine intervention.

The character may sense one particular category of
phenomena per Rank. The player should define the
category with the GM’s approval (Sixth Sense is very
much a GM-defined ability). As a guideline, the character
is automatically alerted when something his or her Sixth
Sense detects is in close proximity (roughly 20 foot radius
area). The GM may require a Will check to do this, with
difficulty modifiers depending on the strength of the source
of whatever emanations the character can sense. In some
cases, the GM may allow detection at greater distances
if the source is very strong. The GM should give a bonus
(+2 modifier or more) if the character is touching the
source.

A character who specifically concentrates on using
his or her Sixth Sense may gain more precise information
on a successful Will Roll. The exact content of this
information is up to the GM. If the check succeeds, the
GM may provide the character with a few extra clues
about the source such as “the magic is coming from
those buildings overthere” or “you sense the evil presence
feels otherworldly... and hungry.” If the check fails, the
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character will not gain any additional information unless
something happens, such as the phenomena becoming
stronger, or coming much closer. The GM should always try to
use Sixth Sense to plant clues that make a story more exciting,
but not allow it to short-circuit the process of discovery in a
mystery plot.

Examples of phenomena to which the character may be
sensitive include astral/ethereal beings, danger, Pocket
Dimensions, electricity, elements, emotions, evil, illusions,
interpersonal dynamics, magic, magnetics, paranormal nexus
points, particular objects, places of power, psionics, spirits,
telepathy, truth, virtue, or the use of specific Abilities or
Disabilities.

Precognition and Postcognition

Alternatively, Sixth Sense can be assigned to represent
precognition and postcognition — the ability to access visions
of past and future events. This option is a GM-defined Ability,
however, which allows him or her limit its application and scope
within the campaign. For precognition and postcognition, the
Ability’s Rank reflects the maximum time difference between the
present situation and a perceived future or past event (the higher
the Rank, the longer the time difference). Low-Ranking character
may only perceive events within minutes or hours of the current
time; high-Ranking characters can extend this time to hundreds
or even thousands of years.



Size Change

Cost: 1,5, or 6 Points/Rank

Relevant Attribute: Health

Progression: Descriptive; see below

This Ability reflects the ability to increase or decrease the
stature of the character. A character may have the ability to
both shrink and grow for 6 Points/Rank. Alternatively, the
character can choose to shrink only at a cost of 1 Point/Rank or
to grow only at a cost of 5 Points/Rank; this restricts the character
to changing size in one direction (with the ability to return to his
or her normal size). For example, a character with Size Change
(Shrinking Only) Rank 2 could shrink to half size and once
shrunk could grow back, but he or she could never increase his
or her height beyond normal.

It takes one round for a character to change size. Size
Change is normally designed to affect only the user, but it can
be specified as usable on others instead. If so, it only affects a
single willing subject, whom the user must touch. For it to be
used as an attack against unwilling persons or over a distance,
the character must also acquire the Special Attack Ability with
the Linked (Size Change) Ability.

Rank 1 The character’s size can increase or decrease one
size category (a Medium character can either grow
to Large or shrink to Small).

The character’s size can increase or decrease two
size categories (a Medium character can either
grow to Huge or shrink to Tiny).

The character’s size can increase or decrease
three size categories (a Medium character can
either grow to Gargantuan or shrink to
Diminutive).

The character’s size can increase or decrease four
size categories (a Medium character can either
grow to Colossal or shrink to Fine).

The character’s size can increase or decrease five
size categories (a Small character can grow to
Colossal; a Large character could shrink to Fine).
The character’s size can increase or decrease six
size categories (a Tiny character can grow to
Colossal; a Huge character could shrink to Fine).

Rank 2

Rank 3

Rank 4

Rank 5

Rank 6

Table: Size Categories

Size Example SizeApproximate WeightMOV Modifier
Fine Insect 1/8 Ibs or less x1/4
Diminutive Rodent 1/8 — 1 Ibs. x1/2

Tiny Cat 1 — 8 lbs. x1

Small Dog 8 — 60 Ibs. x2
Medium Human 60 — 500 lbs. x3

Large Horse 500 lbs — 2 tons x4

Huge Elephant 2 — 16 tons x5
Gargantuan Sperm Whale 16 — 125 tons x6
Colossal Blue Whale 125 — 1,000 tons x7

Table: Changing Sizes

Bonus to Attribute
Old Size New Size STR ~ REF  HIL Armor* REF Bonus
Fine => Diminutive - 2 - - -4
Diminutive => Fine - +2 - - +4
Diminutive => Tiny +2 2 - - -1
Tiny => Diminutive 2 +2 - - +1
Tiny => Small +4 2 - - +1
Small => Tiny 4 +2 - - -1
Small => Medium +4 2 +2 - +1
Medium => Small 4 +2 2 R -1
Medium => Large +8 2 +4 +2 +3
Large => Medium -8 +2 -4 - -3
Large => Huge +8 2 +4 +3 +3
Huge => Large -8 +2 -4 - -3
Huge => Gargantuan +8 - +4 +4 +2
Gargantuan ~ => Huge -8 - -4 - 2
Gargantuan ~ => Colossal +8 - +4 +5 -
Colossal => Gargantuan -8 - 4

* This is the equivalent Rank of the Armor Ability.

Skill Knack

Cost: 5 Points/Rank

Relevant Attribute: Varies with Skill

Progression: Character receives + 1 to all Skills
in a Skill Group

The character has a natural aptitude or gift with a particular
set of skills. The bonus received is applicable to one particular
Skill Group only, and this Ability must be purchased separately
for any Skill Group with which the character is gifted. Some
examples of Skill Knack being used as other types of Skill
enhancers:

Jack of All Trades: + 1 to any 5 Professional Skills

Linguist: +1 to any 5 Language Skills

Scholar: +1 to any 5 Knowledge Skills

Traveler: +1 to any 5 Area Knowledge Skills

Special Attack

Cost: 1 or 4 Points/Rank

Relevant Attribute: None

Progression: The character possesses an attack
that delivers 1d6 damage/Rank

Characters sometimes wield powerful offensive energies,
such as electric zaps, magical fireballs, ki-powered martial arts
strikes, or energy swords. Some characters, such as cyborgs or
robots may have guns, missiles, or beam weapons built into
their bodies.

Special Attack costs 4 Points/Rank, and delivers 1d6
damage per Rank.

Special Attacks may be further customized by assigning
one or more attack Abilities. Each aftack Ability taken reduces
the damage by 1d6 but adds an additional capability. Attacks
may also be assigned one or more attack Drawbacks. Each
attack Drawback increases the damage by 1dé but reduces the
attack’s utility by imposing some form of limitation.

The player must assign Abilities and Drawbacks when the
Special Attack is designed. On the player’s character sheet,
they are listed in parentheses following the attack’s modified
damage. He or she may assign a combination of Abilities and
Drawbacks that would reduce its damage to a minimum of
1dé. To create a “zero damage” Special Attack, one would



select the No Damage Drawback. For example, suppose a
character has a Special Attack at Rank 2. He or she would only
be able to purchase one Ability, which would reduced the
attack’s damage from 2dé to 1d6. If the character wanted to
purchase a second Ability, he or she must first assign a
Drawback, which would raise the attack’s damage back to 2d6.
The character could then purchase a second Ability, reducing
the damage back to 1d6.

A Special Attack should always be given a descriptive name
such as “90mm Auto-Cannon” or “Raging Thunder Dragon
Fist.” When designing the attack, the player (with GM input)
should determine what Skill and Specialization is appropriate
forits use. For most magical or super-powered ranged attacks,
it will be Special Ranged Attacks. For ranged weapons designed
as Personal Gear, it is usually Guns or Thrown Weapon with
an appropriate Specialization depending on the description.
Any weapon with the Melee Drawback uses the Melee Attack or
Unarmed Attack Skills depending on its description. For
example, Melee Attack (Sword) is appropriate fo an energy sword,
while Unarmed Attack (Striking) would be suitable for a wraith
that drained energy by its touch or a ki-energized martial arts
strike.

Alternate Attacks

Although a character often uses his or her highest-Rank
“primary” weapon, alternate or backup ones may also be
possessed. The Point cost of these additional “secondary” attacks
are one quarter the cost of the primary aftack at 1 Point/Rank.
The primary attack — the attack with the highest Rank — is the
only one that costs the standard 4 Points/Rank. Secondary
attacks may each possess different damages, Abilities and
Drawbacks. If acquiring alternate attacks as Magical Powers
(see Magic) the secondary attacks drain the regular 2 Energy
Points/Rank, not 0.5 Energy Points/Rank.

Special Effects

The special effects of Area Effect, Drain (Any), Flare,
Incapacitating, Irritant, Spreading, and Tangle are determined
by the Rank of the Special Attack only. Massive Damage,
Enhanced Strength are not included in the calculation.
Additionally, Armor and Force Fields do not normally protect
against the special effects of Drain (Any), Flare, Incapacitating,
Irritant, or Tangle. Before making an attack, a character can
choose to inflict less damage than the normal 1dé/Rank, or
reduce the power of their special effects.

Effects Based on Damage Inflicted

The scope of the special effects for attacks with the Area
Effect, Drain (Any), Flare, Incapacitating, Irritant, Linked,
Spreading, or Tangle Abilities depend on the Rank of the Special
Attack. For example, Drain (Mind) reduced the target’s
Intelligence Score by 2 for every Special Attack Rank; similarly,
Tangle creates restraints that have 4 Life points for every Special
Attack Rank. Attacks with the No Damage Drawback are treated
as one Rank higher when determining the special effects for
these Abilities.

To introduce randomness into these special effects, their

scopes could instead be based on every 1d6 damage that the
attack inflicts (or would have inflicted in the case of attacks with
the No Damage Drawback). For the above examples, Drain
(Intellect) would reduce a target’s Intelligence Score by 2 for
every 5 damage, and Tangle would create restraints that have 4
Life points for every 5 damage.

If this alternate rule is used, damage must be rolled for all
attacks — including ones with the No Damage Drawback — to
determine the special effect scope. While this rule will balance
the attacks with each other more accurately (particularly if the
No Damage Drawback is assigned), a litle more calculation is
involved.

Special Attack Adders

The following Adders may be assigned to a Special Attack.
The GM may disallow any combination of Adders that seems
inappropriate.

Special Attack Adders
Adders

Accurate

Affects Incorporeal
Area Effect

Aura

Auto-Fire

Burning
Concealable
Contagious

Drain Body

Drain Energy
Drain Mind

Drain Soul
Enduring

Flare

Flexible

Flurry

Homing
Incapacitating
Incurable

Indirect

[rritant

Linked (Attack)
Linked (Ability)
Long Range

Mind or Soul Attack
Muscle-Powered
No Regeneration
Penetrating (Armor)
Penetrating (Force Field)
Quake

Spreading

Stun

Tangle

Targeted

Trap
Undetectable
Unique Ability
Vampiric

# of Slots
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e Accurate
The attack is unusually accurate giving a +4 bonus fo
Attack rolls (or Ability checks if the attack has the Mind or Soul
Attack Ability). This Ability can be assigned two or three times
for a +8 or +12 bonus, but may not be combined with the
Linked (Attack) Ability.
e AffectsIncorporeal
This attack will affect characters who are currently Astral or
Incorporeal as if they were solid.
e Area Effect
This is an atftack, like an explosive blast, that affects not
only the directtarget, but also anyone in the immediate area.
All affected characters are allowed a Reflex check (diving for
cover, swerving out of the way) for half damage. Characters
that can shield themselves with very solid objects or terrain in
the vicinity may avoid damage completely (GM's discretion)
on a successful Reflexes roll. This represents the character ducking
or moving behind cover. The GM will decide whether an object
or person is within the area of effect, and may assume the area
radius is equivalent to 5 feet for every Special Attack Rank. Area
Effect can be assigned multiple times; each Adder doubles the
area radius.
. Aura
Rather than having to make an actual attack, the character
instead automatically damages anyone who touches his or her
body. An example might be a character who was sheathed in
flame or electrified. If this Ability is combined with the Area Effect
Adder, it automatically damages anyone in the designated area
around the character. Aura counts as two Adders.
. Auto-Fire
The attack consists of a burst of multiple shots like a machine
gun or rapid sequence of energy bolts. Instead of scoring one
hit when an attack is successful, the attacker scores hits
(minimum of one, maximum of five) equal to the difference
between his or her final to hit roll (including all modifiers) and
the target’'s DEF (including all modifiers) divided by five,
rounded down. For example, if a character (with a final hit roll
result of 27) attempts to hit a target that has a DEF of 16, he or
she would score 2 hits (27 -16 =11; 11 + 5 =2.2; round
downto 2). Each hit delivers separate damage (important when
considering Armor and Force Fields). Bonuses from Massive
Damage, Enhanced Strength, and critical hit multipliers are
only applied to the first hit in an Auto-Fire burst — all others
only inflict the normal damage of the Special Attack. Auto-Fire
counts as three Adders.
. Burning
This represents acid, flaming liquid, or similar attacks that
deliver continuing damage over several rounds. If the initial
attack damage penetrates the opponent’s Armor, the target will
suffer an additional 1 damage/Rank of the Special Attack each
Turn for 5 Turns or until the effect is somehow neutralized (GM's
discretion; it should depend on the type of attack, and may
require several rounds for full neutralization). Armor does not
protect against the extra burning damage in subsequent rounds.
Alternatively, Burning can be defined as a “hourly burn,” in
which case the damage is 2 per Rank rather than 1 but is applied
on a daily basis (rather than round-by-round). Finally, a “slow

burn” inflicts 4 damage/Rank inflicted daily (rather than round-
by-round). This Adder may best represent a disease or slow
poison attack. Unlike a regular Burning attack, the hourly burn
and slow burn damage will continue until the victim is dead or
makes a successful HLT roll againsta TN or 15 + the Rank of
the Special Attack (made on an hourly or daily basis).
. Concealable
This option is only available for Hand-Held weapons or
personal gear. Such weapons are normally assumed to be
visible. A Concealable weapon is not so obvious; it may extend
out from the vehicle or be disguised as something else. If built
as a Hand-Held Weapon or Personal Gear, this means it is
small enough to be used with one hand and concealed under
clothing. Most pistol-sized or knife-sized weapons are
Concealable. For more cinematic games, larger weapons such
as swords and machine guns can be designed as Concealable
as well.
. Contagious
Some or all of the attack’s damage or other effects will be
passed on to others who touch (or otherwise contact) a victim.
If mildly contagious, not everyone will be infected; a prospective
victim must fail a HLT versus a TN 15 + Rank of Special Attack
to be affected. If taken twice, it is highly contagious; someone
must fail the Save at a -4 penalty in order to be affected.
Alternatively, the contagion may be automated under some
circumstances. The roll is normally a HLT Attribute check, but
some contagion may require a Will roll. The GM should
adjudicate Effects and countermeasures. This Adder is usually
combined with the Toxic Drawback. Contagious counts as two
Adders if mildly contagious or four Adders if highly contagious.
. Drain Body
The attack causes the victim to suffer weakness and/or loss
of co-ordination. The victim’s Strength, Reflexes, or Health
(chosen when the atftack is designed) is reduced by 1per Rank
of the attack. The Ability drain is in addition to any Hit Point
losses from the attack. To design an attack that only drains the
chosen Ability, but inflicts no other punishment, the No Damage
Drawback must also be assigned. If a target’s Health is drained
to 0, he or she is rendered unconscious but does not die. Lost
Attribute Points are recovered attwo Points per hour of rest. This
counts as two Adders.
. Drain Energy
The attack drains away the victim'’s personal energy supply,
causing him or her to become fatigued and/or despondent. In
addition to the damage delivered to the victim’s Life points, the
attack causes the same loss of Energy Points. To design an
attack that only drains Energy Points, the No Damage Drawback
must also be assigned. Lost Energy Points recover at their normal
rate.
. Drain Mind
The attack causes the victim to lose his or her mind. The
attack may be a psionic attack, a tranquillizer or similar drug,
or another form of attack. The victim’s Intellect is reduced by
1per Rank of the aftack. This Intellect drain is in addition to any
Life point losses from the attack. To design an attack that only
drains Intellect, the No Damage Drawback must also be
assigned. The drained Points return at the rate of two every
hour. This counts as two Adders.



. Drain Soul
The Attack affects the victim’s spirit. This attack may be a
wave of fear, despair, or some other willpower-destroying
emotion. The victim’s Will or Presence (chosen when the attack
is designed) is reduced by 1per Rank of the attack. This drainage
is in addition o any Life point losses from the aftack. To design
an attack that only drains the chosen Ability, the No Damage
Drawback must also be assigned. The drained Points return at
the rate of two every hour. This counts as two Adders.
. Enduring
Enduring can only be assigned in conjunction with Area
Effect. The attack remains active within the affected area over
multiple rounds. Examples of this type of attack include chemical
clouds, sheets offire, electrical charges, or super cooled vapors.
Anyone entering or remaining in the area is immediately subject
to the attack; DEF checks are outlined under Area Effect. Each
time Enduring is assigned, the Area Effect attack remains active
for 1 additional round.
. Flare
If the target is hit (or in the radius of an Area Effect weapon
attack) the defending character may be blinded. Every target
looking at the attack must roll a HLT roll against TN 12 + 2 per
Rank of the Special Attack. If a target character fails his or her
HLT check, he or she is blinded for a number of combat rounds
equal to the amount by which the save was failed. Characters
with appropriate Special Defenses will not be blinded. Flare
may be taken multiple times; each time it is taken, add an extra
2 to the TN of the HLT roll. Flare can also be generalized to
cover other sense-overloading attacks. For example, the attack
might cause deafness.
. Flexible
This Ability represents long, flexible, or extendible attacks
such as a prehensile whip, energy-lash, razor-ribbon, or similar
attack mode. The target’s Defense rolls are at a -2 penalty. Ifthe
attacker is strong enough to physically lift the target, a successful
attack can trip or disarm an opponent (snagging a hand-held
weapon) in lieu of delivering damage. Such non-damaging
attack stunts are made at a -4 penalty to the attack roll since
they require great talent to execute accurately.
. Homing
The attack or weapon fires a projectile or energy bolt that
can track and follow its target. The character receives a +4
bonus to his or her attack roll, and if the attack misses or the
target successfully defends, the weapon will return to try again
(only one more time) in the next combat round. A Homing attack
is vulnerable to Sensory Block, however. In a setting where
electronic Sensory Block is not common (such as ancient Japan),
Homing counts as two Adders.
. Incapacitating
This represents any form of attack that can instantly
incapacitate a foe even if it does not inflict actual damage. This
includes putting an opponent to sleep or turning him or her to
stone. Regardless of whether the attack does physical damage,
the victim must make a saving throw (either Health or Will —
decide when the attack is designed) against TN 12 + 2 per
Special Attack Rank to avoid being completely incapacitated.
When designing the attack, specify the form the incapacitation

takes: asleep, awake but paralyzed, tured to stone, transformed

into aninert doll, etc. The effects will wear off in several minutes,

unless the Incurable Ability is also taken. To design an attack

that only incapacitates the target, the No Damage Drawback

must also be assigned. Incapacitating counts as three Adders.
. Incurable

The attack produces wounds or other effects that do not
heal naturally, and are incurable by normal methods. Rather
than recovering at a normal rate or being amenable to standard
medical treatment, recovery cannottake place until some exotic
event or treatment has occurred. This requirement must be
specified when the attack is designed, subject to GM approval.
The GM may rule that only the Healing or Regeneration Abilities,
with specific effects, can counteract the Life points lost through
an Incurable attack. Incurable counts as four Adders.

. Indirect

The weapon can fire shots in a high ballistic arc. Examples
include grenade launchers and artillery guns. This allows the
attacker to shoot at targets hidden behind buildings, hills, or
other obstacles (or even shoot over the horizon, if the Long
Range Ability is also assigned). Indirect fire is tricky, however.
To effectively fire at an indirect location, the attacker must be
able to “see” the target (sensors can be used), or someone else
must spot the farget and relay its position to the attacker. Indirect
fire results in a -2 penalty to the attack roll with an additional -
6 penalty if the target cannot be physically seen by the attacker
(for atotal of -8). Aweapon with the Indirect Ability can be used
under normal medium and short ranges without any penalty.

. Irritant

This represents pepper spray, a skunk’s musk, an itching
spell, or similar effect. Whether or not damage penetrated
Armor, the subject must make a HLT roll against TN 12 + 2 per
Special Attack Rank. If the target fails, the character is partially
blinded and distracted (-2 penalty on all rolls to do anything)
for a number of rounds equal to the amount by which he or she
failed the check. Irritant is usually taken in conjunction with the
Toxic Drawback to simulate an attack against which a gas mask
or the like offers protection.

. Linked (Attack)

An attack with this Ability is “attached” to another (or
“master”) attack. The master attack may be an ordinary weapon
(such as an item of Personal Gear, like a sword or gun), a
Natural Weapon or unarmed attack, or a different Special
Attack. If that master attack is successful, this linked attack
automatically hits as well (no Defense allowed), but if it misses
or fails to penetrate the target’s Defenses (Armor, Force Fields,
etc.), the linked attack automatically fails too (with full Energy
Point cost, if applicable). If the master attack hits and delivered
enough damage to successfully penetrate Armor, then the Armor
does not protect at all against the damage of the second linked
attack. Damage bonuses from Massive Damage, Enhanced
Strength, and critical hit multipliers only apply to the master
attack, notto each attack. An attack with the Linked Ability may
not be given the Accurate or Long Range Abilities or the
Inaccurate, Low Penetration, Melee, or Short Range Drawbacks;
its range and accuracy are dependent on the attack to which it
is linked. The attack can only be used in conjunction with the



master attack; it cannot be used separately, on its own. Unless
the GM indicates otherwise, only one Special Attack can be
attached to each master attack. Linked (Attack) counts as two
Adders.

. Linked (Ability)

An attack with this Ability is attached to one of the following
Abilities, which the character must also possess: Dimensional
Portal, Insubstantiality, Metamorphosis, Shape Change, Size
Change, or Teleport. If the attack hits, a living subject will be
affected by that Ability provided he or she fails a HLT roll fo resist
against TN 12 + 2 per Special Attack Rank.

. Long Range

An ordinary attack is assumed to have an effective range of
about 500 feet (2 miles in space). This Ability extends the range
to 1 mile (20 miles in space). Long Range weapons are typical
of beam cannons on spaceships, guided missiles, or the guns
of tanks. It can be assigned multiple times: each time it is taken
after the first doubles the actual range. Since the Earth’s horizon
limits line-of-sight for characters standing on the ground,
multiple Long Range Abilities are often combined with the Indirect
Ability. This Adder is incompatible with the Melee and Short
Range Drawbacks.

. Mind or Soul Attack

The attack is not a physical attack but rather is a mental
assault (Mind Attack) or contest of spirit or will (Soul Attack).
During creation, the player must specify either Mind or Soul as
the focus of the Ability. Instead of using the character’s physical
attack Attribute, the character must roll a successful Intellect
(Mind Attack) or Will (Soul Attack) check for his or her character.
Furthermore, instead of a normal Defense check, the subject
has to make a Will Check plus any bonuses for the Mind Shield
Ability (TN is the attacker’s Intellect). Soul Attack ignores Armor
and Force Fields, and affects Insubstantial characters normally.
Both versions count as five Adders.

. Muscle-Powered

This ability normally is only appropriate for melee or thrown
weapons. The character adds any damage modifier due to
Strength to the attack’s base damage.

. No Regeneration

This is a lesser form of Incurable. The damage from the
attack cannot be restored using the Healing or Regeneration
Abilities but can otherwise recover or be repaired normally.

. Penetrating (Armor)

Armor does not stop damage from these attacks as efficiently
as usual. Each time Penetrating (Armor) is assigned, the Armor’s
AV is halved against that attack.

. Penetrating (Force Field)

The Force Field Ability does not stop damage from these
attacks as efficiently as usual. Each time Penetrating (Force
Field) is assigned, the Force Field is halved against that attack
(up to the Field’s maximum rating).

*  Quake

This atftack causes a linear shock wave in the ground,
causing rumbling and fractures. The quake “fault” will only be
large enough for one person to fall into its depths unless it is
combined with the Area Effect Ability. A victim may fall into the
crevasse if he or she fails a Reflex roll (TN 15 + Special Attack

Rank). The fissure will be approximately 3 feet deep for the first 6
damage (including bonuses for Strength and Massive Damage)
and is doubled for every additional 6 damage the aftack inflicts.
Thus a quake that delivers a total of 24 damage creates a fissure
12 feet deep, while one that delivers 30 damage creates a crevice
96 feet deep. Quake can only be used on a solid surface (which
may be earth, sand, cement, or asphalt), and may not be
combined with the Aura Adder or No Damage Drawback.
. Spreading
This type of attack spreads to cover an expanding area like
a cone of energy or a spray of projectiles or energy bolts. The
defender receives a -1 penalty to his or her DEF roll. Multiple
adjacent targets in the attack path may also receive damage if
they are lined up or in a dense formation, up to a maximum of
one extra target for every Special Attack Rank. The Spreading
Adder can be acquired multiple times; each one further penalizes
the target’s Defense roll by -1 and doubles the number of
possible adjacent targets. Spreading is often assigned in
conjunction with the Short Range Drawback.
. Stun
An attack with this Adder inflicts temporary damage such
as an electric shock that shorts out electronics and renders
people unconscious. Lost Life points are recovered or repaired
at one Point every minute rather than at the normal rate. Stun
damage cannot kill. Although the attack only inflicts temporary
damage (compared to the real damage of a regular attack), it
has the Ability that it may be used to incapacitate a foe without
the risk of killing him or her.
 Tangle
Attacks that can entangle the victim may include a spray
that freezes the target in ice, or traps him or her in the branches
of an animated plant, simple webbing, etc. The entanglement
has 4 Life points for every Special Attack Rank. If a target does
not successfully defend a Tangle attack, he or she is trapped
until sufficient damage is delivered to the entanglement to
reduce its Life points to zero or lower (at this point it is destroyed).
A trapped character has restricted movement and attacks
physically at a -4 penalty, cannot defend (ignore Reflexes
bonuses for DEF), and cannot perform actions that require
complex gestures. A character is usually able to speak, however.
A victim who has partially destroyed an entanglement may
regain additional body movement (GM’s discretion). A Tangle
attack also inflicts damage as normal unless the No Damage
Drawback is also assigned to the attack. An “Incurable”
entanglement can only be damaged by some special means
(such as fire or water) defined when the Tangle attack is created.
Tangle counts as two Adders.
e Targeted
The attack inflicts double damage to a specific group of
targets and normal or no damage to everyone else. Thus, an
attack could be good energy (double damage to evil creatures),
chaos energy (double damage to lawful creatures), life energy
(double damage to undead creatures), or detrimental to a
specific race. Targeted counts as one Adder if no damage is
delivered to non-Targeted opponents, or two Adders if normal
damage is delivered.



. Trap
The attack lays a mine, booby trap, or some other similar
device, which “sits and waits” until someone triggers it. A
successful Awareness (Sight) Skill check (TN 12 + Special Attack
Rank) will reveal the trap’s presence. The GM may determine
that other Specializations of Awareness may be appropriate for
this as well. The Trap Ability can be paired with the Melee
Drawback to simulate a booby trap that must be carefully
planted. Without the Melee Drawback, the trap can be deployed
at a range; a successful attack roll indicates that the Trap was
fired ortossed into the correct area.
. Undetectable
Most Special Attacks have a visible component that makes
it easy for targets to determine who is attacking them. An attack
with the Undetectable Ability does not provide any indication
that itis about to strike and cannot be traced back to the attacker
using normal methods. This may result in the attacker gaining
surprise (INI of target halved). If the target knows he or she is
under attack, he or she may still defend. This Ability is most
often associated with non-physical attacks such as ones with
the Drain (Any), or Mind or Soul Attack Adders. Undetectable
counts as four Adders.
. Unique Ability
The attack has some other unspecified Ability that is not
listed, and is subject to GM approval. Examples can include
an attack that alters the target’s memories, one that affects the
appearance of the target, and many more. The number of Adder
slots is determined by the GM based on the benefit the Unique
Ability provides.
. Vampiric
This Ability can be added to any attack that causes normal
damage or one that drains Attribute Score values. Upon a
successful attack, the lost Life points or Attribute Scores are
transferred fo the attacker. Vampiric counts as two Abilities if the
attack can only restore lost Life points or Ranks (thus, the
character could heal him or herself). It counts as three Abilities
if the attack can increase the character’s Life points above their
normal maximum value (no more than twice normal, however).
Finally, it counts as four Abilities if it can increase the character’s
Ability Scores above their normal maximum value). Any values
or Points in excess of the user’s normal Rank fade at a rate of 10
Life points or two Attribute Score values per hour. This Ability
may not be combined with the Area Effect or Spreading Abilities.
Vampiric costs 2, 3, or 4 Adder slots.

Attack Drawbacks

Some, none, or many of these Drawbacks may be assigned
to a Special Attack. The GM may disallow any combination
that seems inappropriate.

Special Attack Drawbacks
Drawback
Backblast
Drop Shields
Extra Energy
Inaccurate
Internal
Limited Shots
Low Penetration
Melee
No Damage
Only In (Environment) 1
Self-Destruct
Short Range
Slow
Static
Stoppable
Toxic
Unique Drawback
Unreliable
Uses Energy

# of Slots
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. Backblast
The attack produces some sort of backblast or other sid