Dark Conspiracy Player’s Supplement

Section 3


Section 3: Skills

Overview

Skills/DC1 Pg.17 & PH2 Pg.17

Characters obtain two different types of skills: Initial and Acquired.  Initial skills are gained during the character generation process (see Section 1) which includes knowledge of native language(s), skills learned from hobbies and interests, skills learned during education, and skills learned from chosen careers.  Acquired skills are learned from instructors during the course of a campaign.

All skills are linked to a Controlling Attribute (STR, CON, AGL, and etc.) and are rated in Skill Levels (SL) from 1 to 10; an SL of 0 in a skill represents no knowledge of or training in that skill.  To determine the SL for each skill gained during character creation, add the levels for each skill to find the total.  Once a character’s level in a particular skill equals the value of the skill’s Controlling Attribute, all additional skill levels count only as half a level, rather than a full level.  All “left-over” half levels are retained for long term skill improvement purposes, but they are rounded down for the purpose of actual skill use.

Please note that the list of skills is intended to be comprehensive, but not “all inclusive” – there is not enough room.  New skills may be added (GM’s discretion), if the player can justify the addition, develop the description, and either associate the skill with a current career or include it as a Secondary Activities skill.

Acrobatics
AGL
Mechanic
STR

Act/Bluff
CHR
Medical
EDU

Animal Empathy
EMP
Melee Combat
STR

Archaeology
 EDU
Metallurgy
EDU

Archery
 STR
Meteorology
EDU

Artistry
 INT
Navigation
INT

Astronomy
EDU
Observation
INT

Bargain
CHR
Parachute
CON

Biology
EDU
Persuasion
CHR

Business
EDU
Philosophy
EDU

Chemistry
EDU
Photography
EDU

Climbing
CON
Physics
EDU

Computer Empathy
EMP
Pickpocket
AGL

Computer Operation
EDU
Pilot
INT

Demolitions
AGL
Production
EDU

Disguise
CHR
Project Emotion
EMP

Electronics
AGL
Project Thought
EMP

Empathic Healing
EMP
Psychology
INT

Engineer
EDU
Research
INT

Fishing
INT
Scrounging
INT

Foreboding
EMP
Scuba
CON

Forensics
EDU
Small Arms
STR

Forgery
AGL
Stalking
INT

Gunsmith
AGL
Stealth
AGL

Heavy Weapons
STR
Streetwise
INT

Horsemanship
CON
Survival
INT

Human Empathy
EMP
Swimming
CON

Instruction
CHR
Thrown Weapons
STR

Interrogation
CHR
Tracking
INT

Language
CHR
Vehicle Use
INT

Leadership
CHR
Vessel Use
CON

Lockpick
AGL
Willpower
INT

Luck
CHR
Willpower Drain
EMP

Machinist
AGL

Cascade Skills/DC1 Pg.18 & PH2 Pg.18

Cascade skills are a special group of skills that contain a closely related set of sub-skills under one broad heading.  Each of these cascade-skills has two or more sub-skills.  Characters that receive a cascade-skill must decide on an area of special interest from among the sub-skills covered.  From then on, their SL in the chosen specialty is the level of the cascade-skill.  Their SL in the other sub-skills is one-half  the level of the cascade skill (half levels are retained as ½ SL and count toward future advancement; however, they are rounded down for purpose of actual skill use).

It is possible for PC to receive levels in one of the  sub-skills.  If the PC has learned one of the sub-skills independently of the cascade-skill, then those Skill Levels are applied only to the specific sub-skill and are added to the SL levels granted by the cascade-skill.  Should the SL of one of the other sub-skills surpass the chosen specialty sub-skill, then that becomes the new specialty sub-skill gaining the full value of the cascade-skill (the prior specialty sub-skill’s SL is reduced accordingly).  For this reason the Skill Levels for Cascade Skills and their sub-skills should to be tracked separately.

Artistry

Computer Graphics
Painting
Sculpture

Drawing

Melee Combat

Armed
Unarmed

Pilot

Fixed-wing
Rotary Wing
Shuttle

Production

Film
Radio
Television

Multimedia
Special Effects

Newspapers
Stage

Small Arms

Pistol
Rifle

Survival

Arctic
Ocean
Temperate

Desert
Tropical

Vehicle Use

Heavy Vehicle
Motorcycle
Wheeled Vehicle

Vessel Use

Boat
Hovercraft
Ship

Languages/DC1 Pg.18 & PH2 Pg.19

Like all other skills, a character’s languages, or language skills, are gained during the character generation process as well as learned from instructors during the course of a campaign.  The table below is a comprehensive list of available languages.  A PC is normally granted a Skill Level of 1 for each SL “point” gained, however, there are a few exceptions to this such as Native Languages and related languages.

A character’s Native Language is dictated by his chosen nationality; he receives a Skill Level of 10 in that language.  PCs of certain nationalities have a chance of having an additional native language; they receive an SL equal to their INT attribute score (to determine if the PC has a second native language, see Native Language in Section 1: Character Generation).  Any additional languages chosen from the same group as the character’s Native Language grants double the Skill Level for each SL “point” applied.  For European PCs, in addition to their native language Group, this bonus also applies to the Germanic Family, Romance Family, and Balto-Slavic Family languages.

Group
Language(s)

Albanian

Albanian
Albanian

Altaic

Finnic
Estonian, Finnish, Lapp, Mordvinian

Turkic
Azerbaijani, Chuvash, Kazakh, Kirgiz, Tartar,


Turkish, Turkoman, Uzbek

Ugric
Hungarian

Amerindian

Athabascan
Maya

South Amerindian
Navaho

Uto-Aztecan
Nahuatl

Armenian

Armenian
Armenian

Balto-Slavic

Baltic
Latvian, Lithuanian

East Slavic
Russian

South Slavic
Bulgarian, Macedonian, Serbo-Croat, 


Slovenian

West Slavic
Czech, Polish, Slovak

Bantu

Bantu
Swahili

Basque

Basque
Basque

Caucasian

South Caucasian
Georgian

Celtic

Goidelic
Breton , Scots Gaelic

Brythonic
Gaelic, Welsh

Dravidian

Dravidian
Tamil

Germanic

Anglic
English

North Germanic
Danish, Icelandic, Norwegian, Swedish

West Germanic
Dutch, German, Flemish, Yiddish

Greek

Greek
Greek

Indo-Iranian

Indic
Bengali, Hindu-Urdu, Romany (Gypsy)

Iranian
Parsi (Persian), Taijik

Japanese

Japanese
Japanese

Korean

Korean
Korean

Mayalo-Polynesian

West Mayalo-Polynesian
Malay-Indonesian

Mon-Khmer

Mon-Khmer
Cambodian

Romance

East Romance
Italian, Latin, Romanian

West Romance
Catalan, French, Latin, Portuguese, Spanish

Semito-Hamitic

Hamitic
Berber, Hausa

Semitic
Arabic, Hebrew

Sino-Tibetan

Sinitic [1]
Cantonese, Mandarin, Taiwanese

Tibeto-Burman
Burmese, Thai

Vietnamese

Vietnamese
Vietnamese

NOTES: [1] – these languages are mutually unintelligible in their spoken form, but they are 100% intelligible in their written form.
Skill Improvement/DC1 Pg.28 & PH2 Pg.30


There are three ways for a character to improve his skills; Experience Points, Instruction, and Observation.

Experience Points: One of the most significant rewards for an adventure is an increase in a character’s experience, represented by the award of Experience Points (XP) by the GM.  These XP may be used to improve the SL of those skills actually used during an adventure, representing improvement through practice; so the players should note which skills were used during an adventure.  To improve a skill, a character spends XP to “buy” new Skill Levels.  The cost of buying the SL is a number of XP equal to the new SL rating for that skill times ten (new SL rating x 10).  A character may buy more than one level at a time; however, each level must be paid for separately.  Note that increasing a skill’s SL beyond the Controlling Attribute’s score cost double.


SL
Cost [1]
SL
Cost [1]
SL
Cost [1]
SL
Cost [1]


1
--
4
40 / 80
7
70 / 140
10
100 / 200


2
20 / 40
5
50 / 100
8
80 / 160


3
30 / 60
6
60 / 120
9
90 / 180

NOTES: [1] – cost less then or equal to controlling attribute score / cost greater than controlling attribute score.

Instruction: A character may improve a skill through instruction given by a teacher with the Instruction skill and the skill being taught.  An instructor may teach a number of students equal to his Instruction skill level and he must have an SL rating of at least one higher in the skill being taught than the students being taught (AVG Instruction Skill Check).  The training takes at least four hours a day for seven consecutive days.  If the number of students is less then half the instructor’s SL in the skill being taught, the students gain 30 XP (or, if less than SL3, XP equal to the instructor’s SL in that skill times ten) to be used toward buying the next level in that specific skill (XP may be held “on account”).  If the number of students is greater than or equal to half the instructor’s SL in the skill being taught, the students gain ten XP to be used toward buying the next level in that specific skill (XP may be held “on account”).

Observation: If a character carefully observes another character (PC or NPC) successfully accomplishing a task, the observing PC gains ten XP to be used toward buying the next level in that specific skill (XP may be held “on account”).  The character being observed must have a SL rating in that specific skill of at least twice the observing PC’s SL rating in that skill.  This observation must be a close-up examination of the task and must have the cooperation of the character actually performing the task.  The task will take substantially longer to accomplish, to represent the fact that the character performing the task is pausing frequently to explain what is being done or to answer questions.  The environment for this observation must be conducive to learning.

New Skills/DC.1 Pg.29 & PH2 Pg.32


A character that has a SL of 0 in a particular skill may attempt to learn that skill.  There are two ways to learn a new skill after Character Generation ends; Instruction and Observation.

Instruction: A character may be taught a new skill by a teacher with the Instruction skill and the skill being taught.  An instructor may teach a number of students equal to his Instruction skill level and he must have a least a SL of 1 in the skill being taught (AVG Instruction Skill Check).  The training takes at least four hours a day for seven consecutive days.  If the number of students is less then half the instructor’s SL in the skill being taught, the students gain 30 XP (or, if less than SL3, XP equal to the instructor’s SL in that skill times ten) to be used toward buying the next level in that specific skill (XP may be held “on account”).  If the number of students is greater than or equal to half the instructor’s SL in the skill being taught, the students learn that specific skill at a SL of 1.

Observation: If a character carefully observes another character (PC or NPC) successfully accomplishing a task, the observing PC learns that specific skill at an SL of 1.  The character being observed must have a rating in that specific skill of at least SL2.  This observation must be a close-up examination of the task and must have the cooperation of the character actually performing the task.  The task will take substantially longer to accomplish, to represent the fact that the character performing the task is pausing frequently to explain what is being done or to answer questions.  The environment for this observation must be conducive to learning.

Task Resolution

NOTE: The minimum dice set required for Task Resolution and other randomly determined results is 1d6, 1d10, and 1d20.

Task Resolution/DC1 Pg.54 & GM Addition

Most important actions are resolved using a dice-based Task Resolution system.  Each action is expressed as a specific task, such as Attribute Check and Skill Check, and a die roll is used to determine if the character attempting the task was successful or unsuccessful, and if an Outstanding Success or Catastrophic Failure occurred.

Tasks are attempted at one of five basic Difficulty Levels; Automatic, Easy, Average, Difficult, and Impossible.  However, there may be special circumstances when modifiers force the Difficulty Level beyond the levels listed above.

· Automatic: An everyday task should be an Automatic success for characters with an SL in the appropriate skill.

· Easy (EZY): The Easy task difficulty level should be used for situations in which there is some legitimate risk, but not much.  Most occupational tasks fall into this category (installing wiring, diagnosing a viral flu, staking an unwitting prey at midday, and etc.).

· Average (AVG): The Average difficulty level represents tasks with an average amount of difficulty. 

· Difficult (DIF): The Difficult task difficulty level is used for tasks that are truly difficult to complete.  Tasks that few people will be able to accomplish.

· Impossible (IMP): Impossible tasks are attempted only by the truly desperate r the truly heroic.  Even the fittest or best training PCs have trouble accomplishing deeds of this level.

Attribute Checks: Attributes (STR, CON, AGL, and etc.) represent the character’s innate abilities.  Attribute Checks may be requested by the GM for tasks requiring either extreme feats or concentration, such as lifting heavy objects or remembering obscure information.  An Attribute Check is rolled on 1d10 versus the appropriate attribute score, at a Difficulty Level determined by the situation or the GM, and it may be modified.  A roll of less than or equal to the target number is a success, a “natural” 1 is always a success.  A roll of more than the target number is a failure, a “natural” 10 is always a failure.

Skill Checks: Skills are learned abilities.  Skill Checks may be requested by the GM for tasks related to or requiring the use of a particular skill.  A Skill Check is rolled on 1d20 versus the sum of the skill’s Controlling Attribute score added to the skill’s Skill Level (CA + SL), at a Difficulty Level determined by the situation or the GM (it may be modified).  A roll of less than or equal to the target number is a success, a “natural” 1 is always a success.  A roll of more than the target number is a failure, a “natural” 20 is always a failure.

Assisted Checks: It is possible for a character to assist another with an Attribute Check and/or Skill Check.  If the assisting character helps with an applicable Attribute Check, there will be cases when this will not be possible, then the task check is made at one Difficulty Level lower (-1DL).  When assisting with a Skill Check, if the assisting character has at least an SL1 in the skill being used, then the task check is made at one Difficulty Level lower (-1DL).  If the assisting character does not have the skill being use, then the assistance grants a +1SL bonus to the character attempting the task.


Formulas


Difficulty
Attribute Check
Skill Check


Level
(Roll 1d10)
(Roll 1d20)


Easy
Attribute x 2
(CA + SL) x 2


Average
Attribute
CA + SL


Difficult
Attribute ( 2 [1]
(CA + SL) ( 2 [1]


Impossible
Attribute ( 4 [1]
(CA + SL) ( 4 [1]

NOTES: [1] – round down, minimum of 1.

Success Quality/DC1 Pg.55 & GM Addition

When attempting a task, it may be possible to achieve an Outstanding Success or a Catastrophic Failure.  The effects of either result are left to the GM’s discretion.

Outstanding Success: An Outstanding Success represents an attempt that through either skill or incredible luck, was much more successful then expected.  When an Attribute Check is rolled, if the result is four less than the target number (t# - 4), then an Outstanding Success has occurred.  When a Skill Check is rolled, if the result is eight less than the target number (t# - 8), then an Outstanding Success has occurred.

Catastrophic Failure: A Catastrophic Failure represents an attempt that for whatever reason, was failed so badly that the effects are detrimental to the character performing the task.  When an Attribute Check is rolled, if the result is four higher then the target number (t# + 4) or a “natural” 10, then a Catastrophic Failure may have occurred.  When a Skill Check is rolled, if the result is eight higher than the target number (t# + 8) or a “natural” 20, then a Catastrophic Failure may have occurred.  In either case, if a Catastrophic Failure is indicated, a second task check is made.  If the second check is successful, then the attempt merely failed.  If the second check fails, then the result is a Catastrophic Failure.


Skills Check (1d20)
Attribute Check (1d10)

Target
Outstanding
Catastrophic
Target
Outstanding
Catastrophic

Number
Success
Failure
Number
Success
Failure


20
≤12
20
10
≤6
10


19
≤11
20
9
≤5
10


18
≤10
20
8
≤4
10


17
≤9
20
7
≤3
10


16
≤8
20
6
≤2
10


15
≤7
20
5
1
≥9


14
≤6
20
4
--
≥8


13
≤5
20
3
--
≥7


12
≤4
20
2
--
≥6


11
≤3
≥19
1
--
≥5


10
≤2
≥18

9
1
≥17


8
--
≥16


7
--
≥15


6
--
≥14


5
--
≥13


4
--
≥12


3
--
≥11


2
--
≥10


1
--
≥9

Unskilled Tasks/PH2 Pg.18 


Characters may try to use skills for which they have no training, by making a Skill Check (on 1d20) versus the skill’s Controlling Attribute at one difficulty level higher than normal.

Empathic Success/DC1 Pg.55


To reflect the varying effects Empathic skills can have under different conditions, one additional rule applies to their use.  When a successful Skill Check is made, a roll is required to determine the exact Power Level of the success.  This Power Level (PL) is equal to the sum of the character’s EMP attribute score and the skill’s SL, plus the number rolled on 1d10, minus the sum of the target’s INT attribute score and Willpower SL, if any; [(EMP + skill SL) + 1d10] - (target’s INT + Willpower SL) = PL.  If a the Skill Check results in an Outstanding Success, then double the PL result.  If the resulting PL is zero, then the skill attempt fails.


The Empathic Power Level is used in two different ways.  Sometimes it is translated point for point into a unit of measure, such as the range of an effect, incremental weight affected, and/or etcetera.  At other times, it is used to determine  the stage of the effect (see below); each stage beyond basic indicating another creature detected, another sense appealed to, and/or etcetera.  The exact effects of each stage depend upon the specific skill used, as explained in the individual skill descriptions.


Power

Power

Power


Level
Stage
Level
Stage
Level
Stage


1-9
Basic
18-27
Three
37-45
Five


10-17
Two
28-36
Four
46+
Six

Empathic Difficulty Levels/DC1 Pg.56


As a general rule, all Empathic skill attempt Difficulty Levels are based on situational stress.  The more stressful the situation, the more difficult the task.  The GM has the final word in determining which conditions apply to any specific empathic skill use.


Difficulty

Situation
Level
Relaxed and/or safe environment
Easy

Normal stress
Average

Great stress, including combat
Difficult

Incredible stress, including live or death situations
Impossible

Skill Descriptions

NOTE: The skill descriptions in this section are intended to give players a basic idea of how the skills work in this game, so that characters can be designed intelligently.  Players should remember that the GM has final say in what skills apply to a particular task and what the difficulty level of the task is, based on the circumstances.

Acrobatics (AGL): The Acrobatics skill allows a character to make Agility checks involving overall body motion at one step easier than normal.  Note that this makes a character better at Grapple attacks, Escape, and avoiding Diving Blow attacks; a successful AVG task check will grant a -1DL adjustment (see Unarmed Melee Combat, Section 5).  A character does not have to be an acrobat per se to have this skill.  Any sort of sports experience would serve as well.

Act/Bluff (CHR): This is the ability to convincingly pretend you are something you are not.  For actors, it means portraying a factious character, of course, but it also covers such things as effectively pretending you are holding a winning hand at poker or convincing voters that you will fulfill all of your campaign promises.

Animal Empathy (EMP): Animal Empathy is a sixth sense that allows a character to perceive the mental and emotional state of animals.  The exact amount of information perceived depends upon the type of creature being scanned and the power level of the scanning character's success.

· Basic success reveals the presence and basic emotional state of one creature within a sphere centered on the sensing character and with a radius, in meters, equal to the power level of the success.

· Each additional stage of success allows the character to improve that information in one of three ways: (1) double the sphere's radius, (2) reveal all creatures of one species, or (3) reveal the exact emotions and thoughts of a single target creature (GM’s discretion).

Archaeology (EDU): Characters with this skill have knowledge about the races of antiquity.  It can be useful when the character is examining ancient stone carvings or artifacts.  It can also be used to excavate objects or corpses and preserve any clues that may exist.

Archery (STR): In many cities of the Dark Conspiracy world, a hunting bow is now a legal type of personal defense weapon.  Archery skill reflects expertise in using such a bow for fire combat.

Artistry (INT): Artistry is a cascade skill representing the creation of pieces of art, including:

· Computer Graphics.

· Drawing.

· Painting.

· Sculpture.

Astronomy (EDU): Characters with Astronomy have spent their time studying the stars.  Although not a cascade skills, PCs should choose a specialization, either optical or radio astronomy.

Bargain (CHR): When trying to buy information or equipment, or get a higher price for his or her services, bargaining comes in handy for a character.  Although bargaining should be role-played out between the referee and player, the referee should give in more easily to PCs with a higher Bargain skill, or let the player know critical information about the bargain.

Biology (EDU): This skill reflects a general knowledge of the physical functions of living creatures.  While it is not treated as a cascade skill, for role-playing purposes a character with a high biology skill should choose to specialize in botany (concerning plants), zoology (concerning animals), ecology (concerning environmental relations), genetics (concerning heredity), or biochemistry (concerning the chemical nature of life).

Business (EDU): The Business skill indicates a familiarity with business practices.  It includes a knowledge of bookkeeping procedures, an awareness of resources necessary to conduct different business, and familiarity with methods of locating or attracting customers.

Chemistry (EDU): Characters with this skill can, with the proper equipment, perform chemical analysis.  They can also create useful substances such as chemical smoke (EZY), gunpowder (ESY), smokeless powder (AVG), tear gas (AVG), dynamite (AVG), explosive primer (AVG), and plastic explosive (DIF).

Climbing (CON): This is the ability to scale vertical surfaces, whether rock faces or buildings, with the proper equipment.  Climbing a steep slope, or sheer rock face with good handholds is AVG.  Climbing a sheer, mostly smooth rock face or a building wall is DIF.  The above assume no specialized equipment.  With climbing equipment the difficulty level is one lower.  Repelling is EZY.  An experienced climber may assist an inexperienced climber.  If so, the inexperienced climber uses his or her own CON attribute as a Climbing skill (see Unskilled Tasks) without the usual penalty.

Computer Empathy (EMP): With the Computer Empathy skill, a character can sense the flow of data within a computer or computer network, but they cannot directly affect the operation of the computer.  The character can perceive information within the computer world much faster than someone watching a monitor, allowing them to react more quickly and smoothly to changes in the data flow, making  their Computer Operation tasks easier.  They can also assist someone operating a computer by verbally describing what they sense (granting a task check bonus of +1, +2 if it is an Outstanding Success).  Occasionally, a computer empathic character may encounter another empathic character within a computer network.  If this happens, they can communicate telepathically through the computer link.  The character must be physically touching a computer (whether keyboard, monitor, or case) in order to initiate the empathy.  When the character makes a check of this skill, empathic power level determines how much Computer Operation is enhanced by.

· Basic success means the character can sense the interior workings of the single computer that is being touched, revealing any interior damage or any problem areas in its electronic flow.

· Stage Two success allows the character to empathically "read" any data the computer is accessing, which lowers the Difficulty Level of all Computer Operation checks the character is doing by one level (-1 DL) and you could even "read" the computer without looking at the screen.

· Stage Three allows the character to sense the interior workings of any one computer to which his or her own is connected (by modem, for instance), or to "read" all data stored within the computer being touched, even data that is not presently being accessed.

· A Stage Four success means the character can "read" any data being accessed by a computer that is in communication with the one being touched.

· Stage Five allows the character to empathically "read" data stored within that distant computer.

· Stage Six means the character can perform Computer Operation tasks at two Difficulty Levels (-2 DL) lower than normal.

Computer Operation (EDU): As might be expected, Computer Operation indicates a familiarity with the use of computers.  The referee will determine difficulty levels for tasks a character wishes to perform with a computer.

Demolitions (AGL): Demolitions skill involves the knowledge of explosives, including how to place and detonate them effectively.  Typically, placing any explosive charge to simply blow something up is an EZY task, but the difficulty may increase if the character wishes to achieve something fancy, such as making a wall fall in a particular direction.  Each demolition charge takes 15 minutes (30 Combat Turns) to emplace.  Additional explosives may be attached as extra charges, but they require additional time to emplace; if several charges are emplaced, several characters with this skill may work on emplacing them simultaneously.  A charge may be tamped, which consists of covering a charge so the force of the explosion is contained and directed in toward a structure.  This must be done with a dense or heavy material, such as rocks, sandbags, steel plates, and etcetera.  Tamping generally adds five minutes to the time required to set the charge, but this time requirement may increase for difficult tamping jobs.  Setting a charge requires a detonator and may require fuses or electrical wire.  A character must have a demolition kit or have improvised the required parts.  Setting a charge is an EZY task.  If the check fails, the charge does not detonate; a Catastrophic Failure causes the charge to detonate while being set.

GM’s Note: Improvised Demolition Equipment

Improvised fuses or detonators may have a mishap when the charge is detonated (8-10 on 1d10).  A mishap can be a dud (1-4) or a hangfire (5-10), which delays the detonation 5 to 50 seconds (1d10 Combat Phases).

Option: Radio Detonation of Explosives


Detonating explosives by radio is risky because it is so easy; some electrical blasting caps can be accidentally detonated by induced current from radio signals.  Rigging an explosive to be radio-detonated requires an explosive charge, a standard electrical blasting cap, and a radio detonation receiver all with the charge.  Plus a broadcast unit to send the required signal.  The task is an AVG Demolitions (or Electronics) skill check given the proper equipment or a DIF task with improvised equipment.  If the check fails, the charge does not detonate; a Catastrophic Failure causes the charge to detonate prematurely (GM's discretion as to when).


Improvising a radio detonation receiver or transmitter from a normal radio is an AVG Demolitions (or Electronics) skill check.  The task becomes one level (+1DL) more difficult without an electronics tool set.

Disguise (CHR): This skill involves convincingly looking like something you are not.  It includes use of camouflage as well as such things as makeup and costume.

Electronics (AGL): Pretty much everyone knows how to operate most electronic devices.  Characters with the Electronics skill know how to create and repair those devices, and can figure out fairly easily how to operate the more advanced sorts, such as radar systems, power plant controls, and the like.

Empathic Healing (EMP): Empathic Healing allows characters to improve the healing rate for wounds they have taken.  Note that only one Empathic Healing check can ever be performed for each wound even if the check fails.

· Basic success lowers a wound's healing time by one day.

· Each additional stage of success further lowers the time by another day, or if less then a day, by one hour, to a minimum time of one hour.

GM’s Note: Empathically Healing Another

An empathic healer may also attempt to enhance healing of another creature's wounds.  First, however, the healer must make a Human Empathy skill check (or Animal Empathy, if appropriate) to establish empathic contact with the victim.  The result of the Power Level check then serves as a Power Level limiter (highest possible result) for any Empathic Healing skill checks.

Engineer (EDU): The Engineer skill reflects a general knowledge of structural design, material strengths, and construction techniques.

Fishing (INT): Fishing allows a character to catch fish. This can be done either using a hook and line, or by using nets or traps.  Catching fish is a DIF task without adequate equipment, or an AVG one with adequate equipment.  Using the skill to construct the equipment is a DIF task.

Foreboding (EMP): Characters with the Foreboding skill are prone to receiving impressions of events before those events actually take place.  Sometimes this precognition happens days before the events occur; other times, it is merely a second's worth of warning, sort of a “danger sense.”  Sometimes, the prescience manifests itself as a dream.  At others, it comes as a waking hunch.  Sometimes the warning is terribly vague.  At others, it is crystal clear.  The exact results are left to the GM's discretion, based upon story situation and quality of the Foreboding Power Level rolled.

Forensics (EDU): This skill allows a character to examine a crime scene and to deduce the turn of events from the clues left there.  If this skill is used in conjunction with Psychology, it can be used to determine the motives of a suspect, based solely on evidence at the crime scene.

Forgery (AGL): Forgery is, of course, the ability to create false documents.  When used in conjunction with the Electronics skill, Forgery allows for the falsification of electronic documents.

Gunsmith (AGL): A character with this skill has the ability to make and repair weapons.  Tasks can include fitting a telescopic sight to a rifle (AVG); fitting a starlight scope (EZY); constructing a crossbow or crossbow bolts (AVG).

Heavy Weapons (STR): The Heavy Weapons skill reflects training with Fire Combat weapons larger than one-person machine guns.  It includes, for example, crew-served weapons such as mortars, as well as single-person weapons like the LAW.  See Fire Combat, Section 5: Combat for its uses. Note that heavy weapons encompass both Direct Fire and Indirect Fire weapons).

Horsemanship (CON): This skill indicates a knowledge of horses and/or other riding animals (mules, camels, and etc.), how to ride them, and how to maintain them.  Characters with this skill have a maximum safe speed of 20 meters per Phase (mpp) plus their horsemanship SL; all others have a safe speed of 20mpp.  A walking animal may be ridden safely; it is automatically successful.  Riding a trotting animal up to the character’s safe speed is automatically successful for characters with this skill; an EZY AGL test is required for all others.  If riding a trotting animal at greater than the character’s safe speed or if riding a galloping animal (up to 40mpp), an AVG skill check is required for characters with this skill; a DIF AGL test is required for all others.  See Mishaps in Section 5: Combat, for failed skill checks.

Human Empathy (EMP): Human Empathy is similar to Animal Empathy, except that it allows a character to perceive the mental and emotional state of other humans, rather than animals.  However, it is much more difficult, because of their more complex cognition and their habit of hiding their thoughts and emotions.  The exact amount of information gained depends upon the quality of the empathic character’s die roll.  Note that the referee may impose additional levels of difficulty based on specific situations.

· Basic success reveals the presence and basic emotional state of one person within a sphere centered on the sensing character and with a radius, in meters, equal to the character’s final power level.

· Each additional stage of success allows the empathic character to improve that information in one of several ways: (1) the radius of the sphere can be doubled; (2) an additional person can be sensed; (3) the level of mental activity can be increased, proceeding from emotional state, to surface thoughts, to deeper thoughts.

Instruction (CHR): A character with skill in Instruction is able to effectively teach skills that he has training (an SL of 2 or better) in to other people.

Interrogation (CHR): This is the ability to obtain information from people.  Primarily, Interrogation involves asking the right questions and correctly interpreting the responses.  It does not only include interrogation of unwilling persons, but also of confused witnesses, and even of sources who do not realize how much they really know.

Language (CHR): Languages are organized according to Groups and Families (see Languages).  Communicating in a language shared by both characters is an AVG difficulty task versus the average of the two characters’ Language skill levels.  If one of the characters does not speak the language, but is substituting the skill in another language of the same group, the task becomes DIF versus the average of the two Language skills.  Both of these tasks become one level easier if only simple concepts are being communicated.  Also, if one character is overhearing another character (listening at a door, empathically reading thoughts - which are, of course, in the thinker’s native language - etc.), then only the listening character’s Language skill is used.  Identifying a language is EZY if the identifying character speaks it, AVG if it is from a group containing a language the character speaks, or DIF if it only shares a family with a language familiar to the character.

Leadership (CHR): Leadership is the use of force of personality to convince others to obey you.  Different people have different manners of leading.  Some do so by barking out orders, while others simply inspire loyalty in their followers.  Players who choose this skill for their characters should consider their character's personality when role-playing its use.  It is typically an AVG difficulty task to use the Leadership skill to convince NPCs to follow your orders.  To recruit NPCs is usually a DIF task.  The GM may adjust this, of course, depending upon other factors.

Lockpick (AGL): The Lockpick skill enables a character to manipulate mechanical locks.  To open simple locks (like those on a briefcase, desk, or normal door) or to hot-wire a vehicle is an EZY task.  To pick deadbolts or key locks on handcuffs and jail cells is AVG.  Opening combination and key locks on padlocks, strong boxes, and safes is DIF.  All of these assume the use of proper lockpicks; they become one level more difficult if tools have to be improvised.  Locks on vaults and high-security facilities always require special tools and are always DIF (or IMP).  Electronic devices are one level higher than there mechanical counterparts, and will always require specialized electronic tools.  This skill combined with Demolitions allows the use of small amounts of explosives to blow open safes, vaults, and even walls between adjoining buildings.

Luck (CHR): Some people just seem to have fortune looking out for them whatever they do.  The Luck skill is intended to reflect this innate ability to beat the odds.  Whenever in an adventure session a character fails a check against some other skill, the player may ask the GM for a Luck check.  If the Luck roll is successful, the player may reroll the original skill check.  It is possible to check Luck repeatedly, hoping to gain a second roll on the original skill.  However, as characters press their Luck, it deteriorates.  The first time that Luck is checked, the difficulty level is EZY.  Each time thereafter, the difficulty increases by one level.  This skill may not be used with Empathic skill checks.

Machinist (AGL): This skill gives a character the ability to use machine tools (such as lathes) to make other machinery.

Mechanic (STR): This reflects a knowledge of how to build and repair machinery in general.  Difficulty of the build or repair task will be set by the GM.  If improper tools are  all that is available, increase task difficulty level by one.

Medical (EDU): The Medical skill allows for the treatment of wounds and diseases.  For wounds, see Wounds and Healing (Section 5), for details.  For diseases, the affects are left to the GM's discretion.

Melee Combat  (STR): Melee Combat is a cascade skill that includes:

· Armed Combat, see Armed Melee Combat, Section 5: Combat for information on the us use of this sub-skill.

· Unarmed combat, see Unarmed Melee Combat, Section 5: Combat for information on the use of this sub-skill.

Option: Melee Weapon Specialty


Expertise with a particular weapon can be gained through extensive practice.  To represent this dedication to a particular weapon, players may designate the specialty weapon when the character receives his first skill level in Melee Combat (Armed).  The specialty weapon is treated as a sub-cascade skill and is recorded as Melee Combat (Armed: Weapon Specialty).  Only one specialty weapon may be chosen.  The selected specialty weapon may be changed any time the character gains a new SL in Melee Combat (Armed).

Benefit: The character is able to cause extra damage with the specialty weapon.  The bonus damage modifier is calculated by multiplying the character’s Melee Combat (Armed: Weapon Specialty) skill level by his STR attribute score, and then dividing the product by 10 (round down, minimum of 1).  Formula: BDM = [MC (A: WS) SL x STR] ÷ 10.

Detriment: When using any non-specialty melee combat weapon, the character’s Melee Combat (Armed) SL is halved (round down).

Metallurgy (EDU): The knowledge of smelting ore into metal, forming alloys and basic metalworking.  Tasks can include using a smelter to smelt ores (EZY); forging objects given the correct equipment (AVG); constructing a forge or smelter with the right equipment (AVG).

Meteorology (EDU): The skill gives the character an understanding of weather patterns and the forces of nature that gives rise to them.  Predicting the weather later today is an EZY task, tomorrow is AVG, and the following day is DIF.

Navigation (INT): This skill indicates an ability to maintain a sense of direction, read and follow maps, and use other basic navigational equipment such as a compass.  When possessed by a character who has the Vessel Use (Ship) skill, it allows for use of more specialized nautical navigation equipment.

Observation (INT): Observation reflects a quality of alertness and/or a training in noticing important information in one's surroundings.  The skill is used for such diverse things as detecting ambushes, discovering hidden compartments in luggage, and finding one important file within an entire drawer full of them.

GM’s Note: Sniper Detection


If a sniper makes an effort to conceal his position for a long range shot (subjective determination by GM, not distance), no detection of the sniper is possible for the first shot.  For every consecutive shot after the first, the player may make Observation skill checks; these checks start at an IMP Difficulty Level, with DL continuing downward (-1DL) until it hits a lower limit set by the GM (generally DIF or AVG depending on the circumstances).  This detection assumes that the sniper has not made a major position change after his first shot.  The sniper will regain the benefit of non-detection if he can stealthily move to another position away from last shot fired.

Parachute (CON): Parachute is the ability to safely descend from an aircraft using a parachute or paraglider.  To land safely in most terrain is EZY.  To land safely in woods, cities, swamps, or water is AVG.  To land in a particular spot is DIF with a parachute and AVG with a paraglider.  Rigging or checking a rig is EZY.  Flying a hang glider is AVG.  Repairing a parachute, paraglider, or hang glider is EZY.  Making a parachute, paraglider, or hang glider is DIF.

Persuasion (CHR): Persuasion, a skill at convincing other people to act as you wish them to, includes such things as haggling for a bargain, rousing a crowd to action, and convincing an enemy to let you go.  The GM will set the difficulty level based upon the specific situation and exactly what sort of a speech you make.

Philosophy (EDU): The character is familiar with thought and the different ways of looking at human existence.  It also covers the philosophies of different religions, both ancient and modern.  Although not a cascade skill, a character should choose an area of specialty.

Photography (EDU): An understanding of how to best use a camera to take a photo.  This skill also covers the development and manipulation of photographic images, provided the character has access to darkroom facilities.

Physics (EDU): Physics represents a theoretical knowledge of the workings of the universe.  Although not a cascade skill, for role-playing purposes, players who choose this skill for their characters should designate some area of specialization.  Examples include geophysics, astrophysics, or molecular physics.

Pickpocket (AGL): This skill involves both misdirecting a person's attention and then surreptitiously removing an item from their person.  Generally, the victim will get an Observation skill check to notice the theft.  The Observation skill check is treated as an opposed check, comparing the Observation skill level to the Pickpocket skill level.

Pilot (INT): Flying at or below the craft’s listed safe cruise or combat speed is an automatic success, while traveling at up to twice the listed speed requires an AVG skill check.  The most difficult part of flying is taking off and landing; taking off or landing an aircraft normally requires an EZY skill check.  Piloting an aircraft can be complicated by mechanical difficulties, bad weather, and etcetera (see Mishaps in Section 5: Combat, for failed skill checks).  Pilot is a cascade skill including:

· Fixed-Wing.

· Rotary.

· Shuttle Operation (see Spacecraft Movement in Section 5).

Plant Empathy (EMP): Plant Empathy is similar to Animal Empathy, except with plants.  A sixth sense that allows a character to perceive the mental and emotional state of plants.  Of course, there generally is not much to do with a plant once you have made empathic contact, unless the plant is some sort of sentient Darkling plant.  The exact amount of information gained depends upon the quality of the empathic character’s die roll.  Note that the referee may impose additional levels of difficulty based on specific situations.

· Basic success reveals the presence and basic emotional state of one plant within a sphere centered on the sensing character and with a radius, in meters, equal to the power level of the success.

· Each additional stage of success allows the character to improve that information in one of three ways: (1) double the sphere's radius, (2) reveal all plants of one species, or (3) reveal the exact emotions and thoughts of a single target plant (GM’s discretion).

Production (EDU): This is a cascade skill covering the creation of performance pieces for the entertainment or education of others.  It includes:

· Film.

· Multimedia.

· Newspapers.

· Radio.

· Special Effects.

· Stage.

· Television.

Project Emotion (EMP): The Project Emotion skill allows a character to use an empathic link to instill emotions in other creatures.  In order to use this skill, first an empathic link must be established, using either Animal Empathy for animals, or Human Empathy for humans.  As with Empathic Healing, the Power Level of the contact established serves as a limiter (highest possible result) for the quality of emotion projection.  Note that if the target's Willpower rating causes the attempt to fail (lowering the power level to 0), the target will feel the emotion but will recognize it as originating from outside themselves.

· Basic success with this skill means the target must make an EZY check versus INT to avoid acting the emotions out (running or cowering if frightened, arguing or fighting if angry, etc.)

· Each stage of success beyond basic increases the difficulty of the target's INT check by one level (+1 DL per Stage).

Project Thought (EMP): Like Project Emotion, Project Thought requires a preestablished empathic link in order to be effective, using Animal Empathy for animals and Human Empathy for people.  Only simple thoughts may be communicated to animals ("climb the tree" or "attack the man to the left." for example).  With human targets, the amount and quality of information communicated depends upon the power level of the empathic character's attempt.  As with Project Emotion, if the target's Willpower reduces the power level of a Project Thought attempt to 0, the target will recognize the thoughts as originating from someone else.

· Basic success means that a single, simple sentence may be communicated (as with animals).

· A Stage Two success allows the empath to project a ghostly (transparent, two-dimensional) vision.

· Stage Three makes this vision opaque and three-dimensional.

· Stage Four adds auditory hallucination.

· Stage Five appeals to all senses (except Empathy).

· Stage Six success allows the empathic character to control the target like a puppet.

Psychology (INT): This skill allows a character to judge the motive of another character.  It can be used, for example, to determine the truth or falsehood of statements the character makes.  Other uses are left to the GM.

Research (INT): The individual with skill has a broad understanding of the techniques that are used in researching information relating to people, places, and events.  This skill may be used to gain specific information the character is looking for, or as an enabling skill that will find information that will simplify another task.

Scrounging (INT): The ability to find manmade objects, such as spare parts, ammunition or tools.  When a character attempts to find an object, he or she must specify a search location.  The GM will need to determine a difficulty level based on the environment and the object being sought; the higher the character’s skill in scrounging, the greater the chance they have of finding something in an unusual place.

Scuba (CON): The ability to use underwater breathing apparatus safely.  Avoiding a mishap while underwater (EZY); Navigation underwater (AVG).  This skill may not be taken at a level higher than the characters swimming skill.

Small Arms (STR): This indicates a familiarity with firearms.  If a Critical Failure occurs during rapid fire and character has any Small Arms skill, they may stop firing; otherwise the character continues to fire.  Small Arms is a cascade skill with:

· Pistol, see Direct Fire, Section 5: Combat for its uses.

· Rifle, see Direct Fire, Section 5: Combat for its uses.

	Option: Small Arms Expertise


Expertise with a particular firearm can be gained through extensive practice.  To represent this dedication to a particular weapon, players may spend experience points to gain Expertise Levels in a specific small arm.  The selected weapon is treated as a sub-cascade skill and is recorded as Small Arms (Pistol or Rifle: Specialty Weapon, Expertise Level).  The table below indicates the benefits and XP cost of such specialization.  Each specialization must be taken with a specific firearm.  Multiple specializations may be chosen, but the Expertise Levels must be purchased separately.

Benefit: Skill Level bonus, enhanced chance for an Outstanding Success, reduced chance for a Catastrophic Failure, and a Strength bonus to help compensate for recoil with the chosen firearm.

Detriment: The only detriment is the expenditure of XP to purchase Expertise Levels.

Level
XP

Cost
SL

Bonus

Outstanding

Success
Catastrophic

Failure
Recoil

STR Bonus
Basic

--

±0

-8

+8

±0

I

100

+1

-7

+9

+1

II

120

+2

-6

+10

+2

III

140

+3

-5

+11

+3




Stalking (INT): Stalking is the urban equivalent of Tracking.  It involves following a quarry that typically does not want to be followed.  But instead of looking for prints and droppings, the stalker is skilled at judging the quarry's path by watching for unconscious signs from bystanders, gauging distances to alleys, peering into shadows, and the like.  Characters adept at Tracking can substitute that skill for Stalking at one difficulty level higher than normal.

Stealth (AGL): This is the ability to move about without drawing notice.  It is an AVG difficulty task to move, unnoticed to within one meter of another character at night.  The same task becomes DIF in daylight (assuming there is some reasonable route to approach by).  Also, attempts to track or stalk a stealthy character require the tracker to subtract their target's Stealth level from their Tracking or Stalking skill before making their task rolls.

Streetwise (INT): Streetwise is a general knowledge of how to survive in the roughest parts of an urban environment.  It includes such things as knowing how to project and image that engenders respect among the locals and recognizing where to go to find what you want.

Survival (INT): A character with Survival is familiar with the techniques required to gather food and water and to create shelter while trapped in hostile or remote environments.  It is a cascade skill and includes:

· Arctic.

· Desert.

· Ocean.

· Temperate.

· Tropical.

Swimming (CON): Swimming is the ability to stay afloat and move in water.  Floating is an AVG difficulty task when fully clothes; EZY with little or no clothing.  Each kilogram of equipment effectively reduces a character's Swimming skill level by one.  If the task is failed, the character sinks and will drown within a number of combat rounds equal to his CON score.  Shedding clothing and/or equipment (one round) allows a new attempt at the task.  If the task is successful, the character floats and may swim at a speed equal to her (adjusted) Swimming skill, in meters per Combat Round.  Characters have a swimming endurance equal to five times their CON.  Floating without clothes uses 0 endurance points; floating while clothed uses one point per minute (2 combat rounds).  Swimming unclothed uses one per minute at half speed and five per minute at full speed.  Clothed swimmers use double that endurance and move at half that speed.  To tow another person while swimming requires and AVG skill check and halves speed.  Diving without an aqualung is an AVG task for up to five meters in depth, or a DIF task up to 10 meters.

Thrown Weapons (STR): This is a skill at throwing objects to hit targets.  Specifics of this skill's use in combat are explained in Thrown Weapons, Section 5: Combat for its uses.

Tracking (INT): Tracking is a skill used for trailing creatures in a rural environment.  It includes knowledge of prints, droppings, and habits of wilderness animals, but can be used to track human quarry as well.  Characters adept at Stalking can substitute that skill for Tracking at one difficulty level higher than normal.

Vehicle Use (INT): Driving at or below the vehicle’s listed safe on-road or off-road cruise or combat speed is an automatic success.  Traveling at up to twice the safe speed requires an AVG skill check.  Most ground vehicles (excl. bicycles) can travel at up to three times the safe speed, this requires a DIF skill check.  Driving can be complicated by mechanical difficulties, bad weather, and etcetera (see Mishaps in Section 5: Combat, for failed skill checks).  Vehicle Use is a cascade skill that includes:

· Heavy Vehicle, which involves primarily military vehicles and very large construction equipment.

· Motorcycle.

· Wheeled Vehicle, which includes everything from sports cars to semi-trucks.

Vessel Use (CON): Piloting at or below the craft’s listed safe cruise or combat speed is an automatic success, while traveling at up to twice the listed speed requires an AVG skill check.  Piloting a watercraft can be complicated by mechanical difficulties, bad weather, and etcetera (see Mishaps in Section 5: Combat, for failed skill checks).  Vessel Use is a cascade skill that includes:

· Boat, which involves anything from a rubber raft to a large motorboat

· Hovercraft.

· Ship, which involves watercraft from yachts to oil tankers.

Willpower (INT): This skill reflects strength of character that resists domination by outside forces and perseveres in the face of adversity.  The skill is typically used in two different ways.  First, it is an automatic subtraction from the power level of all Empathic attacks directed at the character.  Second, the GM may require a Willpower check to be made if the character witnesses particularly horrifying events.  The difficulty level of the check will be decided by the GM, based upon the exact circumstances, and the results of failure could range from characters losing their most recent meal, to running away, to fainting from shock.  Exact results are to be decided by the GM.  In general, the easier the Willpower check, the less severe the effects of failure.

Willpower Drain (EMP): Sometimes, in order to succeed at an empathic attack, a character first has to overcome a victim's Willpower.  Willpower Drain allows a character to do so.  It requires an AVG skill check, minus the target's EMP score.  Each Stage of success reduces the target's Willpower by one SL for the duration of the encounter.  Often, several successive attacks are required to "soften up" the target sufficiently for other EMP skills to have a chance of success.  Depending upon the circumstances, the GM may choose to adjust the Willpower Drain's Difficulty Level upward or downward to account for such things as a wounded defender or attacker, a captive target, and etc.
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