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Prolog: What's in a name?

Well, first I should explain that first we tried about half
a dozen other names for this game. Some of the names
we wanted were already taken. But most of the time,
the problem was, a name conjured up too specific an
image, or no image at all.

While there is a great variety in fantasy, it is a single
genre. Where as science fiction has a multitude of sub
genera: post apocalyptic, modern horror, dystopian,
space rangers, space opera, space exploration, and alien
invasions, to name a few.

In fantasy, magic, in some form or another, is an
interregnal part of the story. But when you consider
science fiction, there is Sci Fi which doesn't involve
supernatural forces; Sci Fi which doesn't involve
androids; Sci Fi which doesn't involve space travel.
While there are many elements which can be included,
or have a Sci Fi feel to them, no single one is actually
mandatory the way magic defines the fantasy genera.

So after our last name fell through I was lying in bed
one day (I was performing astronomical observations at
the time, so living a nocturnal lifestyle.) As I tried to
ignore the sunlight and drift off to sleep, I thought
about a name which could capture the feel of 'generic
Sci Fi.' Given the variety in different people's visions
of the futures, what one name could possibly capture
the feeling of the infinite possible futures?

The infinite possible futures? In the RPG industry, how
you abbreviate the name of your game is a non-trivial
question. Acronyms are one of the most popular ways.
Infinite Futures naturally becomes IF. And that is really
what Sci Fi is all about “What IF...”

So now come, explore the infinite futures with us. It all
starts by asking yourself that one simple question,
“What IF?”

Introduction
Introduction to Role Playing

Eric Mona, one of the designers of the Pathfinder Role
Playing Game, made one of the most insightful comments
about writing RPGs, I have ever heard while he was
Editor of Dungeon Magazine, “We have to assume that
every issue [of Dungeon] is somebody's first.” Likewise,
I have to assume that this is somebody's first Role
Playing Game. If you are that somebody, this section is
for you.

First: Thank you for buying this book, I hope it lives up
to your expectations. Role Playing Games are an
engrossing hobby, which is difficult to explain. Role
Playing Games are expansions of the children's game
“Make Believe.” The point of the game is to pretend to
be someone else. Concrete rules (usually involving dice
rolls) are used to prevent the “you can't do that”
arguments that plague children's games. Every player is
given a single character to control. These characters will
be the stars of the story you'll tell with the other players.
One player, called the Game Master, gives up his right to
play a staring role, to play all of the supporting roles,
including the antagonists.

Infinite Futures is a complete Role Playing Game, with
every thing you need to start playing. As the saying goes
“Just add dice.”

To play this game you will need “d20 dice.” There are

six types in this games system: 4 sided dice, 6 sided dice,

8 sided dice, 10 sided dice, 12 sided dice, and 20 sided dice.
Many roll playing games use a common system of

notation to let you know how many dice of what type to
roll. The form of this notation is #d#. The “d” stands for
dice, the number before the 'd' is the number of dice you
roll, and the number after the 'd' is the number of sides

each of those dice have. Thus 3d6, would mean that you
roll 3 dice with 6 sides each and add the results together.

In order to play Infinite Futures, you will need to create a
character who will server as your alter ego in the game.

If you are the GM, you will not have a personal character,
but you have enough other responsibilities, that an entire
section of this book is dedicated to helping you.



‘““Space is as infinite as we can imagine,
and expanding this perspective is what
adjusts humankind’s focus on conquering
our true enemies, the formidable foes:
ignorance and limitation.”

- Vanna Bonta
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Chapter 1: Abilities

Every Character has six abilities: Strength (Str),
Dexterity (Dex), Constitution (Con), Intelligence
(Int), Wisdom (Wis), and Charisma (Cha).

You determine your character's scores by
assigning ability points to a base score, generally
assigning more points to abilities important to
your character. These scores are then modified
by the race you choose for your character, and
scores can be increased through experience as the
character gains levels

Determining Ability Scores

All characters begin with a score of 8 in all six
abilities, and an additional 27 ability points that
can be added to increase these scores. Ability
scores are increased by one point for every
ability point added, up to a maximum of 16.
Increasing a starting ability score beyond 16
requires two ability points for each additional
point by which the ability score is increased.
Ability points cannot be used to raise any starting
ability score beyond 18.

The Abilities

Apply the character's Strength modifier to:

Each ability partially describes the character and
affects some of their actions.

Strength (Str)

Strength measures the character's muscle and
physical power. This ability is especially
important for martial artist because it helps them
prevail in combat, triggermen need a high
strength to control weapons with a high recoil.
Strength also limits the amount of equipment the
character can carry.

Ability Point Cost

Ability Score Ability Point Spent
8 0
9 1
10 2
11 3
12 4
13 5
14 6
15 7
16 8
17 10
18 12

* Melee attack rolls.

* Damage rolls when using a melee weapon or a
thrown weapon (including a sling). (Exceptions:
Oft-hand attacks receive only one-half the
character's Strength bonus, while two-handed

attacks receive one and a half times the Strength

* Climb, and Swim checks. These are the skills that
have Strength as their key ability.
* Strength checks (for breaking down doors and




Dexterity (Dex)

Dexterity measures hand-eye coordination, agility,
reflexes, and balance. This ability is the most
important one for drivers, spooks and triggermen, but
it's also high on the list for characters who typically
don't wear armor

Apply the character's Dexterity modifier to:
* Ranged attack rolls for thrown weapons and bows.

* Defense, provided that the character can react to the
attack.

* Reflex saving throws, for avoiding grenades and
similar attacks.

* Acrobatics, Drive, Escape Artist, Stealth, and
Sleight of Hand checks. These are the skills that have
Dexterity as their key ability.

DEXTERITY DOES NOT APPLY TO RANGED
ATTACKS MADE WITH FIREARMS.

Constitution (Con)

Constitution represents the character's health and
stamina. A Constitution bonus increases a
character's hit points, so the ability is important for
all classes.

Apply the character's Constitution modifier to:

* Each roll of a Hit Die (though a penalty can never
drop a result below 1-that is, a character always
gains at least one hit point each time he advances in
level).

* Fortitude saving throws, for resisting poison and
similar threats.

If a character's Constitution score changes enough
to alter his Constitution modifier, the character's hit
points also increase or decrease accordingly.

Intelligence (Int)

Intelligence determines how well the
character learns and reasons. This ability is
important for scholars and tinkers because it
adds to their knowledge and technical skills.
It is also important for a spooks ability to
plan, and for any character who wants to
have a wide assortment of skills.

Apply your character's Intelligence
modifier to:

* The number of skill points gained each level.
(But your character always gets at least 1 skill
point per level.)

* Appraise, Craft, Disable Device,
Engineering, Forgery, Knowledge, and,
Linguistics checks. These are the skills that
have Intelligence as their key ability.

An animal has an Intelligence score of one or
two. A creature of human like intelligence has
a score of at least three.



Wisdom (Wis)

Wisdom describes a character's willpower,
common sense, perception, and intuition. While
Intelligence represents one's ability to analyze
information, Wisdom represents being in tune
with and aware of one's surroundings. Wisdom is
the most important ability for outlanders, and it is
also important for spooks, charmers and moguls.
If you want the character to have acute senses,
put a high score in Wisdom. Every creature has a
Wisdom score.

Apply the character's Wisdom modifier to:

* Will saving throws (for negating the effect of
mind-alerting drugs and interrogation).

* Heal, Perception, Profession, Sense Motive,
and Survival, checks. These are the skills that
have Wisdom as their key ability.

Charisma (Chr)

Charisma measures a character's force of
personality, persuasiveness, personal magnetism,
ability to lead, and physical attractiveness. This
ability represents actual strength of personality,
not merely how one is perceived by others in a
social setting. Charisma is most important for
charmers. It is also important for moguls, since it
affects their ability to negotiate. Every creature
has a Charisma score.

Apply the character's Charisma modifier to:

* Bluff, Diplomacy, Disguise, Handle Animal,
Intimidate, and Perform, checks. These are the
skills that have Charisma as their key ability.

* Checks that represent attempts to influence
others.



Ability Modifiers and Bonus Powers

Bonus Powers Usable Per Day

Ability Score Modifier 0 1st 2nd 3rd 4th 5th 6th 7th 8th | 9th
1 -5 - - - - - - - - - -
2-3 -4 - - - - - - - - - -
4-5 3 - - - - - - - - - -
6-7 2 - - - - - - - - - -
8-9 -1 - - - - - - - - - -
10-11 0 - - - - - - - - - -
12-13 +1 - 1 - - - - - - - -
14-5 +2 - 1 1 - - - - - - -
16-17 +3 - 1 1 1 s - _ - : -
18-19 +4 - 1 1 1 1 - - - ; -
20 - 21 +5 - 2 1 1 1 1 - - - -
22-23 +6 - 2 2 1 1 1 1 - - -
24-25 +7 - 2 2 2 1 1 1 1 - -
26 - 27 +8 - 2 2 2 2 1 1 1 1 -
28-29 +0 - 3 2 2 2 2 1 1 1 1
30 - 31 +10 - 3 3 2 2 2 2 1 1 1
32-33 +11 - 3 3 3 2 2 2 2 1 1
34-35 +12 - 3 3 3 3 2 2 2 2 1
\ jﬁ:{_ 36-37 +13 - 4 3 3 3 3 2 2 2 2




Be extremely subtle, even to the point of
formlessness. Be extremely mysterious,
even to the point of soundlessness.
Thereby you can be the director of the
opponent's fate.

- Sun Tzu
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Chapter 2: Races

Every character in Infinite Futures has a race. Not to be confused
with ethnic background, race is a gaming term meaning roughly
species. Each race grants a character certain game bonuses; some
races also carry penalties. More importantly race gives important
role playing clues about a character's background and world view.

Androids

An android is a machine modeled after human beings. They look
similar to humans, but the similarities are more than skin deep. The
architecture of an android's brain allows it to learn from experience.
When facts are insufficient, it can guess. On the microscopic level,
uncertainties in the chemical manufacturing processes mean all
manufactured brains vary slightly from the blueprint. Behavioral
tendencies can be programmed into their brains, but identical units
develop distinctive personalities shortly after activation.

Some philosophers claim that Androids aren't artificial copies of
people: they are artificial people. The two most common types of
androids are Industrial and Service.

The following racial traits apply to all androids.
Android Racial Traits

* Artificial Brain: An android's artificial brain is sufficient for anything which as an internal computer as a
prerequisite. If androids are included in the campaign, the GM must use at least some of the cyberware rules
presented in Chapter 7. But even if androids exist in a campaign a GM can disallow organic characters from
having cybernetic implants.

* Computer port: All androids have a cable which allows them to plug into standard computer ports. When
physically connected to a computer network by this cord, an android may make Computer Use checks as a
move-equivalent action. The android receives a +4 bonus to Computer Use checks if it is connected directly to
the target computer.

* - 4 to Identity Tolerance. An android's brain is more developed but less adaptive than humans, so they have
trouble coping with after market modifications. See Chapter 7: Cyberware for a description of Identity
Tolerance.

* Immunity to disease, aging, poisons, and death effects.



* Supernatural Immunity to any supernatural power with the word 'Person' in the title. Androids are not
natural people. They can however be affected by supernatural powers which target Als or machines.

* No Air requirements: Androids do not need to breath, but many go through the motions to make humans
more comfortable around them.

* No Healing: Androids can't heal damage. The Engineering skill must be used to restore damage to them.

* Recovery Systems: Androids don't bleed to death, but they can loose their data if badly damaged. An
android reduced to negative hit points is unconscious and inoperable. At this point, the automated systems try
to recover the androids data before it is lost, various system errors and misexecuted commands in this process
cause the android to loose one hit point every round. This continues until the android successfully backs up its
data or becomes damaged beyond repair. Each round the android makes a Wil save DC 10. The character
takes a penalty on this roll equal to his negative hit point total. If this check is successful, the android
successfully backs up its data. Another character can help an android recover its data by connecting to the
android's internal computer and making a successful DC15 Computer Use skill check. An android reduced to
-10 or fewer hit points has lost its data. Even if the body can be repaired, it will never operate under its own
will again.

Once an android's data has been successfully backed up, the body ceases operation, and can lay dormant for
literally years until salvaged and rebooted. Androids do no have a chance of spontaneously waking up while in
this state.

When the android is repaired and revived, if a Computer Use check was used to backup the android's data, the
computer used to make the check must be present, or else the android wakes up with all of its skills and feats,
but a case of amnesia until the data from the computer can be downloaded into its internal computer.

* Limited Battery life: An android needs to recharge its battery regularly. During a 24 hour day it must
physically plug into a sufficient power source and enter an idle state similar to sleep for at least eight hours.
The android sets the amount of time it will recharge when it starts. Disconnecting the android from the power
supply causes it to revive instantly. If the android fails to recharge, it enters a power save mode and suffers a
cumulative -1 penalty on all attack rolls, ability checks, skill checks, saving throws each day until it has a
chance to fully recharge.

* Languages: Androids begin play speaking the Standard Language. Androids with a high intelligence score
can choose any languages.



Android, Industrial

Industrial androids are human shaped machines built
to perform physically demanding, repetitious, boring
and dangerous work. They are found working
construction sites, dumps, and factories. Organized
crime uses them as muscle in places where military
androids would draw unwanted attention. An
industrial android's humanoid shape is convenient for
using human tools and working in spaces designed for
living creatures.

Typical industrial androids stand 6 ft tall with a broad
chest. Their skins are either an easy-to-clean smooth
metallic membrane or jointed metal plates. Their faces
are obviously not human, with blocky features and
flat, mat-black optics. The mouths move when they
speak, but this is only to help humans cope with them.
Industrial Androids are genderless, but most people
regard them as 'male." Because of this image, they
often wear pants but leave the top half of their bodies
exposed.

Industrial androids tend to be pragmatic and honest.
They prefer the direct approach, and will rush to apply
brute force to a problem. Industrial androids are more
comfortable taking orders than issuing them.

Industrial Android Racial Traits

* +2 Str, +2 Con, -2 Cha. Industrial androids are strong and
tough, but tend to lack social skills.

* Android Traits

* Medium Sized. As Medium characters, industrial androids
have no special bonuses or penalties due to their size.

* Base movement 30 ft per round.

* -4 on Swim skill checks. Although strong and water proof,
it is easier for an industrial android to walk along the bottom
than it is for it to swim.

* Choose one of the following skills at character creation.
The industrial android receives a +2 racial bonus to that skill.
A similar skill may be substituted with GM approval:

Craft (Electromechanical), Craft (Structural),

Profession (Janitor), Profession (Sanitation)



Android, Service

Service Androids are designed to perform in low wage
Jjobs which require public interaction. To help them
deal with people, service androids look similar to
humans, but with enough differences to mark them
clearly as artificial. They have a human silhouette and
unnatural skin tones, hair shades and eye colors.
Some sport ears modeled after elves, cats or rabbits.
Anatomically correct models mimicking either gender
are available, along with more politically correct
versions. Female service androids outnumber their
male counterparts three to one.

Service androids' outward similarity to humans causes
them to be treated more like people than other kinds
of androids. Mirroring these experiences, they
develop human like personalities.

Service Android Racial Traits

* 42 Int, +2 Wis, -2 Str. Service androids have
abundant computing power and are made
physically weak so as to be nonthreatening to
humans.

* Android Traits

* Medium Sized. As Medium characters, service
androids have no special bonuses or penalties due
to their size.

* Base movement 30 ft per round.

* +2 racial bonus to one type of Profession check.
Choose a Profession from the following list, or a
similar one approved by the GM: Butler, Fast
Food, Maid, Personal Secretary, Receptionist,
Waitress.

* Initial Configuration: A service android may
begin play with the sex wiring augmentation at no
cost. However the Identity Cost still applies.

When a man's an empty kettle he should be on his mettle,

And yet I'm torn apart.

Just because I'm presumin' that I could be kind-a-human,

If I only had heart.

I'd be tender - I'd be gentle and awful sentimental

Regarding Love and Art.

I'd be friends with the sparrows ... and the boys who shoots the

arrows
If I only had a heart.

Picture me - a balcony. Above a voice sings low.

Dorothy
Wherefore art thou, Romeo?
Tin Man
I hear a beat....How sweet.

Just to register emotion, jealousy - devotion,

And really feel the part.

I could stay young and chipper and I'd lock it with a zipper, If

I only had a heart.



Cancrian

The cancrians stand between 7 and 8 foot tall. A thick fur covers their bodies. Browns and blacks are
the most common color of hair. White or orange Cancrianes also exist in fewer numbers. The nose and
mouth are combined into a muzzle. Cancrian have pronounced incisors and sharp front teeth for
ripping meat from the bone. The broad, flat back teeth are used
for crushing nuts.

The cancrians have been exploring the stars longer
then humans, but not nearly as long as the grays
have. The cancrians are aware of the grays, and
of their experiments both on both humans and
cancrians. But facing in insurmountable
technological disadvantage, they choose to

try to avoid attention, rather than
confront the gray.

Their brutish appearance belies that the
cancrians are a technologically
advanced and culturally refined
people. Cancrians craft even the ﬁr’
f

simplest, utilitarian tool as a work

of art. Their machines and

electronics are even more elaborate,
functioning at peak efficiency. .'
Unfortunately redundancy and é
ease of repair are not part of the
Cancrian sense of aesthetics, so
when something does break, it
causes serious problems.

The inability to make field repairs

has stranded more than one

cancrian expedition on an alien

planet. Under such primitive ‘*A
conditions, they are not able to craft
replacement tools. Before long the rest

of their equipment breaks down and they
revert to primitive barbarism to survive. These feral
cancrians may live for generations before being rescued
by their brethren.

Cancrians are the ultimate omnivores. In addition to
everything that humans consider edible, they can also
safely digest leaves, bark, and small bones. In spite
of, or because of their wide dietary range, cancrians
value cooking above all other arts. Cancrians are being literal, when they talk about enjoying the
'flavor' of each new planet. Although they can eat spicy food with suffering indigestion, they prefer
more subtle tastes.




(and in many cases, they honestly don't understand
the spoken language.) If nothing else they can
communicate with humans via written notes.

The cancrians are non-confrontational, but are far
from pacifists. They are avid hunters and when
cornered they fight with all their strength. It is

more a matter that cancrians dislike any fight Cancrian is the standard term for this race, based on
which will expose themselves to danger. They the human name for the star system which houses
much prefer to attack with the advantages of their homeworld. Their name for themselves, is of
concealment and surprise. Despite their large size,  course unpronounceable for humans. Various human
they can move though thick under brush without cultures have applied different terms to the cancrians:
making a sound. sasquatch, yeti, big foot, skunk ape. The cancrians

consider these terms to apply only to feral members
of their race; it is rude to refer to a star faring
cancrian by these terms.

At some point (in the 21st or 22nd century) human
researchers captured a feral cancrian living on
Earth. When the news became public, a nearby
cancrian spaceship also noticed the broadcast.
Under the cover of darkness a squad of high-tech
cancrian commandos rescued the feral cancrian
from the research lab (actually it was a zoo.) The
feral cancrian was even more surprised than the )
human guards; he had always assumed the stories
that cancrians came from the stars were myths.

The feral cancrian had befriended the researchers
and convinced his spaceborne brethren to trust
humans and reveal their existence. They
returned him to Earth, as the first ambassador
between the two species.

The cancrian language consist of growls,
grunts, howls, tongue click and lip
smacking. It is equally impossible for

a human to speak cancrian as it is for
cancrians to speak human languages. It is
theoretically possible to have a verbal
conversation between a human and a
cancrian, provided they both understand the
other's language. But as a refined and sensitive
race, cancrians are self conscious about how
'primitive’ or 'animalistic' their language sounds
to humans. Therefore, all cancrians are
taught human sign language in school. In
the presence of humans, they make an
effort to use only sign language, even
when communicating with one
another. Likewise, they
consider it impolite for a
human to give verbal
replies to their signing




Cancrian Racial Traits

* +3 Str, +1 Wis, - 2 Int. Cancrians are strong and in tune with their environment. But sometimes their sense
of art and their strong instincts interfere with their ability to think logically.

* Medium: As Medium creatures, cancrians have no special bonuses or penalties due to their size.
* Base movement 30 ft per round.

* Scent: Cancrians can detect opponents by sense of smell, generally within 20 ft. If the opponent is upwind
the range is 60 feet. If it is downwind, the range is 15 feet. Strong scents, such as smoke or rotting garbage can
be detected at twice the ranges noted above. Overpowering scents, such as skunk musk, can be detected at three
times these ranges.

The cancrian detects another creature's presence but not its specific location. Noting the direction of the scent is
a move action. If they move within five feet of the scent's source, the cancrian can pinpoint that source. Strong
competing orders (rancid garbage, creosote, etc.) make it impossible to detect hidden creatures by scent.

If the cancrian has the Survival skill, they can follow tracks by smell, making a Survival check to find or follow
the scent trail. Cancrains can also attempt to use the tracking function of the survival skill untrained.

Cancrians can identify the various humanoids by scent (in particular the enigma and androids register as
distinctly inhuman.) By coming within five feet of a character attempting to disguise his or her race and/or
gender, the cancrian atomically sees through the disguise, unless the other character has used strong perfume or
something else to mask his scent. Androids and cyber-sapiens are based on similar technology so smell the
same.

* Lowlight vision: Cancrians can see twice as far as humans in dim light. Lowlight vision is color vision.
Cancrains can see outside on a moonlit nights as well as they can see during the day.

* Poison Resistance: Cancrians gain a +2 bonus on all saving throws against poisons.

* Natural Survivors: Cancrians gain a +2 bonus to Survival skill checks. Not only are cancrians avid
outdoorsmen, their ability to eat just about anything makes it easy for them to live off of the land.

* Natural Stealth: Thanks to their fur color and soft padded feet, cancrians gain a +2 bonus to Stealth checks
when in a wilderness environment.

Languages: Cancrians begin play speaking cancrian. They can also use sign language and understand the
written version of the Standard Language. Cancrians with a high intelligence score can choose any languages.

NN/ 2o



Cyber-sapiens Racial Traits

* +2 to One Ability Score: Like humans,
cyber-sapiens characters get a +2 bonus to
Cyber-sapiens one ability score of their choice at creation to

) ) ) ] represent their varied nature.
Cyber-sapiens are human brains with fully cybernetic

bodies. The five pounds of grey matter in the skull is the
only “living” component. They eat food like organic
organisms, but a nanotech factory converts it into
electricity and nutrients for the brain. Even their blood is * Base movement 30 ft per round.
silicon based.

* Medium Sized. As Medium creatures,
cyber-sapiens have no special bonuses or
penalties due to their size.

* A cyberoid starts play with a cyber-sapiens
For many, a cyber-sapiens body means a new chance at body free (Body Cost 10, Identity Cost 5)
life. The most common recipients are terminally ill
children and mortally wounded soldiers. For other's it is a
chance to upgrade themselves into something more than
human.

* As a consequence of the cyber-sapiens
body, the character can not heal damage
naturally. All lost hit points must be restored

through use of the Engineering skill.
Those who change themselves into cyber-sapiens in search

of immortality and eternal youth, meet with
disappointment. Regular tune-ups replace doctor's visits.
Cyber-sapiens actually confront their mortality more than * A cyber-sapiens character receives a +2
humans, because when there is a problem, their bodies are bonus on Will saves to see if the character is
capable of providing a detailed analysis. Then they watch mentally disrupted for the day by his

as the faulty component is ripped from their bodies and cybernetic existence.

replaced with a spare out of the box.

* A cyber-sapiens character receives the
Cyber Identity feat free at character creation.

* A cyber-sapiens character gains a +2 bonus
It is unclear how old a cyber-sapiens could live to be under =~ to Computer Use skill checks. Living inside
ideal conditions, with a well maintained body, but it is not a computerized shell gives the cyber-sapiens
eternity. The human brain is not designed to last forever. a unique insight into how computers work.
Elderly cyber-sapiens develop senility and dementia, and
eventually flat-line, if they don't succumb to an accident
first.

* Languages: Cyber-sapiens begin play
speaking the Standard Language.
Cyber-sapiens with a high intelligence score
For all their faults, there is always demand for can choose any languages.

cyber-sapiens bodies and the second chance they provide.
It may not be ambrosia, but it can provide idealized faces
and bodies.

Some cyber-sapiens are indistinguishable from humans in
appearance. Others flaunt their artificial bodies with
unnatural skin and hair tones or cold, metallic features
more reminiscent of androids.

A human character can become a cyber-sapiens after a
campaign has begun, by having their brain removed from
their natural bodies and placed in a cyber-sapiens shell.
Characters who become cyber-sapiens after game play has
begun, do not gain the racial traits listed below for
cyber-sapiens. They loose any attribute modifications from
their old race and any form of physical benefit, such as low
light vision. They retain all bonus skill points and feats
granted by their old race.



Enigma

The enigma is not a race so much as a class of individuals.
No matter where she goes, no one has ever met anything
quite like her before. In fact, no two enigma are alike.
Frequently they have serial numbers, arcane marks,
barcodes, or alien patterns tattooed somewhere on their
bodies. Even if these can be read, no meaning can be
gleaned from them.

Most enigma are indistinguishable from human. Some
have cosmetic differences such as pointed ears, reticulated
pupils or non-prehensile tails. Apparently the similarities
to humans are only skin deep. Enigma respond adversely
to medical treatment.

Enigmas turn up in a variety of places: wandering the
streets or wilderness alone, drifting escape pods,
suspended animation chambers in abandoned laboratories
or alien ruins. By definition, no on knows where the
enigma came from before this, or what her ultimate
purpose is. If an enigma knows her origins, she keeps
quiet about it.

Enigma seem to have no memory before being woken up
by their discoverers. They can speak fluently and handle
most daily tasks, but don't know any details of human
culture or history. Sometimes simple things everyone
takes for granted, such as a door bell, will take the enigma
completely by surprise.

As if to make up for this lack of general knowledge, an
enigma is an expert in one field. She is not just
knowledgeable, she knows things that are literally
impossible for her to know (such as being able to
recognize a prototype that wasn't designed until after she
was discovered). An enigma recites this information in a
monotone and with a distant look, as if in a state of self
hypnosis. An enigma can recognize items and answer
specific questions (even ones she thinks of herself), but if
asked to write a book on the subject, she “can't think of
anything to write.”

Enigma are rare, there should probably never be two in an
adventuring party. If there are two, don't leave them alone
together. They're liable to wander off and get lost.



Enigma Racial Traits

* 42 Con, +2 Cha, -2 Wis An enigma is attractive and friendly. Their endearing naiveté engenders a
strong protection instinct. They are also surprisingly resilient.

* An enigma suffers a -4 penalty on knowledge skill checks. This penalty applies to all knowledge
skills except the enigma's specialty (see below).

The enigma can buy off this knowledge check penalty at a cost of 2 skill points per point of penalty
negated. These points do not raise the skills, or allow them to make trained skill checks, but it does
reduce the penalty.

* Knowledge Specialty: At character creation choose one of the following Knowledge skills:
Behavioral Sciences, Earth and Life Sciences, Paranormal, Physical Sciences, Tactics, Technology, or
Theology and Philosophy. The enigma receives a +11 racial bonus to this skills at first level. This bonus
increases by one with each character level. (Total racial bonus =10 + character level.)

Normal intelligence modifiers apply to the enigma's specialty.

Skill points can not be spent to improve the enigma's specialty skill. The knowledge is subconscious, and
no amount of studying will unlock the inner mysteries.

* Unfulfilled Destiny: Enigma by their very nature are tied to the deeper mysteries of the universe.
Sometimes it seems that reality conforms itself to help the Enigma reach where she needs to be.

Once per day, after the enigma's player makes a die roll, but before the GM has announced the results of
the roll, the player may re-roll the die, and uses the higher of the two rolls.

The GM should describe success achieved by a re-roll a the result of freak chance, or unexplained
occurrences. (Example, after using the re-roll on a saving throw to avoid a grenade blast, the GM states
that the enigma caught the full force of the blast, and when the smoke cleared was standing in the same
place, unscratched.)

* Alien Biology: Enigma look human, but do not respond to medical treatment in the same
way. Their reactions are often counterintuitive, and may depend on unusual factors,
such as the amount of direct sunlight received during treatment.

Because of this, any character using the treat injury skill on an enigma Suffers a -4
penalty. This applies to all uses of the Medical skill, not just to surgery. The
Xeno-medicine feat can not offset this penalty, because by definition, each enigma is
unique.

Fortunately enigmas are highly naturally resilient. An enigma receives a +2 racial
bonus to saving throws to resist the effects of disease and poisons. In addition
the enigma receives a +4 bonus on Fortitude saves to stabilize when dying.

Languages: Enigmas begin play speaking the Standard Language. Enigma

with a high intelligence score can choose any languages. In particular
enigmas often know archaic languages.




Gray

The grays are a diminutive humanoid race with pale skin.
Compared to humans their heads and eyes are enlarged.
Other features such as the nose, mouth and ears are
greatly reduced or missing entirely. They are completely
hairless, lacking even a light body hair. The hands have
five fingers, like humans, but the fingers are elongated.
The gray lack outward signs of gender and are in fact
hermaphroditic; all gray are capable of both siring and
baring young. Their body temperature is lower than
humans, giving their touch a clammy dead feeling.

Grays stand between 4 and 5 ft tall. The grays reach
physical maturity at 30 years of age. Average life
expectancy is 210 years.

Rumors that they are all telepathic come for the fact that
their language is spoken almost entirely in the ultrasonic
(high pitched) range, undetectable by the human ear.
This also explains why some animals, such as dogs, react
with discomfort and near panic to the presence of grays
before humans become aware of them. If the GM allows
FX effects into the game then see the side bar below.

The most marked psychological trait common to all
grays in their insatiable curiosity. From the earliest mists
of time, they have traveled the stars studying and
experimenting on various life forms. Sentients hold a
particular interest for them. For a time their inorganic
technology was the most advanced in space, but their
organic sciences have always been much more advanced,
and the mysteries of living organisms fascinate the grays.
They routinely abducted specimens and performed
exploratory surgery on them. But this could not slate
their curiosity; they began implanting monitoring and
tracking devices. Worse still were the devices which
could be triggered remotely to induce a change in the
subject.

Psychology is also an area of interest for the grays.
Some of their experiments involved paralyzing but not
anesthetizing a subject, just so they could monitor the
reaction. Other times they would establish a mental link
via technology or psychics and converse with a target for
years.



At some point (in the 21st or 22nd century),
the grays lost their technological advantage
over humans. The gray were so confident in
their own superiority, that the first wave of
human fighter capable of not only tracking, but
attacking one of the grays disk shaped craft
took them by surprise. Before the gray could
mount a counter attack the humans had the
clear military advantage and the gray
surrendered. It never occurred to the gray to
simply withdraw beyond the, then limited,
reach of the human space craft. They were too
fascinated by the unfolding events. The gray
were forced to sign, sometimes literally at gun
point, the Treaty of Sentient Rights. Careful
wording in the treaty not only outlawed
experiments on Earth, but also similar activity
on other species.

In the far future, since the gray can no longer
experiment on humans, their curiosity has
turned outwards to the frontier. If first
explorer into an uncharted region is not a gray,
then the first gray is never far behind. Human
values of respect for others and life have
started to rub off on the grays, but sometimes
in the face of a new danger, a gray will
unintentionally endanger himself and others
“just to see what will happen.”

The grays can vocalize and hear human
speech. In future setting where they deal with
humans as equals, they will speak at least one
human language. Since their own word for
their people is inaudible to humans, they
accept the label 'grays.' Though they will
often refer to themselves poetically as 'the
fallen ones, referencing the grays' former
dominance.

Gray Racial Traits

* -2 Str, + 2 Dex, + 2 Int. Grays are agile and
intelligent, but they lack the physical prowess of the
other races.

* Darkvision: Gray can see in the dark up to 60 feet.
Darkvisison is black and white only, but otherwise like
normal sight, and sokuja can function just fine with no
light at all.

* Light Blindness: Abrupt exposure to bright light
blinds grays for one round; on subsequent rounds they
are dazzled as long as they remain in the affected area.

* Small Sized: As small characters minidroids gain a
+1 size bonus to Defense, a +1 size bonus on attack
rolls, a -1 penalty to their Combat Maneuver Bonus and
Combat Maneuver Defense, and a +4 size bonus on
Hide checks, but they use smaller weapons than humans
use, and their lifting and carrying limits are 3/4th of
those of a Medium character.

* Base movement 20 ft per round.

* Willing to try anything once: In any situation where
a gray character suffers a non-familiarity penalty (such
as -4 to Medical checks when treating another species
without the Xeno-medicine feat), the gray suffers only
half the normal penalty. Grays are fascinated by new
mysteries.

* Bonus feat: Zero-G Training: Although they
presumably evolved on a planet like other species, gray
prefer the void. Most gray cities are located in outer
space and a nonadventurous gray might live his entire
life without ever entering a gravity well.

* Radiation tolerance: Grays gain a +2 bonus to saving
throws to avoid the effects of radiation. Grays spend
most of their lives outside the shielding of a plant's
magnetosphere, thus have developed a resistance to
hard radiation.

* Sixth sense: Grays gain a +2 bonus on perception
checks to notice a hiding sentient creature (including
androids). Grays seem to be able to 'feel' intelligent
minds.

* Languages: Grays begin play speaking Gray and the
Standard Language. Grays with a high intelligence
score can choose any languages.



Humans

Humans are the standard against which other
races are measured. In virtually every setting,
humans will be the most numerous race.
Humans have a penitent for invention and
discovery. Their adaptability and competitive
natures assure they will always be a force to be
reckoned with. Not to mention, they bred like
rabbits and are harder than rats to kill.

'Human' does not included members of the
species who have had their bodies replaced with
a cybernetic one (cyber-sapiens) or individuals
which have had their genetic material altered
significantly from the naturally occurring human
base.

Human Racial Traits

* +2 to One Ability Score: Human characters get
a +2 bonus to one ability score of their choice at
creation to represent their varied nature.

* Medium: As Medium creatures, humans have no
special bonuses or penalties due to their size.

* Normal Speed: Base movement 30 ft per round.

* Bonus Feat: Humans gain one extra feat at 1st
level.

* Skill: One extra skill rank at 1st level and one
extra skill rank at each additional level.

* Languages: Humans begin play speaking the
Standard Language. Humans with a high
intelligence score can choose any languages.




Sokuja

The sokuja are aliens, and thus any attempt to apply a Terran
classification systems to them is inherently difficulty and
misguided. That being said, from the Terran point of view, the
sokuja display a mixture of mammalian and reptilian features.
From the waist up, they appear human with light body hair and
long head hair. The males do not grow beards. They display the
same range of skin tones as humans, with a predominance
towards the darker shades. The sokuja bare live young (usually
single births) and the females have breast for nursing them, but
the oily-amber liquid produced for the suckling infants bares
little resemblance to milk.

From the waist down, the sokuja have a seven foot long sinuous
snake body. The genitals are located slightly below the navel,
and are covered by flaps of scaled skin most of the time. They
are unnoticeable except during intense arousal.

Total length is roughly ten feet for both males and females, with
the females being notably lither. They weigh twice as much as
an equivalent human, but thanks to a lower metabolism eat
roughly the same amount. This lower metabolism also gives
them a natural life expectancy of 120 years.

Sokuja do not traditionally wear clothing or

armor of any kind. Space suits are

considered an uncomfortable necessity.

They are however very found of jewelry.

Because they don't have pockets to carry

items, they design their technology to be wearable

(cell phone earrings, computer bracelets, tool belts,

visual display sunglasses, etc.) The Sokuja are aware of
human sensibilities, so the females will cover their breasts
when dealing with humans, most of the time.

AVAVAYE




The current theory to explain their morphology is
that they evolved from freshwater predators of ape
level intelligence. These proto-sokuja appear
rather similar to the earth manatee or dolphin.
When continental drift stranded a population of
the proto-sokuja in an dead sea, they evolved an
upright posture to keep their eyes out of the
brackish water, and scales to protect their lower
bodies. The need for fresh water caused them to
start eating fruit, so their flippers evolved hands
for climbing trees. Long hair on their heads

evolved for the young to cling to while swimming.

All the while, the harsh living conditions
encouraged intelligence. Finally the dead sea
turned into a salt flat and forced them onto dry
land.

Sokuja Racial Traits

* 42 Dex, +2 Con, -2 Cha Sokuja are nimble and
hearty, but their reptilian beauty is difficult to
appreciate.

* Movement: The sokuja have a base land speed of
30 ft. Because of their serpentine bodies they can
move with a low profile. This allows them to make
a crawl action at full speed. They can also use
double move, run and sprint options while crawling.
The sokuja do not use their hands to crawl, so can
carry objects while doing so. Sokuja can rise from
being prone up to their normal height either as a
move action, or as part of another move action.

* Stability: The sokujas' low center of gravity
affords them a +4 bonus to their Combat
Maneuver Defense.

* 42 bonus to climb checks. The sokuja use their
tails and powerful forearms for climbing.

* Serpentine body: Sokuja gain +2 bonus to
Combat Maneuver bonus for the purposes of
grappling. Their sinuous bodies are perfect for
wrapping around opponents. In addition, during a
grapple, a sokuja can choose to make a
constriction attack which deals (1d6 +1.5x Str
bonus) normal damage.

* Cold blooded: Sokujia gain +2 bonus to
Fortitude saving throws to resist the effects of
exposure to hot environments. Because the sokuja
are cold blooded, their bodies do not waste energy
trying to cool themselves. This allows them to work
comfortably in condition that would cause a human
to pass out. They suffer -2 penalty to Fortitude
saving throws to resist the effects of exposure to
cold environments. Unable to generate body heat,
the sokuja are at the mercy of the elements.

* Lowlight vision: Sokuja can see twice as far as
humans in dim light. Lowlight vision is color
vision. Sokuja can see outside on a moonlit nights
as well as they can see during the day.

* Languages: Sokuja begin play speaking Sokuja
and the Standard Language. Sokuja with a high
intelligence score can choose any languages.



Now I am become Death, the destroyer of worlds

- Quote from the Bhagavad Gita
Robert Oppenheimer upon seeing the first

test detonation of an
atomic bomb.

A Bl
- Chapter3
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Chapter 3: Classes

Level Bonuses

All classes gain various character bonuses at
each level, the exact type and when depends
on the specific class. The bonuses granted to
each class are presented on a chart in their
respective description.

XP: This column shows the experience point
total needed to achieve a given character level.
(See Class and Character Level, page xx.)

Feats: This column indicates the levels at which
a character gains feats (one at 1st level, one more
at 3" level, and one more at every third level
thereafter). See Chapter Three for feat
descriptions.

Ability Increase: Every fourth level, the player
can choose one of the character's Ability scores
(strength, dexterity, constitution, intelligence,
wisdom, charisma) by one point.

Class Dependent Bonuses
In addition to the benefits the character receives
for advancing a level, he receives bonuses which
are dependent on which class he gains a level in.

Hit Die
The type of Hit Die used by characters of the
class determines the number of hit points gained
per level. A character rolls one Hit Die each time
he gains a new level, then applies any
Constitution modifiers to the roll and adds the
result to his hit point total. Thus a character has
the same number of Hit dice as levels. For his
first Hit Die, a 1%* level character gets the
maximum hit points rather than rolling
(although Constitution modifiers, positive or
negative still apply.

A

Experience and Level-Dependent Benefits

Character
Level

XP

Feats

Ability
Increase

1st

2nd

2.000

3rd

5.000

4th 9,000 - Ist
Sth 15.000 3rd -
6th 23,000 = -
7th 35,000 4th -
8th 51,000 - 2nd
9th 75,000 Sth -
10th 1105,000 - -
11th 155,000 6th -
12th 220,000 - 3rd
13th 315,000 7th -
14th 445,000 = -
15th 635,000 8h -
16th 890,000 - 4th
17th 1,300,000 9th -
18th 1,800,000 = -
19th 2,550,000 10th -
20th 3,600,000 - Sth




Hit Dice by Character Class

HD type Class

dé Charmer, Techie, Psychic

d8 Infiltrator, Outlander, Mystic
d10 Trooper

di2 Outlander

If your character has a Constitution penalty and
gets a result of 0 or lower after the penalty is
applied to the Hit Die roll, ignore the roll and add
one to your character's hit point total anyways. It
is not possible to lose hit points (or not receive
any) when gain a level, even for a character with
a low Constitution Score.

Base Attack Bonus
When attacking in combat, your character adds
his Base Attack Bonus to the attack check. To
make an attack roll, you roll 1d20 add your base
attack bonus and any other modifiers. If the end
result is higher than the target's modified
defense, the attack is successful. A natural one
(the d20 comes up 1) on an attack roll is always a
failure. A natural 20 (the d20 comes up 20) is
always a success.

The first number reflects the bonus applied to
the character's first attack. Numbers after the
slash indicate additional attacks at reduced
bonuses. For example, “+15/+10/+5” means the
character has three attacks each round: the first
ata +15 bonus, the second ata +10 bonus, and
the third at a +5 bonus.

Additional attacks are gained once the
character's Base Attack Bonus reaches +6, +11,
or +16; an additional attack is then gained at a
+1. As the character advances each extra attack
will have a base attack bonus of 5 less than the
previous attack.

The bonuses listed for each level are total, not

cumulative. Example: When a character gains a
second level of Trooper, his base attack bonus is
+2. Itis NOT +1(15 level)+2(2™ level) = +3.

Saving Throws
Generally, when a character is subject to an
unusual attack, he gets a saving throw to avoid or
reduce the effect. This covers situations like diving
away from a live grenade, overcoming a disease or
resisting a hacker trying to break into your
artificial brain. Like an attack roll, a saving throw
is a 1d20 roll plus a bonus based on the characters
class and level (the character's base save bonus)
and an ability modifier.

A natural 1 (the d20 comes up 1) on a saving
throw is always a failure. A natural 20 (the d20
comes up 20) is always a success.

A character's saving throw bonus is:
Base save bonus + ability modifier

The Difficulty Class for a save is determined by
the attack itself.

The three different kinds of saving throws are:

Fortitude (FORT): These saves measure the
character's ability to stand up to massive physical
punishment or attacks against his vitality and
health such as poison and paralysis. Apply the
character's Constitution modifier to his Fortitude
saving throws.

Reflex (REF): These saves test the character's
ability to dodge massive attacks such as explosions
or car wrecks. (Often, when damage is inevitable,
the character gets to make a Reflex save to take
only half damage.) Apply the character's Dexterity
modifier to his Reflex saving throws.

Will (WILL): These saves reflect the character's
resistance to mental influence and domination.
Apply the character's Wisdom modifier to his Will
saving throws.

Classes



The base saving throws listed for each level are
total, not cumulative. Example: When a
character gains a second level of techie, his or
her base Reflex save is +3. Itis NOT +2 (1%t
level) +3 (2"¢ level) =+5. However if the
character multiclasses, bonuses from different
classes are cumulative. If instead of a second
level of techie, the same 1st level techie gained a
level of infiltrator, his or her Reflex save would
be +4; +2 (15t level techie) +2 (15 level
infiltrator) = +4.

Defense
Defense represents how hard it is for opponents
to land a solid, damaging blow on a character
(or object). It's the attack roll result that an
opponent needs to achieve to hit a target. The
average, unarmored civilian has a Defense of 10.
A Character’s Defense is equal to:

10 + Dexterity modifier + class bonus
+ size modifier

Dexterity Modifier: If the character's Dexterity
is high, the character is particularly adept at
dodging blows or gunfire. If the character's
Dexterity is low, the character is particularly
inept at it.

Sometimes the character can't use their
Dexterity bonus. If the character can't react to a
blow, he or she can't use his Dexterity bonus to
Defense. Most types of armor set an upper limit
on the character's dexterity bonus to defense.

Class Bonus: A character's class and level grant
an innate bonus to Defense. This bonus
measures the character's combat savvy and
applies in all situations, even when the
character is flat-footed or would lose his
Dexterity bonus for some other reason.

Size Modifier: The bigger an opponent is, the

easier it is to hit in combat. The smaller it is, the
harder it is to hit.

Classes

Size Modifiers
Size Modifier Example
Colossal -8 Semi trailer
Gargantuan -4 Moving van
Huge -2 Armored car, Behemoth Androids
Large -1 Car
Medium-size +0 Humans, Androids, bioroids, cyber-sapiens
Small +1 Trash Can
Tiny +2 Cat, Minidroid
Diminutive +4 Computer Data Disk
Fine +8 Insect

Class Skills
Skills represent some of the most basic and yet
most fundamental abilities of your character. As
the character advances in level, he or she can
gain new skills and improve his existing skills
dramatically.

Acquiring Skills
Each level, the character gains a number of skill
ranks dependent on his or her class and
Intelligence modifier. Investing a rank in a skill
represents a measure of training in that skill. A
character can never have more ranks in a skill
than thier total number of Hit Dice. In addition,
each class has a number of favored skills called
class skills. It is easier for a character to become
more proficient in these skills, as they represent
par of his or her professional training and con-
stant practice. They gain a +3 bonus on all class
skills that they put ranks into. If they have more
than one class and both grant them a class skill
bonus, these bonuses do not stack.

The number of skill ranks a character can when
taking a new level in one of the base classes in
shown in that class's description. Humans gain
one additional skill rank per level. Characters
who take a level in a favored class have the
option of gaining one additional skill rank or an
additional hit point. If they selectalevel in a
new class, all of its class skills are automatically
added to their list of class skills, and they gain a
+3 bonus on these skills if you have ranks in
them.




Starting Funds
Each class lists the amount of money character's of
that class receive at character creation to spend on
equipment. These funds are received only at
character creation; if a character later gains the 1
level in a class through multiclassing, they do not
receive the starting funds for that class.

If characters are starting at a level above fist level,
the character gains the starting funds of the class
he received the first level Hit Die and skill points
for. The GM may award additional funds for
characters starting above first level.

Note that all funds are given in SBC, Standard
Banking Credits, which is a generic monitory
system used throughout the game, but feel free to
change this system into whatever one GM wishes to
use.

Class Features
This section lists the special characteristics of the
class. When applicable, this section also mentions
restrictions and disadvantages of the class.

Weapon and armor Proficiencies: This section
details which weapons and armor types the
character is proficient with. Regardless of
training, cumbersome armor interferes with
certain sKills, such as climb. Characters can
become proficient with other weapons or armor
types by acquiring the appropriate Armor
Proficiency (light, medium, heavy), and Weapon
Proficiencies (Exotic, Personal Firearms, simple,
etc.)

Other Features: Each class has certain unique
capabilities. They are also listed in this section.

Class Descriptions

This gives a brief description of the role of the
character in an adventuring group and
suggestions for how to role play a
character of this time. These are simply
suggestions. Each character is an
individual; you should find a style of play and a role
in the group which suits you.

Character Advancement

As player characters overcome challenges, they
gain experience points (XP). As these points
accumulate, PCs advance in level and power.

Advancing Your Character
A character advances in level as soon as he or
she earns enough experience points to do so,
typically this occurs at the end of a game
session, when the GM hands out that session's
experience point awards.

The process of advancing a character works in
much the same way as generating a character,
except that their ability scores and previous
choices concerning class, skills and feats cannot
be changed. Adding a level generally gives a
character new abilities, additional skill points
to spend, more hit points and possibly an
ability score increase or additional feats.

When adding new levels of an existing class or
adding levels of a new class (see Multiclassing),
make sure to take the following steps in order.
First, select the new class level. A character
must be able to qualify for this level before any
of the following adjustments can be made.
Second, apply any ability score increases due to
gaining a level. Third, integrate all of the level's
class abilities and then roll for additional hit
points. Finally, add new skills and feats.




Multiclassing

Instead of gaining the abilities granted by the next
level in a character's current class, he or she can
instead gain the 1 level abilities of a new class,
adding all of those abilities to his or her existing
ones. This is known as “multiclassing.” Add all the
hit points, base attack bonuses, and saving throw
bonuses from this new class to those a character
already has.

Note there are a number of effects and
prerequisites that rely on a character's level or
Hit Dice. Such effects are always based on the
total number of levels or Hit Dice a character
possesses, not just those from one class. The
exception to this is class abilities, most of
which are based on the total
number of class levels that a
character possess of that
particular class.

Favored Class
Each character begins play
with a single favored
class of his or her
choosing, typically
this is the same
class as the one
they chooses at 15t
level. Whenever a
character gains a level
of his or her favored class, he or she
receive either +1 Hit Point or + 1 Skill
rank. The choice of favored class can
not be changed once the character is
created, and the choice of gaining a
hit point or a skill rank each time
a character gains a level
(including his first level) cannot
be changed once made for a
particular level. Prestige classes
(to be included in expansion books)
can never be a favored class.

Classes



Charmer

A charmer survives by his or her ability to influence
others. They talk their way out of situations where
others would fight. They make new friends constantly
as his or her powers of persuasion are almost hypnotic
at times. He or she is more than just a pretty face, or a
body to kill for; their entire persona is intrinsically
likable.

Charmers excel in jobs where they deal with people:
retail sales, entertainment, military officers, or
politics. Others focus their natural charm into works
of art.

A charmer's most important attribute is Charisma; it
allows him or her to make the most of their abilities.
Intelligence is the next most important, to give them
more skill points.

In an adventuring group, a charmer often becomes the
spokesperson. It is their job to establish good
relations with people the group meets, and cover for
the other member's social gaffs. If the situation
deteriorates to the point where actions are speaking
louder than words, the Charmer usually tries to step
into the background and help the other's do their jobs.

Game Rule Information
Hit Dice:

dé

Class Skills:

The charmer's class skills (and the key ability for each
skill) are: Appraise (Int), Bluff (Cha), Craft (Int),
Diplomacy (Cha), Disguise (Cha), Domestic Science
(Cha), Forgery (Int), Intimidate (Cha), Knowledge
(economics, humanities, military, modern culture,
streetwise) (Int), Linguist (Int), Perform (Cha),
Profession (Wis), Sense Motive (Wis), and Swim (Str)

Skill Points at Each Level:
6 + Int modifier

Starting Funds:

(2d4+4) x100 sbc

:/':
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Base Attack [[Base Defense| Fort Ref Will Special
Bonus Bonus Save Save Save
st +0 +0 +0 +0 +2 Coordinate, Inspire Competence
2nd +1 +1 +0 +0 +3 Charmer Talent
3rd +2 +1 +1 +1 +3 Inspire Courage
4th +3 +1 +1 +1 +4 Charmer Talent
Sth +3 +2 +1 +1 +4 Bonus Feat
6th +4 +2 +2 +2 +5 Charmer Talent
7th +5 +2 +2 +2 +5 Improved Coordinate
8th +6/+1 +3 +2 +2 +6 Charmer Talent
9th +6/ +1 +3 +3 +3 +6 Inspire Greatness
10th +7 /42 +3 +3 +3 +7 Bonus Feat, Charmer Talent
11th +8 /43 +4 +3 +3 +7 Break Enchantment
12th +9 / +4 +4 +4 +4 +8 Charmer Talent
13th +9 / +4 +4 +4 +4 +8 Lasting Impression
14th +10/+5 +5 +4 +4 +9 Charmer Talent
15th || +11/+6/+1 +5 +5 +5 +9 Bonus Feat
16th +12 /47 / 42 +5 +5 +5 +10 Charmer Talent
17th +12 /47 / 42 +6 +5 +5 +10 Inspire Heroics
18th || +13/+8/+3 +6 +6 +6 +11 Charmer Talent
19th || +14/+49/+4 +6 +6 +6 +11 Virtual Presence
20th || +15/+10/+5 +7 +6 +6 +12 Bonus Feat, Charmer Talent

Class Features

The following are all class features of the charmer.

Weapon Proficiency: A charmer is proficient in all simple weapons and
personal firearms. They are not proficient with any type of armor.

Coordinate: A charmer with the Coordinate ability is skilled at getting
people to work together. The charmer must spend a full round directing his
or her allies and makes a Diplomacy check (DC 10). If the check
succeeds, allies using the aid another action that round provide a +3 bonus
to attack, defense, or a skill check rather than the normal +2.
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Inspire: A charmer can use their force of
personality to inspire their allies to exceed their
normal limitations. The effects are automatic as
long as the target can continue to see the charmer
and hear their encouragement (more correctly,
the target must have a clear line of sight to the
charmer, he doesn't actually have to be looking at
her, like a prizefighter's coach shouting at him
from his corner.) However, the energy required
to inspire other drains the charmer; they can only
use class abilities with the word “inspire” in the
title for limited number of rounds each day. The
limit is equal to twice the charmer’s level +2

+ their charisma modifier (level x 2 + 2 + Cha
modifier). After that, the charmer is too
emotionally and physically drained to pour their
soul into inspiring others.

Inspire Competence: A charmer can use their
force of personality to encourage an ally and help
them succeed at a task. The ally must be within
30 feet and able to see and hear the charmer. The
ally gets a +2 competence bonus on skill checks
with a particular skill as long as they continue to
hear the charmer's encouragement. This bonus
increases by +1 for every four levels the charmer
has attains beyond 3rd (+3 at 7th, +4 at 11th, +5
at 15th, and +6 at 19th).

Certain uses of this ability are infeasible, such as
Stealth, and may be disallowed at the GM's
discretion. A charmer can't inspire competence in
themselves. Inspire competence relies on audible
components.

Inspire Courage: A 3rd level charmer can
inspire courage in their allies (including
themselves), bolstering all against fear and
improving their combat abilities. To be affected,
an ally must be able to perceive the charmer's
inspiring presence. An affected ally receives a +1
morale bonus on saving throws against charm
and fear effects and a +1 competence bonus on
attack and weapon damage rolls. At Sth level,
and every six charmer levels thereafter, this
bonus increases by +1, to a maximum of +4 at
17th level. Inspire courage is a mind-affecting
ability.

Coordinate, Improved: Starting at 7th level,
when the charmer makes a successful coordinate
check, each successfully assisting characters
provides a +4 bonus.

Inspire Greatness: A charmer of 9th level or
higher can inspire greatness in themselves or a
single willing ally within 30 feet, granting extra
fighting capability. For every three levels a
charmer attains beyond 9th, they can target one
additional ally while using this performance (up
to a maximum of four at 18th level). To inspire
greatness, all of the targets must be able to see
and hear the charmer. A creature inspired with
greatness gains 2 bonus Hit Dice (d10s), the
commensurate number of temporary hit points
(apply the target's Constitution modifier, if any, to
these bonus Hit Dice), a +2 competence bonus on
attack rolls, and a +1 competence bonus on
Fortitude saves. The bonus Hit Dice count as
regular Hit Dice for determining the effect of
powers that are Hit Dice dependent. Inspire
greatness is a mind-affecting ability and it relies
on audible and visual components.

Break Enchantment: At 12th level, the charmer
is able to bring an ally to their senses through
shear force of personality. The charmer must
make a diplomacy check and spend a full round
action talking to a target who has fallen under the
effects of an enchantment or mind controlling
technology. The target is allowed a new saving
throw to break free of the enchantment. On this
new saving throw, the target uses the charmer's
diplomacy check result in place of his normal
saving throw.
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Lasting Impression: Starting at 13th level, the
charmer's inspiration is so strong that it remains
even after the charmer has left. To use this

ability the charmer must spend at least 10
minutes giving their audience a pep talk for an up
coming challenge. The charmer must know or
correctly guess the nature of the challenge (for
example a battle against a known foe, or an
approaching hurricane). All allies within 1001t of
the charmer during their speech gain a +2 bonus
to their next threes dice rolls, provided those rolls
are used to resist or counter attack the challenge
the charmer has prepared them for. To receive
this bonus, the allies must be able to understand
the language the speech was given in. Each ally
affected can save these three bonuses for a
number of days up to the charmer's class

level.

A charmer can use lasting impression no
more than once a day.

If the charmer misdiagnosed the challenge
(such as preparing their allies for human
enemies when the invaders turn out to be
monstrous aliens) or the ally faces another
significant challenge first (such as an
accidental fire) the bonuses for lasting
impression are lost.

Inspire Heroics: A charmer of 16th level
or higher can inspire tremendous heroism
in themselves or a single ally within 30
feet. For every three charmer levels the
character attains beyond 16th, they can
inspire heroics in one additional creature.
To inspire heroics, all of the targets must
be able to see and hear the charmer.
Inspired creatures gain a +4 morale bonus
on saving throws and a +4 dodge bonus to
AC. Inspire heroics is a mind-affecting
ability that relies on audible and visual
components.

Classes

Virtual Presence: At 19th level, when a
charmer uses their lasting impression ability,
there is no limiting distance, and all allies who
can see and hear the charmer, and understand the
language, receive the bonuses described under
lasting impression. The character can also reach
audiences via live broadcasts. A grainy black and
white picture is sufficient, but a pure audio
transmission is not. Nor is a prerecorded address
effective. In advanced civilizations, a charmer
using virtual presence can millions or even
billions of people.

On such a grand scale, not everyone will have
time to watch, be able to understand, know of the
charmer and be favorably predisposed to them.
The GM should rule on a case-by-case basis what
percentage of the population actually receives the
bonus. (Typically 25 to 75% for a well known,
well liked charmer.)




Charmer Talents: A charmer specializes in
influencing people. Since not everyone responds
to the same methods of persuasion, different
charmers develop different combinations of
tricks. At 2nd level and every even level
thereafter the charmer gains a charmer talent
chosen from the list below. Some abilities have
prerequisites which must be met before that
ability can be taken. Unless otherwise stated,

each talent may only be taken once.

Ambassador: The charmer is skilled at dealing
with alien cultures. A charmer with this ability no
longer takes a -4 penalty to diplomacy checks to
influence aliens.

Artist's Soul: Choose one of the following
skills: Craft (any), Domestic Science (for
preparing food only), Perform (any). The
charmer gains a bonus to that skill equal to one
half their charmer level. Artist's Soul may be
taken more than once, each time it applies to a
different skill. If the bonus is applied to the
Perform skill, it is only used when determining
the quality of the performance, the bonus does
not apply to Perform based abilities, such as
fascinate.

Body Language: With this talent, a charmer
does not need to speak to use their powers of
persuasion on those around them. When they
observe a nonplayer character (NPC), and can be
seen by the same character for at least one
minute, the charmer may make a diplomacy skill
check to improve that NPC's attitude towards the
charmer. Verbal communication is not required
during this time, so the charmer doesn't need to
know the NPC's language.

Body language affects the target NPC at an
almost subconscious level. The effected
character doesn't really know why he or she
rethought their attitude towards the charmer.

Combat Coordinate: When the charmer uses
coordinate during combat, the character being
aided receives a +2 bonus to both attack and
defense for each assisting character (normally the
bonus applies to only one or the other). If the
charmer has the Improved Coordinate ability, the
bonuses rise to +3.

Daze: (Prerequisite Dazzle) A charmer with this
talent is able to temporarily rattle an NPC target
through sheer force of personality to the point
that the NPC cannot function. The target must
have an Intelligence score of three or higher to be
susceptible to a daze, must be within 30 feet of
the charmer, and must be able to hear and
understand the charmer.

To daze a target, the charmer must use an attack
action and make a Charisma check (DC 15),
adding their charmer level as a bonus. If the
Charisma check succeeds, the target can try to
resist.

The target resists the daze by making a Will
saving throw (DC 10 + 1/2 charmer's class level
+ charmer's Cha bonus). If the save fails, the
target becomes dazed (unable to act, but can
defend normally) for one round.

A daze can be used on an opponent any number
of times.

Dazzle: With this talent the charmer can dazzle a
target through sheer force of personality, a
winning smile, and glib. The target must have an
Intelligence score of three or higher to be
susceptible to a dazzle attempt, must be within 30
ft. of the charmer, and must be able to see, hear,
and understand the charmer.

To dazzle a target, the charmer must use a
standard action and make a Charisma check (DC
15), adding their charmer level as a bonus. If the
Charisma check succeeds, the target can try to
resist.
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The target resists the dazzle attempt by making a
Will saving throw (DC 10 + 1/2 charmer's class
level + charmer's Cha bonus). If the save fails,
the target receives a -1 penalty on attack rolls,
ability checks, skill checks, and saving throws for
a number of rounds equal to the character's
charmer level.

Once a charmer has used this ability, whether it
succeeded or not, the target is immune to
repeated uses of this ability for the next 24 hours.

Fascinate: A charmer with this talent can use the
Perform skill to cause one or more creatures to
become fascinated with them. Each creature to be
fascinated must be within 90 feet, able to see and
hear the charmer, and capable of paying attention
to them. The charmer must also be able to see the
creatures affected. The distraction of a nearby
combat or other dangers prevents the ability from
working. For every three levels a charmer has
attained beyond 1st, she can target one additional
creature with this ability.

Each creature within range receives a Will save
(DC 10 + 1/2 charmer's level + charmer's Cha
modifier) to negate the effect. If a creature's
saving throw succeeds, the charmer cannot
attempt to fascinate that creature again for 24
hours. If its saving throw fails, the creature sits
quietly and observes the performance for as long
as the charmer continues to maintain it. While
fascinated, a target takes a -4 penalty on skill
checks made as reactions, such as Perception
checks. Any potential threat requires the target
allows the target to make a new saving throw
against the effect. Any obvious threat, such as
someone drawing a weapon, casting a spell, or
aiming a ranged weapon at the target,
automatically breaks the effect.



Fast Talk: A charmer can speak quickly in an
attempt to overload a target's mind and make
them easier to persuade. A charmer can apply
Fast Talk to a Bluff, Diplomacy, Disguise, or
Slight of Hand check. They receive a bonus equal
one half to his or her charmer level on the check,
but the effects only last until the target has a
chance to stop and think. After a number of
rounds equal to the charmer's Charisma bonus,
the target realizes they have been tricked.

Free Upgrade: A charmer with this talent has a
knack for getting more than they pay for. Each
time the charmer purchases an “economy” ticket
or service, there is a chance they will get a deluxe
treatment instead. To try for a free upgrade at the
time of purchase, the charmer can make a
Diplomacy check. DCs are given below.

Upgrade Diplomacy DC
Seat at sporting event to field pass 10
Hotel room to suite 15
Economy transportation to first-class 20

Concert or theater ticket to backstage pass 25

The character cannot try for a free upgrade if she
has already used the Diplomacy skill to bargain
over the price.

Grapevine: A charmer with this talent takes half
as long as normal when using the Diplomacy
skill to gather information. In addition, when
using the Diplomacy skill to gather information,
they gain a bonus on the check equal to one half
their charmer level.

Icy Stare: A charmer with this talent is able to
glare at a target and undermine the target's will to
attack the charmer. To use this ability the
charmer and target must be within 30 ft. of one
another and able to see each other. The target
must also be able to see the charmer's face.

To use icy stare, the charmer must use a standard
action and make a Charisma check (DC 15),
adding one half her charmer level as a bonus. If
the Charisma check succeeds, the target can try
to resist.

The target resists the icy attempt by making a
Will saving throw (DC 10 + 1/2 charmer level

+ charmer's Cha bonus). If the save fails, the
target can not attack the charmer for a number of
rounds equal to the charmer's class level plus the
charmer’s charisma bonus. The target may still
attack other members of the charmer's party
(including with area effect attacks which would
catch the charmer in the blast). If the charmer
attacks the target, this effect immediately ends.

Ice Stare, Improved: (Prerequisite Ice Stare)
When the charmer uses icy stare against a target,
even if the target passes their saving throw, all
attacks they makes against the charmer suffer a
-2 penalty. This penalty lasts for a number of
rounds charmer's class level plus their charisma
bonus. If the charmer attacks the target, this
effect immediately ends.

Inspire Fear: The charmer is able to scare a
target into irrationally fleeing from them. The
character must use a standard action to use this
talent. The target must be within 30ft and able to
see and hear the charmer, but not necessarily
understand the charmer's language. The target
must make a Will save (DC 10+1/2 charmer class
level+ Cha bonus) or become frightened (see
frightened condition). These effects last for 1d4
rounds. Regardless of the result of the save, the
target cannot be affected by that charmer's inspire
fear ability for the next 24 hours.

Using Inspire fear counts against the charmer's
maximum number of inspire rounds for the day.

Mass Fascinate: (Prerequisite Fascinate) A
charmer who takes this talent can fascinate
double the number of targets they would
normally be able to fascinate, as described under
the fascinate ability.
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Sex Appeal: The charmer gains a bonus equal to
one half their charmer level on Diplomacy
checks to influence characters who are attracted
to his or her species and gender.

Smile of Fate: The charmer may use their
Charisma bonus in addition to her Dexterity
bonus when calculating their Defense Bonus.

Untouchable: (Perquisite Icy Stare) When using
icy stare, rather than affecting a single target, the
charmer can choose instead to affect all
intelligent creatures within 30ft which have
fewer levels (or hit dice) than the charmer's class
level. The effects last for a number of rounds
equal to the charmer's class level plus their
charisma bonus.

If the charmer makes any aggressive action, not
necessarily directed at a creature affected by
this ability, the effects immediately end.

Wild Empathy: A charmer can improve the
initial attitude of an animal. This ability
functions just like a Diplomacy check to
improve the attitude of a person (see Using
Skills). The charmer rolls 1d20 and adds her
charmer level and his or her Charisma bonus
to determine the wild empathy check result. The
typical domestic animal has a starting attitude of
indifferent, while wild animals are usually
unfriendly.

To use wild empathy, the charmer and the animal
must be within 30 feet of one another under
normal visibility conditions. Generally,
influencing an animal in this way takes one
minute, but as with influencing people, it might
take more or less time.

The charmer can also use this ability to influence
an alien beast with an Intelligence score of 1 or 2,
but he takes a -4 penalty on the check.
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Infiltrator

There are those who prefer stealth and
guile to a frontal attack. The infiltrator
works behind enemy lines sowing destruction and
confusion. Some more silently as ghosts killing with a few
well places strikes; others scream like banshees shooting
everything in sight. Some infiltrators are masters of
disguise and will work for days or weeks quietly
sabotaging the enemy from within, but most find it safer
to get in, get the job done and get out.

Hit Die
ds
Starting Funds

(2d6+3) x100 sbc
Class Skills

The infiltrator's class skills are Acrobatics (Dex), Appraise (Int),
Bluff (Cha), Climb (Str), Computers Use (Int), Disable Device
(Dex), Disguise (Cha), Escape Artist (Dex), Forgery (Int),
Intimidate (Cha), Knowledge (military, modern culture, streetwise)
(Int), Linguistics (Int), Navigation (Int), Perception (Wis),
Profession (Wis), Sense Motive (Wis), Sleight of Hand (Dex),
Stealth (Dex), and Swim (Str).

Skill Ranks per Level:

8 + Int modifier.

Class Features

The following are class features of the infiltrator.

Weapon and Armor Proficiency: Infiltrators are proficient
with all simple weapons and personal firearms. They are
proficient with light armor, but not with shields.

Combat Style Feat: At Ist level, an infiltrator must select
one of two combat styles to pursue: martial arts, or firearms. The
infiltrator’s expertise manifests in the form of bonus feats at 1st, 6th 10th,
14th, and 18th level. They can choose feats from their selected combat
style. They must have any prerequisite feats for the new feat which they
chooses, but all other prerequisites are waved.
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Base Attack |[Base Defense|| Fort Ref Will Special
Bonus Bonus Save Save Save
1st +0 +1 +0 +2 +0 Combat Style Feat, Infiltrator Talent
‘ 2nd +1 +2 +0 +3 +0 Evasion
3rd +2 +2 +1 +3 +1 Maneuver Training, Infiltrator Talent
4th +3 +3 +1 +4 +1 Uncanny Dodge
Sth +3 +3 +1 +4 +1 Infiltrator Talent
6th +4 +4 +2 +5 +2 Combeat Style Feat
7th +5 +4 +2 +5 +2 Infiltrator Talent
8th +6/+1 +5 +2 +6 +2 Fleet, Improved Uncanny Dodge
9th +6/+1 +5 +3 +6 +3 Infiltrator Talent
10th +7 /42 +6 +3 +7 +3 Combeat Style Feat
11th +8/+3 +6 +3 +7 +3 Advanced Talents, Infiltrator Talent
12th +9/+4 +7 +4 +8 +4 Multitask
13th +9/+4 +7 +4 +8 +4 Infiltrator Talent
14th +10/ 45 +8 +4 +9 +4 Combeat Style Feat
15th | +11/+6/+1 +8 +5 +9 +5 Infiltrator Talent
16th || +12/+7/+2 +9 +5 +10 +5 Draw Fire
17th (| +12/+7/+2 +9 +5 +10 +5 Infiltrator Talent
18th | +13/+48/+3 +10 +6 +11 +6 Combeat Style Feat
19th || +14/+49/+4 +10 +6 +11 +6 Infiltrator Talent
20th || +15/+10/+5 +11 +6 +12 +6 Defensive Roll, Hide in Plain Sight

If the infiltrator selects martial arts, they can choose from the following list whenever they
gains a combat style feat: Agile Maneuvers, Combat Martial Arts, Defensive Combat Training, First Circle
Initiate, Improved Combat Martial Arts, Improved Grapple, Metal Body Style, Second Circle Initiate,

At 10th level the following feats are added to the list: Advanced Combat Martial Arts, Fifth Circle Initiate,
Forth Circle Initiate, Greater Grapple, Third Circle Initiate

If the infiltrator selects firearms, they can choose from the following list whenever they gains a combat style
feat: Deadly Aim, Double Tap, Far Shot, Lethal Burst, Point Blank Shot, Precise Shot, Quick Draw, Quick
Reload, Two Weapon Fighting

At 10th level, the following feats are added to the list: Improved Precise Shot, Improved Two Weapon
Fighting, Pinpoint Targeting.

The benefits of the infiltrator’s chosen style feats apply only when they wears light or no armor.
Once an infiltrator selects a combat style, it cannot be changed. A




Evasion: At 2nd level and higher, an infiltrator
has a knack for getting out of harms way. If they
make a successful Reflex saving throw against an
attack that normally deals half damage on a
successful save, they instead takes no damage.
Evasion can be used only if the infiltrator is
wearing light armor or no armor. A helpless
infiltrator does not gain the benefit of evasion.

Maneuver Training: At 3rd level, an infiltrator
uses their infiltrator level in place of their base
attack bonus when calculating their Combat
Maneuver Bonus and combat defense bonus.
Base attack bonuses granted from other classes
are unaffected and are added normally.

Uncanny Dodge: Starting at 4th level, an
infiltrator can react to danger before their senses
would normally allow them to do so. They
cannot be caught flat-footed, even if the attacker
is invisible. They still lose their Dexterity bonus
to defense if immobilized. An infiltrator with this
ability can still lose their Dexterity bonus to
defense if an opponent successfully uses the feint
action (see Combat) against them.

If an infiltrator already has uncanny dodge from a
different class, they automatically gains
improved uncanny dodge (see below) instead.

Improved Uncanny Dodge: An infiltrator of 8th
level or higher can no longer be flanked.

This defense denies another infiltrator the ability
to sneak attack the character by flanking them,
unless the attacker has at least four more
infiltrator levels than the target does.

If a character already has uncanny dodge (see
above) from another class, the levels from the
classes that grant uncanny dodge stack to
determine the minimum infiltrator level required
to flank the character.

Classes

Fleet: At 8th level, when the infiltrator makes a
full round attack, they gain an additional 5ft step.
This step can be taken before, after, or between
her attacks. The only restriction is that the
infiltrator cannot use their fleet 5ft step at the
same time as their normal 5ft step (i.e. they can
not take a 10ft step.)

At 15th level the infiltrator gains an additional 5ft
step. Again, the step can be taken between two
of their attacks, but cannot be taken at the same
time as another 5th step.

Feat: An infiltrator may gain any feat that they
qualifies for in place of an infiltrator talent.

Multitask: Starting at 12th level, when making
a full round attack action, the infiltrator can
choose to trade one of their attacks for a skill
check instead. If they trade their first attack, they
make the skill check without penalty. If they
trades her 2nd attack they suffers a -5 penalty to
the skill check. (If they have a 3rd attack in the
round, they can trade it and suffer a -10 penalty
on the skill check.) The character cannot make
more than one skill check a round this way. The
character is not considered, flatfooted, distracted,
or in anyway caught off guard while
multitasking.

Draw Fire: At 16th level, the infiltrator is can
make themselves into a target to protect their
allies. When the infiltrator uses this ability any
enemy who is holding action or has the ability to
make an attack of opportunity must make a Will
save (DC = 10 + 1/2 charmer class level

+ Charisma bonus). If this saving throw fails the
enemy will spend his or her action or attack of
opportunity to attack the infiltrator. The
infiltrator can only affect enemies who can see
them. In addition, enemies who they had more
than half cover/ concealment against are not
affected.



Defensive Roll: At 20th level the infiltrator can
roll with a potentially lethal blow to take less
damage from it than they otherwise would. Once
per day, when they would be reduced to zero or
fewer hit points by damage in combat (from a
weapon or other blow, not a power or special
ability), the infiltrator can attempt to roll with the
damage. To use this ability, the infiltrator must
attempt a Reflex saving throw (DC = damage
dealt). If the save succeeds, they take only half
damage from the blow; if it fails, they take full
damage. The infiltrator must be aware of the
attack and able to react to it in order to execute
their defensive roll, if they are denied their
Dexterity bonus to defense, they can't use this
ability. Since this effect would not normally
allow a character to make a Reflex save for half
damage, the infiltrator's evasion ability does not
apply to the defensive roll.

Hide in Plain Sight: At 20th level, an infiltrator
can use the Stealth skill, even while being
observed. The infiltrator may use this ability in
any terrain.

Infiltrator Talents
Every infiltrator has a different bag of tricks to
put the enemy off balance. At first level and
every odd level after that, the infiltrator can
choose a talent from the following list. Unless
otherwise stated, each talent can
only be taken once.

Ballistic Lock Pick: With this ability, an
infiltrator can attempt to open or jam a lock with
a point blank ranged attack as a standard action.
This requires both an attack roll to hit the lock (a
diminutive stationary object Defense nine) and a
Disable Device skill check. The infiltrator takes
a -4 penalty on the Disable Device skill check. If
the attack roll fails, the shot missed the lock, if
the Disable Device check failed, the lock remains
either closed or unlocked, which either it is
currently. If the Disable Device check succeeds,
the lock is now broken and can't be operated; the
infiltrator chooses whether it is broken in the
open or locked position.

Bypass Armor: An infiltrator that selects this
talent is able to find the weak points in the
opponent's armor. The infiltrator's successful
attacks ignore up to four points of the target's
damage reduction. To use this ability the
infiltrator must be able to see the target clearly;
they cannot use this ability against targets who
have cover or concealment.

Combat Trick: An infiltrator that selects this
talent gains a bonus combat feat (see Feats).

Fast Stealth: This ability allows an infiltrator to
move at full speed using the Stealth skill without
penalty.

High Jump: An infiltrator with this ability adds
one half their infiltrator class level to all
Acrobatics checks made to jump, both for
vertical jumps and horizontal jumps. In addition,
they always count as having a running start when
making jump checks using this ability.



Acrobatics. If the character has High Jump as a
class ability for two classes, the levels stack
when determining the bonus.

Ledge Walker: This ability allows an infiltrator
to move along narrow surfaces at full speed using
the Acrobatics skill without penalty. In addition,
an infiltrator with this talent is not flat-footed
when using Acrobatics to move along narrow
surfaces.

Light Sleeper: The infiltrator suffers only a +5
penalty (instead of the normal +10) to perception
checks while asleep.

Quick Disable: It takes an infiltrator with this
ability half the normal amount of time to open
locks, disable security devices or sabotage enemy
equipment using the Disable Device skill
(minimum one round).

Quick Disguise: It takes an infiltrator only 2d3
rounds to craft a disguise.

Resiliency: Once per day, an infiltrator with this
ability can gain a number of temporary hit points
equal to the infiltrator's level. Activating this
ability is an immediate action that can only be
performed when they are brought to below 0 hit
points. This ability can be used to prevent them
from dying. These temporary hit points last for
one minute. If the infiltrator's hit points drop
below zero due to the loss of these temporary hit
points, they fall unconscious and is dying as
normal.

This talent can be taken, multiple times. Each
time grants the infiltrator an additional use of
resiliency per day, up a maximum of eight times,
at which point they have as many lives as a cat.

Slow Fall: With this ability, an infiltrator within
arm's reach of a wall can use it to slow their
descent. They take damage as if the fall were 20
feet shorter than it actually is.
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Speedy: The infiltrators base speed increases by
10ft while they are unencumbered. This talent
may be taken more than once, each time increase
the infiltrators speed by an additional +10 ft., up
to a maximum of +30 ft. If the character has
Speed, as a class ability, from two classes, it can
only be taken a total of three times (not three
times per class).

Sneak Attack: If an infiltrator can catch an
opponent when he or she is unable to defend
themselves effectively from the infiltrator's
attack, they can strike a vital spot for extra
damage.

The infiltrator's attack deals extra damage
anytime his or her target would be denied a
Dexterity bonus to defense (whether the target
actually has a Dexterity bonus or not), or when
the infiltrator flanks their target. Should the
infiltrator score a critical hit with a sneak attack,
this extra damage is not multiplied. Ranged
attacks can count as sneak attacks only if the
target is within 30 feet.

With a weapon that deals nonlethal damage (like
a sap, whip, or an unarmed strike), an infiltrator
can make a sneak attack that deals nonlethal
damage instead of lethal damage. The infiltrator
cannot use a weapon that deals lethal damage to
deal nonlethal damage in a sneak attack, not even
with the usual -4 penalty.

The infiltrator must be able to see the target well
enough to pick out a vital spot and must be able
to reach such a spot. An infiltrator cannot sneak
attack while striking a creature with concealment.

Clarification: Incorporeal creatures, oozes,
swarms, and energy beings cannot be sneak
attacked.

This talent can be taken more than once. Each
time the infiltrator chooses this talent, the
damage inflicted by their sneak attack increases
by 1d6, up to a maximum of +5d6.



Stand Up: An infiltrator with this ability can
stand up from a prone position as a free action.
This still provokes attacks of opportunity for
standing up while threatened by a foe.

Trap Spotter: Whenever an infiltrator with this
talent comes within 10 feet of a trap, he or she
receives an immediate Perception skill check to
notice the trap. This check should be made in
secret by the GM.

Trench Crawl: While prone, an infiltrator with
this ability can move at half speed. This
movement provokes attacks of opportunity as
normal. An infiltrator with this talent can take a
5-foot step while crawling.

Wall Crawler: The infiltrator retains their full
defense bonus while climbing on a wall.

Advanced Talents
At 11th level, and every two levels thereafter, an
infiltrator can choose one of the following
advanced talents in place of an infiltrator talent.

Improved Evasion: This works like evasion,
except that while the infiltrator still takes no
damage on a successful Reflex saving throw
against attacks, they henceforth takes only half
damage on a failed save. A helpless infiltrator
does not gain the benefit of improved evasion.

Opportunist: Once per round, the infiltrator can
make an attack of opportunity against an
opponent who has just been struck for damage in
melee by another character. This attack counts as
an attack of opportunity for that round. Even an
infiltrator with the Combat Reflexes feat can't use
the opportunist ability more than once per round.

Skill Mastery: The infiltrator becomes so
confident in the use of certain skills that they can
use them reliably even under adverse conditions.

Upon gaining this ability, they selects a number
of skills equal to 3 + her Intelligence modifier.
When making a skill check with one of these
skills, they may take 10 even if stress and
distractions would normally prevent her from
doing so. An infiltrator may gain this special
ability multiple times, selecting additional skills
for skill mastery to apply to each time.

Vendetta: Once per day the infiltrator can
declare a vendetta against one target within sight.
The infiltrator adds their Charisma bonus (if any)
to their attack rolls and adds their infiltrator level
to all damage rolls made against the target of
their vendetta. In addition while pursing their
vendetta, an infiltrator gains a dodge bonus equal
to their Charisma modifier against attacks made
by the target. The vendetta remains in effect
until the target is dead, or the infiltrator rests and
regains their use of this ability.

Some skills such as Stealth or Diplomacy will be
badly hampered by the fact that the character is
attacking; otherwise the character can continue to
pick a lock (Disable Device), drive a car (Drive),
intemperate alien glyphs (Linguistics) or drool
over a treasure hoard (Appraise) even while
fighting for their life. The GM will have to
decide on a case-by-case basis, which skills can
be used while multitasking.
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Outlander

The future doesn't stop at the city limits. Even in
developed and densely populated plants, pockets
of wilderness remain. In addition to virgin
wilderness there are poisoned and irradiated
badlands, and every new worlds is a new
frontiers. Outlanders are hunters, wanderers,
fishers and farmers who live outside the hustle
and bustle of urban life.

It seems like every outlander has a different
reason for living far from the world of modern
comforts; some were born in the wilderness and
had little choice but to survive in the harsh
conditions; some are nature lovers; some long for
the new discoveries to be made on the frontiers;
some are just disenchanted with modern society
and are looking to escape.

As much as their understanding of nature, what
defines the outlanders are their self-reliance, the
ability to endure hardship and their stubborn
refusal to quit once they have set their minds to a
task. Outlanders know how to get the most out of
every piece of equipment and will continue to
use (often out of necessity) what others’ would
consider broken junk. They apply the same
philosophy to their own bodies and have the
seemingly supernatural ability to push
themselves past their biological limits and
continue on pure will power.

Outlanders are not necessarily antisocial hermits.
Many enjoy the bright lights and creature
comforts of society. But before very long, the
walls start feeling too close and the crowds to
numerous; pushing the outlanders back out to the
fringes.

Class Skills

The outlander's class skills are Acrobatics (Dex), Climb (Str), Domestic Science (Cha), Drive (Dex), Escape
Artist (Dex), Handle Animal (Cha), Intimidate (Cha), Knowledge (earth-life, modern culture, paranormal)
(Int), Linguistics (Int), Medical (Wis), Navigation (Int), Perception (Wis), Profession (Wis), Stealth (Dex),

Survival (Wis), and Swim (Str).

Classes

Skill Ranks per Level: 4 + Int modifier.

Hit Die
di2

Starting Funds |

(2d6+3) x100 sbc




Base Attack |[Base Defense|| Fort Ref Will Special
Bonus Bonus Save Save Save
1st +0 +0 +2 +2 +0 Favored Terrain, Combat Feat
2nd +1 +1 +3 +3 +0 Outlander Ability
3rd +1 +1 +3 +3 +1 Endurance, +2 Jury-rig
4th +2 +1 +4 +4 +1 Great Endurance, Outlander Ability
Sth +2 +2 +4 +4 +1 Favored Terrain
6th +3 +2 +5 +5 +2 Combat Feat, Outlander Ability
7th +3 +2 +5 +5 +2 Damage Reduction 1/-
8th +4 +3 +6 +6 +2 Outlander Ability
9th +4 +3 +6 +6 +3 Evasion +4, Jury-rig,
10th +5 +3 +7 +7 +3 Damage Reduction 2/-, Favored Terrain,
Outlander Ability
11th +5 +4 +7 +7 +3 Stubborn Survival, Combat Feat
12th +6/+1 +4 +8 +8 +4 Camouflage, Outlander Ability
13th +6/+1 +4 +8 +8 +4 Damage Reduction 3/-, +6 Jury-rig
14th +7 /42 +5 +9 +9 +4 Combat Feat, Outlander Ability
15th +7 /42 +5 +9 +9 +5 Favored Terrain
16th +8/+3 +5 +10 +10 +5 Damage Reduction 4/-,
Improved Evasion, Outlander Ability
17th +8/+3 +6 +10 +10 +5 Hide in Plain Sight
18th +9 / +4 +6 +11 +11 +6 Combat Feat, Outlander Ability
19th +9/+4 +6 +11 +11 +6 Damage Reduction 5/-
20th +10/ +5 +7 +12 +12 +6 Favored Terrain,
Improved Stubborn Survival,
Outlander Ability

A
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Class Features

All of the following are class features
of the outlander.

Weapon and Armor Proficiency: An outlander
is proficient with all simple weapons and
personal firearms and with light armor, medium
armor, and shields.

Favored Terrain: At 1st level, an outlander may
select a type of terrain from the Favored Terrains
table. The outlander gains a +2 bonus on
initiative checks and Knowledge (Earth Life
Sciences), Perception, Stealth, and Survival skill
checks when he or she is in this terrain. An
outlander traveling through their favored terrain
normally leaves no trail and cannot be tracked
(though they may leave a trail if they so
chooses).

At 5th level and every five levels thereafter, the
outlander may select an additional favored
terrain. In addition, at each such interval, the skill
bonus and initiative bonus in any one favored
terrain (including the one just selected, if so
desired), increases by +2.

If a specific terrain falls into more than one
category of favored terrain, the outlander's
bonuses do not stack; they simply uses whichever
bonus is higher.

Combat Feat: An outlander gains bonus combat
feats at 1st, 6th, 11th, 14th, and 18th level. These
feats must be chosen from the following list. The
outlander must meet all normal prerequisites for
the feats.

Acrobatic Step, Alien Logic, Archaic Weapon
Proficiency, Catch Off-Guard, Combat Reflexes,
Defensive Combat Training, Dodge, Improved
Initiative, Nimble Moves, Run, Save
Enhancement, Skill Specialization, Throw
Anything, Toughness, Well Versed, Zero-G
Training.

Favored Terrains
Cold (ice, glaciers, snow, and tundra)
Desert (sand and wastelands)
Forest (coniferous and deciduous)
Jungle
Mountain (including hills)
Plains
Urban
Swamp
Underground (caves and dungeons)
Water (above and below the surface)
Post Apocalyptic (Toxic or irradiated wastelands)
The Void (Zero G vacuum)
Gas Giants
Airless Worlds

Endurance: An outlander gains Endurance as a
bonus feat at 3rd level.

Jury-Rig: Starting at 3rd level, an outlander
gains a +2 competence bonus on Mechanical
skill checks made to attempt temporary or
jury-rigged repairs. See the Mechanical skill for
details on jury-rigging.

At 8th level, this competence bonus increases to
+4. At 13th level the bonus increases to +6 and
at 18th level to +8.

Great Endurance: Starting at 4th level, the
length of time an outlander can exist under
adverse conditions without penalty increases.
When determining the number of rounds an
outlander can hold their breath or run; the
number of hours the character can go without
water; or how for below zero the character's hit
points can drop before he or she dies, their
effective constitution score is their actual
constitution, plus 1/2 his or her outlander level
(rounded down).



Damage Reduction: At 7th level, an outlander
gains damage reduction. Subtract one from the
damage the outlander takes each time they are
dealt damage from a weapon or natural attack.
This damage reduction stacks with any granted
by armor the outlander is wearing. At 10th level,
and every three outlander levels thereafter (13th,
16th, and 19th level), this damage reduction rises
by one point. Damage reduction can reduce
damage to zero but not below zero.

Evasion: When he reaches 9th level, an
outlander develops a knack for getting out of
harms way. If they make a successful Reflex
saving throw against an attack that normally
deals half damage on a successful save, they
instead takes no damage. Evasion can be used
only if the outlander is wearing light armor,
medium armor, or no armor. A helpless outlander
does not gain the benefit of evasion.

Stubborn Survival: Starting at 11th level, the
outlander is no longer affected by the following
conditions: dazed, fatigued, sickened or
staggered.

In the case of fatigue, the outlander does not
suffer the penalty to strength and dexterity. But
the character is still considered fatigued, and
performing an action which would cause fatigue
causes the character to become exhausted as
normal. If the fatigue was caused by suffering
non-lethal damage, that damage still
accumulates. It still requires eight hours of rest
to recover from fatigue.

If the character also has the Diehard feat, while
staggered for being in negative hit points, the
outlander can continue to take move, standard,
and full round actions as normal, without fear of
causing further damage to himself.

Camouflage: An outlander of 12th level or

higher can use the Stealth skill to hide in any of
their favored terrains, even if the terrain doesn't
grant cover or concealment.

Improved Evasion: At 16th level, an outlander's
evasion improves. This ability works like
evasion, except that while the outlander still
takes no damage on a successful Reflex saving
throw against attacks, they henceforth takes only
half damage on a failed save. A helpless
outlander does not gain the benefit of improved
evasion.

Hide in Plain Sight: While in any of his favored
terrains, an outlander of 17th level or higher can
use the Stealth skill even while being observed.

Improved Stubborn Survival: At 20th level, an
outlander is not affected by the following
conditions: disabled, exhausted, and nauseated.
While disabled, the outlander can continue to
take move, standard and full round actions as
normal without causing further damage to
themselves.



Outlander Abilities

Outlanders are as varied as the lands they travel.
At 2nd level and every even level thereafter the
outlander gains an outlander ability chosen from
the list below. Some abilities have prerequisites,
which must be met before that ability can be
taken. Unless otherwise stated, each
ability may only be taken once.

Exploit Weakness: The outlander adds his
Wisdom modifier to all melee damage rolls and

to damage rolls for ranged attacks against targets
within 30ft.

Energy Resistance: The outlander gains two
points of resistance against one of the following
types of energy: acid, cold, electricity, fire, or
radiation. This talent can be taken more than
once; each time the outlander must choose a
different type of energy.

Flexible Scavenge: When an outlander with this
ability can't find the part he or she needs, they
make do with what they can find. With this
ability the outlander gains a +4 bonus to
Engineering skill checks made to scavenge parts.

High Jump: An outlander with this ability adds
one half his or her outlander class level to all
Acrobatics checks made to jump, both for
vertical jumps and horizontal jumps. In addition,
they always counts as having a running start
when making jump checks using Acrobatics. If
the character has High Jump as a class ability for
two classes, the levels stack when determining
the bonus.

Hold Together: An outlander with this ability
can continue to use a vehicle or piece of
equipment after it has been broken (reduced to
zero hit points). A piece of equipment which is
used while broken takes one point of damage
each round during combat, or each hour of travel
outside of combat.
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Hot Swap: An outlander with this ability can
attempt to repair a vehicle or piece of equipment
while it is still running.

Light Sleeper: The infiltrator suffers only a +5
penalty (instead of the normal +10) to perception
checks while asleep.

Night Vision: The outlander gains the Night
Vision feat. This is an exception to the rule that
this feat can only be taken at character creations.

Personalize: Too many home repairs make an
outlander's equipment quirky and temperamental.
No one except the outlander knows all the tricks
to make it work. Other characters take a -4
penalty to all skill checks and attack rolls when
using a piece of equipment which has been
personalized by an outlander. An outlander with
this ability can intentionally personalize a piece
of equipment or vehicle with one day's work.
Otherwise, the equipment automatically
personalizes after it has been in the possession of
an outlander with this ability for more than one
year. The outlander can teach another outlander
how to use a piece of personalized equipment,
even if that character does not have the
Personalize ability. Other classes would rather
just shell out for a new unit instead of putting up
with the quirks.

Poison Resistance: An outlander with this
ability gains a +4 bonus on saving throws to
resist the effects of poisons.

Quick Salvage: An outlander with this ability
takes half as long as normal to salvage parts with
an Engineering skill check.

Scent: The outlander gains the scent ability.

Slippery Mind: The outlander is just too
stubborn to give into mind control. If an
outlander is affected by a power effect which
affects their mind, and fails his saving throw,
they can attempt it again one round later at the
same DC. They get only this one extra chance to
succeed on his saving throw.




Speedy: The outlander's base speed increases by 10 ft,
while he or she is unencumbered. This talent may be taken
more than once, each time increase the outlander's speed
by an additional +10 ft., up to a maximum of +30 ft. If the
character has Speed as a class ability for two classes, it
can only be taken a total of three times (not three times
per class).

Sureheart: An outlander who takes this talent receives a
+2 bonus to Will saves against fear.

Swift Tracker: Beginning at 8th level, an outlander can
move at his or her normal speed while using Survival to

follow tracks without taking the normal -5 penalty. They
take only a -10 penalty (instead of the normal -20) when
moving at up to twice normal speed while tracking.

Resist Critical: When a possible critical hit is scored
against the outlander, the outlander receives +4 bonus to
defense against an attack roll to confirm a critical.

Track: An outlander adds half their level (minimum one)
to Survival skill checks made to follow or identify tracks.

Waterborne: The outlander gains a swim speed equal to
1/2 his or her base land speed. The character does not gain
a racial bonus to skill checks, but make use of all the other
advantages of having a base swim speed: they can swim
through normal water without need of a skill check; they
can take 10 on skill checks to avoid a hazard; and he or
she can use a run action while swimming.

Wild Empathy: An outlander can improve the initial
attitude of an animal. This ability functions just like a
Diplomacy check to improve the attitude of a person (see
Using Skills). The outlander rolls 1d20 and adds their
outlander level and their Charisma bonus to determine
the wild empathy check result. The typical domestic
animal has a starting attitude of indifferent, while wild
animals are usually unfriendly.

To use wild empathy, the outlander and the animal must
be within 30 feet of one another under normal visibility
conditions. Generally, influencing an animal in this
way takes one minute, but as with influencing
people, it might take more or less time.

The outlander can also use this ability to
influence an alien beast with an Intelligence
score of one or two, but he takes a -4 penalty on
the check.



Techie

Since before the dawn of civilization, mankind
has manufactured and used tools. Technology is
the path to a better future, it always has been, and
always will be. The techie embraces technology
in all its form. They know from weapons, to
medicine, to racing engines, falling behind the
technology curve inevitably leads to failure.

Technology is so complicated, that no one can
comprehend all of it. So each techie specializes,
becoming an expert in his chosen field. These are
the doctors, mechanics, pilots and hackers who
shape the world.

Techies favor brains over brawn, but are far from
helpless in a fight, after all, weapons are just tool.
Techies know all of the technical details of
enemy equipment and anatomy, allowing them to
strike with deadly precision. With the right
technological advantages, a techie is almost as
dangerous as a professional soldier. Most techies
fill a more defensive roll, healing wounds or
repairing damage to keep his allies in top
fighting condition.

Hit Die

dé

Starting Funds:
(2d6+3) x100 sbc
Class Skills

The techie's class skills are Acrobatics (Dex),
Appraise (Int), Computer Use (Int), Craft (Int),
Disable Device (Dex), Domestic Science (Cha),
Drive (Dex), Engineering (Int), Forgery (Int),
Knowledge (earth-life, economics, military,
modern culture, paranormal, physical sciences)
(Int), Linguistics (Int), Medical (Wis),
Navigation (Int), Profession (Wis),

Skill Ranks per Level:

8 + Int modifier.
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Base Attack |[Base Defense|| Fort Ref Will Special
Bonus Bonus Save Save Save
1st +0 +0 +2 +2 +0 Favored Enemy, Specialty,
Professional, Quick Fix
2nd +1 I+ 3 [ +3 +0 Techie Talent
3rd +1 +1 +3 +3 +1 Home Build (x20), Damage Control
4th +2 +1 +4 +4 +1 Techie Talent, Techie's Bond
Sth +2 +2 +4 +4 +1 Favored Enemy
6th +3 +2 +5 +5 +2 Techie Talent
7th +3 +2 +5 +5 +2 Red Line (+1)
8th +4 +3 +6 +6 +2 Techie Talent
9th +4 +3 +6 +6 +3 Evasion, Home Build (x30)
10th +5 +3 +7 +7 +3 Favored Enemy, Techie Talent
11th +5 +4 +7 +7 +3 Improvise Tools
12th +6/+1 +4 +8 +8 +4 Techie Talent, Multitask
13th +6/+1 +4 +8 +8 +4 Redline (+2)
14th +7 /42 +5 +9 +9 +4 Techie Talent, Home Build (x50)
15th +7 /42 +5 +9 +9 +5 Favored Enemy
16th +8/+3 +5 +10 +10 +5 Techie Talent, Improved Evasion
17th +8/+3 +6 +10 +10 +5 Techie Talent

18th

+9/+4

+6

+11

+11

+6

Redline (+3)

19th

+9/+4

+6

+11

+11

+6

Dang it Jim!, Home Build (x100)

20th

+10/+5

+7

+12

+12

+6

Favored Enemy,
Techie Talent, Resurrection




Class Features

The following are class features of the techie.

Weapon and Armor Proficiency: Techies are
proficient with all simple weapons and personal
firearms. They are proficient with light and
medium armor, but not with shields.

Specialty: At 1st level a techie must choose to
specialize in either Medical or Engineering. This
determines how the techie's abilities manifest.
Once the choice is made it cannot be changed.

Professional: A techie may use either the
Engineering or Medical skills (as appropriate) in
place of the Profession skill to generate income
between adventures.

Quick Fix: A techie can restore damage as full
round action. For medical techies this means
making a Medical check to heal living subjects.
For engineering techies this means making an
Engineering check to repair machines. An
engineering techie can use quick fix on androids
and cybersapiens, without requiring them to shut
off.

Favored Enemy: At Ist level, a techie selects a
creature type from the techie favored enemies
table. Medical and Engineering have separate
lists. A Medical Techie's insight into the biology
and psychology of his favored enemy grants him
a +2 bonus on Bluff, Knowledge, Perception,
Sense Motive, and Survival checks against
creatures of his or her selected type.

For engineering techie, their familiarity with the
technical specs of their favored enemy grants
them a +2 bonus to Disable Device, Knowledge,
Perception, Stealth and Survival checks against
machines of their selected type.

All techies gain a +2 bonus on weapon attack and
damage rolls against their favored target. A techie
may make Knowledge skill checks untrained
when attempting to identify these creatures.
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At 5th level and every five levels thereafter (10th,
15th, and 20th level), the techie may select an
additional favored enemy. In addition, at each such
interval, the bonus against any one favored enemy
(including the one just selected, if so desired)
increases by +2.

If the techie chooses humanoids as a favored enemy,

they must also choose an associated subtype, as
indicated on the table below. (Note that there are

other types of humanoid to choose from-those called

out specifically on the table below are merely the
most common.) If a specific creature falls into more
than one category of favored enemy, the techie's
bonuses do not stack; they simply uses whichever
bonus is higher.

Medical Techie Favored Enemies
Human

Cancrian
Cyborgs*
Gray
Sokuja
Normal animals
Alien animals
Genetically engineered creatures
Supernatural beings **

Engineering Techie Favored Enemies
Android

Cyborgs*
Powered armor
Civilian vehicles
Armored Vehicles
Helicopters
Fixed wing Aircraft
Spaceships (Fighter size)
Spaceships (Freighter size)
Spaceships (City sized)



* With the exception of cyber-sapiens, cyborgs
count as a member of both their base race and as
cyborgs when determining favored enemy
bonuses.

*¥* A techie can only choose supernatural beings
as favored enemies if the campaign uses the
supernatural rules. In some cases, the GM may
feel this designation is too broad, and require the
techie to choose a particular subtype of
supernatural beings.

Damage Control: The techie excels at restoring
damage. Starting at 3rd level, when a medical
techie makes a Medical check to restore lost hit
points; add their techie class level to the number
of hit points restored. Likewise, when an
engineering techie, of 3rd level or higher, makes
an Engineering check to repair damage, add their
techie class level to the number of hit points
restored.

Techie's Bond: At 4th level, a techie forms a
bond with his companions. This bond allows them
to spend a move action to grant half their favored
enemy bonus against a single target of the
appropriate type to all allies within 30 feet who
can see or hear him. This bonus lasts for a number
of rounds equal to the techie's Intelligence
modifier (minimum one). This bonus does not
stack with any favored enemy bonuses possessed
by his allies; they use whichever bonus is higher.

Home Build: The Techie is able to fabricate the
supplies they need. Medical techies are able to
fabricate, vaccines, antidotes, and medications
using the Medical skill.

Engineering techies are able to create parts and
equipment using the Engineering skill. If the
character does not have access to a medical lab/
machine shop, they suffer a -4 penalty on the
check. If the character also lacks a basic tool kit,
the penalty increases to -8 (unless the techie is
11th level or higher and has the improvise tool
ability). The GM may rule in truly barren
surroundings, the character cannot use this ability.

Parts must be fabricated for a specific repair job.
Home built components are not professional
enough to be sold.

At 4th level, the character is able to craft parts
equal to x20 the result of the Engineering skill
check used to home build the parts. Medical
techies create medical supplies equal to the value
of a medical skill check. Home building parts
requires four hours of work.

At 9th level the value of the components crafted
increases to x30 the result of the skill check. At

14th level the multiplier increases to x50 and at

19th level it increases to x100.

Redline: A techie knows how to push
technology past its operational specs. Starting at
7th level, as a full round action they can operate a
piece of equipment at better than maximum
efficiency. When redlining a piece of equipment,
the techie can apply one of the following
benefits:

* Increase the equipment bonus by +2
* +1 bonus to an attack roll
* 42 bonus to damage

* Increase the maximum speed of a vehicle by
10%

Redlining is not without its risks. When
operating a piece of equipment above the redline,
the chance of breaking the equipment doubles
(piece of equipment which normally breaks on a
natural one, will break on a roll of one or two)

Normally these effects last for one skill check/
attack roll. In the case of increasing a vehicles
speed, not in combat but for the purposes of long
distance movement, it is up to the GM how long
the effects will last before a new skill check (with
the potential for breaking down) is needed.

A piece of equipment which breaks while
redlining cannot be jury-rigged. Increase the
repair DC by +5 and increase the price of parts
needed by 50%.
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At 13th level, the techie can choose one of the
following benefits instead; however pushing
equipment this hard triples the chance of
breaking.

* Increase the equipment bonus by +4
* +2 bonus to an attack roll
* +4 bonus to damage

* Increase the maximum speed of a vehicle by
25%

At 18th level, the techie can choose one of the
following benefits. However, these benefits
quadruple the chance of breaking the equipment.

* Increase the equipment bonus by +6
* +3 bonus to an attack roll
* +6 bonus to damage

* Increase the maximum speed of a vehicle by
50%

Evasion: When they reach 9th level, a techie
develops a knack for getting out of harms way. If
they make a successful Reflex saving throw
against an attack that normally deals half damage
on a successful save, they instead takes no
damage. Evasion can be used only if the techie is
wearing light armor, medium armor, or no armor.
A helpless techie does not gain the benefit of
evasion.

Improvise Tools: At 11th level, the techie is no
longer dependent on tools. This includes medical
kits and surgical tools if the techie is of the
medical persuasion. The techie is always able to
make do with what's available, or their bare
hands if necessary. The techie no longer suffers a
penalty to Engineering or Medical checks if they
doesn't have the appropriate tool Kkit.

Multitask: Starting at 12th level, when making
a full round attack action, the techie can choose
to trade one of their attacks for a skill check
instead. If they trade their first attack, they
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make the skill check without penalty. If they trade
their 2nd attack they suffer a -5 penalty to the skill
check. (If they have a 3rd attack in the round, they
can trade it and suffer a -10 penalty on the skill
check.) The character cannot make more than one
skill check a round this way. The character is not
considered flatfooted, distracted, or in anyway
caught off guard while multitasking.

Some skills such as Stealth or Diplomacy will be
badly hampered by the fact that the character is
attacking; otherwise the character can continue to
pick a lock (Disable Device), drive a car (Drive),
intemperate alien glyphs (Linguistics) or drool over
a treasure hoard (Appraise) even while fighting for
their life. The GM will have to decide on a
case-by-case basis, which skills can be used while
multitasking.

Improved Evasion: At 16th level, a techie's
evasion improves. This ability works like evasion,
except that while the techie still takes no damage on
a successful Reflex saving throw against attacks,
they henceforth takes only half damage on a failed
save. A helpless techie does not gain the benefit of
improved evasion.

Dang it Jim!: At 19th level, once per day a
character is able to substitute one skill for another

for a skill check. This new skill check takes 10 times

as long as normal. The skills which the character can
use, and the skill being substituted for must both be
chosen from the following list:

Computer, Engineering, Knowledge (Earth and Life
Sciences), Knowledge (Physical Sciences),
Knowledge (Paranormal), Medical.

Resurrection: At 20th level the techie is able to
repair equipment which has taken enough damage to
be destroyed. This is repair check requiring a full
round action with a -10 penalty. If successful, the
equipment is no longer considered destroyed and can
be repaired normally.

A medical techie can make a heal check at a -10
penalty to revive a patient who has been clinically
dead for up to five minutes.



Techie Talents

Modern technology is so complicated and varied,
that no one can learn all of the tricks for making
the most of it. Each techie must choose which
fields to excel in. At 2nd level and every even
level thereafter the techie gains a techie talent
chosen from the list below. Some abilities have
prerequisites, which must be met before that
ability can be taken. Unless otherwise stated,
each talent may only be taken once. Some
talents are best suited for either medical or
engineering techies, but each character can
choose talents freely, either to concentrate on his
strengths or to broaden his abilities.
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Bonus Feat: When techie chooses this talent,
they gain one of the following bonus feats: Alien
Logic, Armor Proficiency (Heavy), Armor
Proficiency (Powered), Autofire Proficiency,
Cyber Surgery, Drive-By Attack, Greater
Mechanical Miracle, Greater Medical Miracle,
Heavy Weapons Proficiency, Lesser Mechanical
Miracle, Lesser Medical Miracle, Lock'n Load,
Mechanical Miracle, Medical Miracle, Rock'n
Roll, Skill Focus, Surgery, Xeno-biology, Vehicle
Dodge, Vehicle Operation (any), Well Versed and
Zero-G Training

Combat Hacking: (Prerequisite: six ranks in the
Computer skill) As a full round action, the techie
may make multiple computer skill checks in a
single round. These extra skill checks occur
incur a cumulative -5 penalty for each additional
check (i.e. they are calculated the same way as
extra attacks from a high base attack bonus.)



Computer Assistance: When the character has
access to a computer system, such as a starship or
a building's central network, he can use the aid
another action to assist a character anywhere
within the computer system's sphere of influence.
(Rerouting power to shields or weapons, causing
the lights to flicker to help a Stealth check, or
monitoring suspicious activity in the area, etc.)
If the techie is hacking the system in question,
first he or she must first make a Computer check
to get past the relevant security measures before
making the aid another check.

Diagnose: The techie gains a +4 bonus to
Perception checks to notice poisons or other
drugs (such as gas weapons or tainted food). The
character also gains a +4 bonus to Perception
checks to notice when a character is exhibiting
symptoms of a disease/ poison.

Expert Salvage: When the techie makes a
successful Mechanical check to salvage parts, he
or she finds double the normal value worth of
parts.

Herbalist: The Herbalist gains a +4 bonus to
medical rolls when using Home Build to produce
medical supplies. To gain this benefit the
character must have access to at least one square
mile of forest parkland, or other natural terrain.
The time spent foraging for components in is
included in the normal time to use Home Build.

Hot Swap: A techie with this talent can attempt
to repair a vehicle or piece of equipment while it
is still running.

Limit Canceller: (Prerequisite: Redline, 7th
level techie) Androids and cybersapiens have
software limits to keep them from pushing the
hardware limits of their bodies and risking
damage. A limit canceller overrides those
software limits. A techie with this talent can
cancel the limits in a willing android/
cybersapiens character which they have a
computer connection to (including himself).
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With the limits canceled, the artificial character
receives a +4 bonus to Strength and a +10 ft
increase to base land speed. These benefits last
until the limits are reinstated. After acting
without limits for a number of rounds equal to
(4+ his constitution modifier) within a 24 hour
period they start to take one point of damage
each additional round. In addition, if at any point
while acting without limits, the character rolls a
fumble (usually a one), they take 2d8 points of
damage +1 point for each round he operated
without limits. The fumble automatically ends
the effects of acting without limits.

The techie can choose a time limit when they
cancel the limits. After the specified number of
rounds, the limits are reinstated. If the techie
does not set a limit, the limits can only be
reinstated by a techie with this talent. If the
limits are not reinstalled, the character will
continue until he suffers a fumble, or
accumulated damage kills him.

Manufacture: (Prerequisite: Home build, 3rd
level techie) With this talent, the techie can use
home build to produce a complete item instead of
just parts. When manufacturing, the techie's
Home build modifier is divided by ten. (ie, x2 at
4th level, x 3 at 9th level, x5 at 14th level x10 at
19th level.) The techie must also know how to
produce the item in question. With access to
modern tools like the internet or a good technical
library, finding blue prints for most items should
not be difficult. However, prototypes, cutting
edge equipment and alien items cannot be
reproduced. Manufactured items work but are not
professional enough to be sold for profit.

Note: The techie can produce a variety of
equipment including simple weapons and
ammunition.

No Hands: A techie with this talent receives one
additional move action per round while
controlling a vehicle. This action can be used to
perform an additional driving stunt. If the driver
only uses one of his move actions in a round to
control a vehicle, they may take a full round
action, such as a full attack.



Placebo: The techie can aid a character is
suffering from a diseases, poison or other ailment
which requires saving throws. If the character
fails a saving throw, the techie can spend a move
action to grant the character a re-roll. This
requires no expenditure of medical supplies.

Quick Salvage: A techie with this talent takes
half as long as normal to salvage parts with an
Engineering skill check.

Quick Start: A techie with this talent takes half
as long as normal to start a vehicle. If the time is
reduced to less than 1 round, the character may
start the vehicle as a free action.

Resist Disease: The character gains a +2 bonus
to saving throws to resist diseases.

Resist Poisons: The character gains a +2 bonus
to saving throws to resist poisons.

Sensor Lock: When a techie with this talent
makes an attack roll using sensors rather than
their own senses (such as vehicle weapons, or
computer controlled remote weapons), the techie
may use their techie class level in place of his
Base Attack Bonus. Additional attacks gained
when making a full round attack action are also
calculated based the techie class level. Base
attack bonuses granted from other classes are
unaffected and are added normally.

Slippery Mind: The techie is cold and
logical enough to recognize when
impulses are from an outside source and
ignore them. If a techie is affected by an
enchantment effect and fails his saving
throw, they can attempt it again one
round later at the same DC. They get only this
one extra chance to succeed on his saving throw.

Spit & Bailing Wire: (Prerequisite: Home
build) The character can kludge together
components to make a working item from what
they have on hand. When using Home build, the
character does not suffer the -4 penalty if they
lack access to a medical lab/machine shop. They
still suffer the -4 penalty for lack of a proper tool
kit if applicable.

Steady Hand: A techie with this talent is able to
compensate for the difficulties caused by acting
on a vehicle traveling at high speed. This
includes Drive/Pilot skill checks and Attack rolls.
Reduce the Speed Check/Roll Modifier suffered
by the techie by 2 points (minimum 0).

Strategy: The character adds his or her
intelligence bonus to all attack rolls.

Technobabel: By using technical jargon, the
techie is able to confuse the target and make
them easier to convince. The target is allows a
Knowledge (Earth and Life Sciences) or
Knowledge (Physical Sciences) depending on if
the techie took the Medical or Engineering
specialty, to understand enough to keep his or her
bearings. If this check fails, the techie gains a +4
bonus to a Bluff or Diplomacy check.

Versatility: When the techie chooses this talent,
the benefits of Quick Fix are applied to both
Engineering and Medical checks, instead of just
one or the other.

Versatility, Improved: (Prerequisite:
Versatility) When the techie chooses this talent,
the benefits of Damage Control are applied to
both Engineering and Medical checks instead of
just one or the other.




Trooper

There is a truism which military history has proven over and over,
“You can have the best weapons, the best intelligence, and the r 3
best technology, but you can't hold the territory without |
manpower.” That is why at all times, past and future, there will

be a need for troopers. These are the brave men and women
trained in the art of close quarters combat. Troopers fill a number
of military, civilian and even criminal roles. These are the
paratroopers, state troopers, infantry soldiers, mafia enforcers, and
storm troopers (call off the lawyers Lucas, we're talking about the
WWII SS).

Be it the streets, the trenches, the halls of a derelict spaceship or
strange alien jungles, trooper are experts at securing the
territory through the controlled use of violence.

Hit Die

d10

Starting Funds:

(2d8+3) x100 sbc .
Class Skills

The trooper's class skills are Climb (Str), Domestic
Science (Cha), Drive (Dex), Engineering (Int),
Intimidate (Cha), Knowledge (military, modern culture)
(Int), Linguistics (Int), Perception (Wis), Profession
(Wis), Stealth (Dex), Survival (Wis), and Swim (Str).

Skill Ranks Per Level

2 + Int modifier.

Class Features
The following are class features of the trooper.
Weapon and Armor Proficiency

A trooper is proficient with all simple weapon, and
personal firearms. They are also proficient with autofire.
The trooper is proficient with light, medium, and heavy
armor.

Classes



Base Attack [[Base Defense || Fort Ref Will Special
Bonus Bonus Save Save Save
+1 +1 +2 +0 +0 Bonus Feat
2nd +2 +2 +3 +0 +0 Bonus Feat, Bravery
3rd +3 +2 +3 +1 +1 Armor Training
4th +4 +3 +4 +1 +1 Bonus Feat
Sth +5 +3 +4 +1 +1 Weapon Training
6th +6/+1 +3 +5 +2 +2 Bonus Feat
7th +7/+2 +4 +5 +2 +2 Armor Training
8th +8/+43 +4 +6 +2 +2 Bonus Feat
9th +9/+4 +5 +6 +3 +3 Weapon Training
10th +10/+5 +5 +7 +3 +3 Bonus Feat
11th +11/+6/ +1 +5 +7 +3 +3 Armor Training
12th || +12/+47/+2 +6 +8 +4 +4 Bonus Feat
13th | +13/+48/+3 +6 +8 +4 +4 Weapon Training
14th || +14/+49/+4 +6 +9 +4 +4 Bonus Feat
15th ([ +15/+10/+5 +7 +9 +5 +5 Armor Training
16th |[+16 /+11 /+6 /+1 +7 +10 +5 +5 Bonus Feat
17th (| +17/+12/+7/+2 +8 +10 +5 +5 Weapon Training
18th || +18/+13/+8/+3 +8 +11 +6 +6 Bonus Feat
19th (| +19/+14/+9/+4 +8 +11 +6 +6 Armor Mastery
20th || +20/+15/+10/+5 +9 +12 +6 +6 Bonus Feat, Weapon Mastery

Bonus Feats: At 1st level, and at every even level thereafter, a trooper gains a bonus feat in
addition to those gained from normal advancement (meaning that the trooper gains a feat at
every level). These bonus feats must be selected from those listed as Combat Feats, sometimes
also called “trooper bonus feats.”

Upon reaching 4th level, and every four levels thereafter (8th, 12th, and so on), a trooper can
choose to learn a new bonus feat in place of a bonus feat he or she has already learned. In effect,
the fighter loses the bonus feat in exchange for the new one. The old feat cannot be one

A




that was used as a prerequisite for another feat,
prestige class, or other ability. A trooper can only
change one feat at any given level and must
choose whether or not to swap the feat at the time
he gains a new bonus feat for the level.

Bravery: Starting at 2nd level, a trooper gains a
+1 bonus on Will saves against fear. This bonus
increases by +1 for every four levels beyond 2nd.

Armor Training: Starting at 3rd level, a trooper
learns to be more maneuverable while wearing
armor. Whenever they are wearing armor, they
reduce the armor check penalty by one (to a
minimum of zero) and increases the maximum
Dexterity bonus allowed by his or her armor by
one. Every four levels thereafter (7th, 11th, and
15th), these bonuses increase by +1 each time, to
a maximum -4 reduction of the armor check
penalty and a +4 increase of the maximum
Dexterity bonus allowed.

In addition, a trooper can also move at his normal
speed while wearing medium armor. At 7th level,
a trooper can move at their normal speed while
wearing heavy armor.

Weapon Training: Starting at Sth level, a
trooper can select one group of weapons, as
noted below. Whenever they attack with a
weapon from this group, they gain a +1 bonus on
attack and damage rolls.

Every four levels thereafter (9th, 13th, and 17th),
a trooper becomes further trained in another
group of weapons. They gain a +1 bonus on
attack and damage rolls when using a weapon
from this group. In addition, the bonuses granted
by previous weapon groups increase by +1 each.
For example, when a trooper reaches 9th level,
they receive a +1 bonus on attack and damage
rolls with one weapon group and a +2 bonus on
attack and damage rolls with the weapon group
selected at 5th level. Bonuses granted from
overlapping groups do not stack. Take the highest
bonus granted for a weapon if it resides in two or
more groups.

Classes

A trooper also adds this bonus to any combat
maneuver checks made with weapons from this
group. This bonus also applies to the trooper's
Combat Maneuver Defense when defending against
disarm and sunder attempts made against weapons
from this group.

Weapon groups are defined as follows (GMs may
add other weapons to these groups, or add entirely
new groups):

Archaic Weapons: bow, crossbow, knife, long
sword, quarterstaff, rapier

Automatic Weapons: assault rifle, heavy
machinegun, machinegun, SMG

Blunt: club, quarterstaff, sap, tonfa

Cyber weapons: cyber blade, cyber cannon, cyber
gun, unarmed strike (with cybernetic/android limbs)

Heavy Weapons: flame thrower, heavy machine gun,
grenade launcher, rocket launcher

Martial Arts: bow, katana, nunchaku, quarterstaff,
shuriken, tonfa, unarmed strike

Pistols: laser pistol, light pistol, heavy pistol, maser,
plasma pistol, sonic beam

Powered Melee Weapons: chain sword, plasma
sword, spirit baton

Rifles: assault rifle, laser rifle, laser sniper rifle,
lightening gun, plasma rifle, railgun, rifle, shotgun,

Swords: cyber blade, katana, long sword, machete,
rapier

Supernatural: spirit baton, spirit zapper

Thrown Weapons: grenade, knife, shuriken



Armor Mastery: At 19th level, a trooper doubles the Damage Reduction granted by the armor they are
wearing.

Weapon Mastery: At 20th level, a trooper chooses one weapon, such as the assault rifle, long sword, or
lightening gun. Any attacks made with that weapon automatically confirm all critical threats and have their
damage multiplier increased by one (two becomes a three, for example). In addition, they cannot be disarmed
while wielding a weapon of this type.

f
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Chapter 4: SKkills

Skills represent some of the most basic and yet most
fundamental abilities a character possesses. As a
character advances in level, he or she can gain new
skills and also improve their
existing skills dramatically.

Acquiring Skills
Each level, a character gains a number of skill ranks
dependent upon their class plus his or her
Intelligence modifier. Investing a rank in a skill
represents a measure of training in that skill. A
character can never have more ranks in a skill than
their total number of Hit Dice. In addition, each
class has a number of favored skills, called class
skills. It is easier for a character to become more
proficient in these skills, as they represent part of
their professional training and constant practice. A
character gains a +3 bonus on all class skills which
have a rank of one or more. If a character has more
than one class, and both grant him or her a class
skill bonus, these bonuses do not stack.

The number of skill ranks a character gains when
taking a level in one of the base classes is shown in
the class descriptions. Humans gain one additional
skill rank per class level. Characters who take a
level in a favored class have the option of gaining
one additional skill rank or an additional hit point. If
a new level is selected in a new class for the
character, all of those class skills are automatically
added to the list of class skills, and the character
gain a +3 bonus on these skills if they have one or
more ranks in said skills.

SKkill Checks

When a character uses a skill, they are not
guaranteed success. In order to determine success,
whenever a character attempts to use a skill, the
character must make a skill check.

Each skill rank grants a +1 bonus on checks made
using that skill. When a character make a skill check,
roll 1d20 and then add the character’s ranks in that
skills and the appropriate ability score modifier to the
result of this check. If the skill the character is using
is a class skill (and the character has invested ranks
into that skill), the character gains a +3 bonus on the
check. If the character is not trained in the skill (and
if the skill may be used untrained), the character may
still attempt the skill, but only use the bonus (or
penalty) provided by the associated ability score
modifier to modify the check. Skills can be further
modified by a wide variety of source, by a

character's species, by a class ability, by equipment,
by supernatural effects and so on.

If the result of the skill check is equal to or greater
than the difficulty class (or DC) of the task the
character is attempting to accomplish, the character
succeeds in the task at hand. If the skill check is less
than the DC, the character fails. Some tasks have
varying levels of success and failure depending on
how much the skill check roll is above or below the
required DC. Some skill checks are opposed by the
target’s skill check. When making an opposed skill
check, the attempt is successful if the character’s
check result exceeds the result of the target.

Taking 10 and Taking 20
A skill check represents an attempt to accomplish
some goal, usually while under some sort of time
pressure or distraction. Sometimes, though, the
character can use a skill under more favorable
conditions, increasing the odds of success.



Taking 10: When a character is not in immediate
danger or distracted, he or she may choose to take
10. Instead of rolling 1d20 for the skill check,
calculate the result as if you had rolled a 10. For
many routine tasks, taking 10 makes them
automatically successful. Distractions or threats
(such as combat) make it impossible for a character
to take 10. In most cases, taking 10 is purely a
safety measure, you know (or expect) that an
average roll will succeed but fear that a poor roll of
the dice might fail, so you elect to settle for the
verage roll (a 10). Taking 10 is especially useful in
situations where a particularly high roll wouldn’t
help.

Taking 20: When a character has plenty of time and
the character is faced with no threats or distractions,
and the skill being attempted carries no penalties for
failure, you can take 20. In other words, if they
where to roll a d20 enough times, eventually they
will get a 20. Instead of rolling 1d20 for the skill
check, just calculate their result as if they had rolled
a 20.

Taking 20 means the character is trying until he or
she gets it right, and it assumes that the character
will fail many times before succeeding. Taking 20
takes 20 times as long as making a single check
would take (usually two minutes for a skill that
takes one round or less to perform).

Since taking 20 assumes that the character will fail
many times before succeeding, the penalties for
failing would prevent the character from completing
the task (hence why it is generally not allowed with
skills that carry such penalties). Common “take 20”
skills include Disable Device (when used to open
locks), Escape Artist, and Perception (when
attempting to find traps).

Ability Checks and Class Level Checks: The
normal take 10 and take 20 rules apply for ability
checks. Neither rule applies to concentration checks
or class level checks.

Aid Another
A character can help someone achieve success on a
skill check by making the same kind of skill check
in a cooperative effort. If they roll a 10 or higher on
their check, the character being helped gets a +2
bonus on his or her check. (One character can’t take
10 on a skill check to aid another.) In many cases, a
character’s help won’t be beneficial, or only a
limited number of characters which can help at
once.

In cases where the skill restricts who can achieve
certain results, such as trying to open a lock using
Disable Device, a character can’t aid another to
grant a bonus to a task that one character couldn’t
achieve alone. The GM might impose further
restrictions to aiding another on a case-by-case basis
as well.

Coordinate: The Charmer class ability Coordinate
allows them to increase the benefit provided by the
Aid Another action. The charmer does not provide a
bonus to the skill check, thus they do not need to
have the relevant skill, and does not have to be able
to achieve the results. If the Charmer’s Coordinate
check is successful, the bonus granted by characters
which do meet the above requirements is increased
to +3. With the Improved coordinate ability, the
bonus improves to +4.

SKill Descriptions
This section describes each skill, including common
uses and typical modifiers. Characters can
sometimes use skills for purposes other than those

noted here, at the GM’s discretion. For a complete
summary of all of the skills, see (fill in the blank)

Skill descriptions adhere to the following
guidelines.

Skill Name: The skill name line includes (in

addition to the name of the skill) the following
information.




Key Ability: The abbreviation of the ability whose
modifier applies to the skill check.

Trained Only: If this notation is included in the
skill name line, a character must have at least one
rank in the skill to use it. If this notation is omitted,

the skill can be used untrained (with a rank of zero).

If any special notes apply to trained or untrained
use, they are covered in the Untrained section (see
below).

Armor Check Penalty: If this notation is included
in the skill name line, an armor check penalty
applies (see fill in the blank) to checks using this
skill. If this entry is absent, an armor check penalty
does not apply.

Description: The skill name line is followed by a
general description of what using the skill
represents.

Check: What a character can do with a successful
skill check and the check’s Difficulty Class (DC).

Action: The type of action using the skill requires,
or the amount of time required for a check.

Try Again: Any conditions that apply to successive

attempts to use the skill successfully. If the skill
doesn’t allow a character to attempt the same task
more than once, or if failure carries an inherent
penalty (such as with the Climb skill), a character
can’t take 20. If this paragraph is omitted, the skill
can be retried without any inherent penalty other
than the additional time required.

Special: Any extra facts that apply to the skill, such

as special effects deriving from its use or bonuses

that certain characters receive because of class, feat

choices, or race.

Restriction: The full utility of certain skills is
restricted to characters of certain classes. This entry
indicates whether any such restrictions exist for the
skill.

Untrained: This entry indicates what a character
without at least one rank in the skill can do with it.
If this entry doesn’t appear, it means that the skill
functions normally for untrained characters (if it can
be used untrained) or that an untrained character
can’t attempt checks with this skill (for skills that
are designated “Trained Only”).



Acrobatics
Appraise
Bluff

Climb
Computer Use

Craft*
Diplomacy

Disable Device
Disguise
Domestic Science
Drive
Engineering
Escape Artist
Forgery

Handle Animal
Intimidate
Knowledge*
Earth & Life Sciences
Economics
Humanities
Military
Modern Culture
Paranormal
Physical Sciences
Streetwise
Linguistics
Medical
Navigation
Perception
Perform*
Profession

Sense Motive
Sleight of Hand
Stealth

Survival

Swim
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Acrobatics

(Dex; Armor Check Penalty)

A character can keep his or her balance while
traversing narrow or treacherous surfaces. The
character can also dive, flip, jump, and roll,
avoiding attacks and confusing opponents.

Check
This skill has four distinct uses: crossing narrow
surfaces/uneven ground; moving through threatened
squares; jumping and falling; and Maneuvering in
zero gravity.

Cross Narrow Surfaces

First, a character can use Acrobatics to move on
narrow surfaces and uneven ground without falling.
A successful check allows the acrobat to move at
half speed across such surface, only one check is
needed per round. Use the following table to
determine the base DC, which is then modified by
the Acrobatics skill modifiers noted below. While a
character is using Acrobatics in this way, they are
considered flat-footed and loses any Dexterity
bonus to their AC (if any). If a character takes
damage while using Acrobatics, they must
immediately make another Acrobatics check at the
same DC to avoid falling or being knocked prone.

Crossing Narrow Surfaces

Surface Width Base Acrobatics DC
Greater than 3 feet wide 0

1-3 feet wide 5(%)

7—11 inches wide 10 (*)

2-6 inches wide 15

Less than 2 inches wide 20

* No Acrobatics check i1s needed to move across
these surfaces unless the modifiers increase the DC
to 10 or higher.

Move Through Threatened Squares

In addition, a character can move through a
threatened square without provoking an attack of
opportunity from an enemy by using Acrobatics.
When moving in this way, the acrobat moves at half
speed. The character can move at full speed by
adding +10 to the DC of the check. A character
cannot use Acrobatics to move past foes if his or her
speed is reduced due to carrying a medium or heavy
load or wearing medium or heavy armor. If an
ability allows the acrobat to move at full speed
under such conditions, they can use Acrobatics to
move past foes. A character can use Acrobatics in
this way while prone, but doing so requires a
full-round action to move five feet, and the DC is
increased by five.

Moving Through Threatened Squares
Situation Base Acrobatics DC (*)
Move through a threatened area = Opponent’s
Combat Maneuver Defense

Move through an enemy’s space = 5 + Opponent’s
Combat Maneuver Defense

* This DC is used to avoid an attack of opportunity
due to movement. This penalty increases by +2 for
each additional opponent avoided in one round.

Jumping and Falling
Finally, a character can use the Acrobatics skill to
make jumps or to soften a fall. The base DC to
make a jump is equal to the distance to be crossed
(if horizontal) or four times the height to be reached
(if vertical). These DCs double if the acrobat does
not have at least 10 feet of space to get a running
start. The only Acrobatics modifiers that apply are
those concerning the surface he or she is jumping
from. If the skill check fails by four or less, then a
successful DC 20 Reflex save will allow the
character to grab hold of the other side after having
missed the jump. A skill check failure of five or



more means they failed to make the jump and
falls (or lands prone, in the case of a vertical
jump). Creatures with a base land speed above
30 feet receive a +4 racial bonus on Acrobatics
checks made to jump for every ten feet of their
speed above 30 feet. Creatures with a base land
speed below 30 feet receive a -4 racial bonus
on Acrobatics checks made to jump for every
ten feet of their speed below 30 feet. No jump
can allow a character to exceed their maximum
movement for the round.

Jumping and Gravity: When a character
jumps in a high or low gravity environment,
simply divide the distance jumped by the
strength of the gravity, expressed in Gs. Thus,
on the surface of Luna (1/6 G) Apollo
astronauts were able to jump six times as far as
normal.

Running Jump: For a running jump, the result
of your Acrobatics check indicates the distance
traveled in the jump (and if the check fails, the
distance at which he or she actually lands and
falls prone). Halve this result for a standing
long jump to determine where your character
lands.

Falling: When a character deliberately falls
any distance, even as a result of a missed jump,
a DC 15 Acrobatics skill check allows him or
her to ignore the first ten feet fallen, although
they still end up prone if any damage was taken
from the fall. See the falling rules for further
details.

Long Jump DC's
Long Jump Acrobatics DC

5 feet 5

10 feet 10
15 feet 15
20 feet 20

Greater than 20 feet +5 per 5 feet

High Jump DC's
High Jump Acrobatics DC

1 foot 4
2 feet 8
3 feet 12
4 feet 16

Greater than 4 feet ~ +4 per foot

Acrobatics DC Modifiers

Acrobatics Modifiers DC Modifier
Lightly Obstructed (gravel, sand) +2
Severely Obstructed (cavern, rubble) +5
Slightly Slippery (wet) +2
Severely Slippery (icy) +5
Slightly Sloped (<45°) +2
Severely Sloped (>45°) +5
Slightly Unsteady (boat in rough water) +2
Mildly Unsteady (boat in a storm) +5

Severely Unsteady (spaceship during re-entry) +10
Move at full speed on narrow or uneven surfaces +5 (*)

* This does not apply to checks made to jump.

The following modifiers apply to all Acrobatics skill
checks. The modifiers stack with one another, but only
the most severe modifier for any given condition applies.

Zero-Gravity Maneuvers

Moving in zero gravity involves having a surface to work
with or thrusters to maneuver with. In addition, a
character has to worry about floating away from the
surface and being lost forever. Remember a character
cannot stop suddenly or turn quickly. Therefore use the
following table in cases where zero gravity movement is
needed.

Zero Gravity movement  Acrobatics DC
5 feet 5

10 feet 10

15 feet 15

0 feet 20

Greater than 20 feet
+5 per stop or turn needed

+10 per 5 feet




Action
None. An Acrobatics check is made as part of another action or as a
reaction to a situation.

Special

If a character has three or more ranks in Acrobatics, they gains a +3
dodge bonus to AC when fighting defensively instead of the usual
+2, and a +6 dodge bonus to AC when taking the total defense
action instead of the usual +4.

Appraise
(Int)
The character has the ability to evaluate
the monetary worth of a given item.

Check

A DC 20 Appraise check determines the value of a common item. If

the skill check succeeds by five or more, the appraiser also

determines if the item has a cultural / historical significances which

increases its actual value or supernatural properties, although this
success does not grant knowledge of the item’s abilities. If the

skill check fails by less than five, the character determines
the price of that item to within 20% of its actual value. If the
skill check fails by five or more, the price is wildly
inaccurate, subject to GM discretion. Particularly rare or exotic
items might increase the DC of this check by five or more.

A character can also use this check to determine the most valuable
item visible in a room. The DC of this check is generally 20 but can
increase to as high as 30 for a particularly large amount of objects.

Action

Appraising an item takes one standard action. Determining the
most valuable object in a group of items takes one full-round
action.

Try Again
Additional attempts to appraise an item reveal the same result.

Special
None




Circumstances

The lie is believable

The lie is unlikely

The lie is far-fetched

The lie is impossible

The target is drunk or impaired

The character possesses convincing proof

Bluff is an opposed skill check against an
opponent’s Sense Motive skill. If the character uses
Bluft to fool someone, with a successful check they
convince their opponent that what they are saying is
true. Bluff checks are modified depending upon the
believability of the lie. The following modifiers are
applied to the roll of the creature attempting to tell
the lie. Note that some lies are so improbable that it
is impossible to convince anyone that they are true
(subject to GM discretion).

Creating a Diversion to Hide: A character can use
Bluff to allow them to use then make a Stealth skill
check. A successful Bluff check can give the
character the momentary diversion needed to
attempt a Stealth check while people are aware of
the character’s presence. However, the character
must perform their stealth check with a -10 penalty.

Feint

A character can also use Bluff to feint in combat,
causing their opponent to be flat-footed against their
next attack.The DC of this check is equal to 10 +
your opponent’s base attack bonus + your
opponent’s Wisdom modifier. If your opponent is
trained in Sense Motive, the DC is instead equal to
10 + your opponent’s Sense Motive bonus, if higher.

Secret Messages
A character can use Bluff to pass hidden messages
to someone without others understanding their true

Bluft

(Cha)
The character knows how to tell a lie.

The target wants to believe the character

Bluff Modifier

+5

+0

-5

-10

-20

+5

up to +10

meaning. The DC of this check is 15 for simple
messages and 20 for complex messages. If the
character is successful, the target automatically
understands them, assuming the character is
speaking in a language that it understands. If the
check fails by five or more, the character delivers
the wrong message. Other creatures that hear the
message can decipher the message by succeeding at
an opposed Sense Motive check against the Bluff
result.

Action

Attempting to deceive someone takes at least one
round, but can possibly take longer if the lie is
elaborate (as determined by the GM on a case-by-
case basis). Feinting in combat is a standard action.
Delivering a secret message generally takes twice as
long as the message would otherwise would take to
relay.

Try Again

If your character fails to deceive someone, any
further checks made to deceive them are made at a
-10 penalty and may be impossible (GM discretion).
Your character can attempt to feint against someone
again if the check fails. Secret messages can be
relayed again if the first attempt fails.

Special

None




Climb

(Str; Armor Check Penalty)
The character is skilled at scaling vertical surfaces,
from smooth city walls to rocky cliffs.

Climb DC  Example Surface or Activity 0
Aslope too steep to walk up, or a knotted rope

with a wall to brace against (or even across a ceiling, provided it has handholds)

at one-quarter their normal speed. A slope is
considered to be any incline at an angle measuring
less than 60 degrees; a wall is any incline at an
angle measuring 60 degrees or more. A Climb check
that fails by four or less means that the climber
makes no progress, and one that fails by five or
more means that they falls from the distance already
reached. The DC of the check depends on the
conditions of the climb. Compare the task with
those on the following table to determine an
appropriate DC.

5 A rope with a wall to brace against or a
knotted rope.

10 A surface with ledges to hold on to and stand
on, such as a very rough wall or side of a
mountain.

15 Any surface with adequate handholds and
footholds (natural or artificial), such as a very
rough natural rock surface or a tree, or an
unknotted rope, or pulling yourself up when

. A character needs both hands free to climb, but he
dangling by your hands.

or she may cling to a wall with one hand while
taking some other action that requires only one
hand. While climbing, the character can’t move to
avoid a blow and therefore loses any Dexterity
bonus to AC (if any was there to begin with).
Anytime your character takes damage while
climbing, make a Climb check against the DC of the
slope or wall. Failure means they fall from their
current height and sustain the appropriate falling
damage.

20  Anuneven surface with some narrow
handholds and footholds, such as a typical
building's wall.

25  Arough surface, such as a natural rock wall
or a brick wall.

30  Anoverhang or ceiling with handholds but no
footholds.

Accelerated Climbing

A character can try to climb more quickly than
normal. By accepting a -5 penalty, the climber can
Check move at half speed (instead of one-quarter speed).

- A perfectly smooth, flat, vertical surface
cannot be climbed.

With a successful Climb check, a character can
advance up, down, or across a slope, wall, or other
steep incline (or even across a ceiling, provided it
has handholds) at one-quarter their normal speed. A
slope is considered to be any incline at an angle
measuring less than 60 degrees; a wall is any incline

Make Your Own Handholds and Footholds
Your character can make handholds and footholds
by pounding pitons into a wall or shooting holes in
it. For every 10 ft, it takes one round of attacks
doing at least one point of damage over the hardness
of the wall in order to make them easier to climb.



It takes one minute per piton, and one piton is needed
per five feet of distance. As with any surface that
offers handholds and footholds, a wall with pitons in
ithas a DC of 15. In the same way, a climber with a
hand axe or similar implement can cut handholds in
an ice wall.

A creature with a climb speed has a +8 racial bonus
on all Climb checks. The creature must make a
Climb check to climb any wall or slope with a DC
higher than zero, but it can always choose to take
10, even if rushed or threatened while climbing. If a
creature with a climb speed chooses an accelerated
climb (see above), it moves at double its climb
speed (or at its land speed, whichever is slower) and
makes a single Climb check at a -5 penalty. Such a
creature retains its Dexterity bonus to Armor Class
(if any) while climbing, and opponents get no
special bonus to their attacks against it. It cannot,
however, use the run action while climbing.

Catch Yourself When Falling

It’s practically impossible to catch yourself on a wall
while falling. Make a Climb check (DC = wall’s DC

+ 20) to do so. It’s much easier to catch yourself on a
slope (DC = slope’s DC + 10).

Catch a Falling Character While Climbing

If someone climbing above a character or adjacent to

them falls, the character can attempt to catch the C Omp lltel' USG
falling character if they are within the catching (Int)

character’s reach. DOiIlg SO requires a successful The character can perfon’n a Variety
melee touch attack against the falling character of tasks with a computer.

(though the falling character can voluntarily forgo any

Dexterity bonus to AC if desired). If the rescuer Check: Most normal computer operations do not
makes a successful melee touch attack, they must require a Computer Use check (though a character
immediately attempt a Climb check (DC = wall’s DC  might have to make a Knowledge check if

+ 10). Success indicates that a character catches the researching information). However, searching an
falling character, but their total weight, including unfamiliar network for a particular file, writing
equipment, cannot exceed the rescuer’s heavy load computer programs, altering existing programs to

limit or they automatically falls. If the Climb check perform differently (better or WOI'SG), and breaking

fails by four or less, they fail to stop the character’s  through computer security are all relatively difficult
fall but doesn't lose their own grip on the wall. If the and require skill checks.

Climb check fails by five or more, they fails to stop
the character’s fall and begin falling as well. Find File: This skill can be used for finding files or
data on an unfamiliar system. The DC for the check
and the time required are determined by the size of
the site being searched.

Action

Climbing is part of movement, so it’s generally part
of a move action (and may be combined with other
types of movement in a move action). Each move
action that includes any climbing requires a separate
Climb check. Catching yourself or another falling
character doesn’t take an action.

Special
A character can use a rope to haul someone upward
(or lower a character) through sheer strength. They
can lift double their maximum load in this manner.



Finding public information on a public computer
network does not fall under this category; usually,
such a task requires a Knowledge check. This
application of the Computer Use skill only pertains to
finding files on private systems with which the
character is not familiar.

Size of Site DC Time
Personal computer 10 1 round
Small office network 15 2 rounds
Large office network 20 1 minute
Massive corporate network 25 10 minutes

Defeat Computer Security: This application of
Computer Use can’t be used untrained. The DC is
determined by the quality of the security program
installed to defend the system. If the check is failed
by five or more, the security system immediately
alerts its administrator that there has been an
unauthorized entry. An alerted administrator may
attempt to identify the hacker or cut off their access to
the system.

Sometimes, when accessing a difficult site, the hacker
has to defeat security at more than one stage of the
operation. If the hacker beats the DC by ten or more
when attempting to defeat computer security, he or
she automatically succeeds at all subsequent security
checks at that site until the end of the hacking session
(see Computer Hacking below).

Level of Security DC
Minimum 20
Average 25
Exceptional 35
Maximum 40

Computer Hacking
Breaking into a secure computer or network is often
called hacking.

When your character hacks, they attempt to invade a
site. A site is a virtual location containing files, data,
or applications. A site can be as small as a single
computer, or as large as a corporate network
connecting computers and data archives all over the
world, or even located on multiple worlds, the
important thing is that access to the site connects the
user to everything within it. Some sites can be
accessed via public networks such as the Internet;
others are not connected to any outside network and
can only be tapped into by a user who physically
accesses a computer connected to the site.

Every site is overseen by a system administrator, the
person in charge of the site, and who maintains its
security. Often, the system administrator is the only
person with access to all of a site’s functions and
data. A site can have more than one system
administrator; large sites have a system
administrator on duty at all times. A character is the
system administrator of their own personal
computer.

When a character hacks into a site, the visit is called
a session. Once they stop accessing the site, the
session is over. The hacker can go back to the site in
the future; when they do, it’s a new session. Several
steps are required to hack into a site:

Covering Tracks: This step is optional. By making
a Computer Use check (DC 20), a hacker can alter
their identifying information. This imposes a -5
penalty on any attempt made to identify the hacker
if their activity is detected.

Access the Site: There are two ways to do this:
physically or over a public network.



Physical Access: A hacker gains physical access to
the computer, or a computer connected to the site. If
the site being hacked is not connected to a public
network, this is probably the only way a character
can access it. A variety of skill checks may be
required, depending on the method used to gain
access.

Network Access: Reaching a site over the net
requires two Computer Use checks. The first check
(DC 10) is needed to find the site on the net. The
second is a check to defeat computer security. Once
a hacker has succeeded in both checks, they have
accessed the site.

Locate What the Character is Looking For: To
find the data (or application, or remote device) the

character wants, make a Computer Use check. See
Find File.

Defeat File Security: Many networks have
additional file security. If that’s the case, a character
needs to make another check to defeat computer
security.

Do Your Stuff: Finally, the hacker can actually do
what they came to do. If the hacker just wants to
look at records, no additional check is needed. (The
character can also download data, although that
often takes several round or even several minutes,
for especially large amounts of information to
access.) Altering or deleting records sometimes
requires yet another check to defeat computer
security. Other operations can be carried out
according to the Computer Use skill description.

Defend Security: The system administrator can
defend the site against intruders. If the site alerts
them to an intruder, they can attempt to cut off the
intruder’s access (end the intruder’s session), or
even to identify the intruder.

To cut off access, make an opposed Computer Use
check against the intruder. If the administrator
succeeds, the intruder’s session is ended. The
intruder might be able to defeat the administrator’s
security and access the site again, but the intruder
will have to start the hacking process all over.
Attempting to cut off access takes a full round.

One surefire way to prevent further access is to
simply shut the site down. With a single computer,
that’s often simple, but on a large site with many
computers (or computers controlling functions that
can’t be interrupted), it may be time-consuming or
even impossible.

To identify the intruder, make an opposed Computer
Use check against the intruder. If the administrator
succeeds, they learn the site from which the intruder
is operating (if it’s a single computer, a character
learns the name of the computer’s owner).
Identifying the intruder requires one minute and is a
separate check from cutting off access. This check
can only be made if the intruder is accessing the
administrator's site for the entire length of the
check, if the intruder’s session ends before they
finish the check, the character automatically fails.

Degrade Programming: A programmer can destroy
or alter applications on a computer to make use of
that computer harder or impossible. The DC for the
attempt depends on what they try to do. Crashing a
computer simply shuts it down. Its user can restart it
without making a skill check (however, restarting
takes one minute). Destroying programming makes
the computer unusable until the programming is
repaired. Damaging programming imposes a -4
penalty on all Computer Use checks made with the
computer (sometimes this is preferable to destroying
the programming, since the user might not know
that anything is wrong, and won’t simply decide to
use a different computer).



A character can degrade the programming of
multiple computers at a single site; doing so adds +2
to the DC for each additional computer.

Scope of Alteration DC Time
Crash computer 10 1 minute
Destroy programming 15 10 minutes
Damage programming 20 10 minutes

Fixing the degraded programming requires one hour
and a Computer Use check against a DC equal to
the DC for degrading it + 5.

Write Program: A character can create a program
to help with a specific task. Doing so grants them a
+2 circumstance bonus to the task.

A specific task, in this case, is one type of operation
with one target.

The DC to write a program is 20; the time required
is one hour.

Operate Remote Device: Many devices are
computer-operated via remote links. If the operator
has access to the computer that controls such
systems, they can either shut them off or change
their operating parameters. The DC depends on the
nature of the operation. If they fail the check by five
or more, the system immediately alerts its
administrator that there has been an unauthorized
use of the equipment. An alerted administrator may
attempt to identify her or cut off her access to the
system.

Brain Hacking
When a character with an internal computer or
android brain hacks another internal computer or
android they can achieve the normal results of
finding data which has been stored in digital format.
The character’s life memories remain beyond the
hacker’s reach, but any downloaded file such as
maps, instructions or video footage are accessible.
This allows the hacker to use and manipulate the
target’s senses. The definitions are giving in terms
of sight, but any of the senses can be accessed.

The hacker must defeat security as normal before
these abilities can be used, although in the case of
backing up android data, the android can choose to
allow her in. The administrator of the internal
computer/android brain is able to defend security as
normal. A character cannot turn themselves off, but
can turn off their wireless modem.

Even if the targets eyes and ears are natural, the
hacker can still use these abilities. The augmented
reality interface required for using an internal
computer can be exploited to control what the target
perceives around them.

Eavesdrop (DC 10): The hacker sees what the
target sees.

Add Information (DC 20 +target’s Wis modifier):
The hacker can add illusionary images to what the
target is seeing (Such as someone sitting in an
empty chair). To create the image they must already
be eavesdropping on the sense to be manipulated.

Type of Operation DC Time

Shut down passive remote (including cameras and door locks) 20 1 round per remote
Shut down active remote (including motion detectors and alarms) 25 1 round per remote
Reset parameters 30 1 minute per remote
Change pass codes 25 1 minute

Hide evidence of alteration +10 1 minute

Minimum security -5 —

Exceptional security +10 —

Maximum security



If the Computer Use check is successful, the image is
successfully added to the target’s visual input.
Multiple checks can be made to create illusions which
fool additional senses. The hacker must concentrate to
maintain the illusion. The victim of the add
information is allowed a Will save vs. the Computer
Use result to notice that the image is artificial. They
receive a +4 bonus on this check for every size
category the image is above medium. If the target is
willing, a skill check only determines the quality of
the image; this is how executives can put in
appearances at meetings on the other side of the
planet.

Edit Information (DC 25 + targets’ Wis modifier):
Sometimes it’s more important what someone doesn’t
see than what they do (such as when sneaking past a
guard.) To edit the target’s data, first the hacker must
be eavesdropping on the sense they wish to modify,
and have to succeeded on an Edit Information check
before the object to be hidden appears. The hacker can
continue to make edit information checks, to hide an
object from additional senses until the target would
normally notice the object, then concentration is
required to maintain the illusion. Even if the sense of
touch is edited so that the target can’t feel object, they
still can’t be convinced that they has passed thought
the object. The victim of the edit information is
allowed a Will save vs. the hacker’s skill check result
to notice that “something” is wrong with the scenery.
He receives a +4 bonus on this save for every size
category the hidden object is above medium, and a +2
bonus for every 30 feet (rounded down) the object
moves a round.

Information Patch (DC 30 +target’s Wis modifier):
This is the ultimate disguise. First the hacker edits out
his or her own features and then replace them with
someone else’s. An information patch can also make
the target hear something different from what is being
said. To use an information patch, first the hacker
must be eavesdropping on the sense they wish to
modify, and has to succeeded on an Edit Information

check before the object to be disguised appears.
Additional information patch checks, to affect
additional senses can be made until the target comes
in contact with the object, then concentration is
required to maintain the illusion. The victim of the
information patch is allowed a Will save vs. the skill
check result to notice that “something” is wrong
with the object. They receive a +4 bonus on this
save for every size category the masked object is
above medium. Each minute they are allowed a new
save with a +2 bonus for each previous minute of
the information patch. Small inconsistencies tend to
build up over time.

Information Bomb (DC 20): The hacker uses the
augmented reality interface of the internal computer
to feed torrents confusing, meaningless information
to the target. The target suffers a -1 penalty to all
attack rolls and -4 penalty to perception checks
while suffering from any information. Each round,
including the first round, a character may make a
Will Save to end the effects of the information
bomb. The DC is equal to the result of the Computer
Use check used to start the information bomb. A
character gains a +1 bonus to this check for each
round he or she has suffered from an information
bomb in the past 24 hours. A character may use the
Computer Use skill in place of the Will Save.

Save Android Data: When an android character is
reduced to -1 hit points or less, emergency systems
begin trying to save the android’s data as its systems
shut down. System errors and misexecuted
commands in this process cause the android to loose
one hit point every round. This continues until the
android successfully backs up its data or becomes
damaged beyond repair. Each round the android
may attempt to back up its data by making a
successful DC 20 Will save. If the save fails,
misexecuted commands and errors cause another
one hit point of damage to the android.

¢



Send Transmission: Routine communications (hailing a

Another character can help an android recover its  nearby ship, using a subspace or dimensional transceiver,

data by connecting to the android’s internal and so on) are accomplished with a Computer Use check

computer and making a successful DC15 (DC 10). Communications sent over incredibly long

Computer Use skill check. This successfully backs distances (such as between star systems) are subject to

up the android’s data, and the android shuts down  distortion; correcting that distortion to ensure a message

until properly repaired. When the android is reaches its intended destination requires a successful

repaired and revived, the computer used to make ~ Computer Use check (DC 20).

the Computer Use check must be present, or else

the android wakes up with all of its skills and The following applications of the Computer Use skill

feats, but a case of amnesia until the data from the cannot be used untrained:

computer can be downloaded into its internal

computer. Jam Transmission: This skill can be used to prevent a
ship or facility from receiving an incoming transmission.

An android reduced to -10 or fewer hit points is An opposed Computer Use check between the individual

destroyed beyond the ability to repair. receiving the message and the individual attempting to
Once an android’s data has been successfully jam the message determines whether or not the message
backed up, the body ceases operation, and can lay gets through. If an unmanned computer receives the
dormant for literally years until salvaged and transmission, jamming the transmission requires a
rebooted. Androids do no have a chance of Computer Use check (DC 15).

spontaneously waking up while in this state.

Scramble/Unscramble Transmission: Computer Use
Starship System can be used to scramble a transmission. This is done with
In addition to all the standard uses, this skill can ~ an opposed Computer Use check between the individual

be used to operate shipboard sensors as well as sending the message and anyone attempting to intercept
send, jam, scramble, and unscramble or unscramble it.
transmissions sent through space or across
dimensions. Special
A character can take 10 when using the Computer Use
Check skill. The character can take 20 in some cases, but not in
The following applications of the Computer Use  those that involve a penalty for failure (the character
skill can be used untrained: cannot take 20 to defeat computer security or defend
security).

Conduct Active Sensor Scan: Using a starship’s

sensors to analyze another ship or object in Time

sensory range requires a Computer Use check (DC Computer Use requires at least a full-round action. The
15). An active sensor scan conducted over a vast ~ GM may determine that some tasks require several

distance (for example, across a star system) or rounds, a few minutes, or longer, as described above.
subjected to some form of disturbance (such as
interference from a solar flare) applies a -5 or Scrambling or unscrambling a transmission are all

higher penalty on the check. full-round actions. Conducting an active sensor scan or
sending/jamming a transmission is a move action.



Craft

(Int)
The character is skilled at creating
media and/or works of art.

Craft (visual arts)
Craft (writing)

Craft skills are specifically focused on creating

purchase DC of this equipment varies according to
the particular Craft skill.

to make and consult the category descriptions
Craft check against the given DC for the object in

object, and the raw materials are wasted (unless
otherwise noted).

Generally, a character can take 10 when using a
Craft skill to construct an object, but can’t take 20
(since doing so represents multiple attempts, and
they uses up the raw materials after the first
attempt). The exception is Craft (writing); a
character can take 20 because they do not use up
any raw materials

works of art. To use a Craft skill effectively, an artist
must have a kit or some other set of basic tools. The

To use Craft, first decide what the character is trying
below. If the artist succeeds at that check, make the

question. If they fail the check, they do not make the

Visual Arts

This skill allows an artist to create sculptures,
paintings or drawings, take photographs, use a video
camera, or in some other way create a work of
visual art.

When attempting to create a work of visual art,
simply makes a Craft (visual art) check, the result of

which determines the quality of the work.

Skill Check Result Effort Achieved

9 or lower Untalented amateur
10-19 Talented amateur
20-24 Professional

25-30 Expert

31 or higher Master

Creating a work of visual art requires at least a
full-round action, but usually takes an hour, a day,
or more, depending on the scope of the project.

Writing

This skill allows a writer to create short stories,
novels, scripts and screenplays, newspaper articles
and columns, and similar works of writing.

When creating a work of writing, simply makes a
Craft (writing) check, the result of which determines

the quality of the work.

Skill Check Result Effort Achieved

9 or lower Untalented amateur
10-19 Talented amateur
20-24 Professional

25-30 Expert

31 or higher Master

Creating a work of writing requires at least one
hour, but usually takes a day, a week, or more,
depending on the scope of the project.



Diplomacy
(Cha)

The character can use this skill to persuade others to
agree with your arguments, to resolve differences,
and to gather valuable information or rumors from
people. This skill is also used to negotiate conflicts

by using the proper etiquette and
manners suitable to the problem.

Check

The diplomat can change the initial attitudes of
nonplayer characters with a successful check. The
DC of this check depends on the creature’s starting
attitude towards the character, adjusted by their
Charisma modifier.

Succeed

If the diplomat succeeds, the target’s attitude toward
them is improved by one step. For every five by
which your check result exceeds the DC, the target’s
attitude toward the diplomat increases by one
additional step. The target's attitude cannot be
shifted more than two steps up in this way, although
the GM can override this rule in some situations.

Fail

If the Diplomacy check fails by four or less, the
target’s attitude toward the diplomat is unchanged.
If the Diplomacy check fails by five or more, the
target's attitude toward them is decreased by one
step.

The character cannot use Diplomacy against a
creature that does not understand them or has an
Intelligence of three or less. Diplomacy is generally
ineffective in combat and against those that intend
to harm the diplomat or their allies in the immediate
future. Any attitude shift caused through Diplomacy
generally lasts for 1d4 hours but can last much
longer or shorter depending upon the situation (GM
discretion).

If the attitude toward the character is at least
indifferent, they can make requests to the NPC in
question. This is an additional Diplomacy check,
using the NPC’s current attitude to determine the
base DC, with one of the following modifiers. Once
a NPC'’s attitude has shifted to helpful, the NPC
gives in to most requests without a check, unless the
request is against its nature or puts it in serious peril.
Some requests automatically fail if the request goes
against the NPC’s values or its nature, subject to
GM discretion.

Starting Attitude Diplomacy DC
Hostile 25 + NPC's Cha Modifier
Unfriendly 20 + NPC's Cha Modifier
Indifferent 15 + NPC's Cha Modifier
Friendly 10 + NPC's Cha Modifier
Helpful 0 + NPC's Cha Modifier

Request Diplomacy Modifier
Give simple advice or directions -5
Give detailed advice +0
Give simple aid +0
Reveal an unimportant secret +5
Give lengthy or complicated aid +5
Give dangerous aid +10
Reveal secret knowledge +10 or more
Give aid that could result +15 or more
in punishment
Additional requests +5 per request
Gather Information
The diplomat can also use Diplomacy to gather
information about a specific topic or individual. To
do this, they must spend at least 1d4 hours
canvassing people online and/or talking to people
who frequent the area where the target is known to
dwell. The DC of this check depends on the
obscurity of the information sought, but for most
commonly known facts or rumors it is 10. For
obscure or secret knowledge, the DC might increase
to 20 or higher. The GM might rule that some topics
are simply unknown to common folk.



Action
Influence Attitude: Using Diplomacy to influence
an NPC’s attitude takes one minute of continuous
interaction.

Make Request: Making a request of an NPC takes
one or more rounds of interaction, depending upon
the complexity of the request.

Gather Information: Using Diplomacy to gather
information takes 1d4 hours of work, searching for
rumors and informants.

Try Again

The character cannot use Diplomacy to influence a
given creature’s attitude more than once in a 24 hour
period. If a request is refused, the result does not
change with additional checks, although other
requests might be made. They can retry Diplomacy
checks made to gather information.

Special
None

Disable Device

(Int) Trained Only
The character is skilled at disabling bombs and
other devices.

Check

The GM makes the Disable Device check so that the
disabler doesn’t necessarily know whether they
succeeded.

Open Lock: The character can pick conventional
locks, finesse combination locks, and bypass
electronic locks. They must have a lock pick set (for
a mechanical lock) or an electrical tool kit (for an
electronic lock). The DC depends on the quality of
the lock.

Lock Type DC
Cheap (briefcase lock) 20
Average (home deadbolt) 25
High quality (business deadbolt) 30
High security (branch bank vault) 40
Ultra-high security (major bank vault) 50

Disarm Explosive Device: Disarming an explosive
that has been set to go off requires a Disable Device
check. The DC is usually 10, unless the person who
set the detonator chose a higher disarm DC. If the
character fails the check, they do not disarm the
explosive. Failing to get within five points of the
DC means the explosive goes off.

Disable Security Device: The character can disable
a security device, such as an electric fence, motion
sensor, or security camera. They must be able to
reach the actual device. If the device is monitored,
attempts to disable it will probably be noticed.



When disabling a monitored device, a character can
prevent his tampering from being noticed. Doing so
requires 10 minutes and an electrical tool kit, and
increases the DC of the check by +10.

Device Type DC
Cheap (home door alarm) 20
Average (store security camera) 25
High quality (art museum motion detector) 30
High security (bank vault alarm) 35
Ultrahigh security (motion detector 40

at secret government facility)

Traps and Sabotage: Disabling (or rigging or
jamming) a simple mechanical device has a DC of
10. More intricate and complex devices have higher
DCs. The GM rolls the check. If the check succeeds,
the character disables the device. If the check fails
by four or less, they have failed but can try again. If
they fail by five or more, something goes wrong,
whether it is a sprung trap or overconfidence in a
sabotage attempt.

The character can rig simple devices to work
normally for a while and then fail some time later
(usually after 1d4 rounds or minutes of use).

Try Again?
Yes, though the character must be aware that they
has failed in order to try again.

Special
A character can take 10 when making a Disable
Device check or he or she can take 20 to open a lock
or to disable a security device, unless they are trying
to prevent their tampering from being noticed. Your
character cannot take a 20 when using the disable
device to work on explosives. Possessing the proper
tools gives a character the best chance of succeeding
on a Disable Device check. Opening a lock requires
a lock pick set (for a mechanical lock) or an
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electrical tool kit (for an electronic lock). Opening a
locked car calls for a car opening kit. Disabling a
security device requires either a mechanical tool kit
or an electronic toll kit, depending on the nature of
the device. If the character does not have the
appropriate tools, he or she takes a -4 penalty on
your check.

A lock release gun can open a mechanical lock of
cheap or average quality without a Disable Device
check.

Time

Disabling a simple mechanical device is a full-round
action. Intricate or complex devices require 2d4
rounds.




Disguise
(Cha)
The character is skilled at changing
their appearance.

Check

The Disguise check result determines how good the
disguise is, and it is opposed by others’ Perception
check results. If the character doesn't draw any
attention to themselves, others do not get to make
Perception checks. If they come to the attention of
people who are suspicious (such as a guard who is
watching people walk through a doorway), it can be
assumed that such observers are taking 10 on their
Perception checks.

The character gets only one Disguise check per use
of the skill, even if several people are making
Perception checks against it. The Disguise check is
made secretly, so that he or she cannot be sure how
good the result is.

The effectiveness of the impostor's disguise depends
in part on how much they are attempting to change
their appearance.

Disguise Check Modifier
Minor details only +5
Disguised as different gender (*) -2
Disguised as different ethnicity (*) -2
Disguised as different age category (*) =2 (**)
Disguised as different size category (*) -10

Disguised as difference species (*) minimum -5

* These modifiers are cumulative; use any that
apply.

** Per step of difference between the character’s
actual age category and their disguised age category.
The steps are: young (younger than adulthood),
adulthood, middle age, old, and venerable.

If the impostor is impersonating a particular
individual, those who know what that person looks
like get a bonus on their Perception checks
according to the table below. Furthermore, they are
automatically considered to be suspicious to the
impostor, so opposed checks are always called for.

Familiarity Viewer’s  Perception Check Bonus

Recognizes on sight +4
Friends or associates +6
Close friends +8
Intimate +10

Usually, an individual makes a Perception check to
see through a disguise immediately upon meeting an
impostor and every hour thereafter. If they casually
meet many different creatures, each for a short time,
check once per day or hour, using an average
Perception modifier for the group.

Action
Creating a disguise requires 10 to 30 minutes of
work (roll 1d3).

Try Again

Yes. The character may try to redo a failed disguise,
but once others know that a disguise was attempted,
they’ll be more suspicious.

Domestic Science
(Cha)
The Domestic Science skill covers all
aspects of running a household.

Check
The most common examples of Domestic Science
are cooking, cleaning and washing cloths. Domestic
Science can also be for such things as judging the
quality of produce at a market and cosmetic repairs
to structures or clothing. Use domestic science
instead of the Profession skill to represent jobs such
as personal chief and maid.




Type of Meal Material Cost (per person)

Instant noodles 1 sbe
Common meal 5 sbc
Good meal 10 sbc
Gourmet meal 50 sbc

A cook can take 10 or take 20 on Domestic Science
skill checks. If he or she takes 20 for food
preparation, the cost is also multiplied by 20, either
because the character bought superior ingredients,
or because the kitchen is now covered in failed
attempts.

Time: Varies. Cooking a meal usually takes
about an hour. Dusting a relatively tidy room
takes 15 minutes. Cleaning out the cups of
instant ramen and dirty cloths in an adventurers’
starship bunk takes all day.

Drive
(Dex)
The character knows how to control
various types of vehicles.

Check

Routine tasks, such as ordinary driving, don’t
require a skill check. Make a check only when some
unusual circumstance exists (such as inclement
weather or an icy surface), or when a character is
driving during a dramatic situation (the driver is
being chased or attacked, for example, or is trying to
reach a destination in a limited amount of time).
When driving, the character can attempt simple
maneuvers or stunts. This skill includes controlling
all vehicles. However, there is a penalty if the
driver is not completely familiar with a particular
type of transport.
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Try Again?
Most driving checks have consequences for failure
that make trying again impossible.

Special
The character can take 10 when driving, but cannot
take 20.

There is no penalty for operating a general-purpose
motor vehicle. Other types of motor vehicles (fixed
wing aircraft, helicopter, heavy wheeled, power
armor, powerboat, sailboat, ship, spaceship, and
tracked) require the corresponding Surface Vehicle
Operation feat, or the driver takes a —4 penalty on
Drive checks.

Time
A Drive check is a move action




Engineering
(Int) Trained only

The character is able to build and

repair electromechanical devices.

Demolitions

Bombs are electrochemical devices, so setting an
explosive is covered by the Engineering skill.
Disarming an explosive is handled by Disable
Device.

Setting a simple explosive to blow up at a certain
spot doesn’t require a check, but connecting and
setting a detonator does. Also, placing an explosive
for maximum effect against a structure calls for a
check.

Set Detonator: Most explosives require a detonator
to go off. Connecting a detonator to an explosive
requires an Engineering check (DC 10). Failure
means that the explosive fails to go off as planned.
Failure by 10 or more means the explosive goes off
as the detonator is being installed.

An engineer can make an explosive difficult to
disarm. To do so, he or she chooses the disarm DC
before making their check to set the detonator (it
must be higher than ten). The DC to set the
detonator is equal to the disarm DC.

Place Explosive Device: Carefully placing an
explosive against a fixed structure (a stationary,
unattended inanimate object) can maximize the
damage dealt by exploiting vulnerabilities in the
structure’s construction.

The GM makes the check (so that the demolitions
expert doesn’t know exactly how well he has done).
On a result of 15 or higher, the explosive deals
double damage to the structure against which it is
placed. On a result of 25 or higher, it deals triple
damage to the structure. In all cases, it deals normal
damage to all other targets within its burst radius.

Repairing Damage

With a successful engineering check the character
can restore lost hit points to a damaged item, or
artificial character. With one hour of work, the
engineer is able to restore 1d4 points of damage. If
they succeed by five points or more, they may add
his intelligence modifier to the number of points
restored.

Engineering techies can repair damage as a full
round action.

Restoring damage requires new parts to replace
broken components. The price of the parts required
is equal to one sbc per point of damage repaired or
1% of the base cost of the item per point of damage
to be repaired, which ever is greater. The DC for
the Engineering check is also based on the
percentage of the object’s total hit points it has lost.

% of hit points lost Engineering DC
less than 50% 15
50-75% 20
75-100% 25
Object is broken 30

(lost all of its hit points)

Reset Equipment (DC 15): On a fumble result a
piece of equipment suffers a jam, glitch, freeze or
other problem which renders it unusable until the
error has been corrected. Resetting a piece of
equipment requires a DC 15 Engineering skill
check. Normally this requires one minute of work,
but an engineering techie can make the skill check
as a full round action.

Reactivate Dazed, Stunned, or Unconscious
Android or Cybersapiens (DC 15): With an
electrical tool kit, a character can remove the dazed,
stunned, or unconscious condition from an android
or cybersapiens character. This check is an attack
action.



A successful check removes the dazed, stunned, or
unconscious condition from an affected character.
The character can’t revive an unconscious character
who is at -1 hit points or lower without first
stabilizing the patient. An android at -1 hit points or
lower cannot be revived.

Stabilize Dying Cybersapiens (DC 15): With an
electromechanical tool kit, a character can tend to a
cybersapiens who is dying. As an attack action, a
successful Engineering check stabilizes
another character. The stabilized

character regains no hit points, but he Mint 10 75%

or she stops losing them. A character Used 15 50%

must have an electromechanical tool kit Heavily Used 20 20%

to stabilize a dying character. This Broken 25 10%

engineering check suffers a -4 penalty =~ Destroyed 30 10%

if the character doesn’t have the Derelict +5 listed% x1/2
Cannibalize -5 -

cybersurgery feat.

Jury-Rig: A character can choose to attempt
jury-rigged, or temporary, repairs. Doing this does
not require parts and reduces the Engineering check
DC by five, and allows a character to make the
checks in as little as a full-round action. However, a
jury-rigged repair can only fix a single problem with
a check, and the temporary repair only lasts until the
end of the current scene or encounter. The
jury-rigged object must be properly repaired
thereafter.

A character can also use jury-rig to hot-wire a car or
jump-start an engine or electromechanical device.
The DC for this is at least 15, and it can be higher
depending on the presence of security devices.

Jury-Rig can be used to restore hit points to an
android or cybersapiens, but these hit-points are
temporary and fade at the rate of one hit point every
10 minutes, as they come undone.

The jury-rig application of the Engineering skill can
be used untrained.

Salvage condition

Salvage: If a salvager has access to an unused
piece of equipment, he or she can attempt to salvage
useful parts from it. Salvaging takes at least an
hour’s worth of work. Salvaging equipment from a
particularly large piece of equipment, such as a
starship might require multiple teams, heavy
equipment and a month of labor. The difficulty of
recovering useful parts and the value of the parts
salvaged depend on condition the equipment is in.

Engineering DC Value of parts (% of base value)

Salvage Time

Basic household equipment - 1d10 minutes to get
necessary parts.

Ground Transport Vehicle - 1d10 hours

Raw material from a torn down structure - 1d6 days
Starship - 2d6 weeks

For every -1 to the time roll, up to -2, add +5 to the
Engineering DC. The minimum result is a one.

The GM can rule that some equipment is too rusted
or otherwise damaged to be salvaged.

Use the listed values above if the character intends
to use the parts for repairing damaged equipment. If
the character sells the parts, the base market price is
half these values.

Cannibalize: If the engineer has access to an
unused piece of equipment which is the same model
as a piece of equipment they are trying to repair,
reduce the salvage DC by five.



Identify: A character can use Engineering to
identify a piece of electromechanical equipment.
The DC should be based on how common the item
is and how closely the engineer is able to inspect it.
A passing glance suffers a -2 penalty, while a full
machine shop to examine the equipment should
grant a bonus of +2 or better depending on the
quality of the facilities.

Try Again?

Yes, though in some specific cases, the GM may
decide that a failed Engineering check has negative
ramifications that prevent repeated checks.

Special

A character can take 10 or take 20 on a Repair
check. When making an Engineering check to
accomplish a jury-rig repair, he or she cannot take
20.

A techie can fabricate parts for repairs with the
Engineering skill.

Repair requires an electromechanical tool kit, or a
multipurpose tool, depending on the task. If the
technician does not have the appropriate tools, he or
she takes a -4 penalty on the check, unless they are
tinkering with the Improvise tool ability.

Time

See the table for guidelines. A character can make a
jury-rig repair as a full-round action, but the work
only lasts until the end of the current encounter. An
engineering techie can make repair checks as a full
round action. Identifying a piece of equipment can
be made as a reaction, a full round action, or several
hours of work if using a machine shop.

Escape Artist

(Dex) Armor Penalty
A character is skilled at escaping from restraints.

Check: Make a check to escape from restraints or to
squeeze through a tight space.

Restraint DC

Ropes Binder's CMB +20
Net 20

Handcuffs 35

Tight space 30

Grappler Grappler's CMD.

For ropes, the Escape Artist's check DC is 20

+ CMB of the opponent who tied the bonds. Since
it’s easier to tie someone up than to escape from
being tied up, the opponent gets a +20 bonus on his
or her CMB.

For a tight space, a check is only called for if the
escape artist’s head fits but their shoulders don’t. If
the space is long, such as in an airshaft, the GM may
call for multiple checks. The character cannot fit
through a space that their head doesn’t fit through.

A character can make an Escape Artist check
(opposed by their opponent’s grapple check) to get
out of a grapple or out of a pinned condition (so that
they are just being grappled). Doing so is an attack
action, so if he or she escapes the grapple, they can
move in the same round.

Try Again?
The escape artist can make another check after a
failed check if they are squeezing through a tight
space, making multiple checks. If the situation
permits, she can make additional checks as long as
there is no active opposition to the skill check.



Time
Making a check to escape from being bound by
ropes, handcuffs, or other restraints (except a
grappler) requires one minute. Escaping a net is a
full-round action. Squeezing through a tight space
takes at least one minute, maybe longer, depending
on the distance that must be crossed.

Forgery
(Int)
A character is skilled at creating fake documentation
realistic enough to fool those looking at it.

Check

Forgery requires materials appropriate to the
document being forged, and some time. To forge a
document the character needs to have seen a similar
document before. The complexity of the document,
the forger’s degree of familiarity with it, and
whether he or she needs to reproduce the signature
or handwriting of a specific individual, provide
modifiers to the Forgery check, as shown below.

Document Type
Factor Check Modifier Time
Simple (typed letter, business card) +0 10 min.
Moderate (letterhead, business form) -2 20 min.
Complex (stock certificate, driver’s license) -4 1 hr.
Difficult (passport) -8 4 hr.
Extreme (military/law enforcement ID) -16 24 hr.
Familiarity
Factor Check Modifier
Unfamiliar (seen once for less than a minute) -4
Fairly familiar (seen for several minutes) +0
Quite familiar (on hand, or studied at leisure) +4
Forger has produced other documents of same type +4

Document includes specific signature -4




Some documents require security or authorization

: - _ Try Again?
codes, whether authentic ones or additional forgeries. N since the forger isn’t sure of the quality of
The GM makes the forgery check secretly so the the, original forgery.
character is not sure how good their forgery is.
Special

The Forgery skill is also used to detect someone else’s
forgery. The result of the original Forgery check that
created the document is opposed by a Forgery check by
the person who examines the document to check its
authenticity. If the examiner’s check result is equal to or
higher than the original Forgery check, the document is
determined to be fraudulent. The examiner gains
bonuses or penalties based on the modifiers listed
below.

To forge documents and detect forgeries, one
must be able to read and write the language in
question. (The skill is language-dependent.)

Your character can take 10 when making a
Forgery check, but cannot take 20.

A character without a forgery kit takes a -4
penalty on Forgery checks.

Condition

Examiner’s Check Modifier
Type of document unknown to examiner -4
Type of document somewhat known to examiner -2
Type of document well known to examiner +0
Document is put through additional tests (*) +4
Examiner only casually reviews the document (*)

Time: Forging a short, simple document takes
about one minute. Longer or more complex
documents take 1d4 minutes per page or longer.

1
[\

* Cumulative with any of the first three conditions on
the table. Apply this modifier along with one of the
other three whenever appropriate.

A document that contradicts procedure, orders, or
previous knowledge, or one that requires the examiner
to relinquish a possession or a piece of information,
can increase the examiner’s suspicion (and thus
create favorable circumstances for the examiner’s
opposed Forgery check).

Documents with electronic security such as
barcodes, magnetic strips or implanted circuitry
need someone with at least a basic
understanding of engineering to make sure the
equipment portion of the documents work.
Make a DC 10 Engineering skill check in order
to make sure that this doesn't undermine the
forgery attempt.



Check

Handle Animal

(Cha; Trained Only)

The character is trained at working with animals,
and can teach them tricks, get them to follow simple
commands, or even domesticate them. This skill

includes riding animals as well.

The DC depends on what your character is trying to do.

Task

Handle an animal
"Push” an animal
Teach an animal a trick

Train an animal for a general purpose

Rear a wild animal

Handle Animal DC
10

25

15 or 20 (*)

15 or 20 (*)

15 + HD of animal

* See the specific trick or purpose below.

Handle an Animal

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

Push an Animal

To push an animal means to get it to perform a task
or trick that it doesn’t know but is physically
capable of performing. This category also covers
making an animal perform a forced march or
forcing it to hustle for more than one hour between
sleep cycles. If the animal is wounded or has taken
any non-lethal damage or ability score damage, the
DC increases by two. If your check succeeds, the
animal performs the task or trick on its next action.

Teach an Animal a Trick

The trainer can teach an animal a specific trick with
one week of work and a successful Handle Animal
check against the indicated DC. An animal with an
Intelligence score of one can learn a maximum of
three tricks, while an animal with an Intelligence
score of two can learn a maximum of six tricks.
Possible tricks (and their associated DCs) include,
but are not necessarily limited to, the following.

Attack (DC 20)

The animal attacks apparent enemies. The trainer
may point to a particular creature that he wishes the
animal to attack, and it will comply if able.
Normally, an animal will attack only humanoids and
other animals. The GM may rule that some aliens
are foreign enough that the animal will not attack
them. Teaching an animal to attack all creatures
(including all aliens, supernatural and mechanical
creatures) counts as two tricks.

Come (DC 15)
The animal comes to their trainer, even if it
normally would not do so.




Defend (DC 20)
The animal defends its master (or is ready to defend
him if no threat is present), even without any
command being given. Alternatively, the character

can command the animal to defend a specific PC or
NPC.

Down (DC 15)

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

Fetch (DC 15)

The animal goes and gets something. If the trainer
does not point out a specific item, the animal fetches
some random object.

Guard (DC 20)
The animal stays in place and prevents others from
approaching.

Heel (DC 15)
The animal follows closely, even to places where it
normally wouldn’t go.

Perform (DC 15)

The animal performs a variety of simple tricks, such
as sitting up, rolling over, roaring or barking, and so
on.

Seek (DC 15)
The animal moves into an area and looks around for
anything that is obviously alive or animate.

Stay (DC 15)

The animal stays in place, waiting for its master to
return. It does not challenge other creatures that
come by, though it still defends itself if it needs to.

Track (DC 20)
The animal tracks the scent presented to it. (This
requires the animal to have the scent ability)

Work (DC 15)
The animal pulls or pushes a medium or heavy load.

Train an Animal for a Purpose
General Purpose DC
Combat Training (or "Combat Riding") 20

Fighting 20
Guarding 20
Heavy labor 15
Hunting 20
Performance 15
Riding 15

Rather than teaching an animal individual tricks, the
character can simply train it for a general purpose.
Essentially, an animal’s purpose represents a
preselected set of known tricks that fit into a
common scheme, such as guarding or heavy labor.
The animal must meet all the normal prerequisites
for all tricks included in the training package. If the
package includes more than three tricks, the animal
must have an Intelligence score of two. An animal
can be trained for only one general purpose, though
if the creature is capable of learning additional
tricks (above and beyond those included in its
general purpose), it may do so. Training an animal
for a purpose requires fewer checks than teaching
individual tricks does, but no less time.

Combat Training (DC 20)
An animal trained to bear a rider into combat knows
the tricks attack, come, defend, down, guard, and
heel. Training an animal for combat riding takes six
weeks. The trainer may also “upgrade” an animal
trained for riding to one trained for combat by
spending three weeks and making a successful DC
20 Handle Animal check. The new general purpose
and tricks completely replace the animal’s previous
purpose and any tricks it once knew. A few still train
mounts in this way. (An animal trained in this way
counts as trained for war, and becomes proficient
with all forms or armor.)



Fighting (DC 20)
An animal trained to engage in combat knows the
tricks attack, down, and stay. Training an animal for
fighting takes three weeks.

Guarding (DC 20)

An animal trained to guard knows the tricks attack,
defend, down, and guard. Training an animal for
guarding takes four weeks.

Heavy Labor (DC 15)

An animal trained for heavy labor knows the tricks
come and work. Training an animal for heavy labor
takes two weeks.

Hunting (DC 20)

An animal trained for hunting knows the tricks
attack, down, fetch, heel, seek, and track. Training
an animal for hunting takes six weeks.

Performance (DC 15)

An animal trained for performance knows the tricks
come, fetch, heel, perform, and stay. Training an
animal for performance takes five weeks.

Riding (see below)

An animal trained to bear a rider knows the tricks
come, heel, and stay. Training an animal for riding
takes three weeks.

Ride Checks
Typical riding actions don't require checks. The
rider can saddle, mount, ride, and dismount from a
mount without a problem. The following tasks do
require checks.

Task Ride DC
Guide with knees 5
Stay in saddle 5
Fight with a combat-trained mount 10
Cover 15
Soft fall 15
Leap 15
Spur mount 15
Control mount in battle 20
Fast mount or dismount 20
Guide with Knees

The rider can guide his or her mount with their
knees so that they can use both hands in combat.
Make the Ride check at the start of your turn. If the
riding check fails, the character can use only one
hand this round because your character needs to use
the other to control her mount. This does not take an
action.

Stay in Saddle

The rider can react instantly to try to avoid falling
when his mount rears or bolts unexpectedly or when
he takes damage. This usage does not take an action.

Fight with a Combat, Trained Mount

If a rider directs his or her war-trained mount to
attack in battle, they can still make your own attack
or attacks normally. This usage is a free action.

Cover

A rider can react instantly to drop down and hang
alongside his mount, using it as cover. He character
cannot attack or use supernatural powers while
using his or her mount as cover. If the riding check
fails, they do not get the cover benefit. Using this
option is an immediate action, but recovering from
this position is a move action (no check required).



Soft Fall
A rider negates damage when he or she falls off a
mount. If the rid check fails, they take 1d6 points of
damage and are prone. This usage does not take an
action.

Leap

A rider can get their mount to leap obstacles as part
of its movement. Use their Handle Animal modifier
or the mount's Jump modifier, whichever is lower,
to see how far the creature can jump. If the riding
check fails, they fall off the mount when it leaps and
take the appropriate falling damage (at least 1d6
points). This usage does not take an action but is
part of the mount's movement.

Spur Mount

A rider can spur his mount to greater speed with a
move action. A successful riding check increases the
mount's speed by ten feet for one round but deals
1d3 points of damage to the creature. The character
can use this ability every round, but the mount
becomes fatigued after a number of rounds equal to
its Constitution score. This ability cannot be used on
a fatigued mount.

Control Mount in Battle

As a move action, the rider can attempt to control a
light horse, pony, heavy horse, or other mount not
trained for combat riding while in battle. If the
Handle Animal check fails, the character can do
nothing else in that round. You do not need to roll
for horses or ponies trained for combat.

Fast Mount or Dismount
A rider can attempt to mount or dismount from a
mount of up to one size category larger than he or
her as a free action, provided that they still have a
move action available that round. If the Handle
Animal check fails, then mounting or dismounting
is a move action. The character cannot use fast
mount or dismount on a mount more than one size
category larger than themselves.

Action:

Varies. Mounting or dismounting normally is a
move action. Other checks are a move action, a free
action, or no action at all, as noted above.

Special
If a character is riding bareback, he or she takes a -5
penalty on Ride checks.

Rear a Wild Animal

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

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

Action

Varies. Handling an animal is a move action, while
“pushing” an animal is a full-round action. For tasks
with specific time frames noted above, the handler
must spend half this time (at the rate of 3 hours per
day per animal being handled) working toward
completion of the task before he attempts the
Handle Animal check. If the check fails, their
attempt to teach, rear, or train the animal fails and
they do not need to complete the teaching, rearing,
or training of the animal. If the check succeeds, the
handler must invest the remainder of the time to
complete the teaching, rearing, or training. If the
time is interrupted or the task is not followed
through to completion, the attempt to teach, rear, or
train the animal automatically fails.

Try Again
Yes, except for rearing an animal.



The character can use this skill on an alien or
supernatural creature with an Intelligence score of
one or two, but the DC of any such check increases
by five. Such creatures have the same limit on tricks
known as animals do.

Untrained

If a character has no ranks in Handle Animal, the
character can use a Charisma check to handle and
push domestic animals, but the character cannot
teach, rear, or train animals. Riding an animal can
use a Dexterity check but it has a -4 penalty due to
being unfamiliar with animals.

Intimidate
(Cha)

The character can use this skill to frighten his or her
opponents or to get them to act in a way that
benefits the character. This skill includes verbal
threats and displays of prowess.

Influence Attitude

The character can use Intimidate to force an
opponent to act friendly toward them for 1d6 x10
minutes with a successful check. The DC of this
check is equal to 10 + the target’s Hit Dice + the
target’s Wisdom modifier.

Success:

If successful, the opponent will give the character
the desired information take actions that do not
endanger it offer other limited assistance

After the intimidation expires, the target treats the
intimidator as unfriendly and may report their to
local authorities.

Fail

If the check fails by five or more, the target attempts
to deceive the character or otherwise hinder their
activities.

Action
Using Intimidate to change an opponent’s attitude
requires one minute of conversation.

Demoralize

The character can use this skill to cause his or her
opponents to become shaken for a number of
rounds. The DC of this check is equal to 10 + the
target’s Hit Dice + the target’s Wisdom modifier.

Success

If the character is successful, the target is shaken for
one round. This duration increases by one round for
every five by which the DC is beaten. The character
can only threaten opponents in this way if they are
within 30 feet and can clearly see and hear the
character.

Fail
The opponent is not shaken.

Action
Demoralizing an opponent is a standard action.

Try Again

A character can attempt to intimidate an opponent
again, but each additional check increases the DC
by +5. This increase resets after one hour has
passed.

Special
The character gains a +4 bonus on Intimidate checks
if they are larger than the target, and a -4 penalty on

Intimidate checks if they are smaller than the target.



Knowledge

(Int, Trained Only)
This skill encompasses several categories, each of
them treated as a separate skill. These categories are
identified and defined below.

The number of Knowledge categories is kept
purposely finite. When trying to determine what
Knowledge skill a particular question or field of
expertise falls under, use a broad interpretation of
the existing categories. Do not arbitrarily make up
new categories.

Check
The character makes a Knowledge check to see if he
or she knows something.

The DC for answering a question within his field of
study is 10 for easy questions, 15 for basic
questions, and 20 to 30 for tough questions.

The eight Knowledge categories, and the topics
each one encompasses, are as follows.

Earth and Life Sciences: Biology, botany, genetics,
geology, and paleontology. medical (see text) and
forensics.

Economics: Business procedures, financial
practices, investment strategies, and corporate
structures.

Humanities: Any "soft" science including history,
liberal arts, ethics, philosophical concepts,
psychology, sociology and theology.

Military: Techniques and strategies for deploying
and maneuvering forces in combat. This skill also
covers military history and recognizing standard
military hardware. In addition, it deals with
handling bureaucratic structures within the military
and their culture.

Modern Culture: Popular music and personalities,
genre films and books, urban legends, comics,
science fiction, and gaming, among others.

Paranormal: The occult, magic and the
supernatural, astrology, numerology, and similar
topics. This also includes knowledge about the
histories, beliefs and practices of specific cults and
their rumored political connections. Additional
topics include ancient mysteries, supernatural
traditions, arcane symbols, constructs, and magical
beasts. If magic is allowed in the campaign, look at
the table below.

Task DC

Activate a supernatural item blindly 25
Craft a magic item Varies by item

Decipher a written spell 25 + spell level

Emulate a class feature 20

Emulate an ability score See text
Emulate a species 25

Emulate an alignment 30

Identify a supernatural ability 15 + spell level

as it is being manifested
Learn a spell from a spellbook or scroll 15 + spell level

Physical Sciences: Astronomy, chemistry,
mathematics, physics, and engineering.

Streetwise: Street and urban culture, local
underworld personalities and events.

Try Again?
No. The check represents what the character knows,
and thinking about a topic a second time doesn’t let
him or her know something they never knew in the

first place. -



Special
An untrained Knowledge check is simply an
Intelligence check. Without actual training, the
character only knows common knowledge about a
given subject.

Anyone can take 10 when making a Knowledge
check. Taking 20 on a Knowledge check is
essentially researching the subject and requires
access to a database or library relevant to the
Knowledge skill being used. If the library the
character is trying to use is not adequate, then he or
she will realize it doesn’t hold the desired
information after spending half the usual time
required for researching.

Time

A Knowledge check can be a reaction, but otherwise
requires a full-round action. Conducting research
requires at least 2d6 hours, more at the GMs
discretion.

Linguistics
(Int)

The character is skilled at working with language, in
both its spoken and written forms. They can speak
multiple languages, and can decipher nearly any
tongue given enough time.

Check

The linguist can decipher writing in an unfamiliar
language or a message written in an incomplete or
archaic form. The base DC is 20 for the simplest
messages, 25 for standard texts, and 30 or higher for
intricate, exotic, or very old writing. If the check
succeeds, he or she understands the general content
of a piece of writing about one page long (or the
equivalent). If the check fails, make a DC 5 Wisdom
check to see if the linguist avoids drawing a false
conclusion about the text. (Success means that the
character does not draw a false conclusion; failure
means that they do.)

The racial languages for the standard player
character races are: Cancrian, Grey, and Sokuja.
Cancrians also know human sign language. Other
languages in the campaign will depend on which
elements the GM wises to include. How the GM
decides to handle alien languages will influence
how this skill works (See Tower of Babel side bar.)

Action
Varies. Deciphering a page of ordinary text takes
one minute (10 consecutive rounds).

Try Again
Yes.

Special
The linguist must be trained to use this skill, but the
character can always attempt to read archaic and

strange forms of their native languages.






Medical o
(Wis) .

The character is skilled at tending to the ailments of others. !o
Check I

The DC and effect depend on the task the character attempts.

Action

Providing first aid, treating a wound, or treating poison is a standard action. Treating a disease or tending a
wounded creature takes 10 minutes of work. Treating deadly wounds takes one hour of work. Providing
long-term care requires eight hours of light activity.

Task DC A00O? Time

First aid 15 Yes 1 Standard Action/1 minute
Long-term care 15 - 8 hours

Treat deadly wounds 20 yes 1 hour

Treat poison Poison’s save DC Usually 1 Standard Action/1 minute
Treat disease Disease’s save DC - 10 minutes

Actions in Combat states that administering First Aid provokes an Attack of Opportunity and using any skill
that uses an action "usually" provokes an Attack of Opportunity.




Try Again
Varies. Generally speaking, the character can’t try a
Medical check again without witnessing proof of the
original check’s failure. The medic can always retry
a check to provide first aid, assuming the target of
the previous attempt is still alive.

First Aid

The medic usually uses first aid to save a dying
character. If a character has negative hit points and
is losing hit points (at the rate of one per round, one
per hour, or one per day), the medic can make them
stable. A stable character regains no hit points but
stops losing them. First aid also stops someone from
losing hit points due to effects that cause bleed.
Normally it takes one minute to administer first aid,
but a medical techie can administer first aid as a
standard action.

Long-Term Care

Providing long-term care means treating a wounded
person for a day or more. If the Medical check is
successful, the patient recovers hit points or ability
score points (lost to ability damage) at twice the
normal rate: two hit points per level for a full eight
hours of rest in a day, or four hit points per level for
each full day of complete rest; two ability score
points for a full eight hours of rest in a day, or four
ability score points for each full day of complete
rest.

A medic can tend as many as six patients at a time.
The character needs a few items and supplies
(bandages, salves, and so on) that are easy to come
by in settled lands. Giving long-term care counts as
light activity for them. The medic cannot give
long-term care to them self.

Treat Deadly Wounds

When treating deadly wounds, a medic can restore
hit points to a damaged creature. Treating deadly
wounds restores 1d4 hit point. If the Medical check
exceeds the DC by five or more, add their Wisdom

modifier (if positive) to this amount. A creature can
only benefit from its deadly wounds being treated
within 24 hours of being injured.

A medical techie can treat deadly wounds as a full
round action.

The character must expend two uses from a healer's
kit to perform this task.

A character takes a -2 penalty on your Medical skill

check for each use from the healer's kit that they
lacks.



Treat Poison

To treat poison means to tend to a single character
who has been poisoned and who is going to take
more damage from the poison (or suffer some other
effect). Every time the poisoned character makes a
saving throw against the poison, the medic makes a
Medical check. If the Medical check exceeds the
DC of the poison, they receives a +4 competence
bonus on his or her saving throw against the poison.
Normally it takes one minute to treat a poison, but a
medical techie can treat a poison as a standard
action.

Treat Disease

To treat a disease means to tend to a single diseased
character. Every time the diseased character makes a
saving throw against disease effects, the medic
makes a Medical check. If his Medical check
exceeds the DC of the disease, the patient receives a
+4 competence bonus on his saving throw against
the disease.

Special: Use of Earth and Life Sciences

The medical skill deals with known ailments
affecting the human body. If there are unknown
diseases, parasites, poisons or genetic conditions,
then the use of the Knowledge: Earth and Life
sciences must be done in order to figure out how the
affliction works and how it affects the patient in
question. The DC to figure out the ailment is the
same as if the condition was known. If successful,
the medic can treat it. If it fails, it takes a day of
observing symptoms to try again, assuming the
target doesn't die first. After the ailment is known,
then the medical skill can be used to treat it.

Navigation
(Int)
The character can figure out to get to where they
want to go.

Check
Make a Navigate check when the character is trying
to find their way to a distant location without
directions or other specific guidance. Generally, a
navigator does not need to make a check to find a
local street or other common urban site, to follow an
accurate map or orient one's self when in outer
space. However, they might make a check to wind
his or her way through a dense forest or a labyrinth
of underground storm drains.

For movement over a great distance, make a
Navigate check. The DC depends on the length of
the trip. If the navigator succeeds, they move via the
best reasonable course towards their goal. If the
navigator fails, he or she still reaches the goal, but it
takes them twice as long due to backtracking and
retracing their steps. If the navigator fails by more
than five, he or she travels the expected time, but
only gets halfway to their destination before
becoming lost.

The character may make a second Navigate check
(DC 20) to regain their path. If he or she succeeds,
they continue on to their destination; the total time
for the trip is twice the normal time. If the navigator
fails, he or she loses half a day before they can try
again. The character can keep trying until he
succeeds, losing half a day for each failure.

Length of Trip DC
Short (a few hours) 20
Moderate (a day or two) 22
Long (up to a week) 25
Extreme (more than a week) 28
In outer space +10

When faced with multiple choices, such as at a
branch in a tunnel, the traveler can make a Navigate
check (DC 20) to intuit the choice that takes them
towards a known destination. If unsuccessful, they
choose the wrong path, but at the next juncture, with
a successful check, the traveler realizes their
mistake.



A character cannot use this function of Navigate to
find a path to a site if he or she has no idea where
the site is located. The GM may choose to make
secret Navigate checks, so the character doesn’t
know from the result whether the chosen path is
right or wrong.

Special
A character can take 10 when making a Navigate

check. They can take 20 only when determining his
location, not when traveling.

Time
A Navigate check is a full-round action.

Perception
(Wis)
The character notices fine details and can be alerted
to danger. Perception covers all five senses,
including sight, hearing, touch, taste, and smell.

Check
Perception has a number of uses, the most common
of which is an opposed check versus an opponent's
Stealth check to notice the opponent and avoid
being surprised. If the character is successful, they
notice the opponent and can react accordingly. If Action

they fail, the opponent can take a variety of actions, ~ Most Perception checks are reactive, made in
including sneaking past him or her or attacking with  response to observable stimulus. Intentionally

the advantage of surprise. searching for stimulus is a move action.
Perception is also used to notice fine details in the Try Again
environment. The DC to notice such details varies Yes. Your character can try to sense something she

depending upon distance, the environment, and how  missed the first time, so long as the stimulus is still
noticeable the detail is. The following table gives a present.
number of guidelines.



Detail

Hear the sound of battle

Notice the stench of rotting garbage

Detect the smell of smoke

Hear the details of a conversation

Notice a visible creature

Determine if food is spoiled

Hear the sound of a creature walking

Hear the details of a whispered conversation
Find the average concealed door

Hear the sound of a key being turned in a lock
Find the average secret door

Hear a gun being cocked

Sense some slight tremors underneath your character
Notice a pickpocket

Notice a creature using Stealth

Find a hidden trap

Perception Modifiers

Distance to the source, object, or creature
Through a closed door

Through a wall

Favorable conditions (1*

Unfavorable conditions (*)

Terrible conditions (**)

Creature making the check is distracted
Creature making the check is asleep
Creature or object is cloaked

* Favorable and unfavorable conditions depend upon the sense being used to make the check.
For example, bright light might increase the DC of checks involving sight, while glow sticks
or moonlight might give a penalty. Background noise might increase a DC involving hearing,
while competing odors might penalize any DC involving scent.

** As for unfavorable conditions, but more extreme. For example, candlelight for DCs
involving sight, a roaring spaceship for DCs involving hearing, and an overpowering stench

covering the area for DCs involving scent.

Opposed by Sleight of Hand

Perception DC
-10
-10
0

0

0

5
10
15
15
20
20
25
25

Opposed by Stealth
Varies by trap

DC Modifier

+1/10 feet

+5

+10/foot of thickness
-2

+2

+5

+5

+10

+20



Perform
(Cha)
This skill encompasses several categories, each of
them treated as a separate skill. These categories are
identified and defined below.

The number of Perform categories is kept purposely
finite. When trying to determine what Perform skill
a particular type of performance falls under, use a
broad interpretation of the existing categories. Do
not arbitrarily make up new categories.

Check

The character is accomplished in some type of
artistic expression and knows how to put on a
performance. They can impress audiences with his
or her talent and skill. The quality of the character’s
performance depends on their check result.

The eight Perform categories, and the qualities each
one encompasses, are as follows.

Act: The character is a gifted actor, capable of
performing drama, comedy, or action-oriented roles
with some level of skill.

Dance: The character possesses the ability to move
gracefully and is capable of performing rhythmic
and patterned bodily movements to music.

Keyboards: The musician can creating pleasing
sound patterns while playing keyboard musical
instruments, such as the piano, organ, and
synthesizer.

Percussion Instruments: The musician can make
percussion musical instruments, such as drums,
cymbals, triangle, xylophone, and tambourine sound
good.

Sing: The character is gifted with a talent for
producing musical tones with his or her voice.

Stand-Up: The comedian is capable of performing
a stand-up routine before an audience and making
them laugh and think.

Stringed Instruments: The performer is capable of
playing stringed musical instruments, such as the
banjo, guitar, harp, lute, sitar, and violin.

Wind Instruments: The character is able with to
play musical instruments, such as the flute, bugle,
trumpet, tuba, bagpipes, and trombone.

Result Performance

10 Amateur performance. Audience may appreciate
your performance, but isn’t impressed.

15 Routine performance. Audience enjoys your
performance, but it isn’t exceptional.

20 Great performance. Audience highly impressed.
25 Memorable performance. Audience enthusiastic.
30 Masterful performance. Audience awed.

Try Again?
Not for the same performance and audience.

Special
The character can take 10 when making a Perform
check, but can’t take 20.

Anyone without an appropriate instrument
automatically fails any Perform (keyboard), Perform
(percussion), Perform (stringed), or Perform (wind)
check he or she attempts. At the GM’s discretion,
impromptu instruments may be employed, but the
performer must take a -4 penalty on the check
because his or her equipment, although usable, is
inappropriate for the skill.

Time

A Perform check usually requires at least several
minutes to an hour or more.



Profession

(Wis, Trained Only)
The character can earn credits by working at a job.

The character is skilled at a specific job. Like Craft,
Knowledge, and Perform, Profession is actually a
number of separate skills. The character could have
several Profession skills at various skill levels.
While a Craft skill or Engineering represents ability
in creating an item, a Profession skill represents an
aptitude in a vocation requiring a broader range of
less specific knowledge. Some Profession skills
include administrative assistant, architect, baker,
bartender, butcher, clerk, cook, driver, engineer,
farmer, fisherman, florist, gambler, gardener,
groomer (hair, nails, etc) lawyer, librarian, miner,
pharmacist, sailor, secretary, soldier, stocker,
teacher, waiter/waitress. Even the idle rich know
how to manage their money or know how to hire the
right people.

Check

The wage earner can earn 10x her Profession check
result in credits per week of dedicated work. They
know how to use the tools of her trade, how to
perform the profession's daily tasks, how to
supervise helpers, and how to handle common
problems. They can also answer questions about
your Profession. Basic questions are DC 10, while
more complex questions are DC 15 or higher.

Action
Not applicable. A single check generally represents
a week of work.

Try Again
Varies. An attempt to use a Profession skill to earn
income cannot be retried. The character is stuck
with whatever weekly wage was earned by the
result of the skill check. Another attempt may be
made after a week to determine a new income for
the next period of time. An attempt to accomplish
some specific task can usually be retried.

Untrained

Untrained laborers and assistants (that is, characters
without any ranks in Profession) earn the minimum
wage.

Sense Motive
(Wis)
The character is skilled at detecting
falsehoods and true intentions.

Check

A successful check lets him avoid being bluffed (see
the Bluff skill). The character can also use this skill
to determine when “something is up” (that is,
something odd is going on) or to assess someone's
trustworthiness.

Task Sense Motive DC
Hunch 20

Sense coercion 25
Discern secret message Varies

Hunch: This use of the skill involves making a gut
assessment of the social situation. The character can
get the feeling from another's behavior that
something is wrong, such as when he or she is
talking to an impostor. Alternatively, they can get
the feeling that someone is trustworthy.

Sense Coercion: The character can tell that
someone's behavior is being influenced by coercion.
The usual DC is 25, but if the target is really
stressed, then the DC may be as low as 15.




Discern Secret Message: The character may use When they uses this skill under close observation,
Sense Motive to detect that a hidden message is his or her skill check is opposed by the observer's
being transmitted via the Bluff skill. In this case, his  Perception check. The observer's success doesn't
Sense Motive check is opposed by the Bluff check prevent your character from performing the action,
of the character transmitting the message. The just from doing it unnoticed.

character takes a -4 penalty on his Sense Motive

check if there is missing information relating to the =~ The character can hide a small object (including a

message. If the Sense Motive succeeds by four or light weapon or an easily concealed ranged weapon,
less, the character knows that something hidden is such as a small pistol) on their body. The Sleight of
being communicated, but he or she can't learn Hand check is opposed by the Perception check of

anything specific about its content. If the skill DC is  anyone observing or frisking them. In the latter
beat by five or more, they intercept and understand  case, the searcher gains a +4 bonus on the
the message. If the Sense Motive check fails by four  Perception check, since it's generally easier to find

or less, they do not detect any hidden such an object than to hide it. A knife is easier to
communication. A failure of five or more means he = hide than most light weapons, and grants her a +2
or she might infer false information. bonus on your Sleight of Hand check to conceal it.
An extraordinarily small object, such as a coin,
Action shuriken, or ring, grants him or her a +4 bonus on
Trying to gain information with Sense Motive their Sleight of Hand check to conceal it, and heavy
generally takes at least one minute, and the or baggy clothing grants her an additional +2 bonus

character could spend a whole evening trying to get  on the check.
a sense of the people around him.
Drawing a hidden weapon is a standard action and

Try Again doesn't provoke an attack of opportunity.
No, though the character may make a Sense Motive
check for each Bluff check made against them. If the character tries to take something from a
creature, he or she must make a DC 20 Sleight of
. Hand check. The opponent makes a Perception
Slelght Of Hand check to detect the attempt, opposed by the Sleight

(Dex; Armor Check Penalty; Trained Only) of Hand check result achieved when they tried to

The character ‘s training allows them to pick grab the item. An opponent who succeeds on this
pockets, draw hidden weapons, and take a variety of  check notices the attempt, regardless of whether he
actions without being noticed. or she got the item. If the pickpocket feigns the
target during a grapple, then they can make a DC 20
Check Sleight of Hand check to come away with the item

ADC10 Sleight of Hand check l§ts the charac.ter that they want. Otherwise, they cannot use this skill
palm a coin-sized, unattended object. Performinga  {g take an object from another creature during

minor feat of legerdemain, such as making a coin combat if the creature is aware of his or her
disappear, also has a DC of 10 unless an observer is presence. Items being held by the target are handled
determined to note where the item went. as a disarm attempt instead.



The character can also use Sleight of Hand to
entertain an audience as though he or she was using
the Perform skill. In such a case, their “act”
encompasses elements of legerdemain, juggling, and
the like.

Action

Any Sleight of Hand check is normally a standard
action. However, the character may perform a
Sleight of Hand check as a move action by taking a
-20 penalty on the check.

Try Again

Yes, but after an initial failure, a second Sleight of
Hand attempt against the same target (or while she
is being watched by the same observer who noticed
your previous attempt) increases the DC for the task
by 10.

Untrained

An untrained Sleight of Hand check is simply a
Dexterity check. Without actual training, they can't
succeed on any Sleight of Hand check with a DC
higher than ten, except for hiding an object on his or
her body.

Survival
(Wis)
Your character is skilled at surviving in the wild and
at navigating in the wilderness. The character also
excels at following trails and tracks left by others.

Check

The character can keep themselves and others safe
and fed in the wild. The table below gives the DCs
for various tasks that require Survival checks.

Follow Tracks

To find tracks or to follow them for one mile
requires a successful Survival check. The character

must make another Survival check every time the
tracks become difficult to follow. If the tracker is not
trained in this skill, he or she can make untrained
checks to find tracks. However, they can follow them
only if the DC for the task is ten or lower.
Alternatively, the tracker can use his Perception skill
to find a footprint or similar sign of a creature's
passage using the same DCs, but they can't use
Perception to follow tracks, even if someone else has
already found them.

The character moves at half his normal speed while
following tracks (or at his normal speed with a —5
penalty on the check, or at up to twice his normal
speed with a -20 penalty on the check). The DC
depends on the surface and the prevailing conditions,
as given on the table.



Surface Survival DC

Very soft ground 5 Soft Ground: Any surface soft enough to yield to
Soft ground 10 pressure, but firmer than wet mud or fresh snow, in
Firm ground 15 which a creature leaves frequent but shallow
Hard gI'OU.l’ld 20 footprints.
Condition Survival DC Modifier Firm Ground: Most normal outdoor surfaces (such
Every three creatures in -1 as lawns, fields, woods, and the like) or
the group being tracked exceptionally soft or dirty indoor surfaces (thick
rugs and very dirty or dusty floors). The creature
Size of creature or creatures being tracked (*) might leave some traces (broken branches or tufts of
Fine +8 hair), but it leaves only occasional or partial
Diminutive +4 footprints.
Tiny +2
Small +1 Hard Ground: Any surface that doesn't hold
Medium +0 footprints at all, such as asphalt or an indoor floor.
Large -1 Most streambeds fall into this category, since any
Huge -2 footprints left behind are obscured or washed away.
Gargantuan -4 The creature leaves only traces (scuff marks or
Colossal -8 displaced pebbles).
Every 24 hours since the trail was made +1
Every hour of rain since the trail was made +1 Several modifiers may apply to the Survival check,
Fresh snow since the trail was made +10 as given on the table above.
Poor visibility (**) Tracking by Scent
Overcast or moonless night +6 When a creature attempts to track quarry by
Moonlight +3 following their scent trail, the typical DC for a fresh
Fog or precipitation +3 trail is ten. Ignore the effects of visibility and the
Tracked party hides trail +5 surface conditions. However, the DC increases by
(and moves at half speed) two for each hour the trail is cold.
* For a group of mixed sizes, apply only the Water, particularly running water ruins the trail for
modifier for the largest size category. air breathing creatures. Aquatic creatures with the
** Apply only the largest modifier from this scent ability (such as sharks) can track through
category. water.

Very Soft Ground: Any surface (fresh snow, thick  Competing odors can increase the DC for follow a
dust, wet mud) that holds deep, clear impressions of  trail from 10 to 25.

footprints.



Action
Varies. A single Survival check may represent activity over the course of hours or a full day. A Survival
check made to find tracks is at least a full-round action, and it may take even longer.

Try Again

Varies. For getting along in the wild or for gaining the Fortitude save bonus noted in the first table above, the
character makes a Survival check once every 24 hours. The result of that check applies until the next check is
made. To avoid getting lost or avoid natural hazards, he or she must make a Survival check whenever the
situation calls for one. Retries to avoid getting lost in a specific situation or to avoid a specific natural hazard
are not allowed. For finding tracks, they can retry a failed check after one hour (outdoors) or ten minutes
(indoors) of searching.

Survival DC Task

10 Get along in the wild. Move up to half their overland speed while hunting and foraging (no food or water
supplies needed). They can provide food and water for one other person for every two points by which
their check result exceeds ten.

15 Gain a +2 bonus on all Fortitude saves against severe weather while moving up to half their overland
speed, or gain a +4 bonus if the traveler remains stationary. They may grant the same bonus to one other
being for every one point by which his or her Survival check result exceeds 15.

15 Keep from getting lost or avoid natural hazards, such as quicksand.

15 Predict the weather up to 24 hours in advance. For every five points by which the Survival check result
exceeds 15, he or she can predict the weather for one additional day in advance.

Stealth

(Dex; Armor Check Penalty)
The character is skilled at avoiding detection, allowing them to
slip past foes or strike from an unseen position.
This skill covers hiding and moving silently.

Check

Stealth checks are opposed by the Perception checks of anyone
who could potentially notice someone using Stealth to get by
them. The character can move up to half his or her normal speed
and use Stealth at no penalty. When moving at a speed greater than
half but less than their normal speed, she takes a -5 penalty. It's
impossible to use Stealth while attacking, running, or charging.



A creature larger or smaller than Medium takes a
size bonus or penalty on Stealth checks depending
on its size category: Fine +16, Diminutive +12, Tiny
+8, Small +4, Large -4, Huge -8, Gargantuan -12,
Colossal -16.

If people are observing the character using any of
their senses (but typically sight), they can't use
Stealth. Against most creatures, finding cover or
concealment allows him or her to use Stealth. If the
observers are momentarily distracted (see Bluff),
they can attempt to use Stealth to get to an
unobserved area but the stealth check in this case
must be made at a -10 penalty because she has to
move fast.

If the character is underwater, either because of a
failed Swim check or because he or she is
swimming underwater intentionally, they must hold
his breath. The swimmer can hold their breath for a
number of rounds equal to twice his Constitution
score, but only if he or she does nothing other than
take move actions or free actions. If they take a
standard action or a full-round action (such as
making an attack), the remainder of the duration for
which the swimmer can hold their breath is reduced
by one round. (Effectively, your character can hold
his or her breath only half as long as normal.) After
that period of time, the swimmer must make a DC
) . 10 Constitution check every round to continue
a —20 penalty on their Stealth check to remain holding their breath. Each round, the DC for that
obscured. check increases by one. If the swimmer fails the
Constitution check, then he or she begins to drown.
Swim The DC for the Swim check depends on the water,
as given on the table below.

Sniping

If the character already successfully used Stealth
and is at least 10 feet from their target, they then can
act as a sniper and can make one ranged attack and
then immediately use Stealth again. The sniper takes

(Str; Armor Check Penalty)
The character knows how to swim and can do so

. For every hour that the character swims, they must
even in stormy water.

make a DC 20 Swim check or take 1d6 points of

Water Swim DC nonlethal damage from fatigue.

Calm water 10
Rough water 15
Stormy water 20

Action
A successful Swim check allows the character to
swim a quarter of their speed as a move action or

Check half their speed as a full-round action.

Make a Swim check once per round while the
swimmer is in the water. Success means he or she
may swim at up to half of his speed (as a full-round
action) or at a quarter of their speed (as a move
action). If the Swim check fails by four or less, then
no progress is made. If the Swim Check fails by five
or more, the character goes underwater.



Today we do the incredible,

tomorrow the impossible, the
unimaginable will have to wait

until next week.
--Saying at Bell Labs
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Chapter 5: Feats

Some abilities are not tied to a character’s spell,
class, or skill, things like particularly quick
reflexes that allow the character to react to
danger more swiftly, the ability to use specialized
equipment, the training to deliver powerful
strikes with melee weapons, or the knack for
dodging bullets fired at a character. These
abilities are represented as feats. While some
feats are more useful to certain types of
characters than others, and many of them have
special prerequisites that must be met before they
are selected, as a general rule feats represent
abilities outside of the normal scope of the
character’s species and class or they will change
the character's genetic structure. Many of them
alter or enhance class abilities or soften class
restrictions, while others might apply bonuses to
a character's statistics or grant him the ability to
take otherwise prohibited actions. By selecting
feats, you can customize and adapt a character to
be uniquely yours.

Prerequisites
Some feats have prerequisites. A character must
have the indicated ability score, class feature,
feat, skill, base attack bonus, or other quality
designated in order to select or use that feat. A
character can gain a feat at the same level at
which he or she gains the prerequisite.

A character can’t use a feat if he or she loses a
prerequisite, but they do not lose the feat itself.
If, at a later time, the character regains the lost
prerequisite, they immediately regains full use of
the feat that prerequisite enables.

Types of Feats
Some feats are general, meaning that no special
rules govern them as a group. Others are combat
feats, which allow characters to perform special
maneuvers. In addition, there are racial and
background traits which build on each other.

%“

Combat Feats
Any feat designated as a combat feat can be
selected as a trooper’s bonus feat. This
designation does not restrict characters of other
classes from selecting these feats, assuming that
they meet the prerequisites.

Racial/Background
A character's class or race will determine if you
are able to select them. They will change how
other NPCs perceive your character due to either
to genetic/design differences or how the
character is connected to others.

Feat Descriptions
Feats are summarized on the table below and
they are listed on the following pages. Note that
the prerequisites and benefits of the feats on this
table are abbreviated for ease of reference. See
the feats description for full details.

The following format is used for all feat
descriptions.

Feat Name: The feat’s name also indicates what
subcategory, if any; the feat belongs to, and is
followed by a basic description of what the feat
does.

Prerequisite: A minimum ability score, another
feat or feats, a minimum base attack bonus, a
minimum number of ranks in one or more skills,
or anything else required in order to take the feat.
This entry is absent if a feat has no prerequisite.
A feat may have more than one prerequisite.

Benefit: What the feat enables the character to
do. If a character has the same feat more than
once, its benefits do not stack unless indicated
otherwise in the description.

Normal: What a character who does not have
this feat is limited to or restricted from doing. If
not having the feat causes no particular
drawback, this entry is absent.

Special: Additional unusual facts about the feat.




Feat Name Prerequisite Description

Acrobatic Steps Dex 15, Nimble Moves Ignore 20' of difficult terrain when you move
Advanced Martial Arts* Improved Combat Martial Arts, base attack bonus +8 Unarmed attack critical hit deals x3 damage
Agile Maneuvers* None Use your Dex bonus when calculating your CMB
Agile Riposte* Dodge Additional attack of opportunity against designated for Dodge feat
Alien Logic Earth Life 3 ranks, Sense Motive 3 ranks Gain skill bonuses to Bluff and Sense Motive against a particular species
Archaic Weapons Proficiency* None Use archaic weapons without a -4 penalty
Armor Proficiency, Light None No penalties on attack rolls while wearing light armor
Armor Proficiency, Medium Light Armor Proficiency No penalties on attack rolls while wearing medium armor
Armor Proficiency, Heavy Medium Armor Proficiency No penalties on attack rolls while wearing heavy armor
Armor Proficiency, Powered Medium Armor Proficiency No penalties on attack rolls while wearing powered armor
Autofire Proficiency* Personal Firearms Proficiency Use autofire without a -4 penalty
Blind-fight* None Re-roll miss chances for concealment
Catch Off-Guard None No penalties for improvised melee weapons
Circle Initiate, First* None Unarmed damage increases to 1d6 + Str
Circle Initiate, Second* First Circle Initiate, Base Attack Bonus +3 Unarmed damage increases to 1d8 + Str
Circle Initiate, Third* Second Circle Initiate, Base Attack Bonus +6 Unarmed damage increases to 1d10 + Str
Circle Initiate, Fourth* Third Circle Initiate, Base Attack Bonus +9 Unarmed damage increases to 2d6 + Str
Circle Initiate, Fifth* Third Circle Initiate, Base Attack Bonus +12 Unarmed damage increases to 2d8 + Str
Cleave* Power Attack Strike two adjacent foes with a single attack
Combat Expertise* Int 13 Trade attack bonus for AC bonus
Combat Martial Arts* Base attack bonus +1 Unarmed attack deals 1d4 + Str lethal damage
Combat Reflexes* None Make additional attacks of opportunity
Common Model Android or cyber-sapiens Character has identical twins of the same model
Connections None +3 to Diplomacy and Gather Information, when dealing with connections
Critical Focus* Base attack bonus +9 +4 bonus on attack rolls made to confirm critical hits
Cyber Body None +2 to Body Tolerance
Cyber Identity None +2 to Identity Tolerance
Cyber Surgery Medical 1 rank, Engineering 1 rank, Surgery No penalty on Medical rolls to treat a cyborg
Deadly Aim* Dex 13, base attack bonus +1 —1 penalty to ranged attack, +2 bonus to damage
Defensive Combat Training™* None Use your total Hit Dice as your base attack bonus for CMD
Diehard Endurance Automatically Stabilize and remain conscious below 0 hp
Diplomatic Focus None +4 bonus to Diplomacy under certain Circumstances
Dodge* Dex 13 +1 Dodge bonus to DEF
Double Tap* Dex 13, Personal Firearms Proficiency -2 to attack, +1 die of damage

* Indicated a Combat Feat
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Feat Name

Prerequisite

Description

Drive-By Attack

None

No penalty when attacking from moving vehicle

Endurance

None

+4 bonus on checks to avoid nonlethal damage

Exotic Weapon Proficiency*

Base attack bonus +1

No penalties on attacks made with one exotic weapon

Far Shot*

Point-Blank Shot

Decrease range penalties by half

Gray Genes

Cancarian, Human, Enigma, or Sokuja

Character can use gray genelocked equipment

Great Cleave*

Cleave, base attack bonus +4

Make additional attack after each attack hits

Greater Bull Rush*

Improved Bull Rush, base attack bonus +6

Enemies you bull rush provoke attacks of opportunity

Greater Disarm*

Improved Disarm, base attack bonus +6

Disarmed weapons are knocked away from enemy

Greater Feint*

Improved Feint, base attack bonus +6

Enemies the character feints loose Dex bonus for 1 round

Greater Grapple*

Improved Grapple, base attack bonus +6

Maintain grapple as a move action

Greater Overrun*

Improved Overrun, base attack bonus +6

Overrun enemies provoke attacks of opportunity

Greater Sunder

Improved Sunder, base attack bonus +6

Damage from sunder attempts transfers to your enemy

Greater Trip*

Improved Trip, base attack bonus +6

Tripped enemies provoke attacks of opportunity

Greater Two-Weapon Fighting* Dex 19, Improved Two Weapon Fighting, base attack bonus +11 Gain additional off-hand attack

Greater Weapon Focus*

Weapon Focus, 8th level trooper

+1 bonus on attack rolls with one weapon

Greater Weapon Specialization* Greater Weapon Focus, Weapon Specialization, 12th level trooper +2 bonus on damage rolls with one weapon

Heavy Weapons Proficiency* Autofire Proficiency

No penalty on attacks make with one heavy weapon

Hip Fire*

Autofire Proficiency

-2 to attack, double effect Str when using full autofire

Improved Bull Rush*

Power Attack

+2 bonus on bull rush attempts, no attacks of opportunity

Improved Combat Martial Arts* Combat Martial Arts, base attack bonus +4

Unarmed attack threatens critical on 19-20

Improved Critical

Proficient with weapon, base attack bonus +8

Threat range of selected weapon doubled

Improved Disarm

Combat Expertise

+2 bonus on disarm attempts, no attack of opportunity

Improved Feint*

Combat Expertise

Feint as move action

Improved Grapple*

Dex 13, Combat Martial Arts

+2 bonus on grapple attempts, no attack of opportunity

Improved Initiative

None

+4 to initiative checks

Improved Overrun*

Power Attack

+2 bonus on overrun attempts, no attack of opportunity

Improved Precise Shot*

Dex 19, Precise Shot, base attack bonus +11

No cover or concealment chance on ranged attacks

Improved Save Enhancement Save Enhancement Re-roll failed save
Improved Sunder* Power Attack +2 bonus on sunder attempts, no attack of opportunity
Improved Trip* Combat Expertise +2 bonus to trip attempts, no attack of opportunity
Improved Two Weapon Fighting®  Dex 17, Two Weapon Fighting, base attack bonus +6 Gain additional off-hand attack
Information Station Connections +4 Bonus to knowledge checks when researching

Leadership

Character level 7

Gain a cohort and followers

Lead Hose*

Heavy Weapons Proficiency, Trooper level 2

Add 1/2 Trooper level to save DC when using autofire

* Indicated a Combat Feat



Feat Name Prerequisite Description

Lead Rain* Lead Hose Widen autofire area of effect
Lethal Burst* Personal Firearms Proficiency Double critical threat range when using Burst fire
Lock'n Load* Heavy Weapons Proficiency Character is not encumbered by heavy weapons
Martial Arts Weapons Proficiency* None Use martial arts weapons without a -4 penalty

Mechanical Miracle

Lesser Mechanical Miracle

Engineering check restores 2d8 points of damage

Mechanical Miracle, Greater

Mechanical Miracle

Engineering check restores 3d8 points of damage

Mechanical Miracle, Lesser None Engineering check restores 1d8 points of damage
Medical Miracle None Medical check restores 2d8 points of damage
Medical Miracle, Greater Medical Miracle Medical check restores 3d8 points of damage
Medical Miracle, Lesser None Medical check restores 1d8 points of damage

Metal Body Style* Combat Martial Arts, one or more artificial limbs +2 to damage with unarmed strike and melee cyber weapons
Mobility* Dodge +4 to Def against attacks of opportunity for moving
Mystic Talent None The character gains mystic powers
Nightvision Cancrian, Enigma, Gray, Human, Sokuja Quality of nightvision improves
Nimble Moves Dex 13 Ignore 5' of difficult terrain when you move
Paragon None Varies by race
Personal Firearms Proficiency None Use firearms without a -4 penalty
Pinpoint Targeting* Improved Precise Shot, base attack bonus +16 Bypass armor with single ranged attack

Point-Blank Shot*

None

+1 to attack and damage for ranged attacks within 30'

Power Attack

Str 13, base attack bonus +1

Trade melee attack bonus for damage

Precise Shot*

Point-Blank Shot

No penalty for shooting into melee

Psychic Talent None The character gains mystic powers
Quickdraw* Base attack bonus +1 Draw weapon as free action
Quick Reload* Personal Firearms Proficiency, base attack bonus +1 Reload firearms faster than normal
Rock'n Roll* Lock'n Load Roll extra die when using heavy weapons, drop low roll
Run None Run speed increases to x5, +2 to jump checks
Save Enhancement None +2 bonus to saves
Shot on the Run* Mobility Move before and after ranged attack
Simple Weapons Proficiency None Use simple weapons without a -4 penalty
Skill Specialization None +3 bonus on one skill (+6 at 10 ranks)
Skip Shot* Precise Shot Ignore cover under some conditions
Sniping* Wis 13, Far Shot Aim action adds +2 bonus to next ranged attack
Spring Attack* Mobility Move before and after melee attack
Stand Still* Combat Reflexes Stop enemies from moving past

* Indicated a Combat Feat
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Feat Name Prerequisite Description

Step Up* Base attack bonus +1 Take a 5-foot step as an immediate action
Surgery Medical 1 Rank Perform surgery without a -4 penalty
Throw Anything* None No penalties for improvised ranged weapons
Toughness None +3 hit points, +1 per Hit Die beyond 3
Two-Weapon Fighting* Dex 15 Reduce two-weapon fighting penalties
Vehicle Dodge Dex 13, Drive 3 ranks +1 Dodge bonus to vehicle's defense

Vehicle Operation Drive 1 rank Drive vehicles without a -4 penalty

Walk Fire* None Widen autofire area of effect

Weapon Focus* Proficient with weapon, base attack bonus +1 +1 bonus on attack rolls with one weapon

Weapon Specialization* Weapon Focus, 4th level trooper +2 bonus on damage rolls with one weapon

Well Versed None +2 bonus to two skills

Xeno-Biology Earth, Life 3 ranks, Medical 3 ranks, Surgery No penalty on Medical rolls to treat aliens

Zero-G Training Dex 13, Acrobatics 1 rank Act in Zero-G without a -4 penalty

* Indicated a Combat Feat Agile Maneuvers (Combat)

The character has learned to use his or her

Acrobatic Steps quickness in place of brute force when
The character can easily move over and through performing combat maneuvers ' _
obstacles. Benefit: The character may add their Dexterity

bonus to their base attack bonus and size bonus
when determining their Combat Maneuver Bonus
instead of their Strength bonus.

Normal: The character adds their Strength
bonus to their base attack bonus and size bonus
when determining their Combat Maneuver

Prerequisites: Dex 15, Nimble Moves

Benefit: Whenever the character moves, he or
she may move through up to 15 feet of difficult
terrain each round as if it were normal terrain.
The effects of this feat stack with those provided
by Nimble Moves (allowing the acrobat to move
through a total of 20 feet of difficult terrain each bonus.

round).

Agile Riposte (Combat)

The defender can make his or her opponent pay if
they miss their target.

Prerequisites: Dexterity 13, Dodge.

Benefit: Once per round, if the opponent the
character has designated as his or her dodge
target (see the Dodge feat) makes a melee attack

Advanced Martial Arts (Combat)

The martial artist knows how to make the most of
his unarmed attacks.

Prerequisites: Combat Martial Arts, Improved
Combat Martial Arts, base attack bonus +8.
Benefit: When the martial artist scores a critical

hit on an opponent with an unarmed strike, the
character deals triple damage.

Normal: An unarmed strike critical hit deals
double damage.

or melee touch attack against the character and
misses, the defender may make an attack of
opportunity against that opponent. Resolve and
apply the effects from both attacks simultane-
ously. Even a character with the Combat Re-
flexes feat cannot use the Agile Riposte feat more
than once per round. This feat does not grant
more attacks of opportunity than the character is
normally allowed in a round.




Alien Logic
By understanding their thought patterns, the
character can predict the likely reactions of a
particular alien species or machine.
Prerequisites: Having the following skills
allows the observer to pick one alien species to
use this feat with: Knowledge (Earth and Life
Sciences) or Sense Motive. Having ten or more
ranks in both skills allows this feat to be used
with two alien species.

Benefit: If the observer recognizes an alien
species he or she has chosen to specialize in, they
receives a +2 insight bonus to Bluff and Sense
Motive checks made against that particular
species. To gain the benefits of this feat he or she
must be able to hear and see the target, and make
a successful Knowledge (Earth and Life
Sciences) skill check. The DC for this check is
10 + (creature level or HD). As the character
gains life experience, the creatures are more able
to defy conventional behavior.

In addition, when the observer learns about a
second alien species, he or she gains an
additional +2 insight bonus to previously studies
species. Therefore, when two species have been
analyzed, the observer now has a +4 insight
bonus and the new species has a +2 insight
bonus.

The bonus lasts only for the rest of the encounter,
and cannot be used on the same creature again
for 24 hours. Each time the character uses this
feat he or she has to make the Knowledge (Earth
and Life Sciences) check, even if he or she has
used it successfully against the target in the past.
The character may not take 10 or take 20 on the
check.

Special: At the GM’s discretion, this feat may
not be used against custom built androids or
outstanding members of an alien species which
defy the cultural norm (such as those raised by
foster parents of a different species).

Archaic Weapons Proficiency (Combat)
The attacker can use weapons from the
pre-modern era.

Benefit: The character takes no penalty on attack
rolls when using any kind of archaic weapon.
Normal: A character without this feat takes the
—4 non-proficient penalty when making attacks
with archaic weapons.

Armor Proficiency, Heavy

The character is skilled at wearing heavy armor.
Prerequisites: Light Armor Proficiency, Medium
Armor Proficiency.

Benefit: See Armor Proficiency, Light.

Normal: See Armor Proficiency, Light.

Armor Proficiency, Light

The character is skilled at wearing light armor.
Benefit: The armor check penalty for the armor
wearer (light in this case) applies only to
Dexterity and Strength-based skill checks.
Normal: Anyone who wears armor with which
he or she is not proficient with applies the armor
check penalty to attack rolls and to all skill
checks that involve moving.

Armor Proficiency, Medium

The character is skilled at wearing medium
armor.

Prerequisite: Light Armor Proficiency.
Benefit: See Armor Proficiency, Light.
Normal: See Armor Proficiency, Light.

Armor Proficiency, Powered

The character is skilled at wearing armor which
needs additional controls.

Prerequisites: Armor Proficiency (light), Armor
Proficiency (medium).

Benefit: See Armor Proficiency, Light.

Normal: See Armor Proficiency, Light.



Autofire Proficiency (Combat)

The character is proficient in the use of full
automatic weapons.

Prerequisite: Personal Firearm Proficiency
Benefit: Even if the character is proficient with a
firearm capable of automatic fire, it takes
additional training to make use of the autofire
setting. A character with this feat suffers no
penalty when using autofire.

Normal: A character without this feat suffers a
-4 penalty on attack rolls made using autofire; he
or she takes an additional -4 penalty (total -8) if
they lack both this feat and proficiency with the
weapon.

Blind-Fight (Combat)

The character is skilled at attacking opponents
that he or she cannot clearly perceive.

Benefit: In melee combat, every time the
character misses because of concealment, the
character with this feat can re-roll the miss
chance roll one time to see if he or she actually
hits. An invisible attacker gets no advantages
related to hitting the character in melee. The
Dexterity bonus to Armor Class is not lost, and
the attacker doesn’t get the usual +2 bonus for
being invisible. The invisible attacker’s bonuses
do still apply for ranged attacks, however. The
character takes only half the usual penalty to
speed for being unable to see. Darkness and poor
visibility in general reduces the character’s speed
to three-quarters of normal, instead of one-half.
Normal: Regular attack roll modifiers for
invisible attackers trying to hit the character
apply, and the character loses their Dexterity
bonus to AC. The speed reduction for darkness
and poor visibility also applies.

Catch Off-Guard (Combat)

Foes are surprised by the character’s skilled use
of unorthodox and improvised weapons.
Benefit: The character does not suffer any
penalties for using an improvised melee weapon.
Unarmed opponents are flatfooted against any
attacks they make with an improvised melee
weapon.

Normal: A character without this feat takes a -4
penalty on attack rolls made with an improvised
weapon.

Circle Initiate, First (Combat)

Modern warfare is dominated by ranged and even
remote weapons, but there are those who still
hone their very bodies into weapons. There are
literally dozens of unarmed combat styles. If the
campaign includes aliens, this number increases
to 100s. Unarmed combat normally practiced as
sport or entertainment in a ring or circle, so
practitioners have become known collectively as
Circle Initiates. Exactly what style or
combination of styles a character uses will
depend on the campaign and character concept.
One’s species does not limit which styles a
character can learn. For centuries martial artist
have learned to use their bodies to mimic a bird’s
beak or a praying mantis’s claws. Adapting a
cancrian or sokuja fighting style to one’s own
abilities is no more difficult.

Benefit: When making an unarmed attack, the
brawler deals non-lethal damage equal to 1d6

+ his or her Strength modifier.

Normal: Unarmed attacks normally deal
non-lethal damage equal to 1d3 + Strength
modifier.

Special: If the character also has the Combat
Martial Arts feat, he or she can choose to deal
either lethal or non-lethal damage with an
unarmed attack.



Circle Initiate, Second (Combat)

See First Circle Initiate except for the below.
Prerequisites: First Circle Initiate, base attack
bonus +3

Benefit: When making an unarmed attack, the
brawler deals non-lethal damage equal to 1d8
+ his or her Strength modifier.

Normal: See First Circle Initiate.

Special: See First Circle Initiate.

make a single attack at their full base attack bonus
against a foe within reach. If they hit, the character
deals damage normally and can make an additional
attack (using their full base attack bonus) against a
foe that is adjacent to the first and also within reach.
The character can only make one additional attack
per round with this feat. When they use this feat,
you take a —2 penalty to their Armor Class until
their next turn.

Third Circle Initiate (Combat)

See First Circle Initiate except for the below.
Prerequisites: Second Circle Initiate, base
attack bonus +6

Benefit: When making an unarmed attack, the
brawler deals non-lethal damage equal to 1d10
+ his or her Strength modifier.

Normal: See First Circle Initiate.

Special: See First Circle Initiate.

Combat Expertise (Combat)

Your character can increase his defense at the
expense of accuracy.

Prerequisite: Intelligence 13.

Benefit: When the character uses the attack action
or the full attack action in melee, the character can
take a penalty of up to -5 on his attack roll and add
the same number (up to +5) to his Defense. This
number may not exceed the character’s base attack
bonus. The changes to attack rolls and Defense last
until the character’s next action. The bonus to the
character’s Defense is a dodge bonus (and as such it
stacks with other dodge bonuses the character may
have).

Normal: A character without the Combat Expertise
feat can fight defensively while using the attack or
full attack action to take a -4 penalty on attacks and
gain a +2 dodge bonus to Defense.

Circle Initiate, Fourth (Combat)

See First Circle Initiate except for the below.
Prerequisites: Third Circle Initiate, base attack
bonus +9

Benefit: When making an unarmed attack, the
brawler deals non-lethal damage equal to 2d6

+ his or her Strength modifier.

Normal: See First Circle Initiate.

Special: See First Circle Initiate.

Circle Initiate, Fifth (Combat)

See First Circle Initiate except for the below.
Prerequisites: Fourth Circle Initiate, base attack
bonus +12

Benefit: When making an unarmed attack, the
brawler deals non-lethal damage equal to 2d8

+ his or her Strength modifier.

Normal: See First Circle Initiate.

Special: See First Circle Initiate.

Cleave (Combat)
The character can strike two adjacent foes with a
single swing.

Prerequisites: Str 13, Power Attack, base attack
bonus +1.

Benefit: As a standard action, the character can



Combat Martial Arts (Combat)

The character can choose whether or not to deal
out lethal damage with unarmed attacks.
Prerequisite: Base attack bonus +1

Benefit: With an unarmed strike, the martial
artist deals lethal or non-lethal damage equal to
1d4 + the martial artist’s Strength modifier. Their
unarmed attacks count as armed, which means
that opponents do not get attacks of opportunity
when the character attacks them unarmed. He or
she may make attacks of opportunity against
opponents who provoke such attacks.

Normal: Without this feat, the character deals
only 1d3 points of non-lethal damage. Unarmed
attacks normally provoke attacks of opportunity,
and unarmed combatants cannot normally make
attacks of opportunity.

Special: If the martial artist also has any of the
Circle Initiate feats, the amount of damage their
unarmed strikes inflict increases. He or she can
still choose to inflict either lethal or non-lethal
damage.

Combat Reflexes (Combat)

The character can make additional attacks of
opportunity.

Benefit: The maximum number of attacks of
opportunity the combatant can make each round
is equal to his or her Dexterity modifier + 1.
They can still only make one attack of
opportunity on a single opponent. With this feat,
he or she can make attacks of opportunity even
when flat-footed.

Normal: A combatant without the Combat
Reflexes feat can make only one attack of
opportunity per round and cannot make attacks of
opportunity when flat-footed.

Special: The Combat Reflexes feat doesn’t allow
anyone with the agile riposte feat to use that feat
more than once per round.

Common Model
The character is part of a mass produced line of
artificial beings. The character has a large
number of “identical twins.”

Prerequisite: Android or Cyber-sapiens, this
feat can only be taken during character creation.
Benefit: The character is instantly recognizable
as a member of their production run. It requires a
DC 10 Knowledge (technical) check to identify
the character’s model.

Individual members of a common model are
virtually identical. It requires a Spot (DC 25)
check to notice any unique details of a character
with this feat.

The character also receives a +2 situation bonus
to Bluff checks while in an appropriate setting
(an industrial android in a construction site, a
service android in an office building.)

Being a common model is a double edged sword.
Friends have as much trouble as enemies telling
the difference between individuals. This can be
fatal when examples of the same Common Model
are on both sides of a conflict. Also, the character
suffers a -5 penalty to Disguise checks when
trying to pass as something other than his or her
actual model.

Special: The character can use the Disguise skill
can use it to hide his distinguishing features.
This check receives the +5 bonus for changing
only minor features. Use the result of the
Disguise check as the new Spot DC to find
distinguishing features, even if it is less than 25.
If the character does a poor job of hiding his or
her unique characteristics, they only draws
attention to them.

If the character receives visible modifications is
scared or otherwise marked, he or she looses the
advantages of this feat for as long as the change
is present.



Connections

The individual has established a number of useful
and helpful contacts among a selected
community of people. (Determined in agreement
with the GM).

Benefit: Add +3 to all Diplomacy checks used to
Gather Information checks when utilizing these
contacts for information.

Special: This feat is specialized, meaning that it
will normally specify what community or types
of people the character has connections among.
For example Connections (Law Enforcement)
would mean the character had contacts among
police and other law enforcement agencies, and
be familiar with the type of people that are part
of that community. Listed below are a number of
different ideas that might be useful to characters.

The character is free to select from among them,
or with your GM’s permission come up with new
ones.

Connections (Academia): The individual has
contacts at various universities and research
institutes.

Connections (Corporate): The individual has
contacts within the business community.
Connections (Government): The individual has
contacts with government bureaucrats, appointed
and elected officials.

Connections (High Society): The character has
contacts among the rich and famous.
Connections (Law Enforcement): The
individual has contacts within law enforcement
and investigative agencies.

Connections (Military): The individual has
contacts in the military.

Connections (Streetwise): The individual has
contacts with and knowledge of dealing with
people from lower levels of society.
Connections (Underworld): The individual has
connections and contacts within the criminal
underworld and black markets, and is familiar
with dealing with people from this element of
society.

Special: This feat can be selected multiple
times. The character must pick a new connection
each time this feat is chosen.




Critical Focus (Combat)

The character is trained in the art of causing pain.

Prerequisites: Base attack bonus +9.
Benefit: The character receives a +4
circumstance bonus on attack rolls made to
confirm critical hits.

Cyber Body

The character’s body is exceptionally accepting
of cybernetic implants.

Benefit: The cyborg’s Body Tolerance (BT)
increases by 2 points.

Special: This feat can be selected multiple
times. The effects stack.

Cyber Identity

The character’s psyche can cope with cyberware
better than most people’s.

Benefit: The cyborg’s Identity Tolerance (IT)
increases by 2 points.

Special: This feat can be selected multiple
times. The effects stack.

Cyber Surgery

The character knows how to deal with
cyberware.

Prerequisites: Medical 1 rank, Engineering 1
rank, Surgery

Benefit: The surgeon can use the Engineering
and Medical skills on cyborgs without penalty.
He or she can also use Surgery to implant
cyberware in other characters. If the surgery roll
fails the cyberware has not been implanted and
the patient suffers fatigue for the next day. If the
check fails by more than five points the
cyberware that was to be implanted is ruined.
Installing multiple pieces of cyberware at once
requires one additional hour per device.
Normal: A medic without this feat has a penalty
when using Repair or Treat Injury on a cyborg
equal to the cyborg’s total BC (rounded down.)

Deadly Aim (Combat)

The character can make exceptionally deadly ranged
attacks by pinpointing a foe's weak spot, at the
expense of making the attack less likely to succeed.
Prerequisites: Dex 13, base attack bonus +1

Benefit: The shooter can choose to take a -1 penalty
on all ranged attack rolls to gain a +2 bonus on all
ranged damage rolls. When the character's base attack
bonus reaches +4, and every +4 thereafter, the penalty
increases by -1 and the bonus to damage increases by
+2. The character must choose to use this feat before
making an attack roll and its effects last until your
next turn. The bonus damage does not apply to touch
attacks or effects that do not deal hit point damage.

Defensive Combat Training (Combat)

The character excels at defending from all manner of
combat maneuvers.

Benefit: The character treats their total Hit Dice as
their base attack bonus when calculating your Combat
Maneuver Defense (see Combat).

Diehard

The character is especially hard to kill. Not only do
their wounds automatically stabilize when grievously
injured, but he or she can remain conscious and
continue to act even at death's door.

Prerequisite: Endurance.

Benefit: When the character's hit point total is below
0, but he or she is not dead, they automatically
stabilizes. Constitution checks are not needed each
round to avoid losing additional hit points. The
character may choose to act as if they were disabled,
rather than dying. The character must make this
decision as soon as the character is reduced to
negative hit points (even if it isn’t their turn). If they
do not choose to act as if the character is disabled, he
or she immediately falls unconscious. When using this
feat, the character is considered staggered.



The character can take a move action without
further injuring himself, but if he or she performs
any standard action (or any other action deemed
as strenuous, including some swift actions) they
take one point of damage after completing the
act. If their negative hit points are equal to or
greater than their Constitution score, the
character immediately dies.

Normal: Anyone reduced to negative hit points
without this feat is unconscious and dying unless
they make their stabilization roll.

Special: An outlander with the stubborn survival
ability and the Diehard feat can continue to take
move, standard, and full round actions as normal,
without fear of causing further damage to
themselves.

Diplomatic Focus
The character can really hone his or her talent for
Diplomacy in a particular direction.

Benefit: The character gains a +4 bonus to his or
her Diplomacy skill under a certain set of
circumstances.

Examples

Carouser: The character gains a +4 bonus on
Diplomacy to gather information after spending
one evening out drinking and enjoying fine
dining.

Haggler: The merchant gains a +4 bonus on
Diplomacy checks to determine the price of
goods.

Teflon Coated: The character gains a +4 bonus
on Diplomacy checks to avoid legal
entanglements.



Dodge (Combat)

The character's training and reflexes allows them
to react swiftly to avoid an opponent’s attacks.
Prerequisite: Dexterity 13.

Benefit: During the character’s action, he or she
may designate an opponent and receive a +1
dodge bonus to Defense against any subsequent
attacks from that opponent. The character can
select a new opponent on any action.

Special: A condition that makes the character
lose their Dexterity bonus to Defense also makes
him or her lose dodge bonuses. Also, dodge
bonuses stack with each other, unlike most other
types of bonuses.

Double Tap (Combat)

The character can make a rapid attack against a
single opponent in order to try and do more
damage.

Prerequisites: Dexterity 13, Point-Blank Shot.
Benefit: When using a semiautomatic firearm
with at least two bullets loaded, the character
may fire two bullets as a single attack against a
single target. The character receives a -2 penalty
on this attack, but deals +1 die of damage with a
successful hit. Using this feat fires two bullets
and can only be done if the weapon has two
bullets in it.

Drive-By Attack (Combat)

The character is skilled at making attacks on the
move.

Benefit: A passenger with this feat takes no
vehicle speed penalty when making an attack
while in a moving vehicle. Also, if the character
is the driver, he or she can take their attack action
to make an attack at any point along the vehicle’s
movement.

Normal: When attacking from a moving
vehicle, the character takes a penalty based on
the vehicle’s speed. Passengers can ready an
action to make an attack when their vehicle

reaches a particular location, but the driver must
make his or her attack action either before or
after the vehicle’s movement.

Endurance

Harsh conditions or long exertions do not easily
tire the character.

Benefit: The athlete sufferer gains a +4 bonus on
the following checks and saves: hourly Swim
checks to avoid becoming fatigued, Constitution
checks to continue running, Constitution checks
to hold his breath, Constitution checks to avoid
damage from starvation or thirst, Fortitude saves
to avoid damage from hot or cold environments,
and Fortitude saves to resist suffocation or
drowning. Also, he or she may sleep in medium
or light armor without becoming fatigued.
Normal: Anyone who sleeps in armor without
this feat is automatically fatigued the following
day.

Exotic Weapon Proficiency (Combat)
Choose one type of exotic weapon. The
character understands how to use that type of
exotic weapon in combat, and can utilize any
special tricks or qualities that exotic weapon
might allow.

Prerequisite: Base attack bonus +1

Benefit: The character makes attack rolls with
the weapon normally.

Normal: A character who uses a weapon with
which he is not proficient takes a -4 penalty on
attack rolls.

Special: A character can gain Exotic Weapon
Proficiency multiple times. Each time this feat is
taken, it applies to a new type of exotic weapon.

Far Shot (Combat)

The character can fire accurately at long ranges.
Prerequisites: Point-Blank Shot.

Benefit: The character suffers only a -1 penalty
per full range increment between himself and the
target when using a ranged weapon.

Normal: Normally every full range increment
between the firer and the target incurs a -2
penalty.



Gray Genes
As a result of past experimentation, the character
can use equipment that requires the genome code
of a gray in order to be used.

Prerequisite: Must choose at character creation.
Must be Cancarian, Human, Enigma, or Sokuja.
Benefit: The character can use equipment fitted
with a gray genelock.

Great Cleave (Combat)

The character can strike many adjacent foes with
a single blow.

Prerequisites: Strength 13, Power Attack,
Cleave, base attack bonus +4.

Benefit: As Cleave, except that the attacker has
no limit to the number of times he or she can use
it per round.

Greater Bull Rush (Combat)

The character's bull rush attacks throw enemies
off balance.

Prerequisites: Improved Bull Rush, Power
Attack, base attack bonus +6, Str 13.

Benefit: The attacker receives a +2 bonus on
checks made to bull rush a foe. This bonus stacks
with the bonus granted by Improved Bull Rush.
Whenever the character bull rushes an opponent,
his or her movement provokes attacks of
opportunity from all of your allies (but not you).
Normal: Creatures moved by bull rush do not
provoke attacks of opportunity.

Greater Disarm (Combat)

The character can knock weapons far from an
enemy's grasp.

Prerequisites: Int 13, Combat Expertise,
Improved Disarm, base attack bonus +6

Benefit: The character receives a +2 bonus on
checks made to disarm a foe. This bonus stacks
with the bonus granted by Improved Disarm.
Whenever an opponent is successfully disarmed,
the weapon lands 15 feet away from its previous
wielder, in a random direction.

Normal: Disarmed weapons and gear land at the
feet of the disarmed creature.

Greater Feint (Combat)
The character is skilled at making foes overreact
to his attacks.

Prerequisites: Int 13, Combat Expertise,
Improved Feint, base attack bonus +6

Benefit: Whenever a combatant uses feint to
cause an opponent to lose their Dexterity bonus,
he or she loses that bonus until the beginning of
their next turn, in addition to losing his or her
Dexterity bonus against the character next attack.
Normal: A creature the character feints loses its
Dexterity bonus against the next attack from the
character.

Greater Grapple (Combat)

Maintaining a grapple is second nature to the
character.

Prerequisites: Improved Grapple, base attack
bonus +6, Dex 13.

Benefit: The wrestler receives a +2 bonus on
checks made to grapple a foe. This bonus stacks
with the bonus granted by Improved Grapple.
Once he or she has grappled a creature,
maintaining the grapple is a move action. This
feat allows the character to make two grapple
checks each round (to move, harm, or pin the
opponent), but they are not required to make two
checks. The character only needs to succeed at
one of these checks to maintain the grapple.
Normal: Maintaining a grapple is a standard
action.

Greater Overrun (Combat)
Enemies must dive to avoid the character's
dangerous moves.

Prerequisites: Improved Overrun, Power Attack,
base attack bonus +6, Str 13.

Benefit: The character receives a +2 bonus on
checks made to overrun a foe. This bonus stacks
with the bonus granted by Improved Overrun.
Whenever he or she overruns opponents, they
provoke attacks of opportunity if they are
knocked prone by their overrun.
Normal: Creatures knocked prone by the
character’s overrun do not provoke an
attack of opportunity.




Greater Trip (Combat)

The character can make free attacks on foes that
he or she knocks down.

Prerequisites: Int 13, Combat Expertise,
Improved Trip, base attack bonus +6

Benefit: The character receives a +2 bonus on
checks made to trip a foe. This bonus stacks with
the bonus granted by Improved Trip. Whenever
he or she successfully trips an opponent, that
opponent provokes attacks of opportunity.
Normal: Creatures do not provoke attacks of
opportunity from being tripped

Greater Two-Weapon Fighting (Com-

bat)

The character is incredibly skilled at fighting
with two weapons at the same time.
Prerequisites: Dex 19, Improved Two-Weapon
Fighting, Two-Weapon Fighting, base attack
bonus +11

Benefit: The character gets a third attack with
his off-hand weapon, albeit at a -10 penalty.

Greater Sunder (Combat)

The character's devastating strikes cleave through
weapons and armor and into their wielders,
damaging both item and wielder alike in a single
terrific strike.

Prerequisites: Str 13, Improved Sunder, Power
Attack, base attack bonus +6

Benefit: The character receives a +2 bonus on
checks made to sunder an item. This bonus stacks
with the bonus granted by Improved Sunder.
Whenever they sunders to destroy a weapon,
shield, or suit of armor, any excess damage is
applied to the item's wielder. No damage is
transferred if they decide to leave the item with

1 hit point.

Greater Weapon Focus (Combat)
Choose one type of weapon (including unarmed
strike or grapple) for which the character has
already selected Weapon Focus. The character is
a master with the chosen weapon.
Prerequisites: Proficiency with selected
weapon, Weapon Focus with selected weapon,
base attack bonus +1, 8th level Trooper

Benefit: The trooper gains a +1 bonus on attack
rolls he or she makes using the selected weapon.
This bonus stacks with other bonuses on attack
rolls, including those from Weapon Focus.
Special: A character can gain Greater Weapon
Focus multiple times. Its effects do not stack,
each time this feat is taken it applies to a new
type of weapon.

Greater Weapon Specialization
(Combat)

Choose one type of weapon (including unarmed
strike or grapple) for which the character has
already selected Weapon Specialization. The
character’s attacks with the chosen weapon are
more devastating than normal.

Prerequisites: Proficiency with selected
weapon, Greater Weapon Focus with selected
weapon, Weapon Focus with selected weapon,
Weapon Specialization with selected weapon,
12th level trooper

Benefit: The character gains a +2 bonus on all
damage rolls using selected weapon. This bonus
to damage stacks with other damager roll
bonuses, including any gained from Weapon
Specialization.

Special: Greater Weapons Specialization can be
taken multiple times. Its effects do not stack.
Each time this feat is taken, it applies to a new
type of weapon.



Heavy Weapons Proficiency (Combat)
The character is adept at gunnery and heavy
weapons

Choose a weapon type with the Heavy weapons
descriptor. The character understands how to use
that type of weapon in combat.

Prerequisites: Personal Firearms Proficiency,
Autofire Proficiency.

Benefit: The gunner makes attack rolls with the
weapon normally.

Normal: If someone who uses a weapon without
being proficient with it takes a -4 penalty on
attack rolls.

Special: A character can gain this feat multiple
times. Each time a character takes the feat, he or
she selects a different weapon group.

Hip Fire (Combat)

The character knows how to brace a machinegun
against his hip for greater stability, and still point
it in the right direction.

Prerequisite: Personal Firearms Proficiency,
Autofire Proficiency

Benefit: When firing a machinegun in autofire
mode, the character can elect to suffer up to a

-2 penalty on the initial attack roll (against DEF
10) to target the desired area. If the attack is
successful, use double his or her strength modi-
fier when calculating the DC of the saving throw
to reduce the damage. A character cannot use a
bi-pod or other brace while hip firing.

Normal: The normal saving throw DC is 10

+ the firer’s strength modifier for automatic
weapons.

Improved Bull Rush (Combat)

The character has extensively practiced this
maneuver.

Prerequisites: Strength 13, Power Attack.
Benefit: When the character performs a bull
rush, he or she does not provoke an attack of
opportunity from the defender.

Improved Combat Martial Arts
(Combat)

The character's blows are even deadlier.
Prerequisites: Combat Martial Arts, base attack
bonus +4.

Benefit: The martial artist’s threat range on an
unarmed strike improves to 19-20.

Normal: Without this feat, a character threatens
a critical hit with an unarmed strike only on a 20.

Improved Critical (Combat)

Attacks made with the character's chosen weapon
is quite deadly.

Prerequisite: Proficient with weapon, base
attack bonus +8.

Benefit: When using the weapon you selected,
his threat range is doubled.

Special: The character can gain Improved
Critical multiple times. The effects do not stack.
Each time they take the feat, it applies to a new
type of weapon. (See Trooper class description
for weapons lists)

Improved Disarm (Combat)

The character is skilled at knocking weapons
from a foe's grasp.

Prerequisite: Int 13, Combat Expertise.
Benefit: The character does not provoke an
attack of opportunity when performing a disarm
combat maneuver. In addition, the combatant
receives a +2 bonus on checks made to disarm a
foe. The character also receives a +2 bonus to his
Combat Maneuver Defense whenever an
opponent tries to disarm him or her.

Normal: Your character provokes an attack of
opportunity when performing a disarm combat
maneuver.



Improved Feint (Combat)

The character knows how to fool his or her
opponent in combat.

Prerequisites: Int 13, Combat Expertise
Benefit: The attacker can make a Bluff check in
combat as a move action. They receive a +2
bonus on Bluff checks made to feint in melee
combat.

Normal: Feinting in combat requires an attack
action.

Improved Grapple (Combat)

The character is skilled at grappling opponents.
Prerequisite: Dex 13, Combat Martial Arts
Benefit: The wrestler does not provoke an attack of
opportunity when performing a grapple combat
maneuver. In addition, he or she receives a +2
bonus on checks made to grapple a foe. They also
receives a +2 bonus to his Combat Maneuver
Defense whenever an opponent tries to grapple
them.

Normal: The character provokes an attack of
opportunity when performing a grapple combat
maneuver.

Improved Initiative (Combat)

The character gets off the mark quicker than others.
Benefit: The character receives a +4

circumstance bonus on initiative checks.

Improved Overrun (Combat)

The character is skilled at running down foes.
Prerequisite: Str 13, Power Attack, base attack
bonus +1

Benefit: The character does not provoke an attack
of opportunity when performing an overrun combat
maneuver. In addition he or she receives a +2
bonus on checks made to overrun a foe. The
character also receives a +2 bonus to his Combat
Maneuver Defense whenever an opponent attempts
to overrun them. Targets of the overrun attempt
may chose to avoid the character.

Normal: Performing an overrun combat
maneuver provokes an attack of opportunity.

Improved Precise Shot (Combat)

The character's ranged attacks ignore anything
but total concealment and cover.
Prerequisites: Dex 19, Point-Blank Shot, Precise
Shot, base attack bonus +11.

Benefit: The sniper's ranged attacks ignore the
DEF bonus granted to targets by anything less
than total cover, and the miss chance granted to
targets by anything less than total concealment.
Total cover and total concealment provide their
normal benefits against their ranged attacks.
Normal: See the normal rules on the effects of
cover and concealment in Combat.

Improved Save Enhancement

The character can draw upon inner reserves to
resist harm.

Prerequisites: Save Enhancement.

Benefit: Once per day, the character may re-roll a
save already affected by Save Enhancement.
They must decide to use this ability before the
results are revealed. They must take the second
roll, even if it is worse.

Special: This feat may be chosen up to a total of
three times. The limit is equal to that of the
number of times Save Enhancement has been
chosen. Increase the number of times of day the
re-roll may be done by one for every time this
feat was chosen.

Improved Sunder (Combat)

The character is skilled at damaging his or her
foes’ weapons and armor.

Prerequisite: Str 13, Power Attack, base attack
bonus +1.

Benefit: The combatant does not provoke an
attack of opportunity when performing a sunder
combat maneuver. In addition, the character
receives a +2 bonus on checks made to sunder an
item. He or she also receives a +2 bonus to his
Combat Maneuver Defense whenever an
opponent tries to sunder his gear.

Normal: The character provokes an attack of
opportunity when performing a sunder combat
maneuver.



Improved Trip

The character is skilled at sending his or her
opponents to the ground.

Prerequisites: Intelligence 13, Combat
Expertise.

Benefit: The martial artist does not provoke an
attack of opportunity when he or she tries to trip
an opponent. In addition, they receive a +2
bonus on checks made to trip a foe. The
character also receives a +2 bonus to his Combat
Maneuver Defense whenever an opponent tries to
trip them.

If the character trips an opponent in melee
combat, he or she immediately gets to make a
melee attack against that opponent as if they have
not used his attack action for the trip attempt.

Improved Two-Weapon Fighting

The character is skilled at fighting with two
weapons.

Prerequisites: Dexterity 13, Two-Weapon
Fighting, base attack bonus +6.

Benefit: The dual-wielder gets a second attack
with his or her offthand weapon, albeit at a -5
penalty. Also, this feat allows them to use a
melee weapon in one hand and a ranged weapon
in the other.

Normal: Without this feat, a character can only
get a single extra attack with an off-hand
weapon, and both weapons must be of the same
type (either both ranged weapons or both melee
weapons).

Information Station

The character knows who to contact when he or
she needs information.

Prerequisite: Connections Feat

Benefit: When researching a topic (ie, taking 20
on a knowledge check), the character gains an
additional +4 bonus if he can communicate with
his connections.

Leadership
The character attracts followers to their cause and
a companion to join them on their adventures.
Prerequisite: Character level 7th

Benefits: This feat enables the character to attract
a loyal cohort and a number of devoted
subordinates who assist them. A cohort is
generally an NPC with class levels, while
followers are typically lower level NPCs.
Leadership Modifiers: Several factors can affect
the character's Leadership score, causing it to
vary from the base score (character level + Cha
modifier). The leader's reputation (from the point
of view of the cohort or follower his or her is
trying to attract) raises or lowers their Leadership
score:

Leader’s Reputation Modifier
Great renown +2

Fairness and generosity +1
Special power +1

Failure -1

Aloofness —1

Cruelty -2

Other modifiers may apply when they try to
attract a cohort, as listed below.

The Leader Modifier

Has a familiar, special mount or animal
companion —2

Caused the death of a cohort —2*

* Cumulative per cohort killed.

Followers have different priorities from cohorts.
When you try to attract a follower, use the
following modifiers.

The Leader Modifier

Has a stronghold, base of operations guild house,
etc. +2

Moves around a lot —1

Caused the death of other followers —1



Leadership Score: A character's base Leadership
score is equal to his or her level plus their
Charisma modifier. In order to take into account
negative Charisma modifiers, this table allows for
very low Leadership scores, but the character
must still be 7th level or higher in order to gain
the Leadership feat. Outside factors can affect
their Leadership score, as detailed above.

Cohort Level: A character can attract a cohort of
up to this level. Regardless of their Leadership
score, he or she can only recruit a cohort who is
two or more levels lower than the leader's level.
The cohort should be equipped with gear
appropriate for its level. A cohort can be of any
race or class. A cohort does not count as a party
member when determining the party’s XP.
Instead, divide the cohort’s level by the
character's level. Multiply this result by the total
XP awarded to the leader, then add that number
of experience points to the cohort’s total. If a
cohort gains enough XP to bring it to a level one
lower than your level, the cohort does not gain
the new level? Its new XP total is one less than
the amount needed to attain the next level.
Number of Followers by Level: A character can
lead up to the indicated number of characters of
each level. Followers are similar to cohorts,
except they’re generally low-level NPCs.
Because they’re usually five or more levels
behind the leader, they’re rarely effective in
combat.

Score Level 1st

1 or lower
2 Ist
3 2nd
4 3rd
5 3rd
6 4th
7 5th
8 5th
9 6th
10 7th
11 7th
12 8th
13 9th
14 10th
15 10th
16 11th
17 12th
18 12th
19 13th
20 14th
21 15th
22 15th
23 16th
24 17th
25 17th
or higher

Followers don’t earn experience and thus don’t gain
levels. When a character gains a new level, consult
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Table to determine if he or she acquires more followers,

some of whom may be higher level than the existing

followers. Don’t consult the table to see if their cohort
gains levels however, because cohorts earn experience

on their own.



Lead Hose (Combat)

The character can wield a machinegun to
maximum lethality.

Prerequisite: Trooper Level 2, Personal
Firearms Proficiency, Autofire Proficiency,
Heavy Weapons Proficiency

Benefit: This feat applies to attacks made with
weapons like autofire and flamethrowers which
force targets to make a saving throw in a line
effect. Add 1/2 the attacker’s trooper level to the
saving throw to reduce the damage.

Normal: The normal saving throw DC is ten

+ the firer’s strength modifier for automatic
weapons. The DC for flamethrowers is listed in
each weapon’s description.

Lead Rain (Combat)

The character can blanket an area with bullets,
rather than firing them all in the same direction.
Prerequisite: Personal Firearms Proficiency,
Autofire Proficiency, Heavy Weapons Profi-
ciency, Lead Hose

Benefit: This feat applies to attacks made with
weapons like autofire and flamethrowers which
force targets to make a saving throw in a line
effect. Instead of a straight line, the firer can
expand the area of effect into a cone 25 foot (five
squares) wide at its far end. When blanketing an
area like this, reduce the DC to avoid damage by
two.

Normal: Normally these weapons affect only a
straight line.

Lethal Burst (Combat)

A burst fire attack is intended to hit with at least
one bullet; there’s no reason why only one has to
hit.

Prerequisite: Personal Firearms Proficiency
Benefit: When using burst fire to attack a target
at short range, double the critical threat range of
the weapon.

Lock’n Load (Combat)

The character isn’t slowed down by carrying a
bulky weapon.

Prerequisite: Personal Firearms Proficiency,
Autofire Proficiency, Heavy Weapons Proficiency
Benefit: A character with this feat does not
include the weight a single heavy weapon carried
when determining if their speed is reduced due to
encumbrance. This feat does not allow a
character to carry more than his maximum load,
including the weight of the weapon.

Martial Arts Weapons Proficiency
(Combat)

The attacker can use martial arts weapons.
Benefit: The character takes no penalty on attack
rolls when using any kind of martial arts weapon.
Normal: A character takes a —4 non-proficient
penalty when making attacks with weapons that
they are not proficient with.

Mechanical Miracle

The character repairs extra damage when
working on machines.

Prerequisite: Lesser Mechanical Miracle
Benefit: When using the Engineering skill to
repair damage, the character restores 2d8 points
of damage.

Normal: Normally repairing damage restores
1d4 points of damage.

Mechanical Miracle, Greater

The character repairs even more damage when
working on machines.

Prerequisite: Lesser Mechanical Miracle,
Mechanical Miracle

Benefit: When using the Engineering skill to
repair damage, they restores 3d8 points of
damage.

Normal: Normally repairing damage restores
1d4 points of damage.




Mechanical Miracle, Lesser

The character repairs extra damage when
working on machines.

Benefit: When using the Engineering skill to
repair damage, they restores 1d8 points of
damage.

Normal: Normally repairing damage restores
1d4 points of damage.

Medical Miracle

The character restores extra damage when
treating deadly wounds.

Prerequisite: Lesser Medical Miracle
Benefit: When using the Medical skill to treat
deadly wounds, they restores 2d8 points of
damage.

Normal: Normally treating deadly wounds
restores 1d4 points of damage.

Medical Miracle, Greater
The character restores extra damage when
treating deadly wounds.

Prerequisite: Lesser Medical Miracle, Medical
Miracle

Benefit: When using the Medical skill to treat
deadly wounds, they restores 3d8 points of
damage.

Normal: Normally treating deadly wounds
restores 1d4 points of damage.

Medical Miracle, Lesser

The character restores extra damage when
treating deadly wounds.

Benefit: When using the Medical skill to treat
deadly wounds, they restores 1d8 points of
damage.

Normal: Normally treating deadly wounds
restores 1d4 points of damage.

Metal Body Style (Combat)

This is a martial arts technique developed to get
maximum advantage from a cybernetic body.
Prerequisite: Combat Martial Arts, Special: Character
must have at least one cybernetic limb, or be an
android.
Benefit: The character receives a +2 bonus damage
rolls with unarmed attacks and melee cyberweapons.

Mobility (Combat)
The character can easily move through a dangerous
melee.

Prerequisites: Dex 13, Dodge.
Benefit: The combatant gets a +4 dodge bonus to
Defense against attacks of opportunity provoked when
they move out of a threatened square.
Special: A condition that makes the character lose their
Dexterity bonus to Defense also makes him or her lose
dodge bonuses. Also, dodge bonuses stack with each
other, unlike most other types of bonuses.

Mystic Talent

Your character has latent mystic abilities.
Prerequisites: Wis 13

Benefit: He or she knows two 0 level mystic powers
and a single 15t level mystic power. The 15t level power
is usable twice per day; the character does not gain
extra uses of the power for having a high wisdom.
Special: If the character has levels in the Mystic class,
add the powers gained from this feat to their list of
known powers. The two uses per day are added to their
normal allotment of 15t level powers per day.

Nightvision
The character has better nightvision than those of his or
her own race.
Prerequisite: This feat can only be taken during
character creation. Must be one of the following races:
Cancrian, Enigma, Gray, Human, Sokuja.
Benefit: The quality of the character’s nightvision
improves. Exactly how good it becomes will depend
on the character’s race. Consult the table below to find
the character’s new class of nightvision.
Cancrian: Darkvision 60 ft
Enigma:Low-light vision

Gray: Darkvision 120 ft

Human: Low light vision

Sokuja: Darkvision 60 ft



Nimble Moves

The character can move across a single obstacle
with ease.

Prerequisites: Dex 13.

Benefit: Whenever the character moves, he or she
may move through five feet of difficult terrain
each round as if it were normal terrain. This feat
allows him to take a five foot step into difficult
terrain.

Paragon

Prerequisites: This feat can only be taken during
character creation.

The character represents the best among their
race. He or she receives a +2 racial bonus to
Diplomacy when dealing with their own race. In
addition, each race receives its own bonus as
listed below.

Android, Industrial: Due to the trend of
retrofitting androids for a wide variety of jobs,
there have been recent cybernetic advances.
Therefore, the penalty for Identity tolerance is
reduced by one (to a total of -3). The increased
utility is a source of respect for other androids in
this class.

Android, Service: This class of androids enjoys
having a +4 bluff bonus to pass for human/
cyber-sapiens. User friendly models are
considered more advanced, even if their abilities
are no better than standard androids. (Consider
the effects if flesh skin is added; the android
becomes more human than human.)

Cancrian: There are those that possess superior
health when compared to ordinary Cancrians.
They receive a +2 on all saving throws against
diseases and their racial bonus to poison increases
from +2 to +3. The cancrians with the Paragon
feat are desirable among their own due to their
superior genes.

Cyber-sapiens: Their will is constantly tested just
by the presence of cyberware. They gain a free
Will Save re-roll everyday. However, if they fail
their check for mental disruption they have to use
their Will re-roll right away. Their enhanced sense
of self appeals to other cyber-sapiens.

Enigma: The enigma can chose to make someone
else re-roll and take the worse of the two rolls
instead of using their re-roll on themselves. Fate
rewrites itself even more for Enigma with the
Paragon feat. Other Enigmas sense this and give
their paragons respect.

Gray: The paragon’s curiosity has helped them
acquire an odd assortment of obscure trivia. When
making a knowledge check untrained, the gray
paragon is not limited to only ‘basic’ knowledge
about the subject; there is a chance they picked up
specialist trivia at some point. When making a
knowledge check untrained, rolling a 20 is not an
automatic success. The paragon’s collection of
triviais  random, so you must roll for each new
question.

Human: Humans are the ultimate adaptors.
Human paragons learn to not only advance in their
own culture, but to deal with alien cultures as well.
The paragon chooses one additional race; his or
her bonus to diplomacy checks when dealing with
members of that race as well.

Sokuja: Their body is even more sinuous and
reminiscent of boa constrictors than most sokuja.
The paragon gains +3 bonus to (instead of the
normal +2) Combat Maneuver Bonus for the pur-
poses of grappling. In addition, during a grapple, a
sokuja can choose to make a constriction attack
which deals (1d6 + 2x Str bonus...instead of 1d6
+1.5x Str bonus) normal damage. This is a mark of
attractiveness among Sokuja. Therefore, this is the
reason for their Diplomacy bonus.



Personal Firearms Proficiency
The character knows to use firearms.
Benefit: The character can fire any personal
firearm without penalty.

Normal: Shooters without this feat take a -4
penalty on attack rolls made with personal
firearms.

Pinpoint Targeting (Combat)

The character can target the weak points in his or
her opponent's armor.

Prerequisites: Dex 19, Improved Precise Shot,
Point-Blank Shot, Precise Shot, base attack
bonus +16.

Benefit: As a standard action, make a single
ranged attack. The target does not gain any
armor, natural armor, or shield bonuses to its
Defense, or any damage reduction from armor.
The character does not gain the benefit of this
feat if he moves this round.

Point Blank Shot (Combat)

The character is especially accurate when making
ranged attacks against close targets.

Benefit: The character receives a +1 bonus on
attack and damage rolls with ranged weapons
against opponents within 30 feet.

Power Attack (Combat)

The character can make exceptionally deadly
melee attacks by sacrificing accuracy for
strength.

Prerequisite: Str 13, base attack bonus +1
Benefit: On the character’s action, before making
attack rolls for a round, he or she may choose to
subtract a number from all melee attack rolls and
add the same number to all melee damage rolls.
This number may not exceed their base attack
bonus. The penalty on attacks and bonus on
damage applies until their next action.

Precise Shot (Combat)

The character is adept at firing ranged attacks into
melee.

Prerequisite: Point Blank Shot.

Benefit: The character can shoot or throw ranged
weapons at an opponent engaged in melee without
penalty.

Normal: The character takes a -4 penalty when using
a ranged weapon to attack an opponent who is
engaged in melee combat.

Psychic Talent

The character has latent psychic abilities.
Prerequisite: Cha 13

Benefit: The character knows two 0 level psychic
powers and a single 1st level psychic power. The 1st

level power is usable twice per day; he or she does not

gain extra uses of the power for having a high
charisma.

Special: If they have levels in the Psychic class, add
the powers gained from this feat to their list of known

powers. The two uses per day are added to his normal

allotment of 1st level powers per day.

Quick Draw (Combat)

The character can draw weapons faster than most.
Prerequisite: Base attack bonus +1.

Benefit: The character can draw a weapon as a free
action. Anyone with this feat may throw weapons at
their full normal rate of attacks.

Normal: Anyone can draw a weapon as a move
action. If they have a base attack bonus of +1 or
higher, the character can draw a weapon as a free
action when moving.

Quick Reload (Combat)

The character can reload firearms faster than most.
Prerequisite: Personal Firearms Proficiency, Base
attack bonus +1.

Benefit: Reloading a firearm with an already filled box
magazine or speed loader is a free action. Reloading a

revolver without a speed loader, or reloading any
firearm with an internal magazine, is a move action.
Normal: Reloading a firearm with an already filled
box magazine or speed loader is a move action.
Reloading a revolver without a speed loader, or
reloading any firearm with an internal magazine, is a
full-round action.



Rock’n Roll (Combat)

The character is a walking death machine.
Prerequisite: Personal Firearms Proficiency, Skill Focus

Autoflre Proficiency, Heavy Weapons Proficiency, Choose a skill. The character is particularly adept
Lock’n Load at that skill.

Benefit: The character knows how to use their

weapon with maximum lethality. When rolling involving the chosen skill. If he or she has ten or

damage for heavy weapons they may roll an extra die oy ranks in that skill, this bonus increases to
of damage and then take out the one with the lowest ¢

roll.

Benefit: He gets a +3 bonus on all checks

Special: The character can gain this feat multiple
times. Its effects do not stack. Each time the feat
Run is taken, it applies to a new skill.

The character is swift of foot.

Benefit: When running, the athlete moves a Skip Shot (Combat)

maximum of five times their normal speed instead of
four times. If they are in heavy armor, he or she can
move four times their speed rather than three times.
If they make a long jump, they gains a +2
competence bonus on their Jump check.

The character can use trick shots to bypass cover.
Prerequisites: Point Blank Shot, Precise Shot.
Benefit: If the shooter has a solid, relatively
smooth surface on which to skip a bullet (such as
a street or a concrete wall), and a target within
ten feet of that surface, he or she may ignore

Save Enhancement ) cover between the character and the target.
The character becomes harder to kill or damage. However, they receive a -2 penalty on their

Benefit: The character gets a +2 bonus to either his a0k roll, and their attack deals -1 die of
or her Fortitude, Will or Reflex save. Pick one of the
three and increase it by +2.

Special: This feat can be chosen up to three times.
Each time pick a different saving throw as listed

damage.

Special: The surface doesn’t have to be perfectly
smooth and level; a brick wall or an asphalt road
can be used. The target can have no more than

above. nine-tenths cover for the character to attempt a
skip shot.

Shot on the Run (Combat)

The character can move, fire a ranged weapon, and Sniping (Combat)

move again before their foes can react.
Prerequisites: Dexterity 13, Point Blank Shot,
Dodge, Mobility.

Benefit: When using an attack action with a ranged
weapon, they can move both before and after the
attack, provided that his or her total distance moved
is not greater than their speed.

The character knows how to aim correctly.
Prerequisites: Wisdom 13, Point-Blank Shot,
Far Shot.

Benefit: Before making a ranged attack, the
shooter may take a full-round action to line up
his shot. This grants him a +2 circumstance
bonus on their next attack roll. Once aiming has
commenced, he or she can’t move, even to take a
5-foot step, until after they make their next
attack, or the benefit of the feat is lost. Likewise,
if the shooter’s concentration is disrupted or if he
is attacked before his or her next action, they lose
the benefit of aiming.

Simple Weapons Proficiency

The character is trained in the use of basic weapons.
Benefit: The character makes attack rolls with
simple weapons normally.

Normal: Anyone without this feat takes the -4
non-proficient penalty when making attacks with
simple weapons.




Spring Attack (Combat)

The character can deftly move up to a foe, strike,
and withdraw before the target can react.
Prerequisites: Dexterity 13, Dodge, Mobility, base
attack bonus +4.

Benefit: When using an attack action with a

melee weapon, the character can move both before
and after the attack, provided that the total distance
moved is not greater than his or her speed.

Moving in this way does not provoke an attack of
opportunity from the defender they are attacking
(though it can provoke attacks of opportunity from
others, as normal).

A character can’t use this feat if they are carrying a
heavy load or wearing heavy armor.

Stand Still (Combat)

The character can stop foes that try to move past
them.

Prerequisites: Combat Reflexes.

Benefit: When a foe provokes an attack of
opportunity due to moving through the

character's adjacent squares, the character can
make a combat maneuver check as their attack of
opportunity. If successful, the enemy cannot move
for the rest of their turn. An enemy can still take
the rest of their action, but cannot move. This feat
also applies to any creature that attempts to move
from a square that is adjacent to him or her if such
movement provokes an attack of opportunity.

Step Up (Combat)

The character can close the distance when a foe
tries to move away.

Prerequisite: Base attack bonus +1.

Benefit: Whenever an adjacent foe attempts to take
a 5-foot step away from the character, he or she
may also make a 5-foot step as an immediate
action so long as they end up adjacent to the foe
that triggered this ability. If the character takes this
step, he or she cannot take a 5-foot step during his
next turn. If they take an action to move during
their next turn, subtract five feet from your total
movement.

Surgery

The character is a skilled Surgeon.

Prerequisite: Medical 1 rank

Benefit: The surgeon can use the Medical skill to
perform surgery without penalty. See the Medical
skill description.

Normal: Characters without this feat take a -4
penalty on Medical checks made to perform

surgery.

Throw Anything (Combat)

The character is skilled at throwing what ever is on
hand.

Benefit: The thrower does not suffer any penalties
for using an improvised ranged weapon. They
receive a +1 circumstance bonus on attack rolls
made with thrown splash weapons.

Normal: A character without this feat takes a -4
penalty on attack rolls made with an improvised
weapon.

Toughness

The character has enhanced physical stamina.
Benefit: He gains +3 hit points. For every Hit Die
he possesses beyond 3, he gains an additional +1 hit
point. If they have more than three Hit Dice, he or
she gains +1 hit point whenever they gains a Hit
Die (such as when he gains a level.)



Two-Weapon Fighting (Combat)
The character can fight with a weapon wielded in
each of their hands. They can make one extra
attack each round with the secondary weapon.
Prerequisite: Dexterity 15.

Benefit: The dual-wielder's penalties for fighting
with two weapons are lessened by two for the
primary hand and six for the off hand. The
weapons used must both be melee weapons or
both be ranged weapons (the character can’t mix
the types).

Normal: If a character wields a 