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Yags Science Fiction

The standard character generation rules for Y ags assume a
modern setting, and though the mechanics are pretty similar
in other settings, the skills and backgrounds available can be
quite different in most science fiction settings.

Even so, what is presented here are generic rules for science
fiction, which make a number of assumptions about how
technology works, and what the course of history has been.
They may apply to some specific settings better than others,
and GMs are encourage to make changes to fit their own
settings. The following assumptions are the main ones.

Human centric. Most people within the campaign are
human, or at least human enough such that they don't require
special rules. Aliens are either non-existant, rare, or not
playable as PCs.

One Empire: Most of humanity is spread across a single
Imperium that spans tens of thousands of star systems,
and travel between these systems is relatively common and

cheap.

Jumpdrives: FTL travel isby ajump drivewhich cantravel
afew light yearsaday. FTL communication isn't possible.

Meat space: Something prevents run away computing
power in the early 21st century, making true Als very rare,
and reducing the effects of Cyberspace redlities.

These assumptions may sound familiar. They match quite
closely to Mortals campaign setting which has been
developed for Yags, but are also based on the idea of
allowing adventures grand in scope, whilst trying to focus
adventures on characters rather than technology.

Advancement and Progression

Charactersare assumed to start asfully trained professionals,
alot of them probably in their thirties. As such, progression
after character generation is meant to be slow, with
most achievements being in the form of contacts, wealth,
reputations and knowledge.

Some Definitions
Attributes

There are 8 primary attributes to define, and all begin with
a score of 3 (which is average for an adult human). The
minimum for any attribute is 2, the maximum is 8, though
anything above 5 is considered to be very exceptional.

Strength: How strong you are, including your ability to lift
and hurt things. If you have a high strength then you will
tend to be larger as well.

Health: A measure of your physical fithess and stamina.
Health isused in checksto remain alive after being seriously
wounded.

Agility: Your agility represents your quickness, athletic
prowess and balance. It is used for brawling, wrestling,
sneaking, reaction tests and acrobatics.

Dexterity:  Dexterity is your hand-eye coordination,
sleight-of-hand and skill with melee weapons. Pistols also
use dexterity, and rifles may use dexterity or perception.

Perception: How aert you are, and the general quality
of your senses. If perceptive, you are good at hiding and
noticing things. Rifles and larger weapons use perception.

Intelligence: A measure of your wit, cunning, memory and
intuition. Knowledges are based on intelligence, asare logic
and reasoning skills.

Empathy: Empathy is your ability to understand others. It
is used to make friends, convince people emotionally, or to
tell if someone islying to you. Empathy doesn't affect your
intentions to be nice or nasty, but does affect how well you
notice other people's feelings.

Will: Y our Will isameasure of mental fortitude, being used
toresist psi, instincts and emotions. A high Will makes you
agood liar, alow Will means you are gullible and likely to
giveinto fear, lust and greed.

Skills

Skills are abilities which are gained through study,
experience and training. There are 8 basic skills (talents)
which all being at a score of 2, al other skills are assumed
to start at zero unless stated otherwise for your background.

A skill of 4 isconsidered to be atrained professional, 6isan
expert, 8 is elite and 10+ is a true master of the profession.
Skills above 15 are pretty much unheard of.

Techniques

Techniques are specialities bought within a particular skill.
They enableyouto perform actionsthat would beimpossible
or hard without it, or grant a bonus in certain situations
(sometimes to related skills).

Example Characters

The following example characters should give an idea of
what is possible using Yags. They have all been built using
the character generation system given here. Each states the
order of priorities chosen at character generation time.

Adkhar Sagaruu (200 points)

Male Vilani, Age 31

Military science officer, biowarfare specialist.

Str Hea Agi Dex Per Int Emp Wil
3 3 3 4 4 6 3 2
Talents: Athletics- 3; Awareness- 3; Brawl- 3; Charm- 2; Guile- 4;
Sleight- 2; Stedlth- 2; Throw- 2;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;
Combat: Pistol- 4;

Academic: Biology- 7; Chemistry- 7; First aid- 2; Mathematics- 4;
Medicine- 5; Psychology- 2; Research- 5; Science- 5; Sophontology- 4;
Technical: Computer operation- 6;

Yags Science Fiction (Yags SF 1.2) Samuel Penn (c) 2008




2 Yags SF

Techniques

Combat reflexefMelee] (2) , Hard to kill[Brawl]] (2) , Quick
load[Firearms] (2) , Biochemistry[Chemistry] (4) , Biowarfare[Biology]
(4) , GeneticgBiology] (4) , Xenobiology[Biology] (4) , Computer
programming[ Computer operation] (4) .

Advantages

Military rank.

Background:

Initially on a path that would keep him in Academia,
Adkhar'sinterest in biochemistry eventually led him into the
shady area of biowarfare, and soon found himself snapped

up by the military.

Though primarily a researcher, Adkhar has had basic army
training, and does occasionally get hishandsdirty by getting
involved in field work, either advising with the deployment
or testing of new weapons, or advising in how to protect
against possible threats.

Priorities were experience, attributes and background.

Enli is an ex-Imperial army soldier who decided there was
more money to be made going private. He has been involved
in plenty of front line action, as well as advising on strategy
and the training of local forcesin modern military tactics.

Priorities were attributes, experience and background.

Eneri Riisha (100 points)

Male Vilani, Age 31

Idlerich.

Str Hea Agi Dex Per Int Emp Wil

3 3 3 3 4 4 5 4

Talents: Athletics- 3; Awareness- 3; Brawl- 3; Charm- 6; Guile- 6;
Sleight- 2; Stedlth- 2; Throw- 2;

Knowledges: Arealore (Imperium)- 4; Speak Gaanglic- 4;

Combat: Pistol- 2; Rifle- 2;

Vehicle: Drive- 3; Pilot- 3; Spaceship operation- 2; Spaceship piloting- 4;
Social: Dance- 2; Etiquette- 3; Perform- 2; Politics- 2;

Sport: Fencing- 2;

Techniques

Carousing[Social] (2) , Seduction[Social] (4) .

Advantages

Very rich, Noble, Good looking, Blackmailed.

Background:

Eneri isaminor noblewith alot of money. Apart from sport,
attending parties, flirting, and running around the Imperium

in one of his expensive yachts, he doesn't have alot to do.

Priorities were Background, Attributes and Experience.

Jennifer Sandeman (200 points)

Female Solomani, Age 35

Solomani terrorist.

Str Hea Agi Dex Per Int Emp Wil

4 4 5 5 3 3 2 3

Talents: Athletics- 5; Awareness- 5; Brawl- 4; Charm- 3; Guile- 3;
Sleight- 2; Stealth- 5; Throw- 3;

Knowledges: Arealore (Solomani Rim)- 4; Speak Galanglic- 4;

Combat: Pistal- 5; Rifle- 2; Tactics- 5;

Criminal: Burglary- 6; Demalitions- 6; Forgery- 2; Psionic Block- 4;
Security systems- 2; Streetwise- 6;

Other: Drive- 4;

Techniques

Improved psionic block[Psionic Block] (4) , Combat reflexesMelee]
(2) , Had to kill[Brawl] (2) , Quick load[Firearms] (2) , Sharp
shooter[Firearms] (4) , Multiple targetFirearms| (4) , Surprise
attack[Tactics] (2) , Tactical move[Tactics] (4) , Close combat[Brawl] (2) .
Advantages

Lucky, Good looking, Criminal.

Background:

Born and bred on Terra, Jennifer comes from a family
of activists who were fighting for the freedom of their
homeworld from the tyranny of the Imperium. After her
family was killed, the Imperium tried to make her a model
citizen, and she was educated and eventually trained in the
Imperial Army. However, her hatred of the Imperium was

rekindled and her 'conditioning' broken by friends of Terra.

She now acts actively against the Imperium whenever
possible.

Priorities were experience, attributes and background.

Enli Lishenii (150 points)

Male Vilani, Age 34

A mercenary soldier.

Str Hea Agi Dex Per Int Emp Wil

5 3 6 6 4 3 2 2

Talents: Athletics- 3; Awareness- 3; Brawl- 5; Charm- 2; Guile- 2;
Sleight- 2; Stealth- 4; Throw- 4;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;

Combat: Pistol- 5; Rifle- 6; Tactics- 3;

Military: Demolitions- 2; Strategy- 4; Surviva- 4; Teach- 2;

Vehicle: Drive- 2; Heavy weapons- 3;

Technical: Security systems- 2;

Techniques

Swimming[Athletics] (2) Zero gravity[Athletics] (2) Close
combat[Brawl] (2) , Combat reflexes{Meleg] (2) , Desert survival[Survival]
(4) , Jungle survival[Survival] (4) , Hard to kill[Brawi] (2) , Ignore
pain[Brawl] (4) , Quick load[Firearms] (2) , Sharp shooter[Firearms] (4) ,
Triple shot[Firearms] (6) , Multiple targets[Firearms] (4) .

Advantages

Large.

Background:

Khugi liken (200 points)

Male Vilani, Age 31

A special forces soldier.

Str Hea Agi Dex Per Int Emp Wil

4 4 4 6 4 3 2 2

Talents: Athletics- 4; Awareness- 4; Brawl- 6; Charm- 2; Guile- 2;
Sleight- 2; Stealth- 5; Throw- 4;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;

Combat: Pistol- 5; Rifle- 8; Tactics- 5;

Military: Demolitions- 3; Psionic block- 3; Survival- 4;

Vehicle: Drive- 2; Heavy weapons- 3;

Techniques

Swimming[Athletics] (2) Zero gravity[Athletics] (2) Close
combat[Brawl] (2) , Combat reflexes{Meleg] (2) , Jungle survival[Survival]
(4) , Desert surviva[Survival] (4) , Arctic survival[Survival] (4) , Hard
to kill[Brawl] (2) , Ignore pain[Brawl] (4) , Quick load[Firearms] (2)
, Sharp shooter[Firearms] (4) , Triple shot[Firearms] (6) , Controlled
firg[Firearms] (4) , MultipletargetsFirearms] (4) , Surprise attack[ Tactics]
(2) , Tactical move[Tactics] (4) .

Advantages

Cool.

Background:
Khugi likenisaspecial forcessoldier serving inthe Imperial
Army. Trained for black ops missions, he is skilled at
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close combat, survival in harsh environments and covert
operations.

Priorities were Experience, Attributes and Background.

Mazun Shaim (200 points)

Male Vilani, Age 29

High tech thief.

Str Hea Agi Dex Per Int Emp Wil

3 3 5 5 3 4 4 2

Talents: Athletics- 6; Awareness- 4; Brawl- 3; Charm- 5; Guile- 5;
Sleight- 5; Stealth- 5; Throw- 2;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;

Combat: Pistol- 2;

Military: Demolitions- 2;

Business: Administration- 2; Law- 2; Trade- 2;

Technical: Computer operation- 3; Security systems- 8;

Vehicle: Drive- 4;

Criminal: Burglary- 5; Forgery- 2; Streetwise- 5;

Techniques

Climbing[Athletics] (4) , Sure footed[Athletics] (4) , Swimming[Athletics]
(2) , Underwater swimming[Athletics] (4) , Carousing[Social] (2) ,
Seduction[Social] (4) , Light sleeper[Awareness] (4) .

Advantages

Good looking.

Background:

A smooth talking conman and thief, with skills in social
engineering and breaking high-tech security systems aswell
asold fashioned burglary. Mazun'saimisto not be seen, and
to avoid confrontation whenever possible. Though he carries
a gun, it is more for self defence against other criminal

elements than for use on his jabs.

Priorities were experience, attributes and background.

Though she spends most of her time overseeing the
maintai nence of fighter wings aboard Imperial capital ships,
sheisalso happy to operatein morefront line roles, advising
and aiding in military operations planetside.

Priorities were experience, attributes and background.

Shana Direma (150 points)

Female Vilani, Age 28

Martial arts specialist.

Str Hea Agi Dex Per Int Emp Wil

4 4 7 6 3 2 2 2

Talents: Athletics- 5; Awareness- 4; Brawl- 4; Charm- 2; Guile- 2;
Sleight- 2; Stealth- 3; Throw- 2;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;

Combat: Aikijutsu- 4; Jujutsu- 4; Karate- 7; Pistol- 4; Tactics 5;

Other: Burglary- 2; Streetwise- 2;

Techniques

Combat reflexes|Meleg] (2) , Reflex dodge{Melee] (4) , Hard to kill[Brawi]
(2) , Quick load[Firearms] (2) , Surprise attack[Tactics] (2) , Tactical
move[Tactics] (4) , Close combat[Brawl] (2) , Unarmed combat[Brawi]
(4) , Attack is defence[Karate] (4) , Fast attack[Karate] (6) , Harmful
blow[Karate] (6) , Aikijutsu defence[Aikijutsu] (2) , Jujutsu blow[Jujutsu]
2.

Advantages

Lucky, Good looking, Poor.

Background:

Trained in various martial arts, Shana has drifted towards
a life in the grey regions of society, acting as part time
body guard and criminal, depending on what sort of jobs are
available.

Priorities were attributes, experience and background.

Nashu Uamder (200 points)

Female Vilani, Age 35

Imperial navy starship mechanic.

Str Hea Agi Dex Per Int Emp Wil

3 3 3 5 3 5 3 3

Talents: Athletics- 2; Awareness- 3; Brawl- 3; Charm- 2; Guile- 2;
Sleight- 3; Stealth- 2; Throw- 2;

Knowledges: Arealore (Imperium)- 4; Speak Galanglic- 4;

Combat: Pistol- 4; Rifle- 4;

Military: Combat engineering- 5; Demolitions- 5; First aid- 2;

Academic: Astronomy- 1; Research- 1;

Technical: Computer operation- 4; Engineering- 5; Mathematics- 3;
Mechanics- 8; Science- 2; Scrounging- 6; Security systems- 5; Spaceship
systems- 2;

Vehicle: Drive- 2; Pilot- 2; Spaceship piloting- 2;

Techniques

Grav  tech[Mechanics]  (4) Medica[Mechanics]  (2)
Computers[Mechanics], Sensors]Mechanics], Power plantsiMechanics],
Spaceships[Mechanics], Jump drives[Mechanics], Cars]Mechanics], Zero
gravity[Athletics] (2) , Quick load[Firearms] (2) , Sharp shooter[Firearms]
(4) , Combat reflexes[Melee] (2) , Hard to kill[Brawl] (2) .

Advantages

Minor reputation.

Background:

Nashu is an engineer for the Imperial Navy, and she has a
reputation of being able to fix anything under the worst of
combat conditions. Initially she began training as a marine,
but was discovered to have an aptitude for fixing and

building things.
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Building a Character

Designing a character for Yags SF is a relatively
straightforward process. As always, you will need a
character concept before hand, which will depend on the
type of campaign being run by the GM, the type of
characters everybody else is taking, and your personal
preference.

There are no set character classes to choose from, instead
abilities are purchased from a number of point pools
- attributes, experience and background. Which of theseis
given priority (and so has the most points available) is up
to you.

Characters begin the game very experienced, potentially
equivalent to action heroes. However, there will be others
who are better than they are.

Priorities

Once you have determined the type of character you
wish to play, it is time to determine the priorities of that
character.

Attributes: A typical adult human has a score of 3 in
every attribute. By prioritising this, you may start with
more attributes at a much higher level.

Background: Allows you to choose some specia
advantages for your character, from wealth and social
status to psionic ability. If you want to play a non-human,
then thisis also a background cost.

Experience: Coversgenera experience and governs how
many skills you start with, as well as the maximum skill
level of any one skill at generation time. These points can
be spent on any skills and techniques.

When designing your character, you should choose which
areawill be primary, which secondary and which tertiary.
Y our choice only affects the number of points placed into
each area at character generation, and has no effect after
this point.

The above three groups determine all aspects of your
character according to the rules. Before players can make
their decisions however, the GM (and the group) needs
to decide what the genera level of the campaign will
be. This determines how good PCs are when they start,
and indirectly the type of adventures they will be getting
involved in.

Citizen of the Galaxy

Category Primary Secondary Tertiary
Attributes +5/5 +2/4 0/4
Experience 100/6 60/5 40/4
Advantages 3 1 0

Seasoned Traveller

Category Primary Secondary Tertiary
Attributes +8/6 +5/5 +2/4
Experience 100/7 75/6 50/5
Advantages 4 2 1

Hero of the Imperium

Category Primary Secondary Tertiary
Attributes +12/8 +6/6 +3/5
Experience 200/10 150/8 100/6
Background 6 3 1

Where two numbers are given (e.g. 12/8), the first number
is the number of points that may be spent, and the second
number isthe maximum level that an attribute or skill may
be raised to. The meaning of these values is described in
the sections below.

Attributes

For player characters, attributes are generally rated on a
scale of 1 to 10. Humans are limited to arange of 2 to 8,
though some aliens can go outside of this. A typical adult
human is considered to have a score of 3 in each attribute.
A description of what thevariouslevelsrepresent, and their
costs, are given in the table below.

The number of points that may be spent on buying up an
attribute depends on the priority you chose for attributes
- 12 points for primary, 6 for secondary and only 3 for
tertiary. Thischoice a so limits the maximum you may buy
an attribute up to.

Score Cost and description

10 Super alien. The limit of what most aiens can

achieve, and far ahead of any human.

Super human. Beyond want humans can achieve,

and only found in a select few alien species.

Amazing (+15 points). At the limit of human ability,

which only a few people in human history have

attained.

Outstanding (+10 points). The best Olympic athletes

and the most renowned of academics will have this

level of attribute.

6 Superb (+6 points). Far above human average,
attained not by chance but through dedicated training.

5 Exceptional (+3 points). Obviously exceptional.
Attributes higher than this are normally only attained
through training and dedication.

4 Good (+1 point). Significantly above average for an
adult. About 5% of the population has this level or
above.

3 Average (0 points). Typical average for an adult.
About 90% of the population.

2 Poor (-2 points). Significantly below average, the
bottom 5%.

1 Terrible. Obviously impaired compared to a typical
human. An attribute of thislevel is almost worthless.

Levels outside of the range 2-8 cannot be purchased, but

are reserved for alien species. Some aliens get a bonus or

penalty to a given attribute, and this bonus applies after
you have purchased the attribute. Y ou may not purchase an
attribute to alevel that would cause it to be shifted outside

of the 1-10 range once speciesmodifiers have been applied.

©
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Experience

Experience gives you experience points which may be
spent on pretty much any skill. The table gives two
numbers, in the form points/maximum.

The first number is the total number of experience points
you may spend on skills. The second number is the
maximum skill level any single skill can be raised to.

Background

You may select one or more background options, which
may be advantages or disadvantages. You may take as
many advantages as you have points for, plus optionally
one disadvantage which gives you an extra point to spend
on an advantage.

Advantages

Blackmail (+1):

Y ou haveinformation on someonethey really don't want to
bemade public. Who they areisuptoyou, but generally the
moreimportant they are the less damaging the information
is. You can get some money out of them, or sometimes
the odd favour, but they will always be looking to get rid
their problem permanently, especially if you push them too
hard.

Cool (+1):
Y ou remain cool under stress. Gain a+2 bonusto your Will
to resist fear, terror and anything else which may break
your cool.

Good looking (+1):

You are extremely good looking, and can use it to your
advantage in your dealings with anyone who finds you
sexually attractive, or in asituation where being smart and
presentable would be an advantage. Gain a +1 bonus to
whatever attribute you are using (normally Empathy).

High nable (+3):

You are a member of the mid-ranks of the Imperial
nobility, being highly ranked in a sub-sector, or of lesser
importance in a sector.

Intelligent item (+1):

You have an item (possibly a weapon, likely some item
of electronic equipment) which has amachineintelligence
programmed into it. It is capable of some independant
thought, though is more a Turing Personality capable
of following instructions. It can only do what it would
normally be capable of, and only sense through whatever
sensorsit has. Itisno smaller than asmall handgun or PDA.

Large (+1):

You are very large, being both tall and heavily built. You
have abonus of +1 to your Sze(raising it to 6 for humans),
which provides you with an extra level of wounds and
stuns. You also have extra reach, and any reach 0 melee
attacks are instead considered reach 1. Y ou may not have
a Srength below 4.

Lucky (+1):

You are lucky, and receive a +1 to luck checks. Y ou may
also spend your luck as a luck point, to get out of deadly
situations. Y ou may take this multiple times.

Major Reputation (+3):
You have a good reputation in a sector for some
achievement of your youth.

Military rank (+1):
You are an officer in one of the Imperial armed forces.

Minor Reputation (+1):
You have a good reputation in a sub-sector for some
achievement of your youth.

Noble (+1):
Y ou are amember of the lower ranks of Imperial nobility,
or have a high social status for some other reason.

Rich (+3):

You are rich, with a total net worth of about 100 million
credits. Most of this will be in property and shares, but
you will have about 10% of this as immediate disposable
income.

Sexy (+3):

Aswell asbeing good looking, the way in which you walk,
talk and dress comes across as very sexy to anyone who
would be sexually attracted to you. Otherswill tend to flirt
with you given a chance, and you may gain +2 to Empathy
in such situations.

Starship (+3):

Y ou own asmall jump-capabl e starship. Choose one of the
common jump capabl e starships up to 200t. Y ou probably
couldn't have afforded to buy the ship, so you may have
won it in a game, rescued it from a wrecker's yard, or
simply obtained it through shady means.

Though it may not look like much, it hasit whereit counts,
being (mostly) reliable, and tuned to being just that bit
better than would normally be expected. It may need to be
ableto defenditself (though not too well to draw attention),
and there'salways a need to have somewhere to stuff things
you don't want Imperial customs inspectorsto find.

Useful friends (+1):

You have friends in useful places. They may be Imperial
bureacrats, members of the Navy, or even group of
terrorists, pirates or underworld bosses who you used to
have dealings with. They are willing to help you if you
have the need, though their friendship can only be pushed
so far, and often they'll want afavour in return.

The sort of help they will be willing and able to provideis
up to you and the GM. The greater the power and influence
the friend has, the more they will be constrained in what
they can do, especially if helping you could harm their
reputation.

Very Rich (+5):
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You are very rich, with atotal net worth in the billions of
credits.

Wealthy (+1):
You are comfortably well off, and have a total net worth
of around a million credits. Most of thiswill be tied up in
property, vehicles and other items which will be hard to
sell inahurry.

Y ou are not wealthy enough to be able to give up working
if you wish to maintain your lifestyle.

Disadvantages

Barbarian (-1):

You are from a low tech culture that has little or no
knowledge of spaceflight or electronics. Y ou may not start
with any high tech skills, and always suffer a -1 attribute
penalty when trying to use such skills.

Blackmailed (-1):

Somebody has information that if made public would ruin
your career, your family and possible end your life. To
make matters worse, they have no qualms about using the
threat of releaseto request small favoursfromtimetotime.
Of course, these favours are alwaysillegal and unsavoury,
and if anyonefinding out about these actions, it would also
be bad for your career, your family and possibly your life.

Criminal (-1):

You are a wanted criminal, with a bounty on your head
for crimes against humanity. Y our crimes could have been
anything from murder to terrorism. Remember that you are
wanted across al of Known Space - this is more than just
upsetting alocal government.

It isassumed that you normally travel with afalseidentity,
but with genetic screening and face recognition common
at large starports, you can't stay using one identity for too
long.

Cybernetics (-1):

Cybernetics are generally viewed with suspicion
within Known Space, and those that have cybernetic
‘enhancements’ such as limbs or hands may be treated
unfavourably, especialy at customs inspections and the
like.

Y ou have acybernetic replacement for some bodypart such
asanarmor eye. It providesno real benefit, andissimply a
medical replacement for the original which was lost when
regrowth technology was unavailable to you.

Dead (-1):

Due to an accident during your early career, or because of
combat action, you are dead. If you select this option then
you need to generate a new character.

[lliterate (-1):

Illiteracy is rare in civilised culture, especially on
technological worlds, but it is not completely unheard of.
You are unable to read or write (in any language), which
can also make use of a computer difficult. Learning the

skills later will be difficult for you. Thisisasocia stigma
aswell as apractical problem.

Poor (-1):

Y ou are very badly in debt, and havelittle or no posessions
or wealth of your own. Depending on your social rank, the
government, banks or criminal element may be seeking a
share of any wealth you do obtain during the game.

Psionic susceptibility (-1):
You are particularly susceptible to psi attacks. Any
resistence rolls you make against psionics are halved.

Small (-1):

You arevery small, and your Szeisonelessthan it would
normally be, meaning you have one less levels of wounds
and stuns (loosing the -0 level). You may not have a
Srength above 4.

Ugly (-1):
You arevery ugly, and receive a-1to Empthy when trying
to persuade someone of your own race.

Unlucky (-1):
Y ou are unlucky, and receive a-1 to luck checks.
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Skills

There are a wide range of skills available to Imperium
characters, the most common of which are described here.
There is a focus on those skills which are common within
the high technology of the Imperium, and though low tech
skills can be learnt, they are uncommon and are described
elsewhere.

There is a high level of education throughout most of the
Imperium, and the huge economic base means that people
can afford to spend longer specialising in one area. As such,
higher level skillswill encountered more often, even if only
finding a specialist is alot easier when you can just search
for their website.

A skill at a level of '2' represents those who have basic
familiarity with the skill. A skill of 2 is sufficient to drive a
car safely, operate acomputer with confidence, or fireagun
reasonably on afiring range.

A skill at alevel of '4' represents having good knowledge
of a subject. Most people will have a skill of at least 4
in the primary skills necessary for their jobs, or in those
skills they've been using on a regular basis for a long
time. A person who has driven a car for many years
probably has a Drive of 4; office administrators probably
have Computer operation and Administration at 4. Most
regular army personnel will have 4 in basic combat skills.

A skill of '6' represents special training or lots of experience.
The difference between someone who has done something
alot, and someone who has had advanced training, is often
represented by the latter knowing alot of techniques related
to that skill.

A skill of '8 or above is normally only held by those who
have studied or trained very hard. Special forces operatives
may have 8 or more in their primary skill, and well known
academics will also have this sort of level.

Types of Skills
Standard skills

Most skills are considered to be standard skills. Such skills
can be learnt relatively easily, including being self taught.
They can a so be used by a character who has askill of zero,
though such an attempt fumbles on a natural one or two.

Talents

Talents are skills which are known by everyone from
childhood onwards. They are treated just as standard skills,
with the exception that all characters start with a skill level
of twoin al talents.

There are only eight talents, and are listed by default on
the character sheet. Talents are sometimes marked with an
asterix (*).

Knowledges

A knowledge is a special type of skill which cannot be
attempted unlessthe character hasaskill level of at |east one.
They can rarely be self taught, requiring a teacher or study
aid (such as abook) to learn from.

Languages

Language skills are treated on a scale from one to four, and
arenot normally 'rolled’ like other skills. Instead, the level of
skill gives aguide to how much of aconversation acharacter
can understand.

Level one: The character can recognise the language and
knows a few words, but cannot put sentences together.

Level two: The character can understand and form basic
sentences. The character can probably get by in the market
orinaninn.

Level three: Thecharacter hasagood grasp of thelanguage
and can hold adecent conversation. They will obviously still
be a foreigner however, and many unusual words will be
beyond their understanding.

Level four: The character isfluent in the language. If they
are aforeigner, then they may still have an accent, but they
will not have any problems communicating.

Level five and above: If the character is a non-native
speaker, then they can speak without an accent. This level
and beyond gives detailed knowledge of different dialects
and really obscure words, but is not of use in everyday
conversation.

Skill Rules
Defaults

Some skills have a default - this will generally be one of
the talents. If desired, the default can be used instead, but
the result (after the die rall) is halved, plus the chance of
fumbling is doubled.

A default skill may also restrict the type of tasks which are
possible. For example, Trade defaultsto Guile, but the latter
can only be used to barter, and isn't much useif the character
needs to know the real value of goods.

Pre-requisites

A few skills have pre-requisites. Before this skill can be
purchased at level one, al pre-requisites must be met. A skill
like Physics might have a pre-requisite of Mathematics-2
and Science-2 for example, which means both skills must be
known at level 2 before buying physics.

Further, the main skill may never be more than double the
level of any of the pre-requisites. A physicist would have
to raise their Mathematics and Science to at least 3, before
raising Physicsto 6.
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A character cannot put pointsinto a skill if the next level of
skill is not allowed.

Limited Skills

Under some genres, a skill may be limited by another skill.
This concept is mostly limited to knowledge or science
skills. When a skill is limited by another skill, the first skill
may never be more than half the score of the second.

For example, during the Enlightenment, when Science was
being discovered, the Science skill is limited by Natural
Philosophy. If acharacter hasaNatural Philosophy of 7, then
their Science cannot be higher than 3 (since raising it any
higher would make it greater than 3.5). Once the character's
Natural Philosophy has been raised to 8, then they can begin
to raise their Science to 4.

A character cannot put points into a skill if the next level of
skill is not allowed.

Skill Techniques

A Technique is a speciaisation of a skill, and may provide
bonuses or alow some particular specia action to be
attempted. A skill may have several techniques associated
with it, and some techniques can be used with more than
one skill. In the latter case, the technique only needs to be
purchased once - it can then be used with any skill which
usesit, aslong as the skill is of sufficient level.

A technique has a cost associated with it, which is the
number of experience points which need to be spent to buy
it. A level 6 technique costs 6 points to buy. The cost of
the technique is also the minimum skill level that must be
achieved before the technique can be purchased. If you do
not have the required skill at a sufficient level, then the
technique can't be bought.

Finally, a technique may have a prerequisite. These are the
techniques which must be known before this technique can
be learnt.

Buying a technique

Hard to kill is a level 2 technique which is based on the
Brawl skill. To buy it, you must have a brawl of at least 2,
at which point you can spend 2 points to buy Hard to kill.

Ignore painisalevel 4 technique whichisbased on Brawl
and which hasHard to kill asa prerequisite. If you havea
Brawl skill of 4 or more, and have already purchased Hard
to kill, then you can spend 4 points to buy Ignore Pain.

Some techniques will be based on a skill group rather than a
skill. In this case the technique can be purchased when any
skill in that group reaches the technique's level, but it can
only be used with those skills of sufficient level.

Buying skills

All characters who are part of the Imperium start with the
following skillsfor free at a score of 4:

Arealore (Imperium), Speak Galanglic.

Unless you are illiterate, you can automatically read and
write any language you have a skill in. You may swap the
Arealore (Imperium) for an Arealore of wherever you come
from, or speciaise in an individual sector (e.g., Area lore
(Spinward Marches)) if you wish.

Thereare also eight Talentswhich all characters start with at
ascore of 2. These represent skills which everyone picks up
during childhood, and include Awareness, Athletics, Brawl,
Charm, Guile, Seight, Stealth and Throw.

All other skills start at 0, and must be purchased. Increasing
askill by onelevel costsanumber of pointsequal to the new
level of the skill. Soto raiseaskill from 3to 4 costs 4 points.
Toraise askill from 0to 4 costs 10 points (1 + 2 + 3 + 4).

Skill list

The following skills are commonly available, and are
organised according to category. Some skills may be listed
more than once.

Academic

Anthropology(K) - The study of Homonids.
Archaeology(K) - How to dig up ruins.

Area lore(K) - Knowledge about a given region.
Astronomy(K) - The study of the stars and planets.
Biology(K) (Science) - The science of biology.
Botany(K) (Biology)

Chemistry(K) (Science) - The science of chemistry.
Criminology(K) - The study of crime.

Ecology(K) (Botany, Zoology)

Economics(K) - Knowledge of financial matters.
First aid - Healing injuries and other ailments.
History(K) - Knowledge of the past.

Law(K) - Knowledge of the law.

Mathematics(K) - Geometry, aglebra etc.
Medicine(K) - Diagnosis and healing.
Paleontology(K) - The science of ancient life.
Physics(K) (Science) - The science of physics.
Politics(K) - Knowledge of politics.
Psychohistory(K) - Predicting groups of people.
Religion(K) - Knowledge about gods and cults.
Research (Any Academic skill) - Being able to find information.
Science(K) - Basic science, logic and reasoning.
Sophontology - The study of intelligent species.
Surgery (Medicine) - Performing complex surgery.
Teach - The ability to teach people.

Theology(K) (Religion) - Theoretical knowledge about religion.
Vetinary(K) (First aid) - Healing for animals.
Zoology(K) (Biology)

Business

Accountancy (Administration) - Managing finances.
Administration - Being able to manage people and paper.
Current affairs(K) - Current affairs.

Economics(K) - Knowledge of financial matters.

Law(K) - Knowledge of the law.

Marketing - Managing advertising campaigns and PR.
Politics(K) - Knowledge of politics.

Trade (Guile) - Bartering and other merchant skills.

Combat
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Bow - Using all sorts of bows, except crossbows.
Brawl(*) - Punching, kicking, wrestling and dodging.
Chain weapon (Melee weapon) - Using chains, hunchuk or similar
weapons.

Crosshow - Using crossbows.

Heavy weapons (Rifle) - Using heavy machine guns.
Melee - Using a melee weapon in combat.

Melee weapon (Brawl) - Using a sword, club or spear.
Pistol (Rifle) - Firing pistols, revolvers and SMGs.
Rifle (Pistol) - Firing rifles.

Tactics - Knowledge of combat tactics.

Throw(*) - Using thrown weapons, and catching things.

Craft

Architecture(K) - How to design buildings.
Cooking - Preparing meals.

Handicraft - Skill at various village crafts.
Scrounging - Finding and fixing scrap.
Criminal

Burglary - Breaking and entering.

Demolitions - Blowing things up efficiently.

Forgery - Forging credentials.

Gambling (Guile) - Skill at playing card and dice games.
Intimidation (Guile) - Scare someone into doing what you want.
Psionic Block - Protecting your mind from psionic attack.
Sleight(*) - Sleight of hand.

Stealth(*) - Hiding and moving quietly.

Streetwise (Guile) - Dealing with the criminal underworld.
Surveillance systems (Security systems) - Spying on people with
electronic devices.

Torture - Making people talk.

Military

Combat engineering - Building things quickly.
Communication systems - Using radios and
communications gear.

Demolitions - Blowing things up efficiently.

Gunnery - Firing large vehicle mounted guns.
Hypersledding - Safely using orbital re-entry vehicles.
Intelligence analysis - Analysing intelligence data.
Military affairs(K) (Administration) - Knowledge of military matters.
Psionic Block - Protecting your mind from psionic attack.

Sensor systems - Using radar, sonar and other sensor systems.
Signal intelligence - Using sensor and communications equipment.
Spaceship gunnery (Spaceship systems, Gunnery) - Using
spaceship weapons.

Strategy - Military strategy and logistics.

Surveillance systems (Security systems) - Spying on people with
electronic devices.

Survival - Living in the wilderness.

Tactics - Knowledge of combat tactics.

Torture - Making people talk.

Sport

Bicycling (Athletics) - Being able to ride a bycle well.
Fencing - Fighting with light fencing weapons.

Gliding - Piloting an unpowered aircraft.
Hypersledding - Safely using orbital re-entry vehicles.
Star ship

Jump navigation(K) - Plotting a course through jump space.
Orbital navigation(K) - Plotting courses in a system.
Spaceship gunnery (Spaceship systems, Gunnery) - Using
spaceship weapons.

Spaceship piloting - Piloting a small space craft.
Spaceship systems - Operating a large spaceship.
Talents

Athletics(*) - Jumping, climbing and running.
Awareness(*) - General ability to notice things.
Brawl(*) - Punching, kicking, wrestling and dodging.
Charm(*) - Being nice to people.

Guile(*) - Using and recognising deceit.

Sleight(*) - Sleight of hand.

Stealth(*) - Hiding and moving quietly.

Throw(*) - Using thrown weapons, and catching things.
Technical

Communication systems -
communications gear.

similar

Using radios and similar

Computer operation (Intelligence, Electronic operation) - The skill
of using a computer.

Electrician (Electronics) - Fixing electrical things.

Electronics - Building electronic devices.

Engineering - The science of building things.

Machinest (Mechanics) - Building tools

Mechanics (Engineering) - Fixing machines.

Security systems - Using and evading security.

Sensor systems - Using radar, sonar and other sensor systems.
Signal intelligence - Using sensor and communications equipment.
Surveillance systems (Security systems) - Spying on people with
electronic devices.

Vehicle

Boating - Handling small watercraft.

Drive - Driving simple ground vehicles.

Gliding - Piloting an unpowered aircraft.

Heavy weapons (Rifle) - Using heavy machine guns.
Helicopter - Piloting a helicopter.

Hypersledding - Safely using orbital re-entry vehicles.
Pilot - Piloting a powered aircraft.

RPV operation - Piloting a small RPV.

Spaceship piloting - Piloting a small space craft.

Skill descriptions

Accountancy

Business.

Defaultsto: Administration

Tech levels: 5+

Accountancy provides you with the knowledge of how to
managethe finances of abusiness or organisation. It includes
knowledge of tax laws, legal requirements and how to use
common tools (including computers) needed to do your job.

With a moderate success you can meet al the legd
requirements and ensure the figures are right. If you get at
least a poor result, then failures can be fixed the following
month. A good success allows you to perform some creative
accountancy, whilst an excellent success alows lots of
creative accountancy and making best use of tax laws.

Example difficulties

10 - Managing personal finances.

20 - Managing the finances of a small business.

30 - Managing the finances of a large business.

40 - Managing the finances of a multinational corporation.

Administration

Business.

The skill of managing an organisation, from dealing with
people, basic finance, reception type duties and so on and so
forth. You also know how to best short cut administration
enforced by others, cutting through bureacracy in the
shortest possible times.

Animal handling
Outdoor, Animal.
Y ou have experience with dealing with animals. Thisisquite
abroad skill, since it covers calming animals, training them
and using them effectively. It does not however cover the
riding of animals.

Animal husbandry (Knowledge)

Rural.

Defaultsto: First aid

Looking after animals, especially on afarm. May be used to
tend to sick or injured animals, in which case it may default
to first aid.
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Anthropology (Knowledge)

Academic.

Tech levels: 5+

Thisisthe study of humans, including their origins, cultural
and physical attributes, history and environment.

Archaeology (Knowledge)

Academic.

Tech levels: 5+

This skill is mostly about digging up the ruins of ancient
civilisations, and covers the practical skills needed to find,
recognise and preserve items, as well as basic management
- social, equipment and legal. It does al so include knowledge
of how to identify and date ruins, as well as genera
knowledge of specific civilisations. However, detailed
knowledge of ancient history requires the History skill.

Architecture (Knowledge)

Craft.

The skill and knowledge required to design buildings, from
simple houses up to huge cathedrals. Larger constructs may
require knowledge of techniques in order to stand much
chance of success. Some knowledge of Law may be needed
to get all the planning regulations correct.

Arealore (Knowledge)

Academic.

Knowledge of a given area, including geographical and
political knowledge. The Area lore skill is used when
checking to see if a character has heard of a person,
place or organisation. Area lore is nearly aways based on
intelligence.

There is an area lore skill for each area, normally an area
the size of a country, with the same culture. An area lore
skill can give knowledge of surrounding areas, though such
knowledge will be prejudiced by the beliefs of the original
areathe skill isfor.

Example difficulties
10 - Knowledge that everyone knows, such aswho theruler isto the names
of major cities.

Artist

Artigtic.

The ability to draw or paint competently. Used with
dexterity, or with intelligence to try and accurately draw
some scene from memory.

Astronomy (K nowledge)

Academic.

Tech levels: 5+

This is concerned with the study of stars and planets, their
motions, positionsand general behaviour. It doesnot provide
full detail on their formation and physical makeup (that is
left to Astrophysics).

Athletics (Talent)

Taents.

Techniques: Running, Sorinting, Sure footed, Climbing,
Acrobatic talent, Contra gravity, Zero gravity, Swimming,

Underwater swimming, Sport, Professional sportsman,
Champion sportsman, Parachuting, Skiing.

This is a broad skill covering al forms of athletics,
gymnasticsand acrobatics. It issplit into the following tasks.

Running

Running represents a light jog which you can keep up
for many minutes without too much difficulty. When
running, you move a number of metres each round equal
to your move score. A point of fatigue is gained every
health x athletics minutes you are running.

Sorinting

Sprinting represents an all out sprint, moving as quickly
asyou can. Y ou cannot do anything else whilst sprinting,
and most people can only sprint for afew rounds before
becoming exhausted.

When sprinting, you may move adistancein metresequal
to move x 2 + athletics each round, and gain a point of
fatigue each round.

Jumping
Jumping represents both long jumps and high jumps.

Climbing
Climbing things.

Example difficulties
10 - Jumping onto a table
20 - Jumping over atable

Awareness (Talent)

Talents.

Techniques: Blind fighting, Light Seeper.

This skill is used by the character when there is a chance
of noticing something which isn't obvious, such as someone
trying to sneak around, people moving at a distance, or
looking for a secret door. If the character is asleep, then any
awarenessrolls are quartered. If the character is only dozing
(or day dreaming), then rolls are halved.

Example difficulties

perception x stealth - See a hidden person
agility x stealth - Hear a sneaking person
10 - Hear people talking through a door
20 - Hear people talking through a wall
10 - Hear someone walking on gravel

15 - Hear someone walking on leaves

20 - Hear someone walking on grass
1/10m - See someone with casual glance
1/25m - See someone with careful ook

X2 range - Vision during dusk

x4 range - Vision under moonlight

x10 range - Vision under starlight

Bicycling

Sport.

Defaultsto: Athletics

Riding a bicycle well. Most people in a modern setting
probably learnt to ride a bike at some point, and so this skill
defaultsto athletics. If you have practised stunts or mounting
biking in harsh conditions, then you probably have this skill
however.

Example difficulties
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5 - Riding a bicycle in good conditions.

Biology (Knowledge)
Academic, Science.

Defaultsto: Science
Requires: Science-2

Tech levels: 5+
Techniques: Genetics, Bioengineering, Biowarfare,
Xenobiology.

Biology is a particular branch of Science, and covers the
study of living things. It is closely related to Chemistry.

Boating

Vehicle, Rural.

Being able to use a small oared boat. Based on intelligence
for judging travel conditions, strength for speed or dexterity
for fine navigation.

Example difficulties

10- Row aboat in a straight line in calm conditions.
15 - Row a boat in choppy conditions

20 - Row a boat in rough conditions (open sea)

30 - Very rough conditions

40 - Row in a storm

Botany (Knowledge)
Academic.

Defaultsto: Biology
Tech levels: 4+
Thisisthe study of plants.

Bow

Combat, Missile.

The knowledge of how to use a bow such as a short bow,
long bow or composite bow. For long bows, for every full
four points of skill, the effective strength of the character is
increased by one for purposes of determining the pull of the
bow that they can draw.

This skill can be used with crossbows, though reload times
are doubled, and attacks fumble on a 1-3.

Brawl (Talent)

Talents, Combat, Melee.

Techniques: Close combat, Disabling hold, Disabling
attack, Dirty fighting, Brute force, Unarmed combat, Out of
reach, Hard to kill, Ignore pain, Tough, Combat reflexes,
Reflex dodge, Opportunity attack, Improved damage,
Multiple attacks.

A general purpose combat skill covering dodging, punching
and wrestling. This is covered in more detail in the combat
section. It allows the use of small weapons such as knives
and daggers, as well asimprovised weapons such as stones,
bottles, sticks and chairs.

A character may always use the brawl skill to dodge even if
they are using aweapon, but they don't get any bonusesfrom
the weapon if they do so.

Burglary
Criminal.
You have experience in the various tasks involved in
breaking into buildings. Opening basic locks, forcing doors

and windows, and knowledge about how buildings are
generally designed come under this skill.

Example difficulties

10 - Very simple and basic lock.

20 - Typical key based lock.

30 - Good key based lock, typical combination safe.
40 - Excellent key based lock, good combination safe.
50 - Excellent combination safe.

10 - Most low tech unsecured doors and windows.

20 - Good quality mid-tech doors and windows.

Calligraphy

Artistic.

Tech levels: 2+

The skill of writing in away that produces awork of art, as
well as arecord of knowledge.

Chain weapon

Combat, Armed melee.

Defaultsto: Melee weapon

Using flexible chain melee weapons.

Charm (Talent)

Talents, Social.

Techniques: Seduction, Carousing.

Charmisall about appearing friendly and sociable, and can
be used to make people like you and act favourably towards
you. It is nearly always based on Empathy, since you need
to be able to react to how the other person is perceiving you.

Atitssimplest, asimple empathy x Charm check determines
what another thinks of you. Aslong as you get a Very easy
success, then you'll get a Neutral reaction, assuming they
have no other reason to dislike you. A Moderate successwill
give a Good reaction, and a Difficult success will give an
Excellent reaction.

Charm can also be used to improve a second social skill test
(such asGuile, Trade or Perform). Make aempathy x Charm
check against the will x 4 of the target to gain a+3 bonus for
each level of success.

Carousing

Used at partiesand similar social gatherings. Can beused
to find out information, flirt or try and talk to someone
who might be otherwise difficult to talk to (such as a
duke surrounded by hangers-on and aids who won't let
anyone else near him, or just an attractive and popular
girl similarly protected). Generally not resisted.

Chatter

Mindless chatter to try and draw information out of
someone, or to simply distract them. Generaly not
resisted, unless the target is being deliberately close
mouthed about a subject.

Seduction

Can try to seduce a person. Add appearance to empathy
for purposes of seduction attempts, and resisted with the
target's will.

Persuade
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If trying to change someone's mind by emotional
arguments, resisted with the target's will.

Example difficulties

10 - Not make a fool of yourself.

20 - Give a good impression.

30 - Be very likeable and under standing.

40 - Win friends and influence people easily.

Example difficulties (Carousing)

10 - Survive a party without acting like an idiot or a boor ..

20 - Make a good impression. Get to talk to someone important.

30 - Make a very good impression. People will remember you favourably.
Get to talk to someone really important, or someone important who is
avoiding you.

40 - Most popular person at the party. Get to talk to someone really
important who is actively avoiding you.

Example difficulties (Seduction)

-10- Bad circumstances. Target of attempt is busy doing other things, such
asworking or istired.

-20 - Inappropriate circumstances. Target ison guard, or doing something
elseimportant.

-30 - Highly inappropriate circumstances.

Chemistry (Knowledge)

Academic.

Defaultsto: Science

Requires: Science-2

Tech levels: 5+

Techniques: Biochemistry.

Chemistry is a particular branch of Science, which is
concerned with the study of chemicals and elements.

Combat engineering

Military.

Tech levels: 5+

Most infantry has experience with digging trenches, building
bridges and putting up sandbags. A combat engineer has a
lot of experience doing this. This skill covers getting thejob
done in the minimum time, often so that's its good enough
to do what it needs to do. It covers a wide range of tasks,
from bridge building to tunnelling, and ismore practical than
theoretical.

Unlike 'real" engineering skills, this one assumes that the
needed materials aren't readily to hand and that the people
doing most of the heavy lifting are are mostly unskilled
infantry, so the result will often be simple and ugly. But it'll
work.

Communication systems

Technical, Military.

This skill provides advanced knowledge of how to use
communication devices such as radios. It does not just
cover how to switch a device on and tak into it, since
that is covered by basic Intelligence, but provides in
depth knowledge of how to fix it when things go wrong,
how to get around jamming, how to jam someone else's
communications, and how to improve signal strength.

Computer operation
Technical.
Defaultsto: Intelligence, Electronic operation

Techniques: System administration, Computer intrusion,
Computer forensics, Computer security, Computer
programming, Cryptanalysis, Sensors, Medical.

This covers the skills needed to use a modern computer,
from switching it on to finding files, sending messages
and using common applications. At the higher levels,
programming, system administration and network intrusion
become possible. This skill covers awide range of complex
of tasks, which are detailed el sewhere.

Example difficulties

10 - Looking for a particular file using easy criteria.

20 - Filtering information from a database and analysing it (producing
graphs, finding correlations).

Cooking

Craft.

The preparing, preserving and cooking of food. Includes
some knowledge of herbs.

Criminology (Knowledge)

Investigation, Academic.

Tech levels: 6+

Y ou have studied criminals and the crimes they commit, in
an attempt to better catch them. Thisisnormally the domain
of law enforcement.

Crosshow

Combat, Missile.

Tech levels: 4+

Coversthe use of al varieties of hand held crossbows. Skill
in this provides accuracy, and al so enables quicker rel oading
of the heavier versions of the crossbow.

The skill can be used with bows, though range penalties
are doubled, and attacks fumble on a 1-3, due to the extra
complexity of bows over crossbows.

Current affairs (Knowledge)

Business, Social.

Techniques: Seduction, Carousing.

Represents uptodate knowledge of what is going on in your
society. This is a skill which is constantly changing, so if
you loose contact with society, then you will be at a large
disadvantagewhen you return. It also coversknowing how to
get information and how tointerpret it, so becoming uptodate
again isrelatively quick for you.

Dance

Artistic.

Defaultsto: Athletics

Techniques: Courtly dancing, Folk dancing, Sensual
dancing.

With Dance you are able to impress people with your
graceful dances. It allows you to know the common types
of dances, as well as the ability to actually dance. With
sufficient skill, you will be able to improvise new dances,
and work with apartner to complement their improvisations.

The skill covers al forms of dancing, though you can buy
techniques which provide bonuses in specialisations.

Example difficulties
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0- You are clumsy and obviously unskilled. You will give a poor impression
to anyone who is watching.

10 - Nothing special, but you don't make any big mistakes (though lots of
little ones). People won't pay to watch you dance.

20 - You dance with competence and some degree of grace. Your dancing
will please most people.

30 - Very good dancing, which will impress most people. You get a +1
bonus to the reaction level of people who saw you dance.

40 - An excellent performance which will impress pretty much everyone.
You can a +2 bonus to the reaction level of those around you. Probably a
level of skill better than most people have seen.

50 - An outstanding performance of skill and grace. Yougaina+2reaction
bonus, or +3 if asking someone to share a dance with you.

Demolitions

Military, Criminal.

Tech levels: 4+

Blowing things up is easy, but doing it with the minimum
of explosives, at minimal risk to yourself, and in a way
that causes maximum damage is somewhat harder. This
skill provides everything you need to know about destroying
things with explosives. You aso know about the different
types of explosives, how best to store, move and deploy
them, and how to disarm other people's bombs.

Drive

Vehicle.

Techniques. Sunt driver, High speed driving, Ice driving,

Off-road driving, Driving familiarity.

The skill of driving a car or similar land vehicle. This skill
assumes familiarity with 4 wheeled powered vehicles, such
as a family car, jeep, SUV or van. Other types of vehicles
(e.g. HGVs, tanks, motorbikes or go-carts) you are assumed
to be unfamiliar with, and must take a technique to be
familiarised with them. Until you arefamiliar, you default to
this skill (i.e., halve your roll).

As with most vehicle skills, it uses Dexterity but your
attribute is capped to the Agility of the vehicle you are
currently driving. A typica early 21st century family car
would have an Agility of 3, a sports car an Agility of 6.

If you fail a Drive check, then immediately check again. If
you succeed the second time, then you regain control but are
forced to a stop. If you fail the second time, then you lose
control and probably crash.

For high speed driving, most difficulties assume that you
are travelling at a moderate speed. Each +10 you add to the
difficulty puts your speed one step above this. You must
declare the speed you are attempting before making the
check.

Example difficulties

10 - Maintaining control in a tricky situation, such as a sharp bend, an
emergency stop or avoiding a car that has pulled out in front of you.

20 - Maintaining control in a difficult situation, such as a very sharp and
narrow bend, or avoiding a car or pedastrian that has just done something
really stupid.

20- Performabasic stunt, such asa handbraketurn, or maintaining control
after being rammed (or ramming someone else).

30- Performa difficult stunt, such as diding to a precision stop from high
speed.

+5 - Wet conditions, or poor visihility.

+10 - lcy or slippery conditions. If driving fast in icy conditions, also add
a further +10 for each speed step.

x1.5- Difficult terrain. Any terrain which isdifficult for thistype of vehicle
adds 50% to the final difficulty. A rough dirt track would be difficult for a
typical car, but normal for off-road vehicles.

x2 - Unsuitable terrain. Any terrain which the vehicle is completely
unsuited for. A trip cross country across hillswould count as unsuitable for
atypical car, but possibly only difficult for an off-road rally car or a tank.
Unsuitable terrain doubles the final difficulty.

Ecology (Knowledge)

Academic, Science.

Defaultsto: Botany, Zoology

Requires: Biology-2, Zoology-2

Tech levels: 5+

This is knowledge of ecosystems, of the relationships
between plants and animals living together in balance.

Economics (Knowledge)

Academic, Business.

Tech levels: 5+

Economics is the study of how the economy and financial
world works.

Electrician

Technical.

Defaultsto: Electronics

The skill of fixing electrical systemswhen they break.

Electronics

Technical.

Requires: Electronics operation-2

You have skill in building electronic devices, as well as a
good understanding of how they work and the theories on
which they are constructed.

There is a technique for each type of electronic device
that can be built. Knowing the correct technique halves the
difficulty for atask.

Engineering

Technical.

Techniques: Aircraft, Boats, Cars, Power plants, Sensors,
Computers, Medical, Grav tech, Spaceships, Jump drive.
Theknowledge and skill of designing, building and repairing
machines, buildings and other structures. Engineering tends
towards the theoretical side of things, and does not
necessarily cover the everyday maintenance of such items.

Etiquette (Knowledge)

Social.

Defaultsto: Charm

Techniques: Seduction, Carousing, Fashion, High fashion,
Scandalous fashion, Hidden insult, Flirt.

Etiquette is a knowledge of good manners and social
behaviour. It is of much greater use amongst the higher
classes than amongst the peasantry, where no-one really
cares which fork they use to eat their meal with, aslong as
ameal isthere to be eaten.

It may be used to know how to address someone of rank,
how to flirt with a noble Lady without offending her, or
how to behave at a joust or banquet. It is normally based
on intelligence, but may use empathy (especialy for courtly
flirting or flattery).
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Flirt
Flirt with a lady or gentleman in a polite and possibly
discreet way.

Farming

Outdoor, Rural.

The planting, caring for and harvesting of crops, the care and
feeding of animals such as cows, sheep and chickens. The
majority of people in rural areas will of course be farmers
and will have this skill to some level.

Fencing

Sport.

Tech levels: 5+

The sport of using light fencing weapons. It can be used in
duelling and combat, though is primarily concerned with the
use of fencing weapons as a sport. Because it is not part of
the Combat group, it cannot be used with any of the standard
combat techniques.

First aid

Academic.

Provides care and treatment of wounds to stop bleeding and
prevent infection. Once awound has been successfully first
aided, it may begin healing naturally. First aid checks are
generaly made with intelligence. First aid can aso be used
to treat stuns.

To treat a character's wounds, the base difficulty is 10. This
is modified upwards by the total of the character's stun and
wound penalties (afatally wounded character (-15) would be
difficulty 25 to treat). Success means that the wounds will
begin healing naturally. If the roll was made by 10 or more,
then one level of wound is also healed.

Stuns are abase difficulty of zerotofirst aid, again modified
by total stun and wound penalties. Success heals one stun,
and each 10 over that heals another level of stuns. Stuns do
not need to be treated before they begin healing.

Forensics (Knowledge)

Investigation.

Tech levels: 6+

Y ou have experience in searching crime scenes for clues as
to what happened, and who did it.

Forgery

Criminal.

The skill of forging identity cards and the like. You know
how to obtain the materials necessary for creating forgeries,
can detect a forged document or card, and can create them
yourself as long as you have the necessary information.
Some forms of forgery will require modifying database
records, which will require Computer operation and similar
skills which Forgery does not provide, however it will let
you know what databases need to be changed.

Gambling
Social, Criminal.
Defaultsto: Guile

Techniques: Seduction, Carousing.

This is the skill of playing games of chance, such as card
games or dice games. Thisis a generic skill, based around
being able to spot patterns, work out probabilities, bluff,
cheat and basic gaming tactics.

A high skill represents agood, broad, knowledge of all such
games, and so a greater chance of knowing how to play any
given game, or at least knowing enough about asimilar game
in order to be able to play well.

Game

Social.

Techniques: Seduction, Carousing.

Knowledge of, and skill at playing a game such as chess
or Hnefatafl. A skill is required for each game played,
though similar games may allow half skill. Thisis based on
intelligence.

The simplist way to find the winner for a game, is for both
opponents to roll their skill, and the highest roll wins. If it
isdesired to play out the game in more detail, then proceed
asfollows.

Each opponent makes a skill check each turn of the game.
If one exceeds the other by five or more, then they gain
an advantage. Each advantage gained gives +3 to the skill
check next turn. On gaining the fourth advantage, the player
is considered the winner. If the player with the advantage
looses aturn, then they loose alevel of advantage.

Example difficulties
10 - Knowing the rulesto a game
20 - Playing a game reasonably well

Gliding

Vehicle, Sport.

You have experience in flying gliders. This skill provides
you with the ability to fly a glider, to know how to find and
use thermal s and geographic featuresfor lift and how to look
after and maintain aglider. Y ou'll also have someknowledge
of aviation law and etiquette.

Guile (Talent)

Talents, Social.

Techniques: Seduction, Carousing, Disguise, Misdirection,
Cold reading.

Guile allows a character to use and understand social
methods of deception, through lying, body language and
actions. A character can lie by making an opposed will x
guile against the target's empathy x guile. Success meansthat
the target is fooled, though the attempt may be modified by
circumstances based on how probably thelieis.

Will is generally used when trying to hide a character's own
emotions, empathy to understand another's and intelligence
to think quickly when inventing a believable story.

Disguise
The character can disguise either themselves or another
person by using guile. Make an intelligenceguile check.

Fast talk
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When trying to invent a plausible story quickly, then
an intelligence x guile check can often be called for,
against the samefor thetarget. If thetarget findsthe story
plausible, then opposed empathy and will checks may
still be necessary in order to hidethelie.

Taunt
M ake someone mad. Opposed with will.

Gunnery

Military.

Tech levels: 5+

The gunnery skill covers the use of very large vehicle
mounted or emplacement weapons, such as artillery and
battleship main guns. Whereas Heavy weapons covers
"barely man portable in a Hollywood action film" weapons,
Gunnery is only for the really big weapons which often
require several crew members to operate. Will often use
Intelligence, since doing the maths to plot the trajectory is
generally more important than quick reflexes.

Handicr aft

Craft.

The making of baskets, embroidery and other similar village
hand crafts not covered by other professional skills. It is
generally seen as the province of women.

Heavy weapons

Combat, Firearms, Vehicle.

Defaultsto: Rifle

Tech levels: 5+

Techniques: Quick load, Multiple targets, Sharp shooter,
Controlled fire, Improved automatic fire, Selective fire,
Triple shot, Fire on the run, Awkward shot, Concentrated
fire, Heavy fire.

This skill provides you with knowledge of how to use
heavy weapons such as vehicle mounted machine guns,
grenade launchers, anti-tank weapons and mortars. Most
non-man portable weapons fal into this category. Always
uses Perception when firing weapons.

Verylargeweapons (naval guns, tank guns, starship mounted
particle accelerators) come under the Gunnery skill. If it
requires more maths than judgement, then it's probably
Gunnery.

Helicopter
Vehicle.
The skill of piloting a helicopter.

Heraldry (Knowledge)

Lore, Legal.

Knowledge of heraldic arms, flags and other symbols. A
person skilled in heraldry can recognise nobles, understand
and describe the code of heraldic arms, and make guesses as
to who someone is allied with based on their coat of arms.
Based on intelligence.

Arealore may be substituted, though all rolls are halved and
it can only be used for recognition.

Example difficulties

10- Recogniseamajor personality based ontheir arms, suchasaprinciple
member of theroyal family, or amajor dukeor earl. Recognisethat someone
belongs to a major noble house.

20 - Recognise a very important person, such as a duke or earl, or a
secondary member of theroyal family.

30 - Recognise an important land owner, such as a powerful baron.

40 - Recognise a baron or other low ranking land owner.

50 - Recognise someone really obscure.

History (Knowledge)

Academic.

The study of historical events. As standard, it gives a
knowledge of a broad range of recorded history without
specialisation in any one area. Most people will know more
about their own culture than others, so there's a +10 or +20
increase to the difficulty to know the history of cultures
outside your own (note that some historical events, such
as who built the pyramids, is popular knowledge even in
non-Middle Eastern cultures).

There are many techniques which allow you to specialisein
aperiod or culture. These are 4 points each.

Hypersledding

Military, Sport, Vehicle.

Y ou have been trained to use personal re-entry sleds which
alow you to safely land on the ground from orbit. They
are heavily heat shielded, and can cope with hypersonic
velocities during reentry. They are used both for military
assaults and as an (expensive) extreme sport.

Intelligence analysis

Military.

Y ou have been trained to analyse intelligence datain order to
understand what it means. Y ou can look at troop movements
or supply movements for example and determine what the
enemy is planning.

Intimidation

Social, Criminal, Investigation.

Defaultsto: Guile

Techniques. Seduction, Carousing.

Being able to scare people, either with threats of simple
physical violence, or by more subtle means. Can either be
based on Srength or Empathy. When making anintimidation
check, make an opposed roll against the target's Will
(modified by any traits). Each level of success will shift the
target's level of cooperation up by a category.

Modifiers to the target difficulty are given below. The level
of apparent threat that you represent needs to be relative
to any other threats that the target needs to consider. For
example, you may have a hot poker, but the mob may apply
ahot poker to him, and his entire family, if he betrays them.

Example difficulties

+30 - Thetarget doesn't consider you any sort of threat.
+10 - Thetarget considersyou a minor threat.

-10 - Thetarget considers you a reasonable threat.

-30 - Thetarget considersyou a serious threat.
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Jump navigation (Knowledge)

Starship.

Requires: Mathematics-2, Physics-2

Plotting a course through jump space is a difficult process,
and getting it wrong can result in a very messy death. How
good you are determines how long it takes. The examples
given bel ow assume accessto abasic computer, and you only
want to make a one parsec jump. Add +5 to the difficulty for
each extra parsec jumped.

Settings with a different method of hyperspace will have a
similar skill. It may be that computers are able to do this
automatically in al but the most unusual situations (in some
settings, unusual situations may happen 9 times out of 10).

Example difficulties

10 - Plotting a J1 coursein 6 hours.

15 - Plotting a J1 coursein 3 hours.

20 - Plotting a J1 coursein 2 hours.

25 - Plotting a J1 coursein 1 hour.
30- Plotting a J1 course in 30 minutes.

Law (Knowledge)

Academic, Business.

Knowledge of thelegal system, including how it works, what
the laws are, and how to bend or avoid them.

Lip reading

Social.

Techniques: Seduction, Carousing.

The skill of reading lips. Each 10 rolled gives an equivalent
point of language skill. There may be penalties for distance,
or partial visibility.

M achinest

Technical.

Defaultsto: Mechanics

The skill of building high tech tools. Though absolutely vital
to a high tech society, most mechanics and engineers can
get away with buying standard parts from alocal shop. In
a society where there isn't a ready availability of tools and
parts, most (if not all) engineerswill have somelevel of skill
in Machinest.

Marketing

Business.

Techniques: Propaganda.

Marketing, advertising and public relations skills.

Mathematics (K nowledge)

Academic, Science.

Tech levels: 3+

Techniques: Satistics, Information theory, Cryptography.

Mathematics is the knowledge of advanced mathematics.
Simple arithmetic is considered to be basic intelligence.
Mathematics covers geometry, algebra, set theory,
probability and other branches of mathematics. Most
children with a Western education will have some
knowledge of Mathematics after leaving school, though it's
likely to be only a couple of points.

M echanics

Technical.

Defaultsto: Engineering

Techniques: Aircraft, Boats, Cars, Power plants, Sensors,
Computers, Medical, Grav tech, Spaceships, Jump drive.
The skill of fixing mechanical devices when they bresk.

Medicine (Knowledge)

Academic.

Requires: First aid-2, Biology-2

Tech levels: 4+

Techniques: Cybernetics, Diagnosis, Poisons, Disease.
The skill of diaghosing illnesses, and knowing what to
do to cure an illness. Provides knowledge of the currently
available drugs and how best to make use of them. Whilst
first aidisfocused on basic wounds (mostly cutsand bruises)
and tends to be quite simple in its solutions, medicine
provides a wide range of knowledge about how the body
works, what drugs are available, and how best to diagnose
illness and injuries.

If suitable drugs are available, then Medicine can be used
in place of First aid to help someone recover from wounds.
Before the weekly check, one stun is always recovered. A
bonus is gained equal to the Medicine skill for each TL
beyond 6 when the healing roll is made.

Melee

Combat, Melee, Armed melee.

Techniques: Combat reflexes, Reflex dodge, Opportunity
attack, Improved damage, Multiple attacks.

This is the skill of fighting with melee weapon. It can
be used with pretty much any standard weapon type,
including blades, spears, shields and clubs. Particularly
exotic weapons may require Techniques to be able to use
them effectively.

M elee weapon

Combat, Armed melee.

Defaultsto: Brawl

The skill of using a simple melee weapon, such as blades,
spears and clubs. This skill covers al such weapons, as
their use with a shield or a second parrying weapon. Exatic
weapons, such as chain weapons, aren't covered since they
are used in acompletely different way. Small weapons such
as knives however are used with the Brawl skill.

Melee weapon is used with Dexterity.

Military affairs (K nowledge)

Military.

Defaultsto: Administration

With this skill you have knowledge of how a military
operates, how to recognise the various ranks, and the correct
etiquette to use when dealing with those ranks. When
dealing with military bureacracy, it may be used instead of
Administration.

Generally, most enlisted personnel will have 1 or 2 levelsin
this, any moreisunnecessary unlessyou are wanting to game
the system, or try and second guess how military operations
are planned.
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Mining

Outdoor.

Covers being able to locate new mines, and to construct and
work them safely.

Musician

Artistic.

Tech levels: 1+

The skill of playing musical instruments, whether they are a
drum, aflute or a harp.

Example difficulties

15 - Play without sending people running for cover
20 - Play in tune with others

30 - Play very well

Orbital navigation (Knowledge)

Starship.

Requires: Mathematics-2, Physics-2

Moving from A to B in a star system is rarely a case of
pointing in the right direction and accelerating. The quickest
path is often a curve, and the destination has a habit of
moving. Being able to calculate routes between planets
requiresalot of knowledge of orbital mechanics, physicsand
maths.

This isn't need for seat-of-the-pants flying, and may
be redundant if computer systems are able to do this
automatically except in rare situations.

Ostling
Outdoor, Animal.
The care and training of horses.

Paleontology (Knowledge)

Academic, Science.

Tech levels: 5+

A science which investigates ancient life. It includes the
finding, examination and care of fossils, knowledge of
ancient lifeforms.

Perform

Social, Artistic.

Defaultsto: Charm

Techniques: Seduction, Carousing, Passionate speaker,
Poet.

A skill which covers many forms of socia skills, including
oratory, poetry and singing. It may be used to rouse a crowd,
invent some poetry on the spot, or remember a poem or song
well enough to recite or sing it.

The mood of the audience can be affected with either song,
poetry or oratory. The performer matches their skill roll
against thewill of theaudience. If the audience can betreated
as acrowd, take the average will and roll once for the whole
audience (avocal few will tend to lead the silent majority).
Success by the performer will mean the crowd listens to
what the performer says, and will think about it, though their
opinion isn't shifted greatly. For each full 10 the performer
beats the will of the crowd, the crowd's mood is shifted one
category.

When singing or reciting poetry, the mood of the audience
can be shifted, sometimes considerably. This can be done
subtly, though it takes an evening of performance to carry
it out.

A more direct way to sway an audience is through oratory.
This is quicker and more direct then by choice of song, but
isalso pretty blatent.

Example difficulties

10 - Sing without inflicting pain on listeners. Less than this may get the
character forcibly removed from the stage.

20 - Sing well enough to impress the audience, though not in a way that
will be particularly remembered.

30 - Sing very well. The singer will be well received, and probably kept
around for more of the same. Themood of the audience can be shifted subtly.
40 - The singer will be spoken of for months to come, and people will be
most eager to please. The mood of the audience can be shifted noticeably.
50 - All others will be compared (probably unfavourably) to the singer,
who will be heralded as a master of their art. The singer pretty much has
control over the mood of the audience.

Physics (Knowledge)

Academic.

Defaultsto: Science

Requires. Science-2, Mathematics-2

Tech levels: 5+

Techniques: Nuclear physics, Quantum physics, Relativity,
Sring theory, Quantum gravity, Jump physics.

Physics is a particular branch of Science, concerned with
forces and motion, energy and matter at the smallest scales.
Particular branches of physics are treated as techniques - not
knowing the technique doubles the difficulty.

Pilot

Vehicle.

Techniques: Aircraft familiarity, Hotshot pilot, Top gun.
Theskill of piloting apowered aircraft. By default it assumes
a small low performance aircraft, such as a Cessna or
Spitfire. Larger aircraft require familiarity similar to the
Drive skill.

Piloting skill may be used to fire direct fire weapons which
are mounted to fire directly ahead. Your Dexterity is not
capped to the Agility of the aircraft when firing. Turreted
weapons use Heavy weapons or (very rarely) Gunnery skill.

Air combat requires a mixture of manouevre and shooting.
M ake opposed dexterity x Pilot checksto gain the advantage
each turn. If you have two levels of success in your favour,
then you can shoot at half skill. If you have three or more
levels, then you can shoot at full skill. Thetarget always gets
to dodge with their full dexterity x Pilot (though capped by
the aircraft's Agility).

Example difficulties

10- Landinideal conditions.

20 - Land on an aircraft carrier. Includes difficulties for moving deck and
shortness.

+10 - Land quickly without taking time to line up properly.

+5- Land on a short runway or narrow runway.

+10 - Flying close to the ground, within 50m.

+20 - Flyreally close to the ground, within 10m.
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Pistol

Combat, Firearms.

Defaultsto: Rifle

Tech levels: 5+

Techniques: Quick load, Quick draw, Multiple targets,
Sharp shooter, Controlled fire, Improved automatic fire,
Sdlective fire, Triple shot, Fire on the run, Awkward shot,
Two guns.

You areskilled in firing pistols and similar small hand guns,
including revolvers, automatic pistols and SMGs. This skill
is most effective at short ranges and when in close combat
with the target. It is always based on Dexterity.

At short range, you may normally add the attack bonus of the
weapon to your attack roll unlessyou are making a snapshot.

Poalitics (Knowledge)

Academic, Business.

Knowledge of palitical systemsand how to take advantage of
them. It may provide some knowledge of the current political
groups of your culture, but thisis really covered by Current
affairs, and any knowledge provided by Poaliticswill bemore
long term and theoretical.

Politics

Social.

Defaultsto: Guile

Techniques: Seduction, Carousing.

The skill of dealing with the intrigues of a political arena.
With it, it is possible to find out relationships within the
arena, and to obtain information from people, or even to
spread information without it being obvious that the plotter
istrying to spread information.

Note that politicsis as much knowledge of thelocal political
Situation asit isthe ability to 'play’ it. Knowledge of who the
powerful people are, and what their strengths, weaknesses
and allegiences are is gained with this skill.

Psionic Block

Military, Criminal.

Techniques. Improved psionic block, Unconscious block.
Psionic Block does not require any actual psionic ability,
but by concentrating on repetitive words and phrases the
trained individual can prevent others from reading their
mind. Normally this precludes any other actions, and all skill
checks are at -40 whilst attempting this. It is very obvious
to anyone looking at you that you are concentrating hard on
something.

Based on Will. May be difficult to learn depending on the
setting, requiring training by black ops or specialist training
centres.

Psychohistory (Knowledge)

Academic.

Thisisthe somewhat shaky study of predicting the behaviour
of large groups of people. It has never been totally proven
to work, though thereis circumstantial evidence for it. How
useful it is in the campaign will depend on the setting and
the whim of the GM. It may well be a multi-billion credit

industry, which is as useless as astrology (unless you want a
share of those billions of credits).

RPV operation

Vehicle,

You have experience in piloting small remote controlled
vehicles, such as spy drones, model aircraft and similar
devices. Thisis generally a Dexterity based skill. The RPV
itself may provide abonus depending on its manouevrability
and control device.

Religion (Knowledge)

Academic.

Knowledge of the traditions, ceremonies, laws, gods, priests
and mythology of a given religion. More broad or narrow
the skill is depends very much on the culture and the level
of knowledge required. In amonotheistic culture, especially
where knowledge of other religions is discouraged (e.g.
Medieval Europe), each religion will have its own skill, and
thiswill give little knowledge of the others.

In a pantheistic culture, one skill can give knowledge of all
the gods and cults, though only on a general level. Single
skillswill exist for each individual cult, which will also give
knowledge of other cults, though that knowledge may be
coloured by prejudice.

Where a religion actually grants supernatural abilities to
its cult members or priests, these may be represented as
techniques based on the cult's specific skill.

Resear ch

Academic.

Defaultsto: Any Academic skill

The skill of being able to find information in books, on a
computer system, or in any other knowledge source which
doesn't require interaction with people (beyond standard
dealing with librarians etc).

Ride

Rural.

The ability to ride, normally a horse. A different skill is
needed for different types of animals (horses and ponies
would be the same skill, a Griffin another skill). Aswell as
enabling you to remain mounted, it grants a bonusto combat
skills when mounted if the relevant techniques are known.

Rifle

Combat, Firearms.

Defaultsto: Pistol

Tech levels: 5+

Techniques: Quick load, Multiple targets, Sharp shooter,
Controlled fire, Improved automatic fire, Selective fire,
Triple shot, Fire on the run, Awkward shot, Marksman,
Siper.

The use and handling of rifles, carbines, shotguns and the
like. 1t is not very effective at very close range, but is
designed for short to medium ranges. Can be used with
either Dexterity or Perception. Add-ons to rifles such as an
underslung grenade launcher may also be used with this skill
instead of the more usual Heavy Weapons skill, but always
use Perception.
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At short range, you may normally add the attack bonus of the
weapon to your attack roll unlessyou are making a snapshot.

Science (Knowledge)

Academic, Science.

Tech levels: 4+

Science covers basic scientific knowledge, logical reasoning
and baloney detection. Most Western schools will teach
science to some degree. The skill provides basic knowledge
of the various sciences, an understanding of the philosophy
of science, and the ability to tell the difference between a
scientific theory and dodgy pseudo-science.

All scientists will have Science to a greater or lesser
degree, as will those in science based professions such as
engineering or mathematics.

Scrounging

Craft.

Being able to turn useless scrap into something useful. Used
with intelligence. Covers finding, planning and building,
though skills such as carpentry or blacksmith may be needed
aswell.

Security systems

Technical, Rogue.

Provides knowledge of using and by-passing electronic
security systems such as short range sensors, pressure pads,
electronic locks, iris and fingerprint scanners etc. It can be
used to forge ID to try and bypass such systems.

Sensor systems

Technical, Military.

Provides knowledge and experience with using advanced
sensor systems, interpreting raw sensor data, knowing how
to evade and block sensors, and how to make best use of an
existing sensor network.

This provides far more knowledge than a person working
in traffic control would have, and it is a skill normally only
found in the military, in labs or amongst hackers.

Signal intelligence

Technical, Military.

Y ou have been trained in the use of both communications
and sensor systems. Anyone can talk into a microphone or
watch a radar display, but you have indepth knowledge of
how such things actually work, and how best tointerpret data
from them. Y ou have been trained in the use of electronic
warfare, how to get the best range out of communications
gear, how to interpret poor quality signals, and how to make
best use of signalsintelligence.

Sleight (Talent)

Talents, Criminal.

Techniques. Juggling, Legerdemain, Pick pocket.

Sleight of hand, from filching items on a market stall, to
picking someone's pockets. Can also be used for anything
which requires agreat deal of fine dexterity.

Sophontology

Academic.

This provides a broad knowledge of all known intelligent
species, with information about common or well known
speciesbeing easier than rarer species. If there are no known
aliensin the campaign setting, then this skill is superfluous.

Anything which is common knowledge about species comes
under Arealore (Known Space), though thismay be coloured
by local bias and myth. Sophontology will give the truth
(unlessit really isn't known) about a species.

Example difficulties

10 - Accurate ‘common’ knowledge about a common species, knowing the
difference between myths and truths. Basic physiology, social structures
and relationships with other species and political entities.

15 - Specific but easy to obtain knowledge about the species.

20 - Specific and hard to ontain knowledge.

30 - Highly specialist details.

+10 - Knowledge about uncommon species (Pak'Mara, K'kree).

+20 - Knowledge about rare or secretive species (Minbari, Hivers etc in
their respective settings).

+30 - Knowledge about very rare species (Vorlons, Ancients etc in their
respective settings).

Spaceship gunnery

Starship, Military.

Defaultsto: Spaceship systems, Gunnery

Techniques: Precision shots.

The distances and scales involved in spaceship combat
make the entire enterprise of conducting a battle completely
different from more mundane surface events. This skill
provides knowledge of how to judge distances and speeds,
the type of weapons deployed in most space battles, and how
to make best use of offensive and defensive systems.

Normally based on Intelligence.

Spaceship piloting

Starship, Vehicle.

Requires: Physics-2

Techniques. Emergency re-entry, Hotshot space pilot.

The skill of being able to pilot asmall space craft, such asa
shuttle, fighter or cargo pod. Anything much larger doesn't
require piloting as such, and uses the Orbital navigation or
Foaceship systems skills instead.

This skill is most useful for ships up to 100t in size. For
spaceships larger than this, there is a +5 to the difficulty of
all skill checks for manouevering, and a further +5 for each
doubling of size (e.g., upto 200t is+5, up to 400t is+10 etc).

Asfor the Pilot skill, can be used to fire front mounted guns.
Base on Dex