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This work is licensed under a Creative Commons Attribution-NonCommercial-ShareAlike 3.0
Unported License. To view a copy of this license, visit http://creativecommons.org/licenses/bync-
sa/3.0/us/ or send a letter to Creative Commons, 171 Second Street, Suite 300, San Francisco,

California, 94105, USA.

WING COMMANDER, WING COMMANDER II: VENGENCE OF THE KILRATHI, WING
COMMANDER Ill: HEART OF THE TIGER, WING COMMANDER PRIVATEER, WING COMMANDER
ARMADA, WING COMMANDER IV: THE PRICE OF FREEDOM and WING COMMANDER:
PROPHECY, and all related materials are Copyright 1990-1998 by Origin Systems, Inc., All Rights
Reserved. WING COMMANDER: ARENA and all related materials are Copyright 2007 by Electronic
Arts, Inc. WING COMMANDER: FREEDOM FLIGHT, WING COMMANDER: END RUN, WING
COMMANDER: FLEET ACTION, WING COMMANDER: HEART OF THE TIGER, WING
COMMANDER: THE PRICE OF FREEDOM, WING COMMANDER: ACTION STATIONS and WING
COMMANDER: FALSE COLORS are Copyright 1992-1999 by Origin Systems, Inc. No challenge to
the ownership and copyright of any of these materials is made or intended. No permission for use of
any of these materials has been obtained by the WCRPG Project, and we're all certainly hoping EA
doesn't decide to clamp down on us for it...

Portions of this document have been derived from the regs for The Edge of Chaos, A Wing
Commander RPG, originally created by Mark Shotwell. A fair use document is available with the
regulations for this game and is available for view on TEOC's official website at
http://www.wcrpg.com.

WARNING: This rulebook consists of 100% matter. Any incidental contact of this book with antimatter
in any form will result in a catastrophic explosion.

All of the contents included in this game will exert an equal but opposite force to any force applied to
said contents. This phenomenon is not unique to this game.

The entire physical universe, including this book and its contents, could very well collapse back into
an infinitesimally small space with little or no advance warning. Should a new universe re-emerge,
the existence of this rulebook in that universe cannot be guaranteed.

Any reference to any life-form living, dead, or non-existent may or may not be coincidental and is
probably intentional.

For the next generation






43d Bl

1
Weapon:

Jarelin HX

Gun: Houkron aun

!

E

AUTo
Tarank:

rdh4L

TARGETTIHG
ralar:

- - B
AQJL 1T




iNtRODUCTON

This is “Enyo”, a miniature campaign for the Wing Commander Role-Playing Game.

Wing Commander is an award-winning and ground-breaking series of space combat flight
simulators, originally created by Chris Roberts and Origin Systems, Inc. Starting with the original
game in 1990 and ending with Wing Commander: Secret Opsin 1998 (later followed in 2007 with
Wing Commander: Arena), the series has developed a large following throughout the years from all
types of gamers. The series is known for a number of firsts, including some of the first examples of
voice acting in the video game industry (WC2), the world's first fully interactive movie (WC3), one of
the very first games that could be played over a network (WC: Armada), and one of the first
"episodic" video games ever created (WC: Secret Ops).

The Wing Commander series is set in the 27" century and chronicles the struggles of the Terran
Confederation, a starfaring human society, in their epic struggle and ultimate victory against the
forces of the Kilrathi Empire, a cat-like species with a warrior-based culture. After a brief inter-human
conflict later in the series, a new conflict heats up against a new, powerful foe known only as the
Nephilim.

The book you're reading is a pencil-and-paper (PNP) role-playing game adaptation of these original
games. The rules contained herein have been designed to be as flexible as possible, so that players
may be as detailed or as carefree as they'd like to be while playing the game. They've also been
designed such that players may play a game very similar to the original games, or have a much
different type of adventure within the Wing Commander Universe.

To play the Wing Commander Role-Playing Game (WCRPG), you'll need the following equipment:

e At least two ten-sided dice (2d10) for each player. One of these should show multiples of 10
(a d10x10). If one is not available, the dice should be distinguishable from one another with
one of them designated as the “d10x10”.

e Pencil and paper. Pencil is preferable to pen, as it is far easier to erase and modify.

e Some kind of screen for the “gamemaster” (GM) used to conceal the results of some of their
rolls.

e Access to at least one copy of these rules.

e While not strictly necessary, some GMs may prefer to have a calculator handy in order to
help with more complex calculations.



vk CORE MeCHANIC

WCRPG is based on a d% type dice-rolling system. All crucial rolls in the game are made on two ten-
sided dice, with one of them designated as "1d10x10" (a "tens-place" die). Valid results on a d% roll
therefore range from zero to ninety-nine. Specifically, when a situation comes up wherein a
character’s failure may affect the outcome of the game, a die roll is required against a certain failure
threshold, known as a difficulty class (DC) (or hit difficulty (HD) in combat situations). These die rolls
are known as Checks. The DC for all Checks equals the character's score in the Attribute, Skill,
Specialization or Save being checked (usually a combination of one or more of these). Other
attributes of the character (such as Traits) may modify the result of the roll. If the final result is lower
than or equal to the DC, the action succeeds. If not, it fails. The amount by which a roll falls short of
the DC is its degree of success; conversely, the amount by which a roll exceeds the DC is its degree of
failure. These simple rules govern all die rolls necessary to play the game.

WCRPG commonly uses variants on the standard d% roll. The most common variants are as follows:

e xd10: This indicates a roll of x ten-sided dice, where x is a set number (for example, a roll
calling for 3d10 needs three fen-sided dice). The player rolls the indicated number of dice
and sums up the result. NOTE: There is a distinction between 2d10 and d%,; 2d10 is an xd10
roll. Be careful not to contfuse the two.

e xd5: This is similar to an xd10 roll, except that the ten-sided dice are treated as five-sided
dice. To achieve this effect, take the result of an individual die, halve it, and round up (for
example, a result of 7 becomes a result of 4). Zeroes count as 10 (a final result of 5) in this
case.

e xd2: xd2 rolls are rare in the game, but sometimes occur. Roll the indicated number of ten-
sided dice; treat all odd results as 1 and all even results as 2, and sum up the result as with
an xd10 roll.

For rolls of d% or xd10, a result of O on a die counts as a zero (not 10) unless the situation
specifically states otherwise. For example, the die results of a 3d10 roll are 2, 5, and O. The result of
the roll is 7, not 17.

Sometimes a player may roll exceptionally well (or exceptionally poorly) on the dice. Certain die

rolls have what's known as critical potential. Critical potential awards or punishes die results above or
below certain critical thresholds. Low results may indicate a critical success, denoting a particularly
good outcome. In combat, a critical success is more commonly known as a critical hit. A character's
critical success threshold equals zero plus one for every ten points in the given Skill Check DC; a roll
of 00 is always a critical success. Conversely, very high rolls may result in critical failure (known as a
critical miss in combat); critical failures often have very nasty effects. A character's critical failure
threshold is 90 plus one for every ten points in the given Skill Check DC; a roll of 99 is always a
critical failure. Only certain rolls have critical potential; some have outcomes for critical success only,
some for critical failure only, and some for both critical success and critical failure. A roll that has
critical potential will be noted in the rules, along with the effects of critical results. A critical result
occurs if the player's roll falls within the bounds of a critical threshold regardless of whether or not the
player would have otherwise succeeded against the Check's DC.



CFARACCERD

Players don’t necessarily have to play themselves when playing WCRPG (there are no Kilrathi on
Earth at the moment - thank God - and even if there were, Terrans aren’t the best species for
everythingl). Rather, they assume the role of a character, an alter ego through which a player plays
the game. Each player is required to create at least one character, though they may create (and play)
as many characters as they wish. The features of characters should be noted somewhere, either on a
copy of a Character Record Sheet as provided with this set of rules or on a regular piece of notebook

Disciplines and Attributes

Not all people are alike: some possess great physical strength, some possess great intellect, some are
fortunate enough to possess both, while some possess neither. People also have differing sets of
skills: some are good at fixing vehicles, some at bookkeeping, others at care-giving, and so forth.
Just as no two people are alike, no two characters in WCRPG are exactly alike (in theory at least):
some will be good pilots, some good doctors, others good politicians or good snipers. In order to tell
how good they are at doing specific tasks, each character has a set of characteristics, which affects
their basic combat statistics and is affected by their Skill scores. In WCRPG, there are two main
categories of characteristics, Disciplines and Aftributes. Attributes and Disciplines are qualities that all
characters possess which help dictate how well they perform certain actions. The DC of almost every
die roll in WCRPG that involves a character will be at least indirectly determined by at least one of
their characteristics.

All characters in WCRPG have seven Discipline scores. These scores reflect the character’s ability to
perform specific tasks and their aptitude in certain fields. A character’s strength in their Disciplines at
the onset of the game is somewhat determined by the species to which they belong. Each Discipline
has five Discipline Skills; the scores of the Discipline Skills are summed together to directly determine
the score of their controlling Discipline (this is different from most RPGs). The seven disciplines in
WCRPG are Command (CMD), Science (SCI), Navigation (NAV), Tactical (TAC), Engineering (ENG),
Communications (COM) and Medicine (MED):

¢ Command: Command is a measure of a character’s ability to negotiate and to lead others.
lts Skills are usually required by those put into leadership positions; if's a useful area of focus
for anyone in a leadership position, be they a ship's captain or a civil leader (though the
focus of this Discipline tends to be combat-oriented).

e Science: Science is a measure of a character’s understanding of how to gather and apply
systematic knowledge. This Discipline is primarily needed by science officers and researchers,
though it can be useful to any character. All Science Skills focus on a particular set of
scientific fields and measure the character's knowledge of those fields. The information that
can be obtained through the use of Science Skills is often of vital importance, whether they
are used to determine the military capability of an alien vessel, the gravitational force of a
planet, or the severity of the weather.

¢ Navigation: Navigation is a measure of a character’s ability to pilot craft and to get people
from one place to another without getting lost and is of primary importance to anyone
travelling from place to place. This aftribute isn’t necessarily limited to those who pilot
vehicles; persons attempting to use a map and compass will still need to use their Navigation
atftribute.

e Tactical: Tactical is a measure of a character’s understanding of military tactics and their
application. This Discipline is primarily needed by anybody who has to do any shooting from
a vehicle (firing a weapon is handled by Security, which is a Command Skill). Tactical is used



to improve the performance of varying craft and improving their chances of survival in
combat situations.

e Engineering: Engineering is a measure of a character’s ability to acquire and apply scientific
and technical knowledge to the design, analysis, and/or construction of works for practical
purposes. This Discipline is primarily needed by engineering staff, ground crews and
mechanics, but can also be used by civilian professionals whose jobs require strong
knowledge in construction and maintenance. Characters with high Engineering scores
perform faster repairs. One of the Engineering Skills is also necessary for interstellar travel.

e  Communications: Communications is a measure of a character’s ability to exchange
information with others, their ability to utilize proper equipment during that exchange and to
understand information exchange applications. Almost any character can make good use of
Communications Skills; they enable the character to speak to alien beings, jam enemy
transmissions, send distress calls, gather information and negotiate trades. These Skills come
in handy in many critical situations.

¢ Medicine: Medicine is a measure of a character’s understanding of the science and "art" of
maintaining and/or restoring the health of biological beings through study, diagnosis and
treatment. This Discipline is primarily needed by doctors and medical staff, but any character
can benefit from Medicine as its two primary Skills (/nfensive Care and Long-Term Care) can
be used to pull them back from the brink of death.

Characters also have six scores in Atftributes. These scores reflect a character's strengths and
weaknesses in various physical and mental fields. Players familiar with other RPGs such as

D&D™ and Serenity™ will find Attributes familiar. As with Disciplines, a character’s score in their
Attributes at the onset of the game is somewhat determined by the species to which they belong. Each
Attribute has three Attribute Skills. The six Attributes in WCRPG are Power (PWR), Finesse (FIN),
Physique (PHY), Intellect (INT), Acumen (ACU) and Charm (CHA):

e Power: Power is a measure of a character’s physical strength. It also serves as a limit to the
amount and "weight" of equipment a character is capable of carrying (a concept known as
encumbrance). Power affects the character’'s Melee Attack Bonus and is added directly to the
damage caused by any melee or thrown weapons.

¢ Finesse: Finesse measures a character’s agility, reflex actions and coordination. Finesse
affects several of a character's basic combat statistics, including their HD ratings,
their Initiative Bonus, their Ranged Attack Bonus and their Reflex Save DC.

e Physique: Physique represents a character’s health, stamina and recuperative abilities. It
directly affects the number of HP (hit points; the maximum amount of damage a character
can take before they die) that the character has and also directly affects the character's
Fortitude Save DC,

e Intellect: Intellect measures a character’s ability to learn and reason. It determines the
character's raw intelligence and learning rate.

e Acumen: Acumen measures a character’'s common sense, intuition and willpower.

While Intellect is used to analyze information, Acumen is more of a reflection of a character's
ability to be in-tune with their surroundings. It directly affects the character's Willpower
Save DC.

e Charm: Charm measures a character’s force of personality. It is generally used when a

character is attempting to influence others.



Skills

As previously mentioned, there are thirty-five Discipline Skills in WCRPG; five for each Discipline. All
characters will have levels (points) in all of these Discipline Skills, even if that level is zero. The sum of
the scores of all Discipline Skills and their specializations determines the total "score" of that
Discipline, which in turn determines a DC modiifier to all Discipline Skills under that Discipline. There
are also eighteen Aftribute Skills; three for each Attribute. Attribute Skills function exactly like
Discipline Skills and for purposes of discussion throughout this rulebook, both Attribute Skills and
Discipline Skills will be referred to simply as Skills except where it is absolutely necessary to distinguish
between them.

When a character needs to use one of their Skills to get past an obstacle and when there are
significant consequences in the event of failure, a Skill Check is required. To perform a Skill Check, a
player simply rolls d% and compares the result to the score of the character's Skill plus the modifier
from its controlling characteristic (one-tenth the total number of points in the characteristic, rounded
down); the sum of the Skill score plus the Discipline/Attribute modifier is the DC for the task. The term
"Skill Check" also covers situations wherein the character may be able to apply a Skill specialization to
the situation. If a specialization applies, its score is added to the final DC; specializations therefore
make it far more likely a character will succeed at specific tasks. A character may only apply one
specialization to a Skill Check regardless of how many specializations may apply to the situation and
it is the GM that selects what specialization is to be used. Occasionally, a player will need to make a
die roll against a set of rolls made by the GM. These opposed rolls are used in those cases where
they are appropriate to the situation (such as when a target’s Dodge roll is rolled in response to a
character’s Brawling roll in a melee). In these cases, the lower throw wins; these are still considered
Skill Checks, even though the Check is not against the normal DC for that Skill.

When a character succeeds at a Skill Check, they may gain experience in the Skill utilized; if the result
is at least twenty points less than the DC, not only does the character succeed in the task at hand but

they also gain one point in that Skill. Remember, no Skill can ever have a score greater than 25 and

no specializafion may ever have a score greater than 50.

Characters can also fail Skill Checks by rolling a result that’s greater than the indicated DC. How the
GM handles failure is entirely up to them but should be appropriate to the situation. The character
may or may not be allowed to try again after failing a Skill Check; they should be allowed to try
again unless their time is restrained or it's obvious that trying again is impossible. Failing a task
wherein the character won't get a second chance may derail an adventure in a hurry, so those
situations should be few and far between.

Situations may arise during the course of an adventure wherein the GM does not want the characters
to succeed at a certain task (usually for plot reasons). In those situations, the GM has to decide if the
task at hand is totally impossible or just nearly so. If the task is utterly impossible, the GM should not
have the players roll the Skill Check against it; they may simply act as though the task was attempted
and failed. This will, of course, make it obvious to the players that they cannot succeed at the task,
which may annoy them. Totally impossible situations should not have penalties for failure. If the task
is just nearly impossible, there's still an off-chance the characters will succeed; players should be
allowed to roll the Check but the DC should be sure to apply a stronger than normal unfavorable
circumstances modifier (discussed below) to it

A GM can add penalties or bonuses to the DC of a Skill Check if they feel that circumstances are
either significantly in the character’s favor or vice versa (a circumstantial modifier). In these situations,
if the GM is having problems deciding how much to raise or lower the DC, they can just use =10 as
a rule of thumb. Since the players know the DC normally required for success, however, they should



be notified when the GM elects to use a modifier. At their own discretion, a GM may also add a
permanent modifier to all Skill Check DCs; this may be a good idea if they note that their players are
constantly failing Checks. In this case, it's generally recommended that a modifier of no greater than
+20 be used. Hardcore GMs may, of course, choose to subtract an amount from the DC of all
Checks in order to make the game more difficult.

In situations wherein a player is confident of success in a situation, they have the option to either take
fifty or take zero. Taking fifty is simply a declaration that they player will take the average result of a
die roll (a roll result of fifty) without actually rolling. Taking zero, on the other hand, is a declaration
that indicates that their character will perform the task until they get it exactly right. Taking zero takes
twenty times the normal amount of time required but guarantees success. If a short amount of time is
available for the character to complete a task, they may only take fifty.

What follows is a discussion of the individual Skills. Each Skill is listed by its controlling
Discipline/Attribute. Each entry will contain a basic overview of the Skill, notes about its intended
usage, a list of bonuses a character may receive for having a particularly high score in it, possible
and recommended specializations and any other special notes.

Power Skills

The Power Skills are as follows:

o Three-Dimensional Maneuvers (used for movement along the vertical axis)
e Brawling (used in hand-to-hand combat situations)
e Lifting (used when attempting to lift and carry objects)

Three-Dimensional Maneuvers (3DM)

This Skill is used in place of most traditional RPG Strength skills (such as Running, Swimming,
Climbing, Flying, etc.). It represents how well a character can perform these feats; a character may
specialize in any of them. The Three-Dimensional Maneuvers Skill is negatively affected by Armor.

Brawiling (BRW)

This Skill is used when a character is required to perform any hand-to-hand combat; the attack roll
for all melee combat is always a Brow/ing Check. A character may specialize in any form of martial
arts or hand-to-hand fighting styles (such as boxing or wrestling). Every ten points added to this Skill
adds a +1 modifier to the amount of basic damage caused by a melee or unarmed attack. A
successful Check of a specialization of this Skill will add an extra +5 modifier to basic damage.

Lifting (LFT)

This Skill is used when a character is required to lift an object in situations where they must either
hold the object for a substantial length of time or when there is a significant chance of failing to lift it
(such as when a character attempts to lift a heavy object). This Skill is typically subject to
circumstantial DC adjustments; objects that are heavy, bulky or that must be held for a long time are
not circumstantially favorable. A character may specialize in a particular range of weights or in a type
of weight (such as a haltere or dumbbell). Every ten points added to this Skill gives a character a -1
bonus to their total encumbrance class.



Finesse Skills
The Finesse Skills are as follows:

e Dodge (used to get out of the way of anything that can cause damage)
e Dexterous Maneuvers (used in situations that require agility to succeed)
e Hiding and Seeking (used when attempting to hide something or to seek something out)

Dodge (DDG)

This Skill is used when a character is required to dodge something (such as something thrown or shot
in their direction). A character may specialize in dodging specific types of objects (such as bullets or
dodgeballs). A character's Dodge Skill is compared to an enemy combatant's Attack Bonus prior to an
attack and will modify the HD of the character, possibly improving their chances of escaping
damage.

Dexterous Maneuvers (DXM)

This Skill is used in place of most traditional RPG Dexterity skills. It is used whenever a character has
to be agile in order to succeed; some examples of these kinds of situations include riding a wild
animal or walking a balance beam in between two tall buildings. Specializations in Dexterous
Maneuvers include riding specific animals, trying to keep one's balance, disabling traps, picking
locks, and so on. Picking a mechanical lock is handled using the Dexterous Maneuvers Skill;
electronic locks, however, require a Cunning Check (which is an Intellect skill). The amount of time
that passes in a Dexterous Maneuvers Check will vary greatly based upon the situation and may
require multiple successful Checks (at the GM's discretion). Some actions, such as picking a simple
catch-hook lock, may take as little as 1 round. Others, such as carefully defusing a bomb, may take
upwards of an hour or more. When in doubt, a GM should use the result of a 3d5 roll to indicate the
amount of time in rounds a Dexterous Maneuvers Skill Check will take. This Skill is typically subject to
circumstantial DC adjustment; for example, attempting to pick a particularly complex lock is not
circumstantially favorable.

Hiding and Seeking (H&'S)

This Skill is used in place of traditional RPG skills such as Hiding, Seeking, Searching, etc. A player
may specialize in hiding and/or seeking particular kinds of objects (for example, a law enforcement
official might specialize in "Seeking lllicit Narcotics" while a drug pusher might specialize in "Hide
lllicit Narcotics from Cops"). The amount of time needed for a Hiding and Seeking Skill Check varies;
as a general rule, the longer it took to hide something, the longer it takes to find it again. This Skill is
typically subject to circumstantial DC adjustments; having a great deal of time to search for or hide
something works in a character's favor.

Physique Skills

The Physique Skills are as follows:

e Concentration (used to concentrate on a specific task)
e Stamina (used to endure physical hardship)
e Recuperation (used to heal physical damage)



Concentration (CCN)

This Skill is used when a measure of concentration is required to perform a specific task and is
typically used as a prerequisite for a second Skill Check (for example, when defusing a bomb, a
Concentration Check may be required prior to a Dexterous Maneuvers Check; failure of either could
trigger the bomb). The degree of success or failure of a Concentration Check may be added to the
DC of any subsequent Skill Check. Specializations include specific sets of circumstances (such as
concentrating under fire).

Stamina (STM)

Stamina is used when a character is enduring physical hardship or duress (such as when they have
been hit by certain weapons). It can also be used to resist damage due to the character’s exposure to
heat, cold, radiation, biohazards, etc. A failure of a Sfamina Check results in damage (loss of HP) or
some other detrimental effect (such as becoming Stunned or Shaken, or becoming infected with a
disease). Every ten points added to this Skill reduces the amount of Lethal Damage the character
receives as the result of any attack by one point. Specializations represent an above average ability to
resist specific ailments (for example, a character that has had influenza before could "specialize" in
Resist Influenza to keep from getting the Flu again).

Recuperation (RCP)

Recuperation is used when a character is attempting to regain their vitality (HP or NHP). It can be
enhanced with the successful application of medicines and completely countered by poisons or toxins.
Specializations represent the ability to recover quickly from specific ailments (for example, a player
who has received a rubeola vaccination could "specialize" in Recover from Rubeola). Every ten points
added to Recuperation adds a +1 modifier to the number of HP/NHP a player regains on a
successful Check

Intellect Skills

The Intellect Skills are as follows:

e Knowledge (used to test a character's memory and/or understanding of a specific subject)

e Cunning (used in situations that require cleverness to succeed)

e Resourcefulness (used when crafting or destroying objects, or when being resourceful is
required for success)

Knowledge (KNW)

This Skill is used when a character’s knowledge must be tested. This Skill is typically subject to
circumstantial DC adjustments; being asked about a topic in which the character has experience
works in their favor. A character may specialize in any particular field of knowledge.

Cunning (CUN)

This Skill is used whenever the character is forced to be clever in order to succeed in a situation. This
Skill is typically subject to circumstantial DC adjustments; for example, a character attempting to
persuade an enemy guard into letting them go without saying anything will probably face very



unfavorable circumstances. Specializations in this Skill may include con artistry, persuasion,
deception, treachery, seduction, and so forth.

Resourcefulness (RSF)

This Skill is used whenever a character needs to craft an item, when they need to figure out a way to
demolish something, or when they must be inventive in order to succeed. Some examples of
situations where this Skill apply include crafting a crude weapon, figuring out where to set explosives
in order to turn a reinforced structure into dust, or getting out of a jail cell with no more than a stick
of gum and a paper clip. Specializations include practical applications of mechanics or schools of
engineering (such as "Use of Duct Tape").

Acumen Skills
The Acumen Skills are as follows:

e Perception (used to observe a character's surroundings - particularly when there's something
important to be noticed)
e Performance (used in situations where a character is performing a task not covered by any

other Skill)
e Survival (used to measure a character's application of survival techniques)

Perception (PRC)

This Skill is used whenever a character needs to notice something in a hurry and reflects the way they
see their universe; it is used in place of the Spot skill used in traditional RPGs. Specializations include
spotting specific types of objects. Every ten points added to this Skill give the character an effective -1
range modifier for all ranged attack actions the character makes in combat.

Performance (PRF)

This Skill is used whenever the character is required to perform any task that is not covered by
another Skill. This includes any mundane tasks done during the performance of a character's job. For
example, a farmer would make several Performance Checks to successfully plant or harvest crops
(note in this case that they won't know if those Checks were successful for quite some time).
Specializations include the performance of the duties of particular occupations (shelving books,
mopping floors, flipping burgers, acting, playing an instrument, etc.).

Survival (SRV)

This Skill represents the character’s knowledge and application of survival techniques in extreme
situations. Specializations may include various types of terrain or weather conditions. A Survival
Check may be made as a precursor to a Sfamina Check to survive adverse conditions; the degree of
success or failure is added to the DC of the subsequent Check.
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Charm Skills

The Charm Skills are as follows:

e Personality (used when strength of character will determine the outcome of a situation)
e leadership (used to reflect the character's ability to lead)
e Dijplomacy (used to attempt a diplomatic solution to a situation)

Personality (PER)

This Skill reflects the strength of the character's emotional, attitudinal and behavioral response
patterns, and is used in place of traditional RPG skills such as Willpower. Specializations include any
skill that requires strong force of personality (such as debating, resisting torture, etc.). A Personality
Check may be made as a precursor to any Diplomacy, Cunning or Intimidation Check, with the
degree of success or failure adding to the DC of the subsequent Check.

Leadership (LED)

This Skill reflects a character’s ability to lead others in a given situation, used to rally others or to
organize a group into a functioning team. It can also be used whenever it seems like a group is
about to degenerate into factions. This Skill is typically subject to circumstantial DC adjustments; for
example, a character trying to whip an unruly mob into shape is likely facing unfavorable
circumstances. Specializations include specific situations wherein leadership may be important (such
as commanding a ship or leading a squad of marines against heavy enemy fire). Leadershijp Checks
may be made as a precursor to any Command Check (with the exception of Security), with the
degree of success or failure adding to the DC of the subsequent Check.

Diplomacy (DIP)

This Skill reflects how diplomatic the character is and how skillful they are at employing diplomatic
techniques. Use of diplomacy can get a character out of many hostile situations and can help bring
two previously unfriendly groups together in friendly co-existence. This Skill is typically subject to
circumstantial DC adjustments; for example, any Terran attempting to negoftiate a truce with a Kilrathi
is likely facing unfavorable circumstances. Specializations include signing treaties, opening dialogue,
pacifying hostile aliens, and so forth. Djp/lomacy Checks may be made as a precursor to any
Negotiate or Intimidate Check, with the degree of success or failure adding to the DC of the
subsequent Check.

Command Skills

The Command Skills are as follows:

Inspire (Prevents others from becoming Shaken)

Strategy (Used to improve offensive and defensive maneuvering)
Coordination (Allows a character to issue instructions)

Guidance (Allows a character to advise others)

Security (Provides a bonus to ranged attacks and improves ambush detection)
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Inspire (INS)

This Skill reflects a character's ability to inspire faith and confidence in others. /nspire Checks can be
performed as a Standard action in combat by a vehicle or capital ship's commander to prevent other
characters from becoming Shaken in combat and bolster their confidence; this in turn provides a
small temporary bonus to any affected character's Checks. Specializations include specific types of
groups or inspirational techniques.

Strategy (STR)

This Skill reflects a character's knowledge of offensive and defensive combat strategies. A character
who is highly skilled in Strategy has an easier time getting their forces into an advantageous position
over an opposing force. A Strategy Check is required when a character must come up with a battle
plan in order to succeed in a situation. Only a group commander may make this Check; the
definition of a "group" in this case is left to the discretion of the GM. This Skill may be opposed by a
corresponding Strafegy Check performed by the commander of the opposing force. For every five
points in the degree of success of the Check, all forces under the commander's direct control and
carrying out their battle plan will gain a temporary +1 bonus to their Combat Maneuvers and Evasive
Maneuvers Skill scores; the bonus extends to any specializations that may apply to specific situations.
Specializations include specific offensive or defensive maneuvers.

Coordination (CRD)

This Skill reflects a character’s ability to utilize the full resources of every member of a group. If a
character is part of a larger group that includes NPCs (such as a wingman), they may make a
Coordination Check to give them specific instructions. Coordination Checks may be required multiple
times for particularly large groups; the higher the number of successful Checks, the more likely things
will occur as the character has designed, with fewer overall mistakes. This Skill is typically subject to
circumstantial DC adjustments; a character flying on Todd Marshall's wing will likely be facing very
unfavorable circumstances when attempting to issue him orders. Specializations include the
coordination of specific situations, job positions or occupations.

Guidance (GUD)

This Skill measures the amount of experience a character has with various types of situations and how
much of their knowledge and experience can be imparted to others. Guidance Checks are made
when a character wants to impart some of their knowledge to another character as a precursor to
any Check made the other character; one-tenth (rounded up) of the degree of success or failure is
added to the DC of the subsequent Check. Specializations include specific subjects or situations.

Security (SEC)

This Skill reflects a character's general knowledge of security protocols and their ability to apply that
knowledge. A character highly Skilled in Security can more readily identify threats in the immediate
area and take positive action to mitigate them. Security Checks are used when a character is required
to fight in ranged combat on the character-scale. Specializations include any specific type of ranged
weapon or stratagem. Every five points added to this Skill imparts a +1 modifier to the character's
Attack Bonuses; in situations wherein a specialization applies, this bonus is extended to that situation.
A Security Check may also be made as a precursor to any Hiding and Seeking Check made to detect
ambushes; the degree of success or failure is added to the DC of the subsequent Check.
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Science Skills

The Science Skills are as follows:

o Planetology (Used to scan and analyze planetary and stellar objects)
e Technology (Used to utilize pieces of technology and scan vehicles/capital ships)
e Archaeology (Used for archaeological and anthropological research)
o  Geology (Used when locating mineral deposits)
o Typhonology (Used to predict and analyze hazardous local solar, ionic, meteorological,
seismic and volcanic activity)
Planetology (PLT)

This Skill reflects a character’s working knowledge of natural space-borne objects (such as stars,
asteroids, comets, etc.) and their ability to identify key features about them. Planetology Checks are
required to compile basic information on a space-borne object (such as atmospheric components,
bio-diversity, mass, global weather, etc.) when there is no information readily available about it.

A character will still gather some data on the target object in the event of a failed Check; see the
Technology Skill entry for more details. Planefology Checks have critical potential; in the event of a
critical success, the GM may divulge any metadata to the group about the object being scanned that
they wish to reveal (such as the specific locations of fault lines, age, etc.). Specializations include
specific classes or types of planetoids or stellar objects.

Technology (TCH)

This Skill reflects a character’s knowledge of technologies, including their ability to identify, use and
provide detailed information on a given technology that they may encounter. Technology Checks are
required any time the character must operate a piece of technology (such as a computer) and when
attempting to scan objects such as vehicles and capital ships. If using this Skill to scan a target, any
damage to the scanning equipment utilized must be subtracted from the DC of the Check. This Skill is
typically subject to circumstantial DC adjustments; a character attempting to localize a scan on a
certain section of a craft to gather data on it will have less favorable circumstances than they would
by performing a general overall scan. A character will still gather some data on the target in the
event of a failed Check. Technology Checks have critical potential; in the event of a critical success
when attempting to scan a target object, the GM may divulge any metadata to the group about it that
they wish to reveal (such as any installed accessories, current HP levels, etc.). Specializations include
specific classes or types of craft and particular pieces of technology.

The following chart outlines the specific pieces of information a character does gather on a failed
Planetology or Technology Check, based on its degree of failure. Note that "Object" in the chart
refers to space-borne objects (such as planets) while "Craft" refers to vehicles and capital ships.
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Data Received after Failed Planefology/ Technology Check via Degree of Failure

Data Received

Degree of Failure Type (Object or Craft) Grqvi’ry (Object) A1m4.:>. Density (Object) | Temperature (Object) Weather (Obiject)
Size (Craft) Shield Status(Craft) Guns Status (Craft) |Ordnance Status (Craft)

>30 No No No No No
30 No No No No Yes
29 No No No Yes No
28 No No Yes No No
27 No Yes No No No
26 Yes No No No No
25 No No No Yes Yes
24 No No Yes No Yes
23 No No Yes Yes No
22 No Yes No No Yes
21 No Yes No Yes No
20 No Yes Yes No No
19 Yes No No No Yes
18 Yes No No Yes No
17 Yes No Yes No No
16 Yes Yes No No No
15 No No Yes Yes Yes
14 No Yes No Yes Yes
13 No Yes Yes No Yes
12 No Yes Yes Yes No
11 Yes No No Yes Yes
10 Yes No Yes No Yes

9 Yes No Yes Yes No

8 Yes Yes No No Yes

7 Yes Yes No Yes No

6 Yes Yes Yes No No
5 No Yes Yes Yes Yes
4 Yes No Yes Yes Yes

3 Yes Yes No Yes Yes

2 Yes Yes Yes No Yes

1 Yes Yes Yes Yes No

Archaeology (ARC)

This Skill reflects a character's knowledge of topics in archaeology and anthropology, including the
identification of ruins and artifacts of various origins. Archaeology Checks are used to identify specific
buildings or artifacts, their original function and their overall condition. Conducting a survey of an
archaeological site or performing anthropological research generally takes more than one successful
Archaeology Check in a row; the greater the number of successful Checks, the more successful the
character's efforts. For example, a character may find potsherds with a single successful Check, an
artistic curio with two successtul Checks, a find of some significance (such as ancient writings) with
three Checks, a significant freasure on four successtul Checks, and a find of major cultural and
historical importance (such as a stone that perfectly translates from Steltek into Ancient Kilrathi) on
five successful Checks in a row. This Skill is typically subject to circumstantial DC adjustments; more
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significant or heavily disguised items will impart unfavorable circumstances on the character.
Specializations include particular types of buildings or specific ancient cultures of specific species.

Geology (GEO)

This Skill reflects a character’s knowledge of topics in geological disciplines, with particular emphasis
on being able to distinguish between different types of fundamental elements and ores and
knowledge of the conditions under which they are likely to form. Geology Checks are used on
planetary surfaces in order to locate suitable mineral deposits for planetary mining. This Skill is
typically subject to circumstantial DC adjustments; a character who is simply out to find ore of any
type will likely face favorable circumstances, while those who are looking for specific ores on worlds
where if's known that they are very rare will likely face unfavorable circumstances. If a mineral deposit
is found while the character is exploring the surface of a world, the find will automatically increase in
size by one-tenth the number of points in their Geology Skill (e.g. the character will find an additional
5.3 cubic meters of Gold in a find if they have a Geology score of 53); alternatively, the same
amount of a different mineral may be found at the same time. Specializations include the
identification of particular ores.

Typhonology (TYP)

This Skill reflects a character’s knowledge of the theoretical and practical uses of atmospheric science,
solar weather phenomena and/or seismology, with particular emphasis on the prediction of
hazardous phenomena. Typhonology Checks are used to predict impending severe planetary
weather, imminent solar flares, novae, ion storms, earthquakes, volcanic eruptions, and the like. A
Typhonology Check may be performed as part of the hourly Check while exploring planetary
surfaces. For every ten points in the degree of success of a Typhonology Check (rounded up), the
character gets an extra hour of "lead time" on any impending hazardous event. Additionally, should
the character be unable to reach adequate shelter in time, their 7yphonology score may be
subtracted from the amount of subsequent damage that may be caused by such phenomena.
Specializations include prediction techniques for specific types of hazardous phenomena.

Navigation Skills
The Navigation Skills are as follows:

e Astrogation (Used to calculate safe FTL jump paths)

o Starship Piloting (Used when piloting a capital ship)

e Orienfation (Used to track a vehicle's location in confusing terrain or to locate surface
objects)

o Vehicle Piloting (Used when piloting a vehicle)

e  Stealth (Used when attempting to avoid detection while piloting a craft)

Astrogation (AST)

This Skill reflects a character’s ability to look at star charts and gather interstellar data in order to
determine the ship’s location in space and to plot a safe course between star systems. Astrogation
Checks are made as a precursor to Faster-Than-Light Mechanics Checks; combined, these Checks
are used to determine whether a craft makes a successful FTL transit or not. Specializations include
knowledge of the navigational systems of specific types of craft and specific FTL drive types (Akwende,
Morvan, D-Drive, efc.).
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Starship Piloting (SSP)

This Skill reflects a character’s familiarity with capital ships and how to navigate them in space. This
can be a particularly important Skill, especially if the ship is damaged or if any attempts are being
made to avoid space hazards. Starship Piloting Checks are used inside planetary systems to move a
capital ship from one point to another within the same system. Starship Piloting Checks are also
required in combat situations if there is damage to the ship’s propulsion system, with the amount of
Engine damage subtracted from the DC of the Check. For every 20 points in a character's Starship
Piloting Skill, the fuel efficiency of their ship goes up by one category (to the maximum of 100%); this
bonus also extends to any specializations that may apply. Specializations include any specific class or
type of craft (provided said craft are capital ships).

Orientation (ORT)

This Skill reflects a character’s ability to use navigational aids (such as a map and compass) in order
to determine their exact position on the surface of a planet. Orientation Checks are necessary if
planetary weather becomes particularly severe (severe enough to cause damage to a vehicle) or if a
vehicle passes through "confusing" terrain (such as a cavern or a particularly dense bank of fog).
Orientation Checks may also be made to remember the location of objects on a planet's surface
(such as cities, trade posts, rich mineral deposits, unfueled vehicles, enemy targets, etc.). This Skill is
typically subject to circumstantial DC adjustments; a character trying to find their primary bombing
target whenever it is shrouded in fog will likely be facing unfavorable circumstances. Due to its
nature, a character may never take zero on an Orientation Check. This Check has critical potential;
in the event of a critical failure, the character becomes completely Lost. A new Orientation Check
may be made after one hour has passed; this Check must succeed for the character to determine
their position once more. In the event this subsequent Check fails, additional Orientation Checks
must be made each hour until one of the Check is passed; the character remains Lost in the interim.

Vehicle Piloting (VEP)

This Skill reflects a character’s familiarity with vehicles in general as well as their skill in piloting them.
Vehicle Piloting Checks are used to move vehicles from one point to another (similarly to the function
of the Starship Piloting Skill). Vehicle Piloting Checks are also required in combat situations if there is
damage to a vehicle’s propulsion system, with the amount of damage to its engine subtracted from
the DC of the Check. For every 20 points in a character's Vehicle Piloting Skill, the fuel efficiency of
their current vehicle goes up by one category (to the maximum of 100%); this bonus also extends to
any specializations. Specializations include any specific class or type of craft (provided it is not a
capital ship).

Stealth (STL)

This Skill reflects a character’s ability to use piloting techniques in such a manner as to make their
craft harder to detect by conventional scanning means. Stea/th Checks are made hourly while
exploring a planet’s surface and determine whether a craft will encounter any lifeforms. Stealth
Checks are also used to determine whether or not a craft will have an encounter in space either
during an hourly Check or upon arrival at a Nav Point. This Skill is typically subject to circumstantial
DC adjustments; a character flying through an area with active scanning devices (such as radar)
while trying to remain undetected will likely be facing unfavorable conditions. Specializations include
stealth, ECM and ECCM systems on specific classes or types of craft.
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Tactical Skills

The Tactical Skills are as follows:

Targeting (Enables targeting of specific sub-systems)

Marksmanship (Used to fire guns)

Ballistics (Used to fire ordnance)

Combat Maneuvers (Increases the chances of successfully hitting a target)
Evasive Maneuvers (Increases the chances of successfully evading incoming fire)

Targeting (TAR)

This Skill reflects a character's ability to pinpoint areas on a target’s hull that are sensitive or
vulnerable to weapons fire in order to inflict damage specifically to that area. This allows the
character to make a "called shot" in a combat situation. A Targeting Check may be made as a
Standard action; a successful Check will cause some measure of systems damage to the targeted
area as long as the same target is fired upon in subsequent rounds. Specializations include targeting
of specific sub-systems.

Marksmanship (MKM)

This Skill reflects a character's familiarity with gun-style weaponry (such as lasers, mass drivers, etc.)
and their ability to use such weaponry in combat situations. Marksmanship Checks are used as the
attack roll when using guns; a successful Check indicates the potential for multiple hits.
Specializations include specific gun types.

Ballistics (BAL)

This Skill reflects a character's familiarity with various types of ordnance (such as missiles, mines and
torpedoes) and their ability to use such weaponry in combat situations. Ballistics Checks are used as
the attack roll when firing off any type of ordnance; a successful Check indicates a hit. Specializations
include specific types of missiles or torpedoes.

Combat Maneuvers (CMN)

This Skill reflects a character's familiarity with offensive combat piloting tactics and maneuvers, which
allow them to maneuver their craft into an advantageous tactical position prior to firing. A
character's Combat Maneuvers score will be opposed by the Evasive Maneuvers Check of the target's
pilot, modifying the effective HD of the target. Specializations include specific offensive maneuvers
(Immelmann turns, scissors, etc.).

€Evasive Maneuvers (EVM)

This Skill reflects a character's familiarity with defensive combat piloting tactics and maneuvers, which
allow them to maneuver away from neutral and disadvantageous tactical positions and hamper an
enemy’s ability to find a firing solution on their craft. A character's Evasive Maneuvers score is used in
opposition to the Combat Maneuvers score of the opposing craft's pilot, modifying the effective HD of
their craft. Specializations include specific defensive maneuvers (split-s, yo-yo defense, etc.).
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Engineering Skills
The Engineering Skills are as follows:

e Damage Control (Used to reduce damage, prevent malfunctions and bring a systems back
on-line)

e Internal Systems (Used to repair a capital ship's internal systems and hull)

e Defenses (Used to repair a capital ship's defensive systems and increase its shield
regeneration rate)

e Mechanics (Used to repair the systems of vehicles)

e Faster-Than-Light Mechanics (Required to perform FTL transits)

Damage Control (DMC)

This Skill reflects a character’s ability to direct damage control parties, to quickly repair critical
components of a system no matter how badly damaged it is and to make improvised repairs in
critical situations. It may also be used to mitigate the amount of damage a craft receives as it is
happening. Damage Confro/ Checks are required whenever an attempt is made by any member of a
craft's crew to use a damaged system or when a rapid set of repairs are needed to get a system
functioning temporarily. The amount of damage to the system in question is always subtracted from
the DC of the Check. This Skill is typically subject to circumstantial DC adjustments; a character
attempting to make repairs while under fire or while in a hostile environment will likely face
unfavorable circumstances. Failure of a Damage Control/ Check results in a malfunction of the system
in question. This Check has critical potential; in the event of a critical failure, the system is destroyed
outright. Systems that are jury-rigged are considered “available” for purposes of combat, though any
amount of damage inflicted on a jury-rigged system immediately causes it to malfunction. Due to its
nature, a character may never take zero on a Damage Confrol Check. Specializations include
damage control and/or jury-rigging of specific systems.

Internal Systems (ITS)

This Skill reflects a character’s knowledge of the theoretical and practical uses of a diverse array of
topics, including common metallic elements, EM fields, quasi-EM fields, EM radiation, nuclear physics
and quantum mechanics. In particular, it reflects their knowledge of these topics in regards to how
they contribute to the smooth operation of a capital ship; this knowledge can be used to aid in the
repair of the vast majority of its internal systems. An /nfernal Systems Check is required to affect
repairs to a capital ship's Core, Armor, Sensors, Communications, Flight Deck, Life Support and
Engines. The amount of damage to the system in question is always subtracted from the DC of the
Check. This Skill is typically subject to circumstantial DC adjustments; a character attempting to make
repairs while under fire or while in any hostile environment will likely face unfavorable circumstances.
Specializations include specific systems. Every ten points in the character's /nfernal Systems Skill adds
a +1% bonus to the amount of repair work affected on a successful Check; this includes points in
Skill specializations.

Defenses (DEF)

This Skill reflects a character’s knowledge of common types of weaponry and practical uses of
general and special relativity, particularly in regards to the launching mechanisms of ordnance
launchers, emission methodology of gun-style weaponry and maintenance of the field generators that
generate a capital ship’s shields. This knowledge can be applied to aid in the repair of a ship’s
defensive systems. A Defenses Check is required to affect repairs to a capital ship's Shields or
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Weaponry of any type. The amount of damage to the system in question is always subtracted from
the DC of the Check. This Skill is typically subject to circumstantial DC adjustments; a character
attempting to make repairs while under fire or while in a hostile environment will likely face
unfavorable circumstances. Specializations include specific defensive systems. Every ten points in the
character's Defenses Skill adds a +1% bonus to the amount of repair work done on a successful
Check; this includes points in Skill specializations. Defenses also acts as a bonus to shield
regeneration; the Defenses score of the designated ship's Engineer is added to the recharge rate of
the shields in SHP.

Mechanics (MECQ)

This Skill indicates a character’s practical knowledge of common machinery, in particular the care
and maintenance of the systems required for its continued operation. This knowledge can be used to
aid in the repair of any system installed on any small craft (such as vehicles, shuttles, and fightercraft)
in the character's care. A Mechanics Check is required whenever any system on a vehicle needs to be
repaired; this Skill behaves exactly like the /nfernal Systems and Defenses Skills, including all
indicated bonuses and penalties. Specializations in this Skill include specific types or classes of
vehicles.

Faster-Than-Light Mechanics (FTL)

This Skill is a measure of a character’s practical knowledge of faster-than-light mechanics,
particularly in regards to the inner workings of FTL drives and how they are affected by phenomena
in the interstellar medium. Fasfer-Than-Light Mechanics Checks are used to execute any superluminal
transit. An Astrogation Check is always made as a precursor to a Faster-Than-Light Mechanics
Check, with the degree of success or failure of the Asfrogation Check modifying the DC of the Fasfer-
Than-Light Mechanics Check. Specializations include specific drive types (Akwende, Morvan, D-Drive,
etc.) or specific FTL-capable craft.

Communications Skills

The Communications Skills are as follows:

e Translate (Used when translation is required)
e Rapport (Used to gather information)
e Intimidate (Required whenever intimidation or lying are required to succeed)
e Negotiate (Used to haggle over the price of goods)
o Distress (Used to either issue or jam distress calls)
Translate (TRL)

This Skill reflects a character's familiarity with the structures and forms of various languages and their
ability to apply that knowledge into the translation of a given particular language. A Trans/ate Check
is required any time the character is in a situation where they must either read, write or speak in a
language other than their primary language to be successful. This Skill is typically subject to
circumstantial DC adjustments; a character attempting to read something in a language with which
they are completely unfamiliar will likely be facing unfavorable circumstances, as will a character
attempting to listen to a message that has been badly garbled by static. Failure of the Check means
that some parts of the message will be un-translatable, with the amount of any useful portion of the
message decreasing as the degree of failure increases (GMs may handle these situations in any
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manner that they wish through role-playing). Specializations include any specific language and/or
associated writing system.

Rapport (RAP)

This Skill indicates a character’s ability to gather information by various means. Rapport Checks are
required in situations where the target of communications may or may not remember (or is
deliberately withholding) some piece of important information the character must know in order to
succeed. They may also be used in an attempt to get a target to give more details on something
they’ve already mentioned. This Skill is typically subject to circumstantial DC adjustments; a character
that is talking to an uncooperative subject will likely be facing unfavorable circumstances. Failure of
the Check means that the target has either forgotten the fact, will say something that's entirely
accurate, or flat out refuse to divulge what they know. Specializations include specific methods of
gathering information, specific species or members of specific occupations or groups.

Intimidate (IND)

This Skill reflects a character's ability to instill fear in others through the sheer force of their personality
or to tell a convincing falsehood. /ntimidation Checks are required when a character must act
aggressively, must attempt to instill fear on a target or must lie convincingly in order to succeed at a
task. This Skill is typically subject to circumstantial DC adjustments; attempting to lie to someone who
is gullible will work in a character's favor, while trying to tell an outrageous lie or trying to intimidate
an opponent who is in a clearly superior position will not. In addition to any other effects, a failure of
an /ntimidate Check will impart a -2 DC reaction penalty in all future dealings with the target of the
Check. Specializations include any method of intimidation, specific species or members of specific
occupations or groups.

Negotiate (NEQ)

This Skill reflects a character’s familiarity with the techniques of negotiation and their ability to utilize
them in a real world setting. Negotiate Checks are used by a character when trading in order to
move the offered price of an item in their favor; they are used in opposition to an opposing Negotiate
Check performed by the trader. Whoever has the higher degree of success may move the price point
of a commodity in their favor or close out any further attempt at haggling. Specializations include
specific goods or categories of goods.

Distress (DIS)

This Skill reflects a character's familiarity with the use of emergency communications equipment both
for the purpose of sending out general distress signals and interfering with the ability of hostile forces
to do the same. Disfress Checks are required whenever a character wishes to attempt to issue a
distress signal. A Disfress Check performed in opposition to an enemy combatant's Distress Check in
order to attempt to jam their signal and vice versa; whichever side has the higher degree of success
will be able to perform their desired action. The successful transmission of a distress signal will
ultimately result in the arrival of a number of friendly forces during an encounter, the composition of
which should be directly proportional to the degree of success of the Check as should be the amount
of time it takes for them to arrive. This Skill is typically subject to circumstantial DC adjustments; a
character whose craft is very far from the closest base and is in an encounter with a sizable enemy
force will likely be facing unfavorable circumstances. Specializations include the
communications/jamming systems on specific classes of craft or types of craft.
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Medicine Skills

The Medicine Skills are as follows:

Infensive Care (Used to heal characters in emergency situations)
Treatment (Used to help heal characters)

Xenobiology (Assists in the healing of a character based on their species)
Specialized Medicine (Used to treat the effects of poisons and pathogens)
Psychology (Used to treat mental disorders and effects of psionic attacks)

Intensive Care (ITC)

This Skill measures a character's knowledge and ability to administer emergency first aid to a critically
injured person. Should another nearby character be in clinical death, the character may make an
Intensive Care Check in order to curtail or prevent their slide towards brain death. An amount equal
to the amount by which the "patient" is below their maximum HP is subtracted from the DC of an
Intensive Care Check when it is performed; other factors (such as whether sufficient equipment is
available, if the treatment is taking place in a moving vehicle, etc.) may also adjust the DC. The
patient will gain or lose one-tenth the amount of success/failure of the roll in HP, rounding up.
Intensive Care Checks may also be made as a last resort attempt to prevent a character's death; if the
Check fails, brain death is immediate. If the Check succeeds, however, they are placed in stasis and
can subsequently be healed normally. Specializations in /nfensive Care include specific emergency
situations (gunshot wound, heart attack, etc.).

Treatment (TRT)

This Skill measures a character's ability to handle the medical needs of people under their

care. Treatment Checks are made to actively treat patients. The amount by which a patient is below
their maximum HP is subtracted from the DC of a Treatment Check when it is performed. Treatment
Checks are performed hourly. If the Check fails, the patient restores no HP that hour. This Check has
critical potential: in the event of a critical failure, the patient loses one-tenth the degree of failure in
HP (round down). A successful Check restores a number of HP or NHP equal to the degree of success
up to the patient’s maximum HP/NHP. Skill specializations are reserved for specific types of injuries
(blunt-force trauma, gunshot wounds, etc.).

Xenobiology (XNB)

This Skill indicates a medic’s familiarity and flexibility in determining and working with the anatomy of
various life-forms; this knowledge can be used to speed the healing of others. Specializations include
specific species (Terran, Kilrathi, Firekkan, etc.). A Xenobiology Check may be made as a precursor to
any /ntensive Care or Treatment Check; the degree of success or failure is added to the DC of the
subsequent Check. For every five points in the Doctor's Xenobiology Skill, another point of HP may be
healed above the normal amount indicated by an hourly 7reatment Check for a patient; this bonus
extends to any specializations that may apply.

Specialized Medicine (SMD)

This Skill reflects a character's familiarity with various types of toxins and pathogens as well as their
ability to detect and treat them. A Specialized Medicine Check may be made by a character in order
to counter the effects of any poison, disease or other contagion to which another character has been
exposed. This Skill is typically subject to circumstantial DC adjustments; a character faced with the
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treatment of a fast-acting neurotoxin is likely facing unfavorable circumstances. Specializations
include any specific or general category of poisons or diseases. Note that in some cases, a
Specialized Medicine Check may also be used to prevent a pathogen from infecting an entire group
of characters.

Psychology (PSY)

This Skill reflects a character’s familiarity with various types of mental disorders (whether naturally
occurring or induced by certain conditions) as well as their ability to detect and treat them. A
Psychology Check may be made to counter the effects of any psionic attacks to which any other
character has been subjected. They may also be used to curtail a psionic effect before it becomes too
pronounced, or to temporarily curtail the effects of the Insane Complication. This Skill is typically
subject to circumstantial DC adjustments; a character attempting to calm a raging psychopath is
likely facing unfavorable circumstances. Specializations include any of the psychological disciplines
(such as criminal behavior, psychoanalysis, sports psychology, etc.).

Traits

This section describes the various Traits that a character may be given during the creation process. All
Traits in the game fall into one of three general types: Variable Traits, Talents, and Complications.
Variable Traits are Traits that may act either as a Talent or a Complication. Talents are generally
positive Traits that will help a character excel in a particular field. Talents have a building point cost;
when they are selected, the point cost must be paid either by using some of the points in one of the
character’s building point pools for Disciplines or Attributes, or by buying Complications.
Complications are negative Traits that serve to make a character's life interesting, serving as a point
of internal conflict that can get in the way of their success in certain situations. Complications have a
negative point cost and thus give the character additional building points, which can then be spent on
Skills or as a way of "buying off' a Talent.

A character's Traits provide a modifier to the outcome of any die roll where they may apply. This
includes self-control Checks, a (usually) voluntary roll made to gauge a character’s reaction to a
given situation; these Checks have a base DC of 50 plus the number of points present in the

Trait. The modifier provided always equals the Trait's score; Talents provide positive modifiers while
Complications provide negative ones. Traits can compound upon one another in certain situations,
making certain actions almost guaranteed successes and others guaranteed failures. All Traits must
be role-played where appropriate; if a player does not role-play a character's Trait, a GM may inflict
whatever penalty they wish during a gaming session's wrap-up. Usually, this will be the denial of a
Skill point or two that the character might've otherwise earned or the reduction of the level of the Trait
in question

Variable Traits

All Variable Traits have a point cost of -30 to +30 points. Variable Traits with a score of -1 or less
are considered Complications, while those with a score of +1 or more are considered Talents. If no
level is taken in a Variable Trait, it is assumed the character has a score of zero in it.

Comeliness

A character’s Comeliness level reflects how beautiful they are. This is based on the standards for
attractiveness used by their species (e.g. an individual Varni with a high Comeliness score may not
appear very attractive to members of other races by their standards, but to other Varni they could be
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akin to a lesser deity). A character’'s Comeliness level applies in situations where their level of physical
beauty will make a difference to its final outcome. Players with positive comeliness levels (Comeliness
as a Talent) are considered attractive, while those with negative levels (Comeliness as a
Complication) are considered ugly; those with significant scores may even be considered that way by
members of other species. Characters by default have a Comeliness level of zero, representing
average aftractiveness.

Senses

A character’s Senses Trait reflects how sharp or dull their senses are. The Senses Trait may be taken
multiple times by a character, each time reflecting a particular abnormality in one of that character’s
senses; alternatively, a player may consider this Trait an average value of all their character’s senses.
The Senses Trait is added to any Checks in which how well a character can see, hear, etc. will have
an impact on the final result of a situation. Characters who take the Senses Trait at the maximum
Complication level (-30) completely lose the sense in question. Characters by default have a Senses
level of zero, representing average ability.

Wealth

A character’s Wealth trait reflects their current level of personal wealth. A high Wealth score doesn’t
necessarily indicate that a character has a great deal of money; rather, it reflects their overall
purchasing power and strength of their assets (money, personal assets, livestock, property, etc.).
Wealth applies when a character is making purchases, whether for themselves or for the rest of their
group. Characters who have Wealth as a Talent are fairly rich and have little trouble accessing goods
regardless of their overall quality; the wealthiest people may hold significant assets (such as their own
private fleet of spacecraft). Conversely, characters who have Wealth as a Complication are unusually
poor and have to struggle to make ends meet. The poorest of these people are dirt broke, with no
prospects for serious work or in so much debt that they’ll never work their way out of it. Characters by
default have a Weadlth level of zero, denoting average wealth and a lower-middle class lifestyle. The
combined Wealth scores of a character group can be used by a GM to determine their initial amount
of money; they simply average together the Wealth values of all the players in the group, multiply the
result by 1000, and add it to an initial value of €15,000 (note that it is possible for a character group
to start out in debt should all its members be unusually poor). For individual characters, a GM may
add €300 to an amount equal to 100 times their Wealth level to determine the amount of money
with which they have to purchase initial equipment (note that characters with a Wealth score of -30
will start out with no money).

Reputation

A character’s Reputation Trait reflects how well known they are in their field (for better or worse).
Characters that are well known in their field may get stronger reactions from others, particularly from
those who know or have at least heard of the character, and know their level of expertise. A
character’s Reputation Trait applies in situations where their reputation will make a difference to the
outcome. Characters that have Reputation as a Talent are well-respected and praised for their work
in their particular field; conversely, characters that have Reputation as a Complication are treated as
a hack by other members of their field whether they deserve to be treated that way or not. Note that a
person outside of the character’s field may still have heard of them; they just won't react as strongly
as someone within the same field. Characters by default start with a Reputation of zero, denoting a
lack of any repute.

23



Social Status

Social Status reflects how important a character is in their society and what niche they fill. This Trait is
particularly important in caste-based societies, wherein a character’s Social Status may determine
such things as their social rights, who they may associate with, which laws they are expected to obey,
which buildings are off-limits, etc. Characters apply their Social Status score in situations where their
status in society makes a difference to the outcome. Characters that have Social Status as a Talent
are important in their society; those with the highest levels may be members of a ruling class or at
least a well-known celebrity. Conversely, characters that have Social Status as a Complication are
relatively unimportant in their society and may suffer ill-effects as a result; those with the lowest Social
Status scores are considered pariahs within their society and are usually subject to extreme
persecution. A character's Social Status score is added to their Discipline building point pool during
the creation process (members of high society can be expected to have had more opportunities for
applied learning). Characters by default have a Social Status score of zero, denoting a person of the
most common social class.

Nerves

The Nerves Trait reflects a character’s ability to stay calm or brave in intense situations (or how easily
they get shaken up). The character’s Nerves score is added in situations where a player's bravery will
make a difference to the outcome. Characters that have Nerves as a Talent are exceptionally calm
and courageous in the face of danger; something has to be seriously wrong for them to become
rattled. Conversely, characters that have Nerves as a Complication tend to be easily shaken and/or
frightened. By default, characters have a Nerves score of zero, denoting an average level of bravery.

Memory

The Memory Trait reflects a character’s ability to remember critical details about their life experiences
and encounters. A character’s Memory applies in situations where it is important that the character
remember something in order to succeed. Characters who have Memory as a Talent are very good at
remembering minor details about things that have happened to them; they can be counted on as a
viable source of information about the past. Conversely, characters that have Memory as a
Complication have trouble remembering little things such as what they ate for breakfast that
morning. Characters start off with a Memory score of zero, denoting average memory skill. NOTE:
This score reflects a character’s memory, not their player’s. A GM must remind a player of any key
facts if a situation comes up wherein they have forgotten them, but their character would remember
them.

Luck

The Luck Trait reflects how lucky a character is. Characters who have Luck as a Talent are unusually
lucky and often find things going their way; those that take Luck as a Complication are the exact
opposite. Once per gaming session, the GM has the option of adding a character’s Luck score to the
DC of any roll of their choosing, reflecting the influence of luck on the outcome. Characters have a
default Luck score of zero, denoting average luck.

Health

The Health Trait reflects a character’s general level of health, including their level of physical fitness
and how easily they catch disease. A character’s Health score applies to any situation wherein their
resistance to disease or their physical shape will help determine the outcome. Characters that have
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Health as a Talent are remarkably healthy (despite any other indications to the contrary); they are
always the last member in a group to contract a disease and usually recover from any diseases they
do catch very quickly. Conversely, characters that have Health as a Complication are remarkably
unhealthy, are vulnerable to diseases and tend to suffer from their effects for extended periods. By
default, characters have a Health score of zero, denoting average health and resistance to disease. A
character's Health score directly determines the DC of their Fortitude Save.

Reflexes

The Reflexes Trait reflects how quickly a character is able to handle parts of their body. The
character's Reflexes score applies to any situation wherein quick bodily control will help determine the
outcome. Characters that have a high Reflexes score can move their body with lightning speed; they
can see something about to hit their head and manage to get out of the way in time to avoid it.
Conversely, a character with a low Reflexes score doesn't move all that fast; they might have trouble
getting out of the way of a passing cyclist and have never been good at dodgeball. By default,
characters have a Reflexes score of zero, denoting average reflexes. A character's Reflexes score
directly determines the DC of their Reflex Save.

Discipline

The Discipline Trait reflects how well a character has trained their mind and body to resist external
stimuli, particularly to situations that would either trigger a strong flight reaction or result in severe
physical pain. The character's Discipline score applies to any situation wherein their force of will or
resistance to pain will help to determine the outcome. Characters with high Discipline scores don't
break easily; they won't give information away even if tortured and can effectively resist truth-telling
drugs. Conversely, those with low Discipline scores will break with very little stimuli; they spill their
guts at the slightest poke. By default, characters have a Discipline score of zero, denoting an average
overall level of mental resistance and pain tolerance. A character's Discipline score directly
determines the DC of their Willpower Save.

Education

The Education Trait reflects how well a character has been educated whether through formal
schooling or direct experience; it may also reflect the quality of the institution at which a character
received their education. A character’s Education score applies to any situation wherein something
they’ve learned in an educational setting has a significant bearing on the outcome. Characters who
take Education as a Talent either have a great deal of education or attended very high quality
schools. Conversely, those who have Education as a Complication may have no education
whatsoever or may have performed very poorly while in school. A value equal to twice the character's
Education score is added to their Discipline building point pool during the creation process; it's
generally assumed those with a better overall level of Education have higher aptitudes in applied
fields. By default, all characters have an Education score of zero, denoting average overall
performance in average quality schools.

Temper

The Temper Trait reflects how easily a character may become angry as well as the potential severity
of their anger. A character’s Temper score applies to any situation wherein how short of a fuse they
have will have a bearing on the final outcome. Characters who have Temper as a Talent are very
slow to anger, tend not to stay angry once angered and remain generally non-violent; those with the
highest Temper scores may be almost pacifistic in nature. Conversely, those characters who

have Temper as a Complication tend to become angry quickly, tend to stay angry, hold grudges and
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may become violent; those with the lowest Temper scores may become so easily enraged that
managing their anger is a constant struggle. By default, all characters have a Temper score of zero,
denoting an average temper.

Talents

All Talents have a point cost of 0 to +25 points. Points that are spent on Talents must first come from
any points gained by taking Complications. If there aren't enough points from Complications to foot
the bill, the remaining cost must be paid out of the character's Attribute or Discipline building point
pools (or both).

Contacts

Characters with the Contacts Talent know people who either owe them a favor or who are useful to
know (For example, knowing a Firekkan frader on a first name basis may help get the character
better prices or allow them access fo particular kinds of goods while trading with them). The strength
of the Talent depends on the "quali