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I NTRODUCTI ON

Wel conme to the V&V Rul es Upgrade! These are rul es expansions for
Villains & Vigilantes, a superhero role-playing gane originally published
by Fantasy Ganes Unlimted in 1979.

Thi s docunment only describes the changes and additions to V&Y. The
V&V 2nd Edition rules are still needed for play. Any aspect of the V&Y
2nd Edition rules that is not specifically changed herein renmains the
sane.

CHARACTER GENERATI ON

This section presents a nmethod for using Construction Points (CPs) to
build characters for V& /. It can be used in either of two ways. First,
you can use it to add up the CP value of randomy generated characters.
That would allow you to conmpare their relative strengths, and (if you
wi sh) to nake adjustments to themto make them nore ' bal anced
Secondly, this method may be used to 'build" characters from scratch
You woul d sinply nmake a choice each tine you were presented with a random
roll during character generation, and spend your CPs accordingly, unti
you run out of points.

Thi s method does not guarantee 'bal anced' characters. All point-
construction rules are vulnerable to abuse, and these are particularly
so, since they've been added to a set of rules originally intended to
rely on random chance to keep anyone from building unfairly powerfu
characters 'on purpose'. Renmenber that the GMis still the GM and their
judgnent will be called upon at many times under this method to set
costs, to advise players when they nmake poor choices during character
construction, and to deny them choices that are clearly abusive, in order
to enforce a degree of bal ance.

Certain combinati ons of powers are particularly prone to abuse,
because they feed off of one another in such a way as to produce
abilities that are wildly unbal ancing. That was acceptable for a random
generation system but it is not okay for a systemthat allows players to
choose their character's abilities. The following is a list of
conbi nati ons of abilities that are to be considered illegal. It is by no
means a definitive list, and the GMis hereby enpowered to overrule any
choi ces he or she feels are abusive. The npst obvious of these abusive
conbi nati ons are:

Endurance 19+ or Size Change: Larger with Animal/Plant Contro



Strength 19+ or Size Change: Larger with Gravity Control
Charisma 19+ with Tel epat hy

Intelligence 19+ with Weakness Detection

Si ze Change: Larger with Regeneration

Many comrbi nations of abilities that used to be abusive have been
renmoved due to changes in the way those powers now work. GVs who are
using the old 2nd Edition power rules need to stay alert for those
conmbi nati ons.

If any pre-existing characters have these conbi nations, and you want
to calculate their CP value, add 15 CPs to their overall cost for each
abusi ve combination. As an optional rule, the GMnmay all ow a player to
have these conbinations at the sane additional cost of 15 additional CPs
each.

Poi nt Construction Rul es:

These steps do not need to be taken in any particular order. The
only important thing is to make sure that it all adds up properly in the
end.

CPs and Weaknesses:

A begi nning character gets 125 CPs with which to purchase their Basic
Attributes and Powers. Characters can take weaknesses to generate extra
CPs.

There are new rul es on weaknesses. Please refer to these new rules
for instructions on sel ecting weaknesses.

If you're still using the original V& weaknesses (not recomended),
a character can have 15 nore CPs in exchange for taking one weakness.

Wei ght :
Characters can weigh from 151 to 200 | bs. at no cost, which gives them4
Basic Hits. Lower weight counts as a Wakness, while higher weight costs

CPs. Consult the follow ng table:

Weight (lIbs): Basic Hits: CPs:

51-100 2 -10
101-150 3 -5
151- 200 4 0
201- 250 5 5
251-300 6 10

For exanple, M dgetman who wei ghs only 90 | bs. gets an extra 5 CPs to

spend. On the other hand, Captain Corpul ent who wei ghs 280 | bs. nmust pay
10 CPs. M nimum | egal weight at this stage is 50 I bs., and maxi num | ega
wei ght at this stage is 300 I bs. Super powers may nmodify wei ght further

Do not apply the Agility Mdifier for your character's weight in
section 2.6 B. If you want your character's Agility to reflect their
wei ght, sinply buy an appropriate Agility score.

Basi ¢ Characteristics:

Purchase your Strength, Endurance, Agility, Intelligence, and
Charisma scores at a cost of 1 CP per point. For exanple, it costs 15
CPs to have a Strength of 15, but only 9 CPs to have a Strength of 9.

"Nonsentient” Intelligence costs 10 CPs. Nonsentient animls have



Ferocity rather than Charisnma, which influences the way they react to
everyone el se the sane way "neutral” Charism does. Aninmals add Ferocity
to their Power score, not their Intelligence.

If you are using random character generation rules, you may not have
a Basic Characteristic score over 18 unless you've rolled a Hei ghtened
Characteristic (see below). |If you are choosing your own powers, you nay
purchase any Basic Characteristic score up to 78.

After initial character generation, you may not increase any of your
Basi ¢ Characteristics beyond certain thresholds. Consult the Experience
rul es.

Hit Points:

The Hit Point Modifiers for Strength and Agility should be swapped.
Use the Hit Point Modifier colum fromAgility for Strength, and the Hit
Poi nt Modifier colum from Strength for Agility.

Super Powers:

Every Power has a CP cost. Unless otherw se specified, a power
costs 15 CPs; only the special cases are |isted below. Powers that
include nmultiple abilities have been broken down into their conponent
parts. You only need to pay the CP cost of whichever parts of the power
your character is capable of using.

Undefi ned powers, such as Bionics and Body Power and Psionics, nust
have their CP costs set by the GM on a case-by-case basis. As a genera
guideline, 5 CPs represents a trivial Power, 10 CPs represents a m nor
Power, 15 CPs for a Power of average strength, 20 CPs for a Power that's
above average strength, etc. It is not strictly necessary to rate al
power costs in increnents of exactly 5 points.

The descriptions of several powers needed to be nodified to work with
the new conmbat system These changes are included below. Ignore themif
you're using the old conbat system

Devices & Magic Itens:

Instead of rolling 3d8 to deternine the value of a device's own
built-in Basic Characteristic, give it a 14 automatically. This may be
adj usted up (or down) at a cost (or savings) of 1 CP per 2 Basic
Characteristic points.

Instead of rolling 3d10 minus PR to determ ne a device's nunber of
charges, subtract the power's PR from 17. Any result of O or |ess
becomes 1.

Adapt ati on:
This power provides 5 points of protection vs. powers that duplicate
effects found in nature, such as natural chenicals, flanmes, |ightning,

gravity, and ice plus any other powers the GM deens appropriate on a case
by case basis. This is an exception to the general rule whereby powers
protect vs. one or nore of the standard Damage Types. It also provides
imunity to gasses.

Andr oi d Body:

This is essentially a Wakness, giving the character non-human
appearance and linmted self-repair capabilities, in addition to the
chance of suffering systemloss. For each 20% reduction in hunman
appearance, you gain 1 CP. For each 5% reduction in self-repair
capability, you gain 1 CP. So, for exanple, an Android who appears only



60% humanoid (2 CPs) and has only 30% self-repair capability (14 CPs)
gains 16 CPs. Furthernore, an Android's chance of |osing the use of one
of their built-in systems whenever they're hit is worth 10 CPs. Androids
no longer gain inmunity to being knocked out. You must pay for any
Endurance bonus or Body Power out of your CPs.

Ani mal / Pl ant Powers:

Pay the cost of each power separately, and add the val ue of any
extra Waknesses you get to total points you have to spend. |If you are
bui | di ng your character fromscratch instead of rolling randonmy you may
only choose to take one additional Wakness here. Crustacean characters
must buy at |least 1 dose of Arnor (for 4 CPs), and Fish characters nust
buy Water Breathing for 5 CPs.

Ani mat ed Servant:

Each 3 CPs you invest gives you 15 CPs that nay be spent to build
the servant, in the same way you spend points to build your own
character. No servant (or Pet) may be built fromnore CPs than your own
character has left after paying for them all

Ar nor :

Each 4 CPs = 1 point of protection vs. all Biochem cal, Energy,
Kinetic, and Entropy powers. Armor no | onger becones 'damaged'; it
al ways remains at full effectiveness. 1 point of Armor protection is the
equi val ent of 20 ADR under the old rules.

You rust al so pay separately for any wei ght increase you get from
havi ng bi ol ogi cal Armor, and for any 'additional abilities' built into
technol ogi cal or magi cal Arnor.

Astral Projection:

Costs 15 CPs. Characters in Astral formare conpletely i mune to al
but Psychic attacks. Add 15 CPs to the cost of any attack ability that
the character is allowed to use on physical targets while they thensel ves
are astral

Body Power:
Choose from anmong the fol |l owi ng exanpl es, or make up your own:
Can't be knocked unconscious (but can still be incapacitated): 10
CPs

Can't be knocked unconscious or incapacitated: 15 CPs
I munity to Poisons: 4 CPs
Prehensile Feet: 4 CPs

Cheni cal Power:

Choose anmobng the foll ow ng powers:

Acid Bl ast: 2d8 danamge Bi ochem cal attack, range = Sx2, PR = 3 per
use, CP cost = 8.

Aci d Body: 1d8 damage Bi ochem cal Damage Field, 1 action to
activate, none to deactivate, CP cost = 9.

Di sintegrati on Ray:

This attack does not have a dammge type: it ignores all forns of
protection. Range = S, CP cost = 15. |If you nodify the danage roll of
this power, each point of average damage is worth 1 1/2 CPs.

Enoti on Contr ol
Choose anong the foll owi ng powers:



Single Target: If a hit is scored, roll 1d12 and subtract the
target's protection. |If the total is O or less, the target is not
affected. Range = C, PR = 4 per use, CP cost = 13. |If the target has a
hi gher Charisma than their attacker, they may nake a Charisma save on
1d100 i medi ately, instead of waiting for between-turns for their first
save.

Radi us Effect: Sane as Single Target, but costs 15 CPs and has a
radi us of C inches and no range (it's centered on yourself).

Option: Depending on how the character's Enption Control power is
conceived, it my be nore appropriate for the attacker's chances of
hitting to be based on their Charisma, rather than Agility, and for the
target to use their Intelligence to resist being hit.

Option: If your character can evoke nore than 1 enption, pay 2 extra
CPs per extra enption in your arsenal.

Fl ane Power s:

Choose anmpbng the follow ng powers:

Flight: If your flane powers allow you to fly, purchase that ability
according to the Flight power.

Fl anme Bl ast: 1d12 danmage Energy attack, range = S+E, PR = 2 per use,
CP cost = 7.

Fl ane Body: 1d8 danmge Energy Damage Field, 1 action and PR =5 to
activate, none to deactivate, CP cost = 8.

Fl i ght:
Costs 1 CP per 66" per turn. PR = 1 per hour.

Force Field:

Choose anong the foll owi ng powers:

Pumel i ng Attack: HTH damage, range = Ex2, PR = 1 per attack, CP
cost = 2.

Force Field: Costs 3 CPs per 1 point of protection vs. Biochem cal
Energy, Kinetic, and Entropy attacks. Exception: Force Fields provide no
protection against Gravity attacks. Any anount of Force Field protection
provides imunity to Gas attacks. It takes an Action and PR = 1 per
poi nt of protection to activate a Force Field. So, for exanple, a 7
protection Force Field costs 21 CPs and 7 PR to activate. Creates
barriers of force in whatever shape the character desires (walls,
spheres, etc.). The maxinum area of force that the character can create
is a square plane 1" per side per point of Power the character currently
has. Any character who is attacked through a
Force Field receives protection fromit. Mxinumrange = Ex2". Once a
Force Field is activated, keep track of the nunber of danmage points
deflected off of it. |If at any time the danage taken exceeds your
current Power score, the Force Field goes down, and any damage |eft over
continues on to strike its target. |If your Force Field goes down, you
may spend the PR and another Action to turn it back on. |If you have a
hel d Action, you may use it to reinforce your Force Field at the sane
instant that it goes down, taking any danage |l eft over onto the new Force
Field. |If used as an attack, rolling to hit entails catching the target
behind or inside a force barrier. Except when being used as an attack, a
Force Field can be re-shaped at a cost of novenent only.

Personal Force Field: Wrks the same way as a regular Force Field,
except that it of a set size and shape (usually conformng to the
contours of the character's body), and thus cannot be re-shaped or used
as an attack. Costs 2 CPs per point of Protection



Hei ght ened Attack:
8 CPs. This power may not be purchased by characters after they've
progressed beyond experience level 1

Hei ght ened Characteri stics:

As stated above, each Characteristic point costs 1 CP. If you are
usi ng random character generation, you may not purchase a Basic
Characteristic score over 18 unless you roll a Heightened Characteristic.

An "A" Heightened Characteristic adds 15 to your meximum score,
all owi ng you to purchase a score up to 33. A "B" Hei ghtened
Characteristic adds 30, allowi ng you to purchase a score up to 48. If you
roll nmultiple doses of the same Hei ghtened Characteristic, these
i ncreases to your maxi nmum score are cumul ative

Hei ght ened Def ense:
Thi s power costs 12 CPs.

Hei ght ened Experti se:
Expertise with a single weapon costs 4 CPs. A group of weapons
costs 8 CPs. Expertise with all weapons costs 12 CPs.

Hei ght ened Senses:

The costs for the exanples given are:

Ni ght Vision: 10 CPs. Provides inmmunity to Darkness.

6th Sense: 10 CPs. Allows the character to nake Perception skil
rolls to "Detect Danger" even when there is no evidence to trigger any of
the 5 normal senses.

Radar Sense: 15 CPs. Provides inmunity to Invisibility and Darkness,
and negates all facing penalties.

Tracking Ability: (requires an Intelligence save on 1d20) 10 CPs

Lie Detection: (treated as an Enotion Control Attack for chances of
success) 10 CPs

Acute Senses: To give a character acute senses, sinply buy more of
the Perception skill. This is explained in the skills section

Tel escopi ¢ Sense: x2 magnification per CP spent. 1 CP = x2, 2 CPs =
x4, 3 CPs = x8, etc.

X-Ray Vision: 15 CPs.

Hei ght ened Speed:
Costs 1 CP per +30 nmovenent and +1 initiative.

| ce Powers:

Choose anmpbng the foll ow ng powers:

Ice Arnor: Costs 5 CPs for 2 points of protection vs. Biochenical
Entropy, and Kinetic danage. |t takes an Action to activate, and PR =1
per turn to maintain it. |If not maintained, it melts off at a rate of -1
poi nt of protection per turn.

Ice Blast: dl12 attack, range = (St+E)/2", PR = 5 per use, CP cost =
6. The attack creates 1 cubic foot of ice per point of damage rolled in
the attack, which clings to the target after the hit is scored. The
initial attack only creates ice; no danmge is caused, nor does protection
(apart from Damage Fields) have any effect against it. Between turns,
the target takes 1 point of Entropy damage per cubic foot of ice that
remai ns. Protection applies against that danmage. After inflicting its
damage, one cubic foot of ice nelts away. This nmelting can be avoided if
the attacker stays within range and spends 1 PR per turn



Cold Blast: 1d12 damage Entropy attack, range = S+E, PR = 2 per use,
CP cost = 7.

Invisibility:
Renenber, if you're building your character instead of rolling you
may choose whether or not this power is permanent.

I nvul nerability:
This power costs 1 CP per point if it works the way it did in the
2nd Edition rules. However, | recomrend using the follow ng rules
i nst ead:
CP cost = 15 for conplete imunity to one Danage Type of your
choi ce: Energy, Kinetic, Entropy, Psychic, or Biocheni cal

Li fe Support:

This is a space suit of advanced design which grants 2 points of
protection vs. natural chemcals, flames, lightning, ice, and HTH as wel
as providing immnity to gasses. It also provides air, nutrition, and
other essentials for effectively unlinmted periods of time, and allows
the character to survive in any pressure fromvacuumto the depths of
space. CP cost = 10.

Li ght Control:

Choose anmpbng the follow ng powers:

Laser: 1d12 damage Energy attack, range = Ax2", PR = 1 per use, CP
cost = 10. Can nmke a special 'flash' attack to blind, no danmge,

i gnores protection, victimgets one Endurance save on 1d100 between-turns
to recover. Blinded victinms behave as if encircled in Darkness, and as
if all of their opponents were Invisible. |[If both rolls to hit are 1's,
the target is blinded permanently.

Area Fl ash: Maxi mum radi us Ax2" special attack to blind, no damage,
i gnores protection. Victimgets one Endurance save on 1d100 between-
turns to recover. PR = 1 per use. CP cost = 7. Blinded victims behave
as if encircled in Darkness, and as if all of their opponents were
Invisible. |If both rolls to hit are 1's, the target is blinded
per manently.

G are Defense: CP cost = 1 per point of maxi mumglare. PR cost =1
per turn per point of glare used. Each point of glare gives the
character a -1 nodifier on his chances of being hit. Using this power
creates a sphere of light with a radius = to the points of glare being
used. Everything within 1/2 of that radius is also protected by the
glare. Takes novenent only to use.

Li ght Creation: Takes novenent only, no PR Character can project
beans of light, illum nate areas, etc. up to a range or radius of Ax2".
CP cost = 3.

Li ght ning Control:

Choose anong the foll owi ng powers:

El ectrical Bolt: 1d12 Energy damage attack, range = Ex2", PR = 4 per
use, CP cost = 5.

Electrical Field: 1d6 Energy Danage Field, 1 Action to activate/none
to deactivate, CP cost = 7.

Control Electrical Devices: CP cost = 5.

Magneti c Powers:
Choose anong the foll owi ng powers:
Magnetic Capacity = 300 | bs. per CP. Range = S



For Magnetic Defense, buy Force Field or Personal Force Field.

M nd Control
Range = (I1xC)/5", and you nmust be able to comunicate with your
victim If a hit is scored, roll 1d12 and subtract the target's defense.

If the total is O or less, the target is not affected. PR = 10 per use,
CP cost = 30. If the target has a higher Intelligence than their
attacker, they may nmake an Intelligence save on 1d100 i medi ately.

Option: Depending on how the character's M nd Control power is
conceived, it my be nore appropriate for the attacker's chances of
hitting to be based on their Intelligence, rather than Agility, and for
the target to use their Charism to resist being hit.

Option: "Silent' Mnd Control, that doesn't require you to be able
to communicate with your target, costs an additional 5 CPs.

Nat ural Weaponry:
+1/+2 costs 3 CPs, +2/+4 costs 6 CPs, and +3/+6 costs 9 CPs. Pay
for any bonus abilities separately.

Non- Cor por eal ness:

Non- Cor poreal characters are inmmune to all but Psychic attacks, but
must pay an extra 15 CPs for each attack they possess that's usable
agai nst physical targets while they're Non-Corporeal. This ability is
ei ther permanent, or else it takes novenent to shift between physical and
Non- Corporeal form and a PR of 5 per hour to use.

Renmenber, if you're building your character instead of rolling you
may choose whether or not this power is permanent.

Paral ysis Ray:

If a hit is scored, roll 1d12 and subtract the target's defense. |If
the total is O or less, the target is not paralyzed. Range = Ex2, CP
cost = 15.

Pet :

Each 2 CPs you invest gives you 15 CPs that nay be spent to build
the pet, in the sane way you spend points to build your own character
No pet (or Animated Servant) nmay be built fromnmore CPs than your own
character has left after paying for them all

Poi son/ Venom

Choose anmpbng the foll ow ng powers:

Poi son Spray: Biochem cal attack, range = E, Pr = 2 per use, CP cost
= 10. If a hit is scored, roll 1d10 and subtract the target's
protection. |If the total is O or less, the target is not affected.

O herwi se, the target suffers damage equal to the remainder. |If

affected, the target must nake an Endurance save on 1d100 between-turns
or take the sane number of damage points again. This continues until the
victimeither makes a successful save, or receives nedical treatnment.

Poi soned Attack: This adds a carrier attack to one of your
character's other attacks. It does the sane damage, and requires the
same Endurance saves, as a Poison Spray. It has a PR of 0, and whatever
range the attack it's attached to has. CP cost = 10.

Power Bl ast:
1d20 danmmge attack, range = (StE)/2, PR = 1 per use, CP cost = 11
Choose a Damage Type, usually Energy or Kinetic.



Regener ati on:

15 CPs if the character can't regenerate damage from one specific
kind of attack (electricity, sonics, etc.). 10 CPs if the character
can't regenerate fromany damage within an entire damage Type (Kinetic,
Psychic, etc.).

Roboti ¢ Body:

This is now essentially a Weakness. You gain 1 CP for each 20%
reduction in human appearance, plus 20 CPs for your lack of self-repair
capability, plus 10 CPs for your chance of |osing the use of one of your
built-in systems whenever you take Hit Point damage. Robots are no
| onger automatically i mmune to bei ng knocked unconsci ous. You nust pay
the CP cost of any weight increase, Strength bonus, or extra Devices.

Si ze Change:
You may choose whet her you're able to both shrink and grow, if so,
buy each of those abilities separately.

Si ze Change (A); Larger

Cost = 15 CPs if you can only change to a single larger size. Cost
= 10 CPs if you're permanently stuck at one larger size. |If you can grow
to any of several sizes, find the CP cost on the table below Al so,
mul tiply your character's final Agility score as indicated for whatever
size they're at currently:

Maxi mum Hei ght Factor: CP Cost: Agility Mdifier
10
15
17
19
21
23
25
27

NOoO O WNE !
X X X X X X X X
NWAOOITO NOO®

Si ze Change (B); Snaller

Cost = 10 CPs if you can only shrink to a single smaller size. Cost
=5 CPs if you' re permanently stuck at one smaller size. Smaller
characters don't automatically get an Agility bonus, but you may buy
extra Agility that only applies when they're smaller at a cost of 1 CP
per 2 points of Agility. |If you can shrink to several different sizes,
costs are as foll ows:

M ni mrum Scal e: CP Cost:
1 12
3" 14
1" 16
1/ 4" 18
M croscopi c 20
At om c 22
Subat om ¢ 24

Sonic Abilities:

Choose anmobng the foll ow ng powers:

Sonic Blast: 1d12 danage Energy attack, range = Sx2, PR = 1 per use,
CP cost = 8. Can make a special attack to deafen, no damage, ignores



protection, victimgets an Endurance save between-turns on 1d100 to
recover.

Sound Creation: Takes novenent only, no PR Character can produce
sounds; others make a Perception skill roll to resist attenpts to mmnic
speci fic sounds, voices, etc. Range or radius of effect is Sx2. CP cost
= 7.

Area Deafen: Radius Sx2 special attack to deafen, no danmmge, ignores
protection, victimgets an Endurance save on 1d100 between-turns to
recover. PR = 1 per use, CP cost = 7.

Speci al Weapon:

Choose your weapon. The CP costs for the 'standard" weapon types
given in the rules are listed below. The CP cost of an 'expendabl e’
weapon (such as a grenade, bonb, or thrown dagger) allows your character
to carry around six of that item The GM may apply additional costs for
any special abilities given to the weapon.

Weapon: CP Cost :

Kni f e/ Dagger 4

Cl ub/ Bl udgeon 5

Swor d 6

Big C ub 7

Hand Axe/ Hat chet 6

Bat t | eaxe 6

Spear 7

Pi stol * 2/ 4 6 anmo
Rifle* 13/ 15 12 ammo
Energy Pistol* 13/ 15 20 anmo
Energy Rifle* 18/ 20 20 anmo
Shot gun 10 2 ammo
Booner ang 5

Bol as

Bow 8

Crossbow 11

Hand Grenade 9

Smal | Bomb 8

Medi um Borb 15

Large Bonb 17

Smal | Nucl ear Bonb 175
* The second Cost given is for automatic weapons

Speed Bonus:
This power costs 1 CP per +33".

Stretchi ng Powers:

Di stance: Cost = 1 CP per 10" of maxi mum | ength (includes bonus to
novermrent and ability to flatten or expand).

Ability to squeeze through small openings: 5 CPs

Defense: 3 protection vs. Kinetic danage, PR = 1 per use. CP cost =
2.

Tel eki nesi s:
Same as Magnetic, but 60 |Ibs. per CP, and it works on any physica
object, not just ferrous nmetal. Range = A x Level

Transformation (A); Power Activation



This is essentially a Wakness, which allows you to take an extra 15
CPs. If you are building your character fromscratch you may not choose
anot her additional Wakness.

Transformation (B); Weaker Form
The default cost for this power is 10 CPs, though dependi ng on what
formyou choose the GM may choose to nodify the cost.

Transformation (C); Shapeshifter

Pay for each option separately. Disguise costs 10 CPs. |nanimate
Obj ects costs 10 CPs. Creatures costs 10 CPs for a single creature, 15
CPs for a group of creatures, or 25 CPs for any creature. These are only
"default' costs; there is a lot of roomfor variation within this power,
and the GMis enmpowered, as always, to nodify the actual cost of a power
to fit the specific choices made by the player

Transmut ati on:

Choose a Damage Type. |If a hit is scored, roll 1d12 and subtract
the target's defense. |If the total is O or less, the target is not
affected. The CP cost of the power depends on how powerful the
Transmutation is. Pick fromthe following list. You nust specify what
the exact effect of the Transmutation is going to be when you take this
power .

Type: Effect:

A M nor Cosmetic: Target's statistics are not affected in any way.
The target is only affected cosnetically, and not even enough to affect
their Charisma. For exanple, a target could be turned bl ue.

B: Cosnetic: The target can be conpletely changed, cosnetically.

Only their Charisma can be affected, and they can be given appearance
rel at ed Weaknesses (li ke Prejudice, Physical Handicap, etc.).

C Partially Disabling: The target can |ose (or gain) mnor
statistical advantages and powers. For exanple, the target could be made
to sprout gills, or lose half of their Strength, or etc.

D Total ly Disabling: The target can be changed enough to becone
effectively useless in conbat. For exanple, they could be turned to

i mobi |l e stone.

E: Di sabling Plus: The target not only ceases to be effective in
conmbat against their attacker, but they change in some way that is
advant ageous to their attacker beyond that. For exanple, a man could be

changed into a zonbie who is controlled by their attacker

Cal culate the CP cost using the following tables. PR cost per use =
1/2 of the final CP cost. Range =1 x2. |If you want to be able to
change the target in nore than one way, pay the CP cost of the single
most powerful Transnmutation you can perform+ 5 CPs per additional one
(the PR cost for each kind of Transmutation you can do should be figured
individually, and isn't affected by the extra CP cost for being able to
do nore than one kind).

Ef f ect : Base CP Cost:
M nor Cosnetic 4
Cosnetic 8
Partially Disabling 12
Total ly Disabling 16

Di sabling Pl us 20



Recovery: CP Cost Modifier:

d20 save between-turns x1/ 2
d100 save between-turns x1
time limt: 8 turns (1 mnute) x1
time limt: 1 hour x1 1/2
time limt: 1 day X2
time limt: 1 nonth x2 1/2
Vehi cl e:

Choose your vehicle. The CP costs for the 'standard' vehicle types
given in the rules are listed below. The GM nay apply additional costs
for any special abilities given to the vehicle.

Vehi cl e: CP Cost:
Mot or cycl e 5
Conpact Car 10
Sports Car 15
M d- Si zed Car 15
Ful | - Si zed car 20
Van 25
Mot or boat 5
Lt. Hydrofoil 20
Lt. Single-Prop Plane 20
Lt. Twi n-Prop Pl ane 25
Lt. Twi n-Jet Pl ane 30
Lt. Helicopter 25

Vi bratory Powers:

Choose anong the foll owi ng powers:

Vi bratory Defense: Same as Non- Cor por eal ness.

Vi bratory Attack: 2d8 damage Kinetic attack, range = Ax2, PR = 3 per
use, CP cost = 8.

Wat er Breat hing:
This Power costs 5 CPs.

Wl power (A); Self-Control:

Thi s power give a character 6 points of protection against Psychic
attacks, 3 vs. Entropy attacks, and 1 vs. Biochem cal attacks. WII power
stunts have a PR of 1 per turn of use, but use of this power as a defense
has no PR Cost = 15 CPs.

W ngs:
75" per turn per CP, only works in atnmosphere. Purchase any Agility
bonus separately.

Modi fyi ng Powers:

If you want to take a variant of an existing power, ask your GMto
give you a new cost for it. The follow ng section contains sone
guidelines for the GMto use when adjusting CP costs. The final CP cost
of a power may not be reduced bel ow 1.

Bonus Abilities:

If you want to add a new special ability to one of the standard
powers, apply an additional CP cost based on the useful ness of that new
ability. As a general guideline, 5 CPs represents a trivial ability, 10
CPs represents a minor ability, 15 CPs for an ability that's equal in



useful ness to a regular Power, 20 CPs for an ability that's nore usefu
than a typical Power, etc. You can also reduce the CP cost of a Power by
renoving special abilities it normally has.

Power Requirenment:
Add 1 CP to the cost of a Power per -1 to its PR per use. PR per
use may not be reduced to zero. Subtract 1 CP fromthe cost of a Power

per +1 to its PR per use. |If a Power has a PR cost 'per hour' or 'to
activate', add 1 CP to its cost per -5 PR, and subtract 1 CP fromits
cost per +5 PR. If a Power has a PR cost 'per turn', add 1 to its CP

cost per -1 PR, and subtract 1 fromits CP cost per -1 PR

Range:

Ranges for Powers are calculated from Basic Characteristic scores.
For each additional Characteristic score worth of range, add 1 CP to the
cost of the Power. For each Characteristic score *less*, subtract 1 CP
fromthe Power's cost. For exanple, the range of a Power Bl ast equals
(S+E)/ 2, or an average of 1 characteristic in range. Making a Power
Bl ast's range equal S+E costs an extra 1 CP, while reducing a Power
Bl ast's range to 0" reduces the CP cost of the Power Blast by 1

Damage:

The CP val ue of any damamge roll equals its average danmage, rounded
up. So, for exanple, a Power Blast's 1d20 damage roll has a CP val ue of
11, while a Flane Power attack's 1d12 danmge roll has a CP val ue of 7.
Consequently, reducing a Power Blast's danage roll to 1d12 subtracts 4
fromthe CP cost of the Power Blast, while increasing a Flame Power
attack's damage to 1d20 would add 4 CPs to the cost of the Flane Power.
As a general rule, the GM should not allow any damage roll to be
i ncreased by nore than 6 CPs.

The CP value of a Damage Field roll equals twice its average danmage.

Cunul ati ve Powers:

Powers which sinply endow a character with basic ability bonuses
(Natural Waponry, Hei ghtened Defense, Hei ghtened Characteristics, Speed
Bonus, etc.) are cunulative if purchased multiple tines. The maxi mum
| egal Characteristic score is 78.

SKI LL SYSTEM
SAVI NG THROWS

Al'l saving throws are made on 1d20. You rmust roll equal to or less than
the save nunber found on the table for the Basic Characteristic you're
using. The GM may apply difficulty or opposition nmodifiers to your saving
throw, as explained below. Any roll of a 1 on a saving throw always
succeeds, and any roll of a 20 always fails and may (at the GM s option)
result in a funble.

Each Basic Characteristic has a save nunber except for Strength. Tests

of a character's physical strength are nmade by rolling their basic HTH
damage.

BAS|I C CHARACTERI STI C SAVE NUMBERS



Characteristic

Rat i ng: Save:

0- 2

1-2 4

3-5 6

6- 8 8

9-11 10

12-14 11

15-17 12

18- 20 13

21-23 14

24-26 14

27-29 15

30- 32 15

33-35 16

36- 38 16

39-41 16

42- 44 17

45- 47 17

48-50 18

51-53 18

54-56 18

57-59 19

60- 62 19

63- 65 20

66- 68 20

69-71 20

72-74 21

75-77 21

78-80 22

81-83 22

84- 86 22

87-89 23

90+ 23

SKI LLS

Every skill is based on either Intelligence, Agility, or Charism. A
character's beginning score in any skill equals their save number for the
Basic Characteristic the skill is based on

Exanpl e: Joe has a 23 Agility and has the Locksmith skill. Locksmth is
based on Agility, so Joe's beginning Locksnmith skill score is 14.

There are Common skills and Unique skills. Every character has a skil

score equal to their Basic Characteristic save in every Common skill and
a skill score equal to their Basic Characteristic save -10 in every

Uni que skill at no cost.

It costs 1 CP to buy a Unique skill, which negates the initial -10
penalty in that skill. Each 1 CP spent on any skill thereafter (Conmon
OR Uni que) adds +1 to the character's score in that skill

Exanpl e: Locksmith is a Unique skill, so it already cost Joe 1 CP to
raise it from4 to 14. |If Joe spends 1 nore CP on his Locksmith skill,

his score in Locksnith would become 15.



If a Basic Characteristic is increased sufficiently to raise it’'s save
nunber, all skills based on that Characteristic are raised accordingly.

Note that this inplies a rather different interpretation of the Charism
characteristic. In V&/, Charisma is a rating of the character's force of
personality. The popularity aspect of Charism is obsolete.

SKILL ROLLS

A skill roll is a saving throw vs. the character's score in the skill

The GM may apply modifiers to a character's chance of success to refl ect

the difficulty of the task they're attenpting. The follow ng table

presents sone suggested nodifiers.

Task Difficulty: Modifier

Si mpl e +10

Easy +5

Difficult -5

I mpossi bl e -10

Characters can only attenpt skill rolls when they are consci ous and abl e
to act.

HURRYI NG & TAKI NG EXTRA TI ME

A character can try to acconplish a task nore quickly by accepting a
penalty to their chance of success. A character can also gain a bonus to
their chances of success by taking |onger to prepare, or by sinply
proceedi ng slowmy and cautiously. The GM applies a nodifier to refl ect
the inmpact of hurry or caution. The follow ng table presents some
suggested nodifiers:

Ti me Taken: Modi fi er
Instant (no time at all) -10
Hurried (half normal tinme) -5
Rel axed (double normal time) +5
Cautious (5x normal tine) +10

OPPCSED SKILL & SKILL ROLLS

When a skill is used *against* another character, the GM may inpose a
penalty based on the target's save in sone applicable characteristic. For
exanple, the Charmskill is used to nmake other characters like you. The

target's Charisma is used to oppose attenpts at Charm The nodifier is
found by subtracting 10 fromthe target's characteristic save, and
subtracting the remai nder fromthe chances of success. Many such cases
are spelled out in the skill descriptions (see below).

For exanple: Darla (with a 13 Charmskill score) is trying to charm
Al bert (who has a 15 Charisma, and thus a 12 Charisma save). Darla's
chance of success is reduced by 2.



In some cases a particular skill may be necessary in order to oppose

sonmeone else's skill attenpt. |If the target has the appropriate skill,
the nodifier is found by subtracting 10 fromtheir skill score, and
subtracting the remai nder fromthe chances of success. |If the character
doesn't have the required skill, the nodifier is calculated fromtheir
base characteristic save (-10 nore if the skill is Unique). Again, many
exanples of this are spelled out in the skill descriptions (see bel ow).
Exanpl e: Forgery skill is necessary to oppose soneone detecting a fake
with Appraisal. Elaine (with a 15 Appraisal skill score) is evaluating a
fake Rembrandt painted by Doug (who has a score of 12 in Forgery).

El ai ne' s chance of success is reduced by 2. |If Doug didn't have the
Forgery skill his ability would default to his base Intelligence save
(11), -10 because Forgery is a Unique skill. Elaine's roll would be

*increased* by 9 (because 11 - 10 =1, and 1 - 10 = -9).

Opposed saves are always made by the character that is currently active,
or on the offensive (unless otherw se specified in the skil
description). In our Forgery vs. Appraisal exanple, the painting is

al ready done when the situation comes up, so the character doing the
appraising is the active character

Characters can only oppose skill rolls when they are consci ous and able
to react.

DETECTI ON

"% To Detect Hi dden Objects" is obsolete. This function is now taken
over by the "Search” skill. "% To Detect Danger" is obsolete too. |Its
function is now taken over by the "Perception” skill.

SKI LLS & COVBAT

The "Accuracy Mdifier" fromAgility is now obsolete. Instead, attacks
are made using skill rolls. A character's base chance to hit equals
their skill score with the type of attack they're making, and al

nodi fiers on the character's chances of hitting apply to that.

Since Fighting is a skill that's opposed by Agility, the target's Agility
save -10 is now subtracted fromrolls to hit that target, as long as the
target is conscious and nobile. There is no "Dodge skill". To enhance a
character's ability to dodge attacks beyond their Agility save, the
character nmust take a power such as Hei ght ened Def ense.

Because of the shift in enphasis in Intelligence and Agility toward
skills, the "Damage Moddifier" that used to be derived fromthose two
characteristics is now obsol ete and should be ignored.

SKI LL SELECTI ON

Skills can be selected by choice or at random

To select skills at random roll twi ce for general "know edge areas", and
then roll 5 tinmes anmong the knowl edge areas received to select specific



skills. Spend one CP on each skill. |If a particular skill is rolled
nmore than once, spend one CP on it each tine.

To select skills by choice, spend as many CPs as you like on any skills
you want. You can still refer to the list of know edge areas and their
related skills for guidance on selecting the appropriate skills to fit
your idea of the character's background.

Don't feel bound by the choices presented in these tables. These are
only the skills that seened npst obviously |inked to the basic know edge

area. It is certainly not meant to inply that anyone with Locksmth
skill must have a crimnal background, even though Crine is the only
know edge area where the Locksnmith skill happens to appear

Not e: Characters now get 125 CPs to start, not 120.

% Die Roll: Know edge Area:
01-04 MEDI CAL 67-68 Disguise
01-20 Medicine 69-74 Driving
21-35 Biol ogy 75-76 Pil ot
36-45 Veterinarian 77-78 Boating
46-55 Forensics 79-80 Programm ng
56-65 Dentistry 81-82 Politics
66-75 Pediatrics 83-84 Research
76-90 Surgery 85-90 Stealth
91-95 Research 91-92 Swim
96- 00 Teach 93-94 Intimdation
95-00 Perception
05-08 LEGAL
01-30 Law 17 FI NE ART
31-40 Busi ness 01-25 Art
41-50 Oratory 26- 40 Phot ogr aphy
51-60 Cri m nol ogy 41-55 Poetry
61-70 Interrogation 56-70 Forgery
71-80 Politics 71-85 Conpose Music
81-90 Research 86-95 Appraisa
91-00 Intimdation 96-00 Mechanic
09-12 RESEARCH TECHNOLOGY 18 COWMERCI AL ART
01-10 Research 01-05 Craft
11-25 El ectronics 06-25 Art
25-40 Programm ng 26-40 Architecture
41-60 Engi neering 41-45 Chef
61-70 Mathematics 46-55 Disgui se
71-85 Mechanic 56- 65 Forgery
86-90 Trivia 66- 80 Phot ogr aphy
91- 00 Business 81-95 Conpose Music
13-16 LAW ENFORCEMENT 96- 00 Busi ness
01-12 Law
13-34 Fighting 19 PERFORM NG ART
35-46 Forensics 01-12 Play |nstrunent
47-58 Crim nol ogy 13-24 Sing
59-60 Interrogation 25-36 Acting
61-62 Search 37-42 Oratory
63-64 Tracking 43-48 Acrobatics

65-66 Riding 49-54 Danci ng



20-23

24-27

28-31

55-60
61- 66
67-72
73-78
79- 84
85- 86
87-88
89-90
91-92
93-94
95- 96
97-98
99- 00

SQOCI AL
01-05
06- 15
16- 25
26-35
36-55
56- 65
66- 75
76- 80
81-85
86-90
91-00

JOURNALI
01-20
21-36
37-44
45-52
53-56
57-64
65- 68
69-72
73-76
77-80
81-84
85- 88
89-92
93-96
97-00

SPORTS
01-16
17-24
25-30
31-38
39-44
45-50
51-60
61- 66
67-72
73-78
79- 86
87-88

Escape Arti st
| mpr essi oni st
Sl ei ght - Of - Hand
Fi ghti ng
Ventril oqui sm
Per ception
Conpose Misi c
Di sgui se 32-35
Language
Phot ogr aphy
Poetry
Stealth
Swi m

36- 39
WORK/ CHARI TY
Chef
Ecol ogy
Language
Politics
Soci ol ogy
Teach
Medi ci ne
Busi ness
Cri m nol ogy
Pr ogr anmi ng
Resear ch

SM BROADCASTI NG
Witing

Oratory

I nterrogation
Phot ogr aphy
Politics
Resear ch

Convi nce

Cri m nol ogy

Pr ogr ammi ng
Language

Search 40- 43
Stealth

Sur vi val
Perception

Busi ness

Sport
Acrobatics
Boat i ng
Driving

Ri di ng
Swim

Fi ghting
Cli nbi ng
Junp

Thr ow
Intimdation
Sur vi val

89-90 Trapping
91-92 Perception
93-94 Veterinarian
95-96 Navigation
97-98 Mechanic
99-00 Tracking

EDUCATI ON

01-70 Teach

71-80 Oratory
81-90 Trivia
91-00 Programm ng

CRI ME

01-08 Locksnith
09-12 Apprai sal
13-20 Forgery
21-28 Pick Pocket
29-32 Crim nol ogy
33-34 Denvolitions
35-38 Driving
39-40 Escape Arti st
41-48 @Ganbling
49-56 Intimdation
57-60 Search

61- 64 Convi nce
65-66 Sl ei ght-Of - Hand
67-70 Stealth
71-78 Fighting

79- 82 Busi ness
83-84 Disguise
85-88 Perception
89-90 Cryptography
91-94 El ectronics
95-96 Programm ng
97-98 Interrogation
99-00 d i nbing

M LI TARY

01-15 Fighting 15
16-22 Survival 7
23-27 Tactics 5
28-30 Cryptography 3
31-34 Demplitions 4
35-39 Driving 5
40-43 Electronics 4
44-47 Programming 4
48-50 Engineering 3
51-54 Navigation 4
55-58 Gunnery 4
59-61 Interrogation 3
62-65 Mechanic 4

66- 68 Phot ography 3
69-72 Search 4

73-75 Clinbing 3
76-79 Stealth 4
80-82 Swim3



44- 47

48-51

52-55

56-59

83-86
87-90
91-93
94- 96
97

98- 00

Intimdation 4
Perception 4
Di sgui se 3
Language 3
Riding 1

Pilot 3

GOVERNMENT/ BUREAUCRACY

01-15
16-30
31-60
61-75
76- 80
81-85
86-90
91-95
96- 00

Law

Busi ness
Politics
Soci ol ogy
Forgery

Pr ogr anmi ng
Language
Resear ch

I ntinmdation

AGRI CULTURE

01-25
26-45
46- 60
61-75
76-80
81-85
86-90
91-95
96- 00

Bot any

Ecol ogy

Zool ogy

Busi ness

Vet eri nari an
Navi gati on

Ani mal Handl i ng
Ri di ng

Sur vi val

SCHOLAR

01-08
09-16
17-24
25-32
33-40
41- 48
49- 56
57-64
65-72
73-80
81-84
85- 88
89-92
93- 96
97-00

SCl ENTI
01-04
05-14
15-18
19-22
23-30
31-34
35-38
39-42
43- 46
47-50

Hi story

Phi | osophy
Trivia
Crypt ogr aphy
Language

Li ngui stics
Cccul t
Resear ch
Soci ol ogy
Theol ogy
Appr ai sal
Forgery

Pr ogr anmi ng
Politics
Teach

ST

Bi oni cs

Pr ogranm ng
Bi ol ogy
Cheni stry
Physi cs

Ast ronony
Pal eont ol ogy
Ant hr opol ogy
Ar chaeol ogy
Bot any

60- 63

64-67

68-71

72-75

76-79

51-54 Forensics
55-58 Cryptography
59-62 Ecol ogy
63-66 Geol ogy
67-76 Mathematics
77-86 Research
87-90 Search

91-94 Zool ogy
95-98 El ectronics
99-00 Teach

COVMUNI CATI ONS
01-10 Cryptography
11-15 Law

16-40 El ectronics
41-60 Busi ness
61-70 Programm ng
71-80 Language

81- 00 Phot ogr aphy

RELI Gl OV MYSTI Cl SM
01-16 Theol ogy

17-28 Phil osophy
29-44 Cccul t

45-56 Par apsychol ogy
57-60 History

61-64 Language

65-68 Poetry

69-72 Sing

73-76 Sl eight-O-Hand
77-80 Research

81-84 Teach

85-88 Fighting

89-92 Ventril oquism
93-96 Busi ness

97-00 Intimdation

PSYCHOLOGY

01-15 Psychol ogy

16- 30 Par apsychol ogy
31-45 Medi ci ne

46-60 Crim nol ogy
61-75 Interrogation
75-90 Soci ol ogy
91-95 Intimdation
96- 00 Convi nce

MANUFACTURI NG
01-30 Busi ness
31-45 Electronics
46-55 Programi ng
56- 75 Engi neeri ng
76-95 Mechanic
96-00 Craft

BUSI NESS/ SALES
01-40 Busi ness



41-60 Convince 88-91 TRANSPORTATI ON

61-90 Apprai sal 01-20 Pilot
91-00 Language 21-45 Driving
46- 65 Boati ng
80- 83 ACCOUNTI NG FI NANCE 66-75 Navigation
01-25 Mathemmtics 76-80 Busi ness
26-50 Business 81-85 Language
51-65 Apprai sal 86-90 Mechanic
66-80 Ganbling 91-95 Swim
81-90 Programm ng 96- 00 Perception
91-00 Research
92-96 ROLL TW CE AGAI N
84- 87 | NHERI TOR
01-00 Wealth 97-00 NONE
SKILL LI ST

This list is by no means conprehensive. As |long as you get your GMs
perm ssion, you can rmake up any new skill you want.

Sorme skills may require you to select a specialization. The
speci ali zati on nmust be specified i mediately when you take the skill. If
the skill is "Unique", then picking up one specialization allows you to
use all other specializations as if they were Conmon. For exanple, if
you | earn Animal Handling: Exotic Birds, it is assunmed that you know
enough about animal handling in general now to be able to use Anim
Handl i ng: Dogs as a Common skill.

Acrobatics: Unique / Agility
You may performflips, cartwheels, tightrope wal ks, and so on. The
difficulty of any maneuver is set by the GM Nornmally takes nmovenent.

Acting: Conmon / Charisnm

You can change speech patterns and mannerisns to act |ike someone
el se. This doesn't include ability to mimc specific voices. Targets make
an Intelligence save to find fault with your acting, and your skill is
used to oppose that save. Takes no tine.

Ant hr opol ogy: Unique / Intelligence
The study of man as an ani mal and an object of natural history.
The GMwill set the difficulty for any task. Tinme requirement varies.

Ani mal Handl i ng: Unique / Intelligence

You can herd, diagnose, care for, and train animals. Training
difficulty depends on the trick conplexity and the intelligence of the
ani mal . Each attenpt takes 1 week. Specify the type of animal you are
skilled at handling. Exanples: dogs, horses, hawks, cattle, exotic birds.

Appraisal: Unique / Intelligence

This skill allows you to evaluate the market value of artwork and
collectibles. The GMwill set the difficulty for any task. Takes a ful
Move & Action. For each point the roll is missed by your assessnent will

be off by +/- 10%



Apprai sal can also be used to detect forgeries. |If so, the skill of
the forger is used to oppose the appraisal skill check

Archaeol ogy: Unique / Intelligence

The study of antiquities such as the remains of buildings or
monunments of an early epoch, inscriptions, inplenments, and other relics,
written manuscripts, and so on for the purpose of constructing an
accurate view of what those tines were |ike.

The GMwill set the difficulty for any task. Tinme requirement varies.

Architecture: Unique / Intelligence

The art or science of building. This skill is used to design
structures that are functionally efficient, aesthetically pleasing, and
structurally sound, and to evaluate the degree to which existing
structures nmeet those criteria.

The GMwill set the difficulty for any task. Tinme requirenent varies.

Art: Unique / Agility

Specify the nediumyou are nmost fanmiliar wth: draw ng, painting,
cl ay, woodcarving, metalworking, stonecarving, photography, etc. Viewers
make an Intelligence save to find fault with your artwork, and your skil
is used to oppose that save. Tine requirenment varies.

Astronomy: Unique / Intelligence

The science dealing with celestial bodies, of their nagnitudes,
nmoti ons, di stances, periods of revolution, eclipses, constitution,
physi cal condition, and of the causes of their various phenonena. This
skill is used to make predictions about the nmovenents of or conditions on
celestial bodies, and to navigate through space.

The GMwi Il set the difficulty for any task. Tinme requirenment varies.

Bi ol ogy: Unique / Intelligence

The science of life. This branch of know edge deals with living
matter as distinct fromnon-living matter. It has to do with the origin,
structure, devel opnent, function, and distribution of living systens.

The GMwill set the difficulty for any task. Tinme requirement varies.

Bi onics: Unique / Intelligence

The application of biological principals to the study and design of
artificial systems, and the integration of artificial systens with
bi ol ogi cal ones.

The GMwill set the difficulty for any task. Tinme requirenent varies.

Boating: Unique / Agility

Pick a type of water vehicle to specialize in: sailboats, nptorboats,
subrersi bles, and so on. Skill rolls are nade when attenpting trick
maneuvers (junps, noving through turbulent waters, etc.). The GMwill set
the difficulty for any maneuver. Takes no extra tine.

Botany: Unique / Intelligence

The science dealing with the structure of plants, the functions of
their
parts, their places of growth, their classification, and the terms which
are
enployed in their description and denomni nation

The GMwill set the difficulty for any task. Time requirement varies.



Busi ness: Common / Intelligence

You are skilled at haggling, debate, and nmaki ng sound busi ness
decisions. In a negotiation, your roll is opposed by the Business skil
of your opponent. For each point by which you make or fail your roll, the
deal shifts 10%toward or against your favor. This can affect the price
of an itemfor sale, bartered trades, or even political or social deals.
Takes no tine.

The GMwill set the difficulty of any task you attenpt. Tine
requi renment varies.

Charm Common / Charisma

You're skilled at making others like you. Your roll is opposed by the
ot her character's Intelligence. Takes no time. This has no effect on
whet her the other character believes you, it only nmakes themlike you.

Chef: Unique / Intelligence

Specify the cuisine you are nost famliar with: pastries, an ethnic
cuisine, etc. Targets nake an Intelligence save to find fault with your
cooking, and your skill is used to oppose that save.

This skill can also be checked when you need to prepare food for a
| ar ge number of guests quickly and efficiently.

Chemi stry: Unique / Intelligence

The branch of science which dealing with chem cal conposition and
chemni cal reactions.

The GMwill set the difficulty for any task. Tinme requirenment varies.

Clinbing: Common / Agility

This is the ability to find hand-holds and toe-holds, experience with
clinmbing equi pment, and the ability to select good routes. The GMwi ||
set the difficulty and time between skill checks based on the nature of
the surface being clinbed.

Conpose Music: Unique / Intelligence

Your character can wite and conpose nusic and lyrics. Tine
requi renent varies. This doesn't include any performng arts skills. Your
skill is used in addition to the singing and instrunmental skills of those
who perform your work to oppose the audience's Intelligence save to find
fault with the song.

Convi nce: Conmon / Charisnma

You are skilled at gaining the trust of others. Targets make an
Intelligence save to dishbelieve your clainms, and your skill is used to
oppose that save. Takes no time. This has no effect on whether the other
character likes you, it only makes them believe you.

Craft: Unique / Agility

Specify the craft you are nost familiar with: carpentry, pottery,
bl acksm t hi ng, spinning & dying, weaving, knitting, tailoring, tanning &
ski nning, knots, etc. Tinme requirenent varies.

Crimnology: Unique / Intelligence
The study of crinme and the criminal population, and the behavi or of

criminals. Roll vs. this skill to try to predict the behavior of
crimnals in order to catch them maki ng a m stake. Your roll is opposed
by the Intelligence or crimnology skill of the crimnal

Ti me requirement varies.



Cryptography: Unique / Intelligence

The art of witing in secret characters or cipher, and of deciphering
such codes. The difficulty of breaking a code equals the entire skil
score of the cryptographer who encoded it.

Ti me requi renent vari es.

Dancing: Unique / Agility

I ndi vi dual s make an Intelligence save or roll their own Dancing skil
to resist being entertained. This skill opposes that roll. Each
performance takes froma minute to several hours.

Denmolitions: Unique / Intelligence

This skill is used to concoct explosives, set and defuse tinmers and
ot her trigger nechanisns, and to plan controlled blasts.
The GMwill set the difficulty for any task. Tinme requirenent varies.

Dentistry: Unique / Intelligence

This skill is used to clean, extract, and repair natural teeth, to
make and insert artificial ones, and to perform dental surgery.

The GMwi Il set the difficulty for any task. Tinme requirenment varies.

Di sgui se: Unique / Intelligence

You're skilled at using costum ng and cosnetics to | ook |ike sonmeone
else. It takes several minutes to prepare each new di sguise. O hers make
Intelligence saves to see through your disguise, and this skill opposes
t hose saves.

Driving: Comron or Unique / Agility

Pick a type of ground vehicle to specialize in: cars, bicycles
(Uni que), notorcycles, construction equiprment, tanks (Specific), and so
on. Skill rolls are nmade when attenpting trick naneuvers (junps, noving
over difficult terrain, etc.). The GMwi Il set the difficulty for any
maneuver. Takes no extra tinme.

Ecol ogy: Unique / Intelligence
This is the study of environmental balance. The skill is used to
det ect ecol ogi cal inbalances, and to develop plans for restoring
ecol ogi cal bal ance.
The GMwill set the difficulty for any task. Tinme requirenent varies.

El ectronics: Unique / Intelligence

This science deals with the em ssion and effects of el ectrons and
with the use of electronic devices. Skill rolls are made to understand
el ectronic effects and processes, and to design or repair electronic
devi ces.

The GMwill set the difficulty for any task. Time requirement varies.

Engi neering: Unique / Intelligence

The art and science by which the nechanical properties of natter are
made useful in structures and nmachines. Skill rolls are made to design
effective and efficient structures and nechani cal devices, or to analyze
exi sting feats of engineering.

The GMwill set the difficulty for any task. Tinme requirement varies.

Escape Artist: Unique / Agility



You can squirm out of ropes, through tight places, etc. Your skill
roll is opposed by the skill or Agility of whoever bound you, or by a
difficulty set by the GM Takes a full Mve & Action.

Fi ghting: Conmmon or Unique / Agility or O her

Specify a type of conbat when this skill is purchased. Options are
|isted bel ow. Throwi ng a weapon uses a separate Thrown version of its
skill.

When a Power requires a roll to hit, there is an associated skill
which is treated as a Conmon skill for characters with that Power.
Exanpl e: Vaporman has a Power Bl ast that uses the Gaseous danmmge type.
He may devel op a Common

skill with that form of attack.

A character's skill with a particular attack is used as their base
chance to hit with that attack in conbat. |In the case of nelee weapons,
their skill can also be used defensively to "parry" nelee attacks agai nst

them by acting to oppose their opponent's roll to hit.

Fighting skills are usually based on Agility, but Psychic attack
skills may alternately be based on Intelligence or Charisma. If so, the
target of such an attack should al so use a Basic Characteristic other
than Agility to resist being hit.

Note: |earning one Fighting skill does not make other Unique Fighting
skills into Compn ones.

Weapon Type: Skill Type: Includes:

I
1- handed Swords C Bastard Sword, Foil, Longsword, Rapier,
Short sword
2- handed Swords C Bastard Sword, 2-Hand Sword
Dagger s C Dagger*, Knife*
Unar med Punch C Punch, Brass Knuckl es
Unar ned Ki ck C Ki ck
Grappl e C Unar med Grappl e**
Axes C Batt| eaxe, Hatchet*, Wod Axe
Pi stols C any 1-handed firearm
Pol ear ns C Pi ke, Pol earm Pole Axe
Rifles C any 2-handed firearm
Bl udgeons C Cl ub, Mace, Morningstar, 2-Hand Cl ub,
2- Hand Mace, War hanmer
Flails C Flail, 2-Hand Fl ail
Spear s C Javel i n*, Lance, Short Spear*, Long Spear
Mai n Gauche C Mai n Gauche
For ks C Pitchfork, Trident
Quarterstaff C Quarterstaff
Wi p U Wi p
Pi stol Crossbow C Pi stol Crossbhow
Cr ossbow C Li ght Crossbow, Medium Crossbow, Heavy
Cr ossbow
Bow U Al'l regul ar bows
Sling U Sling
Bol as U Bol as
Bl owgun C Bl owgun
Shield C Shi el ds (defensive only)

*commonly thrown as well as used in nelee
**can't be used defensively except against a Grapple attenpt

Forgery: Unique / Intelligence



You can forge signatures, seals, docunments, and currency. Record your
roll (time requirement varies). Others use Appraisal skill to detect the
forgery, and this skill opposes that Appraisal roll

Forensics: Unique / Intelligence

This skill involves the application of nedical know edge to questions
of law. Specifically, rolls can be made to conduct autopsies or other
medi cal exami nations for the purpose of uncovering clues for use in a
crimnal investigation.

The GMwill set the difficulty for any task. Tinme requirement varies.

Ganbl i ng: Common / Intelligence

This skill is used to win at games of chance through an understandi ng
of the odds. It is also applicable to the stock narket and other forns
of financial or odds speculation. Takes no tine.

In a direct head-to-head conpetition, such as a poker gane, each
partici pant nmakes a skill roll and the winner is the player who made
their roll by the biggest margin. Roll again to decide between pl ayers
who tie.

In a situation where a character picks a specific outcome, such as
the stock market or a horse race, the GMwill set a difficulty nodifier
to reflect the uncertainty of the situation. |If the roll is successful
the character is able to predict the outcome - whatever it is actually
going to be. This has no effect on the likelihood of unlikely outcones,
it only allows the character to know what the outcone will be.

Ceol ogy: Unique / Intelligence
The science dealing with the structure and mineral constitution of
the world, its history as regards rocks, mnerals, rivers, valleys,

nmountains, climates, life, etc., and the causes and nethods by which its
structure, features, changes, and conditions have been produced.
The GMwill set the difficulty for any task. Tinme requirenent varies.

Gunnery: Unique / Intelligence

This is skill in the operation of heavy artillery. Specify a type of
artillery when this skill is purchased. Options are listed below. A
character's skill with a particular attack is used as their base chance
to hit with that attack in conbat.

Not e: | earning one Gunnery skill does not nake other Unique Gunnery
skills into Commn ones.

Weapon Type: Skill Type: Includes:

I
Bal lista U any ancient direct-fire artillery
Cannon U any nmodern arc-fire artillery
Cat apul t U any ancient arc-fire artillery
Rocketry U any nmodern rocket-launching system

Hi story: Unique / Intelligence

Knowl edge of events, particularly of those affecting a nation
institution, or art, and usually connected with a phil osophica
explanation of their causes. Select a specialty when this skill is taken
Worl d history, Anerican history, Renaissance history, Ancient Ronan
hi story, etc. A broader specialization, such as Wrld history, should be
limted in terms of depth of know edge.

The GMwill set the difficulty for any task. Time requirement varies.

| mpressionist: Unique / Charism



You can change your voice to sound |ike sonmeone else. This doesn't
include the ability to | ook or act like a specific person. Others save on
Intelligence to detect that you ' re faking your voice, and this skil
opposes that save. Takes no tinme.

Interrogation: Unique / Intelligence

This is the skill of extracting information from others through
i ntense questioning. It may or nmay not involve physical pain. The
subj ect saves vs. Charisnma to resist, and this skill opposes that save.
Pain can be used to augnment the interrogation of prisoners. If pain in
used, choose a nunmber and add it to your skill roll. They take that
nunmber as damage. If your roll is unsuccessful, the prisoner nust make
an Endurance save at +10 with a penalty of 1 per point of damage; if the
roll fails, they die. Takes 1 m nute per use.

Intimdation: Conmon / Charisnma

This skill is used to exact cooperation fromothers through the
threat of physical violence. The subject saves vs. Charisma to resist,
and this skill opposes that save. The GM shoul d apply an additiona
nodi fier to reflect situational factors such as relative power.

Junmp: Common / Agility

You are skilled at |eaping accurately. Use this skill to land at your
i ntended destination when | eaping. A penalty for range applies: use the
range table fromthe conbat rules. Takes no extra tine.

Language: speci al
You're fluent in your native |language for free. Basic ability in
anot her | anguage (halting dialogue with a strong accent) costs 1 CP. For

2 CPs, you speak the |language well but still have an accent. For 3 CPs,
you speak the language |ike a native. Literacy in your native |anguage is
free; literacy in each other | anguage costs 1 CP. Speaking takes no tine;

reading tinme varies.

Law. Unique / Intelligence

This skill represents know edge of |aws and the |l egal system Roll to
renmenber obscure details of the law, to evaluate the legality of any
action, and to try cases in court.

The GMwi Il set the difficulty for any task. In a court case, the |aw
skill of the opposing | awer opposes your roll (in addition to any
nodi fier the Gmapplies to represent the weight of evidence). Tinme
requi renent varies.

Li ngui stics: Unique / Intelligence

This is the study of |anguage. Skill rolls my be nmade to learn the
structure and vocabul ary of other |anguages nore quickly, allow ng you to
spend CPs to learn them You can also nmake a skill check to try to grasp
concepts that others try to express to you in other |anguages.

The GMwill set the difficulty for any task. Tinme requirenent varies.

Locksmith: Unique / Agility

This skill includes both |ock design and | ockpi cki ng.

To pick a lock, roll your skill nodified by the conplexity of the
|l ock as set by the GM Each attenpt takes a full Mve and Action. A
failure sets off any alarnms or traps, but allows you to try again (at -1
cunmul ative difficulty after each successive failure).



If you design a | ock, your skill is used to oppose any attenpts to
pi ck your | ock.

Mat hematics: Unique / Intelligence

This skill represents know edge of advanced mathematics, as opposed
to sinple arithnmetic.
The GMwill set the difficulty for any task. Tinme requirenment varies.

Mechanic: Unique / Intelligence
This skill is used to repair mechanical devices. Choose a
speci ali zation (hydraulics, internal conbustion, nuclear reactors, etc.).
When attenpting repairs, you suffer a difficulty penalty based on the
extent of the damage:

Danage: Difficulty:
Less than 1/4 Hts gone 0
Less than 1/2 Hits gone -3
Less than all hits gone -6
0 Hits Remaining -9

Each successful roll repairs one Hit point of damage. Alternately,
a nmechanic may restore a systemthat had ceased to function instead of
repairing a hit point. Each attenpt takes about an hour. Having access
to excellent tools may add a bonus to chances of success.

Medi cine: Unique / Intelligence

You can provide nedical attention to the sick and injured. To
di agnose or treat an illness, roll with a difficulty penalty set by the
GM Takes 1 minute.

VWhen attenpting to heal physical injuries, you suffer a difficulty
penal ty based on the extent of the damage:

Danage: Difficulty:
Less than 1/4 Hts gone 0
Less than 1/2 Hits gone -3
Less than all hits gone -6
0 Hits Remaining -9

Each successful roll allows the patient to regain their Healing Rate
in hit points. Each attenpt takes about an hour of treatment, but each
patient can only receive successful nedical treatment once per day.
Havi ng access to excellent nedical equi pnment may add a bonus to chances
of success.

Alternately, a medic may roll to wake up an unconsci ous character
i nstead of trying to heal them This takes an action per attenpt.

Navi gation: Unique / Intelligence

You can roll to plot a course, try to guess conpass directions, or
retrace your path. The GMsets a difficulty based on the availability of
clues, how disoriented you are, and so on. Takes an Action

Cccult: Unique / Intelligence

This skill represents knowl edge of the mystic arts. It does not grant
your character the ability to performmagic, but it can be used to
identify types of magic, recognize the names of mystical beings, and to
identify linmtations to enchantments and non-magi cal neans of overcom ng
t hem



The GMwill set the difficulty for any task. Tinme requirement varies.

Oratory: Unique / Charism

You are skilled at swaying and | eadi ng crowds or troops. Target
characters save vs. Charisnma to resist being led, and this skill opposes
that saving throw. Takes no tinme. This has no effect on whether they |ike
you, it only makes them foll ow you.

Pal eont ol ogy: Unique / Intelligence
This is the science dealing with the ancient life, or of fossils
whi ch are the remains of such life.
The GMwi Il set the difficulty for any task. Tinme requirenment varies.

Par apsychol ogy: Unique / Intelligence

This skill represents knowl edge of psychic phenonenon. |t does not
grant your character any psychic abilities, but it can be used to
identify types of psionics and to identify limtations to psychic powers
and rmundane neans of counteracting them

The GMwill set the difficulty for any task. Time requirement varies.

Pedi atrics: Unique / Intelligence

This is the branch of medicine dealing with the care and treatnent of
infants and children. It can be used the sane way as Medicine skill on
infants and children, and can al so be used when dealing with problens
concerni ng chil dhood di seases and chil dbirth.

The GMwill set the difficulty for any task. Tinme requirenment varies.

Perception: Common / Intelligence

You nust specify a sense when you purchase this skill. You may buy
Perception nmore than once to increase perception with nultiple senses.

This skill replaces the "Detect Danger" ability from V&V, and is al so
usable in a general way as a roll to "notice" things and sense small or
di stant details.

The GMwill set the difficulty for any task. Perception can be
opposed by other skills, such as Stealth. This skill works automatically
and instantly once for free whenever there is sonmething to notice. A
character may al so make a conscious effort to perceive sonmething, which
takes an Acti on.

Phi | osophy: Unique / Intelligence

This is the study of the principles underlying conduct, thought, and
the nature of the universe. It is generally used as a basis for
concl usi ons about issues that are outside of the bounds of science -
questions about "meaning", and nmorality, and so on

The GMwill set the difficulty for any task. Tinme requirement varies.

Phot ography: Unique / Intelligence

This is the ability to take quality photographs, though it also
i ncl udes knowl edge of notion picture film video, lighting, and other
rel ated issues.

Vi ewers nmake an Intelligence save to find fault with your work, and
your skill is used to oppose that save. Time requirenent varies.

Physics: Unique / Intelligence

The science of nature, or of natural objects; that branch of science
dealing with the laws and properties of matter, and the forces acting
upon it; especially, that departnment of natural science concerned with



the causes (as gravitation, heat, light, nmagnetism electricity, etc.)
that modify the general properties of physical objects.
The GMwi Il set the difficulty for any task. Tinme requirenment varies.

Pi ck Pocket: Unique / Agility

Skill at pickpocketing. This doesn't include Sleight-of-hand. Victins
save Vvs.
Intelligence to notice when you try to take their wallet (or purse, or
gun, or watch, etc.), and this skill opposes that save. Takes an Action
Byst anders facing your direction also roll. If someone is paying
attention, they receive a bonus of +10 on their save.

Pilot: Unique / Agility
Pick a type of air or space vehicle to specialize in: gliders,

pl anes, helicopters, rockets, and so on. Skill rolls are nade when
attenmpting trick maneuvers (flips, moving through turbul ence, etc.). The
GMwll set the difficulty for any maneuver. Takes no extra tine.

Play Instrument: Unique / Agility

Choose a nusical instrument to specialize in: violin, piano, trunpet,
drunms, and so on.

Li steners make an Intelligence save to find fault with your nusic,
and your skill is used to oppose that save. Tinme requirenent varies.

Poetry: Unique / Intelligence

You are skilled at witing poens. Readers nake an Intelligence save
to find fault with your poetry, and this skill is used to oppose that
save. Time requirenent varies.

Politics: Unique / Intelligence

You are skilled at playing the political game. Skill rolls are made
to win elections, opposed by the Politics skill of your opponent and any
nodi fiers applied by the GM Tine requirenent varies.

Progranm ng: Unique / Intelligence

You are skilled at witing and debuggi ng conputer programs, and at
conput er hacki ng.

The GMwill set the difficulty for any task. If soneone else tries to
hack one of your prograns, their roll is opposed by your Programm ng
skill. Time requirenment varies.

Psychol ogy: Unique / Intelligence

The science of the phenonena of the mnd; specifically, the
systematic or scientific know edge of the powers and functions of the
human ni nd

The GMwill set the difficulty for any task. Time requirement varies.

Research: Common / Intelligence

This skill is used to search for specific information in any |arge
library, database, or etc. Difficulty is derived fromboth the obscurity
of the information being sought, and the 'user-friendliness' of the
source. For exanple, finding sonmeone's |listed phone nunber in their
home-t own phone book would be sinple. On the other hand, finding
i nformation on building a tinme machine in the unorgani zed notes of a mad
scientist would be difficult. Each attenpt takes an hour

Ri ding: Unique / Agility



You are experienced in riding (specify horse, canel, elephant, etc.).
Thi s does not include Animal Handling. Make skill rolls when attenpting
trick maneuvers (junps, noving over difficult terrain, etc.) vs. a
difficulty set by the GM Takes no time for the rider, but takes the
mount' s novenent.

Search: Common / Intelligence

This skill replaces the "Detect Hidden" ability from V&V, and is al so
usable in a general way as skill at hiding things yourself.

The GMwill set the difficulty for any task. Search can be opposed by
other skills, such as the Search skill of whoever hid what you're |ooking
for. This skill works automatically and instantly once for free whenever
there is sonething to find. A character nmay al so nake a consci ous effort
to find sonething, which takes an Action; the tinme requirenent to hide
somet hi ng vari es.

Seduction: Common / Charisma

You are skilled at arousing ampbrous feelings in others. The subject
makes a Charisma save to resist, and this skill opposes that save. Takes
no tinme. This won't make the other character |ike, trust, or believe you
it only makes them desire you. Seduction will not work on characters
that are not attracted to your race and gender

Sing: Unique / Charisnma
Li steners make an Intelligence save to find fault with your nusic,
and your skill is used to oppose that save. Tinme requirenment varies.

Sl ei ght - Of - Hand: Unique / Agility

Skill at misdirecting onl ookers, enabling you to nake itens in your
hands seem to appear, disappear, or change. This does not include Pick
Pocketing. Cbservers nake an Intelligence save to resist, and this skil
opposes that save. Takes Movenent.

Soci ol ogy: Unique / Intelligence

That branch of science concerned with the constitution, phenonena,
and devel opnment of human society.

The GMwill set the difficulty for any task. Time requirement varies.

Sport: Unique / Intelligence

Pick a sport to specialize in: football, baseball, basketball
tennis, and so on. This skill represents strategic ability rather than
pl aying skill.
The GMwill set the difficulty for any task. Tinme requirenment varies.

Stealth: Common / Agility

This is the ability to nove without attracting attention. Takes 3/4
of your Mdve. Your skill opposes Perception rolls by others to notice
you. The GM may inpose further nodifiers to the Perception roll depending
on the availability of cover, background noi se, etc.

Surgery: Unique / Intelligence

This is the skill of perform ng successful operations on living
pati ents.
The GMwill set the difficulty for any task. Tinme requirement varies.

Survival: Unique / Intelligence



This skill represents the ability to |ocate food and shelter in a
particul ar environment. Specify an environnment when this skill is
purchased: plains, forest, mountain, desert, arctic, urban, etc. Surviva
in the type of environnent you grew up in is treated as a Common skill.

The GMwi Il set the difficulty for any task. Tinme requirenent varies.

Swim Unique / Agility

This skill costs 2 CPs. There is no skill roll: you can either swim
or you can't. Characters that can swmdo so at a base rate of 1/4 of
their normal ground nmovenent rate. Unskilled characters nust make an
Agility save sinmply to stay above water, and may swim 1" if they make
their save by 5 or nore.

Tactics: Unique / Intelligence

Make a tactics roll when |eading troops in conbat. Takes no tinme. The
GM eval uates your roll and offers appropriately insightful suggestions as
to the strategic significance of terrain features, probable eneny
strategies, etc. Specify a terrain type: plains, forest, mountain,
desert, arctic, urban, etc. Tactics in the environment you grew up in is
treated as a Common skill.

Teach: Unique / Intelligence

Your Teaching skill score is the highest Level of skill you may
i mpart to anot her character when they are learning fromyou. The other
character still spends their own CPs, but they may not purchase enough
skill to exceed your Level in Teaching. Tinme requirenment varies.

Theol ogy: Unique / Intelligence

The study of religion; the existence, character, and attributes of
divinity, religious [aws and governnment, the doctrines of religion, and
religious practices.

The GMwill set the difficulty for any task. Tinme requirenent varies.

Throw. Common / Agility

Use this to attenpt to hit any target with a thrown object. Takes an
Acti on. Weapons that are bal anced and nmeant to be thrown (spears,
daggers, etc.) are treated as Brawl i ng Weapons (section X. XX) if thrown
using this skill, and lose their innate weapon nodifiers.

Tracking: Unique / Intelligence

This is the ability to follow the tracks left by others, or to
identify a person or creature by their tracks. The base difficulty is
derived fromthe condition of the ground where you're |ooking for tracks:

Terrain: Modi fi er:
fresh snow 0

mud or sand -1

dirt or grass -3

rocky or baked earth -6

clean fl oor -10

wat er -15

The GM may apply further nodifiers as appropriate based on tinme passage,
weat her, traffic, and so on. Takes a full Mve & Action. You can use your
Tracking skill to hide your own tracks: your skill opposes Tracking rolls
by others who others are tracking you.



Trapping: Unique / Intelligence

This is the ability to set up traps. The base difficulty equals the
average damage roll you intend for the trap to inflict, rounded up. A
trap that does 1d6 damage has a difficulty of 4, for exanple. You mnust
specify the trap's damage type (kinetic, gaseous, etc.) and effects
(damage, stun, grapple, etc.). For exanple, you could set up a trap which
rolls 1d6 "danmge" as kinetic stun.

A funbled trap-setting roll causes you to suffer the trap's intended
ef fects.

The GM may veto any trap design (it's silly for soneone whose make
shifting a trap from household items to set traps that inflict radiation
damage, for exanple).

The tinme required to set a trap vari es.

Trappi ng can also be used to defuse a trap. The skill roll is
opposed by the Trapping skill of whoever set the trap. Each attenpt to
disarmtakes a full Myve & Action

Trivia: Conmon / Intelligence
This is a catch-all termfor know edge of randomtidbits of obscure

knowl edge. When the GMallows it, you nmay nake a skill roll to see if you
know what ever odd bit of trivia you need at the nonment.
The GMwill set the difficulty for any task. Tinme requirenent varies.

Ventriloquism Unique / Intelligence

You can make others think your voice is comng fromel sewhere. This
does not include any ability to mimnic voices or act. Listeners nmake an
Intelligence save to avoid being fooled, and this skill opposes that
saving roll. Takes no tine.

Veterinarian: Unique / Intelligence

This is the branch of nmedicine dealing with the care and treatnent of
animals. It can be used the same way as Medicine skill on aninals.

The GMwill set the difficulty for any task. Tinme requirenment varies.

Weal t h: speci al

Characters have wealth level 4 for free. For 2 CPs, the character's
wealth is increased by one level, and their approximte yearly incone is
doubl ed.

Instead of tracking a character's actual cash, characters now make
wealth rolls. The GM sets a target nunmber for any mmjor purchase, and a
character must roll that nunber or higher on their Wealth roll in order
to be able to afford that purchase. Consult the Wealth Rolls rules for
gui delines on setting difficulties.

Use the following table to find the character's approxi mate yearly
i ncome.

Wealth Wealth Appr oxi mat e Wealth Wealth Appr oxi mat e
Level: Roll: Yearly I ncone: Level: Roll Yearly I ncone:
0 do $0 7 dio0 $160, 000

1 di $2, 500 8 di2 $320, 000

2 d2 $5, 000 9 2d8 $640, 000

3 d3 $10, 000 10 2d10 $1, 280, 000

4 d4 $20, 000 11 2d12 $2, 560, 000

5 dé $40, 000 12 3d10 $5, 120, 000

6 ds $80, 000 etc. etc. etc

Witing: Unique / Intelligence



You are skilled at witing enjoyable prose. Readers make an
Intelligence save to find fault with your witing, and this skill opposes
that save

Zool ogy: Unique / Intelligence

The study of the ani mal kingdom including the structure,
enbryol ogy, evolution, classification, habits, and distribution of al
animals, both living and extinct.

The GMwill set the difficulty for any task. Tinme requirement varies.

VEAKNESSES
Weakness Poi nts

Characters may take any nunber of Weaknesses so |long as they add up
to no nore than 15 CPs.

Super Powers

The descriptions of several powers need to be nodified to work with
t he new weakness rules. These changes are included bel ow.

Ani mal / Pl ant Powers:
Any Weaknesses associated with this power come out of the 15 CPs
worth of weaknesses that characters are nornmally allowed to take.

Transformation (A); Power Activation:

This "power"” is actually a Wakness. The CP val ue depends on how
difficult it is for the character to activate all of his powers. This
weakness counts toward the normal 15 CP limt on weaknesses.

Easy: the character has to say a magic word, or touch a button, or
perform sonme other quick sinple action that can be bl ocked. 5 CPs.

Difficult: the character has to pronounce a |ong conplicated
i ncantation, or perform sone other obvious and sonewhat difficult action
that takes an entire action to acconplish. 10 CPs.

Very Difficult: the character nmust nake a d100 saving roll, or spend
two full mnutes of preparation, or conplete some other sort of
preparations that cannot conveniently be acconplished during conbat. 15
CPs.

When a character is not transforned, all of their Basic
Characteristics nmust be 18 or |ess.

Optionally, the character nay only have to activate SOVE of their
powers. This is worth 1 CP per power for Easy, 2 CPs per power for
Difficult, and 3 CPs per power for Very Difficult. This option can only
be applied to a Basic Characteristic if it is over 18, and causes the
Characteristic to drop to 18 or | ess when the character is not
transf or ned.

Weaknesses:

Not all Weaknesses are worth exactly 15 CPs. This section lists CP
val ues for a wi de selection of Waknesses. Players can suggest new ones,
and Gvs may allow themif they wi sh and assign a CP val ue.

Di m ni shed Senses:
Bl i ndness: 15 CPs. The character cannot see in the normal visible
ight spectrum



Col or-Blindness: 5 CPs. The character sees in black and white. For
3 CPs, the character only has trouble with one pair of colors - for
exanpl e, they may not be able to tell the difference between red and
green.

Li ght Sensitivity: 15 CPs. The character suffers a penalty of -4 on
all rolls when exposed to full direct sunlight, searchlights, flashlight
beans in the face, bright interior lighting, and so on

Deaf ness: 10 CPs. The character cannot hear sounds in the normal
audi bl e sound range. The character is assuned to know sign | anguage or
have sone other way to understand others that works as long as the other
person has the right skill or sense to interpret it. As an option, the
character may be able to read lips: this is only worth 5 CPs.

No Pain Sense: 15 CPs. The character cannot sense pain, and my not
roll with damage from attacks.

M ssing Eye (No Depth Perception): 5 CPs. The character suffers a
penalty of -4 on all rolls to hit and detect by sight at a distance.

Near Sighted: 5 CPs. The character suffers a penalty of -4 on al
rolls to hit and detect by sight at a distance.

Far Sighted: 10 CPs. The character suffers a penalty of -4 on al
rolls to hit and detect by sight at point blank range.

Low Sel f - Contr ol

Unabl e To Activate Power(s) At WIl: The character nust rely on some
outside stinmulus to activate their power(s), and cannot turn them on or
off at will. This presunes that it's just as likely for the powers to
activate when it's inconvenient as when it is for themto activate when
it's convenient. Optionally, only sonme of the character's powers may be
af fected, but they must always be powers that the character wouldn't want
to have activating at random 15 CPs.

Can't Hold Back Power(s): 2 CPs per power. The character cannot
voluntarily hold back damage when using the selected attack power(s),
ri sking a greater chance of causing accidental death.

Power (s) Msfire: 15 CPs per power. The selected attack power always
msfires if it doesn't hit.

Uncontrol |l ed Enpotions: The character tends to overreact concerning a
certain enotional response. For exanple the character night be a coward,
or a hopel ess romantic, or have a short tenper. |If this is only a
character hook, and the character can overconme the trait with an effort,
it's worth 10 CPs. If the character has no control over the trait, it's
worth 15 CPs.

Addi ction: The character is addicted to a substance, and has to have
regul ar access to it or they suffer a -4 penalty on all rolls until they
get their fix. |If the substance is |legal and easy to obtain, this is
worth 10 CPs. If the substance is illegal or very difficult to obtain,
this is worth 15 CPs.

Lowered or Reduced Characteristics:
Thi s Weakness is neani ngl ess under the point-construction rules. |If
you have a low final Basic Characteristic score, you already paid |ess.

Mut e:

5 CPs. The character cannot comruni cate by verbal speech. The
character is assunmed to know sign | anguage or have sone other way to
comuni cate that works as long as the other person has the right skill or
sense to interpret it.

Per sonal Probl em



Unusual Age: 5 CPs. The character is treated as inferior by others
because they're perceived as "too old" or "too young"

Gat hbound: 15 CPs. Pick a cause, and stand by it to the death.

Poverty: 5 CPs for 1/10 cash and incone, 10 CPs for no cash or
i ncome.

Dark Past: 10 CPs. The character has a deep dark secret which they
live in terror of exposing. |If it gets exposed anyway, then this
weakness turns into Prejudice (or 15 CPs worth of other weaknesses if
Prejudi ce doesn't fit).

Dependent: The character has to take care of a defensel ess mai den
aunt, or kid brother, etc. |If the dependent is frequently in trouble,
this weakness is worth 15 CPs. If the dependent is only in trouble
occasionally, or is frequently in trouble but a little conpetent, it's
only worth 10 CPs.

Poor Education: 5 CPs to get 1 |ess background skill.

Public ldentity: The character does not have a secret identity, which
means that their honme, relatives, and personal history are all a matter
of public record. This does not apply to characters |ike space aliens
who have crash-1anded on Earth unl ess they have a private home, relatives
or close friends on the planet, and sone sort of personal life. 10 CPs.

Agent or Pupil: The character has a master or works for sone
organi zation that can boss them around and whi ch doesn't al ways share
their goals. This does NOT inply that the character can get any speci al
assistance fromtheir naster or organi zation. 10 CPs.

Phobi a/ Psychosi s:

Phobi a: The character is deathly afraid of sonmething. Wen exposed
to the thing they fear, the character nmust nake a Charisma roll just to
keep fromrunning away. Even if they don't run away, they will be

i ncapabl e of confronting it. |[If the object of their fear is relatively
rare this is worth 5 CPs. If it's reasonably common, this is worth 10
CPs. If it's very common, this is worth 15 CPs. Suggestions: fear of

hei ghts (relatively common), fear of closed spaces (very conmon), fear of
vacuum (rare).

Psychosis: 15 CPs. This is like the Oathbound personal problem
except that the character didn't necessarily choose to act the way they
do. Pick sone extrene behavior pattern, and stick to it. Exanples
i ncl ude becom ng enraged at the sight of the color red, unreasoning
hatred of certain groups, going berserk if someone nmakes jokes about the
si ze of your nose, etc.

Physi cal Handi cap:

Can't Walk: 15 CPs, or only 5 CPs if the character has some power
that allows themto get around. Characters that cannot wal k can craw at
1/10 of their normal novement rate, or operate a wheelchair at 1/4 of
their normal novenent rate.

Epi l epsy: 15 CPs. The character nust nmake a d100 save vs.
Intelligence whenever exposed to bright flashing lights, or else they go
into an epileptic seizure

M ssing Hand: This is worth 10 CPs if the character has lost their
"good" hand, resulting in a penalty of -4 on all rolls involving manual
dexterity. |If they've lost their off hand, it's worth 5 CPs. |In either
case, the character cannot operate equi pment that requires two hands.

Ugly: 10 CPs. The character is visually repulsive. This results in
a reaction roll penalty of -4 when coming up on sonmeone by surprise, or
fromsmall children, etc.



Di stinctive: 10 CPs. The character is visually distinctive in sone
way that makes it nearly inpossible to disguise them

PREJUDI CE
This works the same way as in the original rules. 15 CPs.

Speci al Requi renent:

Can't Use Power |If Gagged: 2 CPs per power.

Can't use power if restrained: 2 CPs per power.

Mist Take Secret Forrmula To Maintain Power(s): worth 10 CPs if the
formula is relatively easy to obtain, or 15 CPs if the forrmula is
difficult to obtain on a regular basis.

Power (s) only operate at night: 10 CPs

Power (s) only operate during the day: 10 CPs

Vul nerabi lity:

Attract Danmge Type(s): 1 CP per +1 to be hit by one danmmge type.
The danmage type that's attracted nust be specified when this weakness is
t aken.

Vul nerabl e To Danage Type(s): 1 CP per +1 damage taken when hit by
one damage type. The danmmge type that's attracted nust be specified when
this weakness is taken.

Susceptibility: The character takes damage every between-turns phase
when exposed to sone normally harnl ess substance or situation. The
conditions that qualify as "exposure" nmust also be taken into account.
Does it require direct physical contact, or is there a range? |Is the
quantity or intensity of the substance or situation a factor? The CP
val ue of this Wakness depends on the rarity of exposure to the thing
that harns the character: 1 CP per danmage point if it's very rare, 2 CPs
per damege point if it's uncomon, and 4 CPs per damage point if it's
very conmon.

COVBAT SYSTEM

This is an upgrade fromthe V&V 2nd Edition combat system Al
aspects of the V&V rules not specifically changed herein remain the sane.

New Power Descriptions:

The descriptions of several V&Y powers need to be nodified to work
with this conbat system These changes are included in the V&' point-
construction rules for character generation.

3.2 Basic Conbat

The Conbat Table is ignored. A character's base chance of hitting
equals their skill score with the attack type being used. See the skil
rules for nore detail

A. Experience Modification

Ignore the Level vs. Level table. The attacker's experience level is
added to his chances of hitting, while the defender's is subtracted.
I nani mate participants are treated as |level 0, while nonsentient
participants are treated as | evel 4.

B. Range Modification
Substitute this table for the one in V&V.



Total Effective
Range In Inches: Mdifier to Hit:

up to 7" -
8- 15" -1
16- 31" -2
32-63" -3
64-127" -4
128- 255" -5
256- 511" -6
512-1023" -7
1024-2047" -8
2048- 4095" -9
4096-8191" -10
8192-16383" -11
X2 -1 nore
Cover
When a target is partially hidden behind an obstruction, deternine
the % of the target that is covered. |If a hit is scored, roll percent
dice: if the roll is less than or equal to the %of the target that is
covered, the attack hits the cover instead of the target. Roll damage
agai nst the cover, and any danmge that gets past the cover still hits the
target.

An attacker can avoid the interference of cover by making a special
attack against any part of the target that is sticking out.

E. Conbat Effects

Def enses subtract fromthe damage inflicted by an attack. For
exanpl e, a character who has a total of 3 points of protection against
Ki neti c damage subtracts 3 fromthe anount of damage he takes whenever
he's hit by Kinetic attacks. |If the target has no applicabl e defenses,
they take full damage. Powers that have sonme effect other than damage
still make a 'damage roll', with the defender's defenses subtracted; if
the final result is 1 or nore the power affects the target, but if it's
reduced to O or less it doesn't.

For the sake of sinplicity, all attacks fit into one of these basic
Danage Types. Consult the follow ng table:

Damage Type: Attack Powers which use that Damage Type

Bi ocheni cal Chemni cal Power, Poison/Venom

Ener gy FIl ame Power, Light Control, Lightning Control, Sonic
Abilities

Psychi c Emotion Control, M nd Control, Tel epathic Probe

Kinetic Gravity Control, HTH, Magnetic Powers, Vibratory
Power s

Ent r opy I ce Power, Paralysis Ray, Death Touch, Devitalization
Ray

Gas Speci al : any power agai nst which the only defense is
to not breathe it. Protection against Gas doesn't
merely subtract fromthe damage of Gas; it negates it
conpletely. Characters nmay even resist Gas attacks by
hol di ng their breath.

For any attack power not |isted, choose one of these Damage Types
when you take the power. Protection is cunulative, so add up your total
protection vs. each Damage Type from each power that grants you




protection. For exanple, a character that has one power that gives him3
protection vs. Energy and another power that gives him5 points of
protection vs. Energy has a total of 8 protection vs. Energy.

Al attacks automatically go astray if the roll to hit was a 20.
Al'l other conbat effects are unchanged.

Carrier Attacks

Only one roll to hit is made, but the carrier attack automatically
fails if the target's protection reduces the effect of the primary attack
to 0. If the primary attack succeeds, the target's protection stil
applies against the carrier attack

Danage Fi el ds
A damage field is layer of energy around the character's body, which
acts as both a Carrier Attack on the character's regular HTH attack and a

formof protection. |If hit by a ranged attack that involves a physica
projectile, roll the damage for your Damage Field and subtract it from
the damage inflicted by the attack. |If the ranged attack's damage is
reduced to zero or less, its projectile is destroyed before it ever
touches you. If hit by a nelee weapon attack, your Damage Field s damge
roll is applied against the weapon. |f the nelee weapon is destroyed,
you take no danage. If hit by an unarmed attack, roll your Damage

Field' s damage roll and apply it to it to your attacker before you take
any damage. Your attacker may apply their defenses agai nst that danmge.
If your attacker gets knocked out by your Danage Field, their nelee
attack is aborted and you take no dammge.

3.5 Multiple Attacks

Every roll to hit in a multiple attack suffers a -4 penalty to its
chances of hitting for each attack after the first; thus, each attack in
a double attack is nade at a penalty of -4, each attack in a quadruple
attack suffers a penalty of -12, etc. However, nissing one attack out of
a multiple no | onger causes the entire set to mss. There is still a
power cost of 2 per extra attack, whether it hits or not.

COVBAT MANEUVERS

Grab

Thi s maneuver requires a nornmal roll to hit, but inflicts no damage.
I nstead, the attacker grabs hold of their target and may hang on unti
their grip is broken (see bel ow).

A normal grab allows a character to hold on to their target's
"mddle". To grab a specific body part (throat, hand, etc.) requires a
special roll to hit.

Grab & Squeeze

Thi s maneuver requires a special roll to hit. The attacker grabs hold
of their target (as above), inflicts their normal HTH damage, and nay
hang on until their grip is broken (see bel ow).

Squeeze
Thi s maneuver can only be performed by characters that are already
holding on to a target. At the cost of an Action, the character can



squeeze their victimfor full normal HTH danage, w thout requiring a rol
to hit.

Break Gip

These maneuvers nay used by the victimof a grab, to break their
opponent's grip. There are three options.

A. Attack whoever has grabbed you until they agree to let go, or are
knocked back, or | ose consciousness. Unless you have been grabbed from
behi nd, or had your weapon arm grabbed, you can hit your attacker
automatically without rolling to hit, at the cost of an Action

B. Fling themoff. See the "Shrug" maneuver, bel ow.

C. Westle themoff. This takes an Action, and allows you to rol
your HTH damage (plus applicable nodifiers) vs. your opponent's HTH
damage plus modifiers. If you roll higher than they do, their grip is
broken. No damage is inflicted by this maneuver

Leave Mel ee

A participant in nmelee conbat (i.e., a fight between two characters
where at |east one of themattenpted a nel ee attack against the other as
his last Action) may only nove away if:

A. He is able to nove in a direction which his opponent cannot foll ow
(for exanple, Flight allows a character to escape a nel ee opponent who
cannot fly in nost cases), or is able to nove w thout being detected by
their opponent (for exanple, Invisible characters can nove away from
mel ee opponents who cannot see invisible things). If the opponent has you
in their grip, however, they can just hang on and be carried along with
you.

B. If the two conmbatants agree to part conpany, then they may both
| eave.

C. If one of themis knocked back more than 1", then the nmelee is
tenmporarily broken.

D. If one of the conbatants changes facing, so that the other is not
in their front facing, then that opponent is free to | eave nel ee.

Shr ug

Thi s maneuver can be used to throw off one or nore nel ee opponents,
even if they have you grabbed. It takes an Action, and no roll to hit is
required. You nust have:

A. Enough Carrying Capacity to lift all of your nelee opponents at
once and

B. Hi gher Carrying Capacity than any one of your nel ee opponents.

No damage is inflicted. Divide your Carrying Capacity by the nunber
of nel ee opponents, and cal cul ate how far you can throw each of themwth
your divided Carrying Capacity. Each of themis Knocked Back as far as
you can throw t hem

Thr ow

If you have another character in your grip, you may throw themat a
cost of novenment only. If the opponent has grabbed you back, you nust
break their grip in order to throw them
EXPERI ENCE

Experi ence Points

Characters now recei ve CPs rather than EPs.



Gvs shoul d award each character about 1 CP per episode. The GM may
award 0 CPs if the episode was very short, or if a player role-plays
badly, of if a character was not particularly challenged. The GM may
award more CPs if the episode was very long, or if a player role-played
extraordinarily well, or if a character was faced with incredi bl e odds,
or if a character nakes a hefty cash donation to a charitable
organi zation. No character should earn over 3 CPs for any one epi sode.

Experi ence Levels are now purchased with CPs. It costs 4 CPs to
purchase an Experience Level. All characters still begin at Experience
Level 1 for free, but beginning characters may not purchase any extra
Experience levels. Each player MJST invest at least 1 CP toward the
purchase of their next Experience |evel after each episode involving
conmbat. Experience Levels are a slightly cheaper way to gain overal
conmbat bonuses than buyi ng Hei ght ened Defense and Hei ghtened Experti se.

Any renmai ning CP award may be spent to purchase nore Basic
Characteristic points, Powers, or Skills. All purchases are subject to
GMveto: if your GMdoesn't think it makes sense for you to buy what you
want to buy, then you may not buy it. This applies to spending points on
Experi ence Levels too: unless a character is spending a lot of time on
conmbat training, they shouldn't be allowed to spend any CPs on Experience
| evel s other than the 1 CP required per episode with conbat.

In particular, to increase any of your Basic Characteristic score
past certain thresholds requires a darn good excuse. For exanple, it is
not possible for a normal human to increase their Strength above 18
unl ess they nmutate, or get cybernetically enhanced, or take a super
formula, or undergo any other origin-like event. These thresholds are:
18, 33, 48, 63, and 78.

Chari sma Points

There are no longer any Charisma awards. |f a player wants their
character to gain Charisnma, they may ask their GM for permission to buy
Charisma points with their CP awards.

Experi ence Level Bonuses

These are obsolete. Players now buy nore abilities with their CP
awards. Buying an Experience Level ONLY gives you the conbat bonuses
associated with having a high Experience |evel

I nventing

Inventing Points and Inventing % are obsolete. Characters now spend
CPs to purchase any inventions. Resources, skills, intelligence, and so
on are all factors the GM nust take into consideration when deci di ng
whether to allow an inventing attenpt to succeed. Failed inventing
attenpts don't use up any CPs, they just prohibit the player from
spending their CPs on the desired invention

I nventions from Qutside Sources

A character nust always pay their own CPs for new any abilities, even
if the new ability was "invented" by sonebody el se.



One- Shot | nventi ons

These are obsolete. Anything a character invents is a permanent
i nvestment of CPs into a permanent new ability.

Converting V&V Characters

A V&V character should have, on average, extra CPs to spend on their
abilities equal to half of the CP cost of their Experience Level. This
i ncludes training or inventions.

MONETARY RULES
VWEALTH ROLLS

Wealth rolls are a sinplified method of determi ning whether a
character can afford any major purchase. The 'cost' of the purchase is
reflected by the Difficulty assigned to the roll. [If the character rolls
the Difficulty or higher on his Wealth Roll then he can afford the
purchase. |If not, he can't.

Norrmally only 1 mmjor purchase is allowed per week. A failed
attenpt does not use up this weekly roll, but it DCES nmean that the
character cannot afford the thing he rolled for at this time. The GM nay
allow the player additional attenpts if they "shop around"

It isn't necessary to roll for any purchase where the Difficulty is
3 or nmore points below the character's Walth Level. Such purchases are
automatic, though only a limted nunber of them may be made. Use the
foll owi ng table:

Poi nts bel ow Wealth Level: Number of purchases allowed w thout a roll
3 2

4 4

5 8

etc. etc.

If over half of the allowed free purchases are made, the character's

weekly purchase roll is used up
Characters may save up for purchases that would normally be beyond
their neans. Each week that a character's Walth roll is NOT used, it

adds to overall savings:

Unused Wealth Rolls: Savi ngs Effect:
2 Wealth +1 Leve
4 Weal th +2 Levels
8 Wealth +3 Levels
etc. etc.
Once the character nmkes a purchase using his Savings roll, the

savi ngs are expended and the character nust begin saving again from
scratch.

Characters may al so buy things on credit. Credit |owers the
Difficulty of the purchase, but repeated paynents nust be nmade nonthly to
pay off the purchase. |If the character fails to nake a paynent for any
reason, the purchase is repossessed. Mking a credit paynent counts as a
purchase in the week when it is nade.



Difficulty Reduction:
-1

-2

-3

etc.

Weal th may NEVER be used to purchase equi prent that will
nmore than once by the character's superhero identity (vehicles,
etc.) - it may only be used to pay for

Nunber of Monthly Paynents Needed:

2

etc.

i nci dent al

or for items to be possessed solely by one's pedestrian identity.

I nci dental Expenses Price List

Transportation:
Difficulty:

bus/ subway fare

cab fare

train fare

car/truck rental

|l'i no/ bus rental

local airfare
Difficulty:

interstate airfare

international airfare

Lodgi ng:

fl eabag

not el

hot el
Difficulty:

resort

Conmruni cat i ons:
pay phone (Il ocal)
pay phone (Il ong)
classified ad
full -page ad
Difficulty:
tel egram
post age stanp
overnight letter
package (small)
Difficulty:
package (nedi um
package (I arge)
over ni ght package
newspaper

magazi ne

book

fax transm ssion
radi o conmerci al

tel evision comrerci al

*Difficulty given is for

Difficulty:

0*
1
1*
2
3
2*

3*
4*

Difficulty:
1*
2*
3*

4*

Difficulty:
0

1+

1

3

PR OR

N

O w

1
1
1
4
5

1 person; x2 people per

Di ni ng:

fast food

rest aur ant
delivery

fancy restaurant

Ent ert ai nnent :

video renta

novi e

live theater/concert

ni ght cl ub

host a party (2 people)

Clothing (full sets):

casual
fancy

el egant
survi val
di sgui se

Medi cal Care:

routi ne checkup
enmer gency care

Donat i ons:

dime for a cup o' java
charity dinner

+1 Difficulty.

be used
bases,
expendabl e purchases,

l*
2*
2*
3*

l*
2*
1*
0*

R NOTWER
+

+



Any ot her costs may be estimated from these exanples. |In general
doubling the cost of a purchase adds +1 to its Difficulty.

It is not necessary to check for basic upkeep costs. Inconme and
Rewards are presuned to pay for basic upkeep and naintain current Wealth.
CPs spent on Wealth represent saving, investing, and so on.



