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Danger lurks in every alley,
around every corner ...

The world we live in provides the
stage for all sorts of action-adven-
ture stories. These tales of cops and
robbers, spies, and other forms of
modern action constantly play across
the myriad forms of entertainment—
TV, movies, novels, comic books, com-
puter games, and more. Why not, then,
open the to tabletop roleplaying
games via the d20 m?
With that premi:
exciting project. The d2 DERN Role-
playing Game typifies cinematic
action-adventure at its best, with the
ability to throw in as much (or as little)
fantasy as you see fit, With this game,
you can craft a contemporary setting all
your own, populated by evil villains
and desperate situations that call for
the very best your heroes have to
offer. All you need are some dice, a
few friends, and your imagination.

THIS IS A
ROLEPLAGING GAME

ame of your imagination,
tell stories by
es of the main ¢
you create a
a multitude of
s than even the
omputer ga

place in your imagination.



There's no script to follow, other than a rough outline
used by the Gamemaster (GM); you decide what your
character says and does. The Gamemaster, as the director
and special effects designer, decides what the story is
about and takes on the roles of all the other characters—
the villains, the extras, the distinctive guest stars. The
Gamemaster also keeps track of the rules, interprets the
outcome of actions, and describes what happens. To-
gether, players and GM create a story, and everybody has
a great time.

This Is the a20 Maoean Roleplaying Game
Cell phones; notebook computers; fast cars; faster
food: cool clothes. . . .

You know the modern world intimately because you live
init. It's a great place, full of opportunity and intrigue, hope
and despair, excitement and danger. Combine the elements
of the modern world with the imagination-powered engine
of the d20 System—the same set of rules that powers the
Dunceons & Dracons® game—and you can leave behind
mundane reality and embrace the action and adventure of
modern fantasy.

Modern fantasy? Sure, and we don't necessarily mean
elves and magic. Any story set in the modern world that
features heroic characters in dramatic situations accom-
plishing larger-than-life feats falls under the category of
fantasy. The cinematic exploits of elite government
agents taking on the forces of terrorism, for example, or
supercops defending the city from an extremely violent
gang war both have elements of the fantastic about them.
It's the fantasy of action-adventure movies—slow-motion
gunfights, bone-rattling explosions, jaw-dropping martial
arts battles, heart-stopping car chases, more explosions,
and over-the-top plots hatched by the most terrible vil-
lains. That's the stuff of modern fantasy.

This book contains all the information you need to play
the game. Check out The Basics, starting on page 6, to get an
idea of the fundamentals of the game, including the core
concepts of character creation and game play. When you
get through The Basics, flip through the rest of the book. It
offers a wealth of options, allowing you to play any
modern-day genre you want.

When you play the d20 Mobzrn Roleplaying Game,
you create a unique fictional character who lives in the
imaginations of you and your friends. One person in the
game, the Gamemaster, controls the villains and other
people you meet in a modern setting. Through your charac-
ters, you and your friends face the dangers and explore the
mysteries that your Gamemaster sets before you.

Anything is possible in the d20 Mopern Roleplaying
Game. You can have your character try anything you can
think of. If it sounds good and the dice fall your way, the
action succeeds. The Basics section has more details on how
to determine whether a character’s succeeds at what he or
she tries to do.

Now, get ready. A world of contemporary action and
adventure awaits you. What you do with it makes all the dif-
ference. Enjoy!

Characters

Your characters star in the adventures you play, just like the
heroes in a movie. They are the main characters in the game.
We refer to them as “heroes,” not in the “good guy” sense
per se, but because they are the main protagonists (or
antagonists) of the story. Each character’s imaginary life is
different. Your character might be . ..

* A tough bodyguard-for-hire.

o A martial artist seeking knowledge and power.

* A brash stunt person.

A gambler looking to make the next big score.

A grizzled trucker traveling the open highways.

A thief with a heart of gold.

A young dilettante from a prosperous family.

A police officer or private detective.

A government agent or superspy.

An investigative reporter hot on the next big story.
A research scientist about to make a breakthrough.
A movie star thrust into a real-life role as a hero.
Or any other kind of character you can imagine.

What You Need fo Play

Here’s what you need to start playing the d20 Mopern
Roleplaying Game:

e« & ® & ® ¢ ©®© ° ® ®

» The rules in this book, which tell you how to create
and play your character.

» A copy of the character sheet at the back of this book.

* A pencil and scratch paper; graph paper might be use-
ful, too.

* One or two four-sided dice (d4), four or more six-
sided dice (d6), an eight-sided die (d8), two ten-sided
dice (d10), a twelve-sided die (d12), and a twenty-sided
die (d20).

* A miniature, an action figure, or some other token to
represent your character in the game.

As a player, you should read this introduction and Chap-
ters One through Five, dealing with character creation,
skills, feats, equipment, and combat. Chapter Six, Advanced
Classes, gives you ideas for the kind of elite hero you can
begin building toward. The rest of the book is for the Game-
master, providing advice, opponents, campaign models, and
starting points for adventures.

Dice
The rules abbreviate dice rolls with phrases such as "3d6+3,”
which means “three six-sided dice plus 3" (resulting in a
number between 6 and 21). The first number tells you how
many dice to roll (all the results are added together), the
number after the “d” tells you what type of dice to use, and
any number after that indicates a quantity that is added to
or subtracted from the result.

Some examples:

2d6: Two six-sided dice, generating a number from 2 to 12,
Some pistols deal this amount of damage.

1d8: One eight-sided die, generating a number from 1 to
8. A longsword deals this amount of damage.




d%: The “d%" (percentile dice) is a special case. You gen-
erate a number between 1and 100 by rolling two different-
colored ten-sided dice. One color (designated before you
roll) is the tens digit. The other is the ones digit. Rolls of 8
and 5, for example, yield a result of 85. Rolls of 0 and 3 yield
a result of 3. Rolling 0 and 0 represents 100.

THE CAMPAIGN MODELS

world, using your skills and abilities to engage enemies on a
thousand different fronts.

The modern world can be a deadly place. You must battle
terrorists, struggle against tyrannical forces, or vanquish
spies and saboteurs working against your organization. You
can depend on your own skills and abilities, your friends and
allies, and a couple of high-tech toys. Hopefully, that will be
enough to turn the tide of destruction.

You can create any kind of contemporary adventure setting
you want with the d20 Mooern Roleplaying Game.
Most of this book is written from the point of view of the
fictional Department-7, an elite organization that the
heroes belong to that deals with situations threatening the
modern world, In your campaign, Department-7 might have
federal authority, or it might be a state or local agency, or
perhaps a private institution. In some campaigns, it might
have an international scope thanks to ties to the United
Nations or some global conglomerate, Department-7 might
deal with homeland defense, law enforcement, espionage
and intelligence, or counterterrorism. In some games, it
might have a charter to investigate paranormal activity or
alienincursions or dimensional displacement. In your game,
you might call Department-7 by another name, such as the
Agency, the Bureau, the Service, the Shop, the Institute, or
the Organization. It all depends on the type of action-
adventure game you want to play. With the d20 Mopern
Roleplaying Game, all these possibilities and more are
available to you,

While Department-7 serves as the basis for our examples
throughout this book, we also provide three models of play
that you can alter as you see fit to make exactly the game
you want, These models are detailed in Chapter Nine.

THE BASICS

The modern world can be an exciting and dangerous place.
Any techno-thriller, contemporary action-adventure story,
or modern fantasy you can imagine can become the back-
drop for an exhilarating campaign.

With the d20 Mopern Roleplaying Game, you can
experience action-adventure stories in a whole new way.
Imagine yourself as an undercover cop or a private investi-
gator, a brave soldier or a powerful martial artist, Whether
you want to be a player or the GM, this book is your portal
to all kinds of action-packed stories and adventures.

The modern world provides a unique and exciting backdrop
for all kinds of adventures. It offers countless opportunities
for danger, mystery, and intrigue. In the modern world, a
vast array of organizations, both public and private, work to
further a variety of agendas. Often, an organization’s agenda
has components that run the gamut from open and above-
board to hidden and mysterious.

You play the role of a character in the modern world. You
work for Department-7 or some similar agency, dealing
with the many threats and dangers that fall within the scope
of Department-7% charter. You travel the country and the

- How you use this book depends on the role you plan
| toplay in your d20 Mopern campaign.

bamemasters

| If you plan to take on the important role of Game-

| master, you should become familiar with this whole

- book. Start by reading The Basics, then dive into the
character creation chapters and follow with the Game-
master section. You need to decide what kind of cam-
paign you want to establish, since this decision will
influence the type of characters your players create.
The GM section offers advice and provides a few cam-
paign models to choose from.

Players

| If you plan to create a character to run in a d20
Mopern campaign, start with The Basics. This section
explains the fundamentals of the game. Then go on to
the character creation chapters.

The d20 Mobern Roleplaying Game uses a core mechanic
to resolve all actions. This central game rule keeps play fast
and intuitive. Whenever you want to attempt an action that
has some chance of failure, you roll a twenty-sided die (or
d20). To determine if your character succeeds at a task (such
as an attack, the use of a skill or an ability, or an attempt to
save your character from harm), you do this:

o Roll a d20.
s Add any relevant modifiers.
* Compare the result to a target number.

If the result equals or exceeds the target number (set by the
GM or given in the rules), your character succeeds at the
task at hand. If the result is lower than the target number,

THE GAMEMASTER

When you play the d20 Mopern Roleplaying Game,
you're participating in an interactive story. Players take on
the roles of unique characters, called heroes. One player
serves as the Gamemaster, a combination director, narrator,
and referee, The GM describes situations, asks the players
what their characters want to do, and resolves these actions
according to the rules of the game. The GM sets each scene,
keeps the story moving, and takes on the roles of the oppo-
nents and other characters that the players' heroes




encounter in each adventure. If you're the GM, you should
read through all sections of this book; you don't need to
memorize everything, but you do need to have an idea of

where to find certain rules once play begins,
HEROES

If you're a player, you take the role of a hero—one of the
stars of the saga that you, the other players, and the GM all
help to develop. You create your character with the help of
the game rules that follow, according to your own vision for
the type of hero you want to play. As your character partic-
ipates in adventures, he or she gains experience points (XP)
that help him or her improve and become more powerful.

Abilities

Every human character has six abilities that represent the
character’s basic strengths and weaknesses. These abilities—
Strength, Dexterity, Constitution, Intelligence, Wisdom, and
Charisma—affect everything a hero does, from fighting to
using skills.

An ability score of 10 or 11 is average. Higher scores give
characters bonuses, and lower scores give penalties. When
you create your character, you'll usually want to put your
higher scores into the abilities most closely associated with
the kind of character you want to play.

Class
A class represents a defining aspect of a character. It serves
as a starting point to help you define your hero, a hook on
which you can hang the character’s personality, skills, and
other traits. Think of a class as a framework. You can build
upon that framework as your hero improves, or you can
branch out into a different class if it better suits how you
want the character to develop. In fact, the best way to learn
new skills and develop new abilities is to take levels in other
classes as you advance through the game, thereby turning
your character into a multiclass character (see page 40).
The classes are described in Chapter One. Your beginning
character can be a Strong hero, a Fast hero, a Tough hero, a
Smart hero, a Dedicated hero, or a Charismatic hero. Each of
these basic classes is associated with one of the abilities in
the game.

L.evel

Level measures a character’s advancement and relative
amount of power. A Ist-level character, for example, isn't as
powerful as a 5th-level character.

Characters generally begin play at Ist level and attain
additional levels as they complete adventures. Attaining a
new level provides a character with improvements to
important characteristics, such as base attack bonus,
number of attacks, saving throws, bonus to Defense, and
hit points.

Hit Points

Each character can withstand a certain amount of damage
before becoming fatigued, getting knocked unconscious, or

dying. A character’s hit points (hp) determine how much
physical damage a character can withstand before dying.
Damage reduces hit points, and lost hit points can only be
recovered through medical aid or natural healing.

A character’s Constitution score, class, and level deter-
mine his number of hit points, and that number increases
with each level gained.

SRills and Feats

Skills represent how well a character does at dramatic
tasks other than combat. All characters are assumed to
have a wide selection of average skills; the game only
measures the skills in which a character has better than
average ability and so can use these skills to attempt tasks
in dramatic situations.

Skills are measured in ranks, which represent how much
training a character has applied to a specific skill. Each rank
adds +1 to any check (d20 roll) you make to use a skill. See
the class descriptions in Chapter One for the skills that are
associated with each class. Skill descriptions can be found in
Chapter Two.

Feats are special features that provide a character with
new capabilities or improvements. All characters start with
at least two feats, though certain classes and starting occu-
pations provide additional feats. See Chapter Three for a list
of available feats.

Starfing Occupations

To reflect life experience before the campaign begins,
each character selects one starting occupation. A starting
occupation provides additional class skills, feats, a Reputa-
tion bonus, and/or a Wealth bonus for your character. Not
all starting occupations are available in all campaigns, and
some have prerequisites that further limit their availability.

GAME PLAY

This overview gives you enough of the fundamentals to get
a feel for how this roleplaying game works. The chapters that
follow take these basic concepts and expand upon them.

Important! You don't have to memorize the contents of
this book to play the game. It's a game, not homework. Once
you understand the basics, start playing! Use this book as a
reference during play. The table of contents and index
should help you easily find a specific topic. When in doubt,
stick to the basics, keep playing, and have fun. You can
always look up an obscure rule after your game session
ends, but remember that you don't have to sweat the
details in the middle of play.

Rolling Dice
We've already explained the basic rule that forms the foun-
dation of the game—roll a d20, add a modifier, try to get a
result that’s equal to or greater than the target number.
Whenever your character tries to accomplish something sig-
nificant, the GM asks you to roll a d20.

Important! Not every action requires a die roll. Roll dice
in combat and other dramatic situations when the success
of an action is in doubt.




The d20 is used to determine results in combat and when
making skill checks, ability checks, and saving throws. In
other words, the d20 determines whether you succeed at
an action.

The other dice (d4, d6. d8, d10, and d12) are used to deter-
mine what happens after you succeed. Usually, the other
dice come into play after you make a successful attack roll to
determine how much damage the attack deals to the target.

A GAME SESSION

In the d20 Mopern Roleplaying Game, the Gamemaster
and players get together to tell a story through the play of
the game. We call these group-created stories “adventures.”
A d20 Mopern adventure features plenty of action, lots of
opportunities for combat, cool villains, epic plots, and a
sense of the real world.

Typically, the game consists of adventures that resemble
episodes in a television series or acts in a movie. One adven-
ture might play out in a single game session; another might
stretch across several evenings of play. A session can last as
long as you're comfortable playing, from as short as an hour
to as long as a twelve-hour marathon. Most groups get
together and play for two to four hours at a time. The game
can be stopped at any time and restarted when the players
get back together.

Each adventure consists of interrelated scenes. A scene
might feature some kind of challenge or roleplaying
encounter, or it could involve combat. When theres no
combat going on, play is more casual. The GM describes the
scene and asks the players what their characters do. When
combat breaks out, game play becomes more structured,
and the action takes place in rounds.

——— [lhat Characters Can Do

A character can try to do anything you can imagine, just
as long as it fits the scene the GM describes. Depending on
the situation, your character might want to:

Listen at a door.

Use a computer.

Explore a location.
Converse with a contact.
Bargain with a merchant.
Intimidate a thug.

Talk to a friend.

* Drive a vehicle,

o Search for a clue.
« Bluff an official.
* Repair an object.

Leap across the gap between two buildings.
Move.

Duck behind a garbage container.

Attack an opponent.

Characters accomplish tasks by making skill checks, ability
checks, or attack rolls. While the rules for making these rolls
follow the core mechanic, each type of roll has a slightly
different purpose.

SRill Checks

To make a skill check, roll a d20 and add your character's
skill modifier for that particular skill. Compare the result to
the Difficulty Class (DC) for the task at hand. The DC may be
determined by the skill's description, set by the GM, or
established by another character’s check result.

Unopposed Checks: An unopposed skill check's success
depends only on your character’s action.

For example, climbing a chain to get out of a cargo hold
on a ship depends only on your character's skill and luck,
so the Climb check is compared to a target number pro-
vided by the skill's description or set by the Gamemaster.
If your result is equal to or higher than the DC, the a-
ttempt succeeds.

Opposed Checks: An opposed check is used when
another character actively attempts to prevent your char-
acter from succeeding at a given task.

The DC for an opposed check is the check result of the
character opposing your action. The opponent’s check
might be made using the same skill you are using or a dif-
ferent skill, as defined in the skill description. The character
with the higher result succeeds at the action being per-
formed, while the character with the lower result fails. In
the case of a tie, roll the checks again until one character
achieves a higher result than the other.

For example, if your character tries to hide from an
opponent, your Hide check is opposed by the opponent’s
Spot check. If your result is higher, your character success-
fully hides, and your opponent fails to spot him. If your
result is lower. your opponent spots you, and your attempt
to hide fails.

Ability Checks

Ability checks are used when a character doesn't have any
ranks in a particular skill and tries to use that skill untrained.
(Some skills can't be used untrained; see Chapter Two for
details.)

For example, if your character wants to bluff a couple of
security guards but doesn't have any ranks in the Bluff skill,
the GM calls for a Charisma check. (Charisma is the ability
associated with the Bluff skill, and the Bluff skill can be used
untrained.)

Ability checks are also used to determine success when
no skill applies. Trying to move a heavy garbage container,
for example, requires a Strength check.

To make an ability check, roll a d20 and add your charac-
ter's modifier for the appropriate ability. If the result is equal
to or greater than the task’s DC, the check succeeds,

Attack Rolls

To attack an opponent, roll a d20 and add your character’s
attack bonus. If the result equals or exceeds the opponent’s
Defense, the attack succeeds.

On a successful attack. you roll to determine how much
damage your attack deals to the opponent. Roll the type of
dice indicated for the weapon used and add any modifiers
that apply.

For example, if your character uses a pistol, a successful
attack deals 2d6 points of damage to the opponent. If your




character uses a tonfa, a successful attack deals 1d4 points
of damage plus your Strength bonus.

Damage reduces hit points. When all of a character’s
hit points are gone, the character falls unconscious and
is dying.

A critical hit (a potent result on an attack) deals double
the amount of damage. An attack may cause a critical hit if
the attack roll is a natural 20, That result represents the
threat of a critical hit. Then the attacker makes a second
attack roll to confirm the critical hit. If this second attack
roll (the d20 result plus modifiers) is successful, then the
critical hit is confirmed and the attack deals double damage.
See Chapter Five for more details.

Important! There are two types of attacks in the game.
A ranged attack uses a weapon that attacks opponents at a
distance, such as a pistol or a grenade. A melee attack uses
a weapon that attacks opponents in close quarters, such as
a club, knife, or your fists. Your character might have a dif-
ferent attack bonus for each type of attack.

THE COMBAT ROUND

Most of the time, game play is relaxed and casual. The GM
sets the scene, and players take turns describing what their
characters are doing. When the situation calls for it, the
GM has the players make die rolls (skill checks or ability
checks) to determine the results of their characters'
actions. But when a scene involves combat or the imminent
threat of combat, a structured sequence of combat rounds
governs play.

In a combat round, each character gets to do some-
thing. A round represents 6 seconds in the game world,
regardless of how long it takes the players to complete
the round.

At the start of a battle, each player makes an initiative
check for his character, and the GM makes initiative checks
for the opponents. The character with the highest result
acts first, followed by the other characters in order (from
highest result to lowest result). This order of play is used in
every round until the battle ends. When your tumn in the
order comes up, you perform all the actions you are entitled
to in the current round.

There are four types of actions: attack actions, move
actions, full-round actions, and free actions. In a round, you
can do one of the following things (but see Chapter Five for
additional information).

o Attack and move

» Move and attack

¢ Move and move again

» Perform a full-round action

fAittack Actions

An attack action lets you do something. You can make an
attack, use a skill or a feat (except those skills and feats that
require a full-round action), or perform an equivalent
action. You can perform an attack action and a move action,
in either order, in a combat round.

Move Actions

A move action lets you move your speed in a round or per-
form an equivalent action. Equivalent actions include
climbing, drawing or loading a weapon, opening a door,
and picking up an object. You can move and attack, in
either order, in a round. Or you can perform two move
actions in a round, using a second move action in place of
an attack action.

Full-Round Actions

A full-round action consumes all your effort in a round,
Attacking more than once (if you are of sufficient level to
do so) or using a skill or feat that requires a full round to
employ is considered a full-round action,

Free fActions

Free actions consume almost no time or effort. Over the
span of a round, the impact of these types of actions is so
minor that they are considered to be free. Speaking to an
ally or opponent, dropping an object, or turning on a com-
puter are all examples of free actions. You can perform a
free action in addition to performing other actions in a
round, though the Gamemaster can place limits on how
much you can reasonably do for free in a given round.

Reactions

Some skill checks are instant reactions to specific events,
such as making a Spot check when the GM calls for one. A
reaction takes no time and isn't an action.

fAction Points
Every character starts play with action points. Action points
provide a player with the means to alter d20 rolls in dra-
matic situations. After a die roll but before the GM reveals
the results, you can decide to spend an action point. For a
character, spending an action point adds 1d6 to the d20 roll,
helping you get closer to or exceed the target number. An
action point can be applied to a single die roll when making
an attack roll, a skill check, an ability check, a level check, or
a saving throw.

In some cases (as noted in the rules), a character must
spend an action point to perform a certain activity., An
action point spent in this way does not provide an increase

(UHAT S NEHT?

If you're new to roleplaying games, you might be wonder-
ing how to proceed. After you've read over these basics to
get an understanding of the game, check out the example
of play on the next page. It provides some insight into how
a roleplaying game session plays out. Then review the first
few chapters of the book. When you'e ready, use the
Character Creation Summary (page 12) and a copy of the
character sheet from the back of the book to create a
character. When you, your GM, and the other players are
ready, start playing!




PLAYING THE GAME

The modern world is a big place, It offers countless
opportunities for action, mystery, and danger. While you
have a good understanding of the trappings of the
modern world, this game and the adventures it unlocks
present an imaginary version of the world we know. This
version is closer to the world we see in action-adventure
movies and TV shows than it is to the mundane world in
which we spend most of our time. Call it Cinematic Earth,
if you want, since the reality of this game is the reality of
action-adventure fiction.

One of the countless agencies charged with preserving
law and order on Cinematic Earth is Department-7. Depart-
ment-7 could be a government agency or a branch of local
law enforcement. It might be an international organization
or a private institution. That's up to you and your Game-
master. Regardless, you are one of the elite agents of
Department-/, working to protect your town, your city, your
country, or your world (depending on the scope of the cam-
paign you and your friends want to play) from the forces
that oppose the ideals you believe in.

The d20 Mobern Roleplaying Game lets you explore
this imaginary version of our world. All you need is this book,
some dice, a few willing friends, and your imagination. The
game works best with a group of five, one GM and four play-
ers. It can be played with as few as two participants (one GM
and one player) or as many as seven (six players and a GM).

This game lets you participate in the ultimate interactive
story, a story in which you get to determine what happens
next by the actions you take. There's no board, no joystick,
no keyboard. You might use action figures or miniatures to
help visualize some dramatic scenes, but otherwise the
action takes place in the imaginations of the participants.
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. After you've created a character, get together with the rest
of your gaming group for your first adventure. Prior to this,
the GM develops a storyline for the adventure. He might
buy a complete, ready-to-play adventure or grab one out of
a gaming magazine. Or the GM might develop one using the
guidelines in Chapter Seven. Once the GM becomes com-
fortable with all the rules, he can even get away with simply
describing a starting scenario and using archetypes straight
out of Chapter Eight: Friends and Foes.

Pick an evening or a weekend afternoon or some other
convenient time when you and your friends can spend a few
hours playing the d20 Mopern Roleplaying Game.

Where should you play the game? Anywhere that's com-
fortable. The place should have a flat surface to roll dice on,
such as a kitchen table. The GM sits so that the other play-
ers can't look over his shoulder or peek at his adventure
notes. He needs enough room to spread out the rulebook
and any other materials he might have for the game session,
including other d20 Mopern books, a pad of paper, a pencil
or pen, dice, and his adventure notes.

The other players need places to sit, room for their dice
and character sheets, scrap paper and pencils, and their
rulebooks. Since a game session is as much a social event as

it is an evening of entertainment, having plenty of snacks
and beverages on hand is highly recommended.

GENCRAL ADVICE

Players should roll the dice openly so that everyone can see
the results. The GM may make some rolls in secret to build
suspense and maintain mystery, All attack and damage rolls
should be made in the open so that all players can see them.

The first couple of game sessions you play might be a
little uneven as everyone learns how the game works and
gets comfortable with the idea of roleplaying. Remember
that these rules are guidelines, a framework and structure
for playing d20 Mobern adventures in a roleplaying game
environment. A roleplaying game is a living game; it evolves
and develops as you play it. If something isn't working for
your group, and the entire group agrees, make a change. But
wait until you've played a few times with the official rules
before you decide to tinker,

You and your friends have reviewed the basic rules and cre-
ated Ist-level characters. Your Gamemaster has reviewed
the rules and is ready to run his first adventure. You've
agreed upon a time and place to play. Then the time arrives
and the game begins!

Jeff is the GM. He takes his place at the head of the
table. Charles sits in the next seat; he's running Yoriko
Obato, a female Fast hero. Next to Charles is Rich, practic-
ing his dice rolling as he gets into his character, Russell
Whitfield the Strong hero. Across the table, Michele makes
some notes on her character sheet, adding a little more
detail to Brandon Cross the Smart hero. Next to Michele,
Stan anxiously waits to get started. He's running Moondog
Greenberg, a Tough hero.

Jeff has selected some action figures from his collection
to use in tonight's game. They aren't necessary for play, but
he thinks the figures will help the players visualize the
action in certain situations, He places several figures to rep-
resent the players’ characters in the middle of the table. He
leaves a few others hidden on the floor beside the table.
Jeff will use these later to represent opponents that will
challenge and compete with the heroes.

Jeff doesn't have a specific character for himself. While
the players each run a single hero, the Gamemaster narrates
the story, adjudicates the rules, and plays all of the GM
characters—the supporting cast that serves as allies and
opponents for the heroes,

It looks like everyone’s ready to start. Jeff answers a few
last-minute rules questions, then begins the game.

Jeff (GM): The modern world, the present day, While the
rest of the world settles into its daily routine, the sun rises
on a new threat to peace and freedom. Most of the world’s
inhabitants go through life without a clue about the dangers
that regularly loom over them. You aren't so lucky. As newly
recruited agents for Department-7, you're about to be made
aware of every hidden plot and potential disaster hanging
like a dagger on a frayed rope over the heart of the planet.
And that’s just for starters, , . .




You're outside, on a boardwalk overlooking a deserted
beach and the ocean beyond it. At this early hour, there
doesn't appear to be anyone else around. You're here to
meet with your handler, a senior agent named Harmon
whom you've interacted with during training but never in a
mission situation. Before Harmon arrives, why don't you
each take a moment to describe yourselves?

Charles (Yoriko): You see a young Asian-American
woman stretching on the boardwalk. She looks graceful and
nimble, not unlike a dancer or a gymnast. She's wearing run-
ning shorts, sneakers, and a hooded sweatshirt.

Rich (Russell): A young African-American male is stand-
ing along the boardwalk railing. He’s tall, with a muscular
frame. He wears a leather jacket and faded jeans.

Michele (Brandon): My character sits on a nearby bench,
typing away on a notebook computer. He looks intelligent
though a bit scruffy, and while he seems to be focused
completely on his computer, he's also listening to any dis-
cussions the others are having.

Stan (Moondog): You see a solid-looking young man
with a sour face and close-cropped hair. He's tough as a rock
and mean as a junkyard dog, and he tends to stand slightly
apart from the others, slowly scanning the beach and the
boardwalk for any signs of trouble,

Jeff {GM): Okay. You have trained together since being
recruited into Department-7, so you know each other pretty
well. This is your first mission, though, and you don't have
any idea what to expect. Before anything else occurs, each
of you make a Listen check.

The players each roll a d20 and add their Listen skill
madifier to get a result. If a character doesn't have the
Listen skill, the player still gets to apply his or her
Wisdom modifier to the roll. After all the players have
made the skill check, they tell the GM the results.

Charles (Yoriko): Yoriko got a 15,

Rich {Russell): 10 for Russell.

Michele {Brandon): Brandon got an 8.

Stan (Moondog): The amazing Moondog got a 12.

Jeff consults his notes, checking to see what the DC
for the Listen check is. He nods and makes a note or
two, just to keep the players guessing.

Jeff (GM): Moondog, Russell, and Brandon continue
whatever it is they're doing as they wait for Harmon to show
up. Yoriko, meanwhile, hears a noise from underneath the
boardwalk. It sounds like faint whispers, and maybe the click
of some kind of mechanism snapping into place, What does
Yoriko do?

Charles (Yoriko): Yoriko tries to nonchalantly peer
through the gap in the boardwalk as she leans into a partic-
ularly deep leg stretch, Does she see anything?

Jeff decides that it isn't hard to see the three men
sneaking under the boardwalk if a character is specifi-
cally looking for them.

Jeff (GM): Yoriko notices three figures moving through
the shadows directly underneath the boardwalk. They seem
to be preparing to do something,

Charles (Yoriko): Yoriko shouts, “We've got company!”
as she leaps over the railing toward the sand below.

Jeff (GM): Yoriko, make a Jump check to see how well
you land. Then everyone make an initiative check. Thanks to

Yoriko's warning, you won't be surprised by the figures
under the boardwalk.

Charles rolls a d20 and adds Yorikos Jump modifier.
The result is 18, which Jeff says is enough for Yoriko to
land gracefully and ready for action in the sand below.

Then each of the players rolls a d20 and adds his or
her initiative modifier to get a result. Jeff rolls a single
initiative check for the three skulking figures.

Charles (Yoriko): Yoriko got a 19.

Rich (Russell): 9 for Russell.

Michele (Brandon): Brandon got a 13.

Stan (Moondog): The fast-acting Moondog got a 16,

Jeff writes down the initiative order, from highest
result to lowest. He jots down:

Yoriko 19, Moondog 16, Thugs 14 (his roll), Brandon 13,
Russell 9

Jeff (GM): The three figures appear to be waiting in
ambush for you. Two of them carry metal batons while the
third one brandishes a pistol equipped with a silencer,
Yoriko, what are you going to do?

Charles (Yoriko): | land in a crouch, and as my first
move action | close with one of the baton-wielding figures.
As my attack action | launch an unarmed strike at his head.

Charles rolls a d20 and adds his melee attack bonus
for a result of 17

Jeff (GM): Yoriko strikes at the man's exposed neck and
connects with a solid blow. Roll damage.

Charles rolls 1d4 because Yoriko has the Combat
Martial Arts feat. The attack deals 4 points of damage.

Jeff (GM): The man gasps and grunts in pain. Moondog,
you'e next.

Stan (Moondog): | don't want to miss out on this action!
I'm not as graceful as Yorika, so | use a move action to care-
fully drop to the sand, then I use a second move action to
slip my pistol out of its ankle holster.

Jeff (GM): The three figures act next. You notice that
they're wearing dark slacks and black, long-sleeved shirts.
Dark ski masks hide their faces. The guy next to Yoriko
swings his baton at her. The other baton-wielder rushes
toward Moondog before he can bring his pistol to bear, The
third figure takes aim at Russell with his pistol and fires up
through the boardwalk. The silencer muffles the sound of
the shot but doesn't mask the crack of splitting wood as the
bullet passes through the rotted planks,

Jeff makes the attack rolls for the three thugs. The
first one gets a 9, missing Yoriko by a mile. The second
one gets an 18, and his baton connects with Moondog's
anatomy. The third one gets a 12, missing Russell as the
bullet slices through the air in front of him. As Jeff gets
ready to roll damage, he says:

Brandon, you notice Harmon running toward you from
the other end of the boardwalk. He shouts, “It's a trap!
Someone in Department-7 set us—" Harmon's voice is cut
off by a muffled pop; then he crumbles to the floor.

The rest of the round continues, with Jeff rolling
damage, then Brandon and Russell acting in turn. Each
round plays out in this order until one side or the other
is defeated or flees, Then the heroes would get a chance
to check on Harmon and figure out who betrayed them.
And that's how this d20 MoDerN adventure begins!




CHARACTER
CREATION
SUMMARY

Make sure you review Chapters One through Five befare
using this overview when creating a d20 Mopzrn character.
Make a copy of the character sheet from the back of this
book to use as a record of your character.

Generate Ability Scores

Use one of the methods described in Chapter One to gen-
erate your six ability scores. Record the scores on a piece of
scrap paper and put them aside for the moment.

Choose Your Class

A class provides you with a starting point for your character,
a frame upon which you can hang skills, feats, and various
story elements. Choose a class from those presented in
Chapter One.

Assign Ability Scores
Now that you know what class you want your character to
start in, take the scores you generated earlier and assign
each to one of the six abilities: Strength, Dexterity, Consti-
tution, Intelligence, Wisdom, and Charisma. Usually, you'll
want to put your best score in the ability most closely asso-
ciated with your class. A Strong hero, for example, usually
has his best score in Strength.

Record your ability scores and class on your character
sheet. Record your ability modifiers as well.

———— Select Your Talent

Each class offers a number of talents to choose from at st
level. These talents are unique to each class. Choose a talent
and record it on your character sheet.

Hit Poinfs

| Your class determines your characters Hit Die—the die you
roll to gain new hit points at each new level. Record this die
(d6, d8, or di0) in the space on the character sheet, then
figure out your starting number of hit points. At character
creation, a lIst-level character gets the maximum points
from the Hit Die, plus the characters Constitution modifier.

For example, if your character belongs to the Smart class
and you have a 12 Constitution, you start with 7 hit points
(6. the maximum result of a d6 roll, plus 1 for your Consti-
tution bonus).

The Toughness feat increases your hit points. If you select
this feat, adjust your hit points accordingly.

Defense
To determine your character’s Defense, add the following
numbers together:

10 + class bonus + Dexterity modifier

So, a Strong hero with a Dexterity of 12 would have a
Defense of 13 (10 + 2 + 1=13).

If your character wears armor, it provides an equipment
bonus that adds to Defense.

Speed
Your character has a speed of 30 feet. That's the distance a
human character can cover using a move action.

Inifiative
Your character’s initiative modifier equals the characters
Dexterity modifier.

The Improved Initiative feat provides an additional
modifier. If you select this feat, adjust your initiative mod-
ifier accordingly.

Base Aftack Bonus

Your character’s class determines your base attack bonus.
Record this number in the space provided on the character
sheet.

Repufation
Your character’s class determines your Reputation bonus.
Record this number in the space provided on the character
sheet.

The Renown and Low Profile feats provide an additional
modifier. If you select either of these feats, adjust your
Reputation accordingly.

Saving Throws
Your class determines your base saving throw bonuses. To
these numbers, add the modifiers for the associated abili-
ties as follows:

For Fortitude, add your Constitution modifier.

For Reflex, add your Dexterity modifier,

For Will, add your Wisdom medifier.

Some feats provide additional saving throw modifiers. If
you select any of these feats, adjust your saving throws
accordingly.

Melee fttack Bonus

To determine your melee attack bonus, add your Strength
modifier to your base attack bonus. This is the bonus you
apply when making attacks with close-combat weapons
(such as clubs and knives) and when making unarmed strikes,
Certain feats and class features might provide additional
modifiers, so make adjustments as necessary.

Ranged Rttack Bonus

To determine your ranged attack bonus, add your Dex-
terity modifier to your base attack bonus. This is the
bonus you apply when making attacks with ranged weap-
ons (such as pistols and rifles) and when throwing an
object (such as a grenade). Certain feats and class fea-
tures might provide additional modifiers, so make adjust-
ments as necessary.
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fiction Points
Your character starts play with 5 action points. Record this
number in the space provided on the character sheet.

Starting Occupation
Your Gamemaster decides which starting occupations are
available in your campaign. Select one starting occupation
from that list. You should choose one that best fits your
character concept. You can find a full list of starting occu-
pations in Chapter One. Record the benefits provided by the
occupation on your character sheet.

In general, a starting occupation provides additional class
skills or skill bonuses, a feat, a Reputation bonus, and/or a
Wealth bonus.

Select Skills

Your characters class and Intelligence modifier determine
how many skill points you have to buy skills.

Skills are measured in ranks. Each rank adds +1 to skill
checks made using a specific skill. Some skills are considered
to be class skills for your character’s class. All other skills are
considered to be cross-class skills. Your starting occupation
may give you additional class skills.

At Ist level, you can buy up to 4 ranks in a class skill for a
cost of 4 skill points, or up to 2 ranks in a cross-class skill for
the same cost. (You get more out of purchasing class skills.)

Buying skills goes faster and provides maximum effect
if you spend 4 skill points (your maximum) on every skill
you select.

Skills are described in Chapter Two.

Once you've selected your skills, determine the skill
modifier for each skill. To do this, add together the skill

ranks, the appropriate ability modifier, and any other mod-
ifiers that may apply.

For example, if you have 4 ranks in Climb and a Strength
modifier of +2, your Climb modifier is +6.

Select Feafs
You start play with two feats. Select your feats from Chap-
ter Three and record them on the character sheet. Some
feats may affect the information you've already recorded, so
make adjustments as necessary.

You also get one feat from your class (Simple Weapons
Proficiency), and you might get one feat from your starting
occupation.

Determine Wealth and Buy Gear

Your starting occupation and the result of a 2d4 roll deter-
mine your character’s Wealth bonus. Some feats and other
modifiers add to this bonus as well. Make Wealth checks to
purchase gear and outfit your character. Chapter Four
describes weapons, armor, and gear, and provides DCs for all
Wealth checks.

Finishing Your Character
The last details you need to add to your character sheet help
you visualize and roleplay your character. You need a name,
of course. You should also determine your character’s age,
gender, height, weight, eye and hair color, skin color, and any
relevant background information you want to provide, includ-
ing allegiances. (Make sure to run your ideas past your Game-
master so that he or she can fit them into the campaign.)
Chapter One provides guidelines that can help you with
these details and characteristics.




! Chapter One

I CHARACTERS|

Just about every die roll you make gets a bonus or penalty
based on your charac bilities. A robust character has a
better chance of surviving a trek through a scorched desert.
A perc is more likely to notice enemy
agents sneaking up from behind. A stupid character is less
likely to find a concealed panel that leads to a secret com-
partment. Your ability scores provide modifiers for these
kinds of rolls.

Your cha has six abilities: Strength (abbreviated Str),
Dexterity Constitution (Con), Intel e (Int),
Wisdom (Wis), and Charisma (Cha). Each of your character's
above-average abilities gives you a benefit on certain die
rolls, and every below-average score gives you a disadvan-
tage on other die rolls. You determine your scores using one
of the methods described below, assign them to the abili-
ties you like, and then raise them as your character gains
experience.

To generate ability scores for your character, use one of the
nethods. Your Gamemaster might want you to
cific method, so check before starting,

Random Generation
To randomly generate an ability score for your character, roll
four six-sided dice (4d6). Disregard the lowest die and total
the three highest dice.
This roll gives you a number between 3 (horrible) and
18 (tremendous). The average ability score for the typical
person is 10 or 11, but your character is not typical. The most
commen abili s for heroes are 12 and 13. (The average
hero is above average.)
Make this roll six times, recording the result each time on
a piece of paper. Once you have all six scores, assign each
scare to one of your six abilities. At this step, you need to
know what kind of individual your character is going to be,

including his class and starting occupation, in order to know where

Moondog and Lily save the day

 scores. If you haven't already do




in this chapter before deciding how to allocate your char-
acter’s ability scores,

Rerolling
If your scores are too low, you may scrap them and reroll all
six scores. Your scores are considered too low if the total of
your modifiers is 0 or lower, or if your highest score is 13
or lower.

Planned Generation
Instead of rolling dice, you may select the scores you want
by using the planned character generation method. This
method also requires you to know what kind of character
you want to play so you can generate your scores appropri-
ately. Determine your characters class beforehand, then
generate your character’s ability scores as outlined below.
Your character’s ability scores all start at 8. You have 25
points to spend to increase these scores, using the costs
shown below.

Score  Cost ~  Score  Cost
8 0 14 6
10 2 16 10
fmnas SR
2 4 8 16
Standard Score Package

The third method of determining ability scores is to select
the standard score package, a balanced mix of scores
designed for quickly creating heroic characters. Assign the
scores as you like, one score to each ability.
The standard score package for heroic characters is;
15,14,13,12,10, and 8.

THE ABILITIES

Each ability partially describes your character and affects
some of your character’s actions.

Ability Modifiers

Each ability has a modifier ranging from —4 to +4 for a begin-
ning character. Table 1-1; Ability Modifiers shows the modi-
fier for each possible score. (Because ability scores can
change throughout a characters career, the table shows
modifiers for scores lower than 3 and higher than 18.)

You add the modifier to the die roll when your character
tries to do something related to an ability. For example, you
add your Strength modifier to your roll when you try to hit
someone with a club. You also apply the modifier to some
numbers that aren’t die rolls; for instance, your Dexterity
modifier applies to your Defense to determine how hard
you are to hit in combat.

A positive modifier is called a bonus, and a negative
modifier is called a penalty.

Score Modifier
T £ AN R
T mwmeae s Lee D
4-5 -3 R b
67 Sl e e
8-9 -1 26-27 +8
oS R R e g
_12-13 q 303 +0
16-17 +3

Strength (Sir)

Strength measures your character's muscle and physical
power, Strength is the ability associated with Strong heroes.
You apply your character’s Strength modifier to:

* Melee attack rolls,

* Damage rolls for melee and thrown weapons. (Ex-
ception: Grenade damage isn't modified by Strength.)

o Climb, Jump, and Swim checks.

o Strength checks (for breaking down doors and per-
forming similar actions).

Dexterity (Dex)

Dexterity measures hand-eye coordination, agility, reflexes,
and balance. This ability is important for characters who
want to be good shots with ranged weapons (such as pistols)
or who want to handle the controls of a vehicle fairly well.
Dexterity is the ability associated with Fast heroes.

You apply your character's Dexterity modifier to:

o Ranged attack rolls, such as with firearms.

o Defense, provided the character can react to the
attack.

 Reflex saving throws, for avoiding grenades and simi-
lar attacks.

¢ Mave Silently, Hide, and Drive checks, and other skill
checks for which Dexterity is the key ability.

Constitution (Con)

Constitution represents your character’s health and stamina.
Constitution is the ability associated with Tough heroes. It
also factors into the massive damage rules (see Chapter
Five: Combat).

You apply your Constitution modifier to:

» Each die roll for gaining additional hit points (though
a Constitution penalty can never reduce a hit point
roll below 1; that is, a character always gains at least 1
hit point each time he or she gains a level).

» Fortitude saving throws, for resisting poison and simi-
lar threats,

» Concentration checks.

Intelligence (Inf)
Intelligence determines how well your character learns and
reasons. Intelligence is important for any character who




wants to have a wide assortment of skills, and it is the ability
associated with Smart heroes.
You apply your character’s Intelligence modifier to:

o The number of skill points gained at each new level
(though an Intelligence penalty can never reduce this
number below 1; your character always gets at least |
skill point per level).

¢ Search and Knowledge checks, and other skill checks
for which Intelligence is the key ability.

Wisdom ((Wis)

Wisdom describes a character’s willpower, common sense,
perception, and intuition, Compared to Intelligence,
Wisdom relates to being in tune with and aware of one’s
surroundings, while Intelligence represents one’s ability to
analyze information. An “absent-minded professor” has a
low Wisdom score and a high Intelligence score. A simple-
ton with low Intelligence might nevertheless have great
insight (high Wisdom). If you want your character to have
keen senses, put a high score in Wisdom, This is the ability
associated with Dedicated heroes.
You apply your characters Wisdom modifier to:

« Will saving throws, for using certain class talents or
resisting other class talents.

o Listen, Spot, and Treat Injury checks, and other skill
checks for which Wisdom is the key ability.

Charisma (Cha)

Charisma measures a character’s force of personality, per-
suasiveness, magnetism, ability to lead, and physical attrac-
tiveness. It represents strength of personality, not merely
how others perceive you in a social setting. This is the abil-
ity assoclated with Charismatic heroes.

You apply your Charisma modifier to:

o Bluff, Diplomacy, and Disguise checks, as well as other
skill checks for which Charisma is the key ability.
o Checks representing attempts to influence others.

ERAMPLE OF GENERATING AND
___ RSSI6MING ABILITY SCORES

Ed sits down to create a new character. He rolls four six-
sided dice (4d6) and gets 6, 4, 3, and 2. lgnoring the lowest
die, he records the sum of the other three on scratch paper:
13. He does this five more times and gets these six scores: 13,
10, 15,12, 8, and 14. Ed decides to play a Strong hero. Now he
assigns his rolls to abilities.

Strength gets the highest score, 15, which provides a +2
bonus that will serve him well in melee combat.

Constitution gets the next highest score, 14. This score
also provides a +2 bonus, which means more hit points per
level and a better Fortitude saving throw bonus.

Ed puts his lowest score, 8, into Wisdom.

Ed has two scores with bonuses left (13 and 12), plus an
average score (10).

Dexterity gets the 13 (+] bonus). That helps with attacking
with ranged weapons and with Reflex saving throws. (Ed is
also thinking ahead. A Dexterity score of 13 qualifies his
character for the Dodge feat; see Table 3-1: Feats.)

Charisma gets the 12, providing a +1 bonus.

Intelligence gets the 10 (no bonus or penalty). Average
Intelligence isn't bad for a Strong hero.

Ed records his character’s class, ability scores, and ability
modifiers on his character sheet.

___CHANGING ABILITY 5CORES

Over time, the ability scores your character starts with can
change. Ability scores can increase with no limit.

+ Add 1 point to any ability score when your character
attains 4th, 8th, 12th, 16th, and 20th level.

* Poisons, diseases, and other effects can cause tempo-
rary ability damage. Ability points lost to damage
return naturally, typically at a rate of 1 point per day
for each affected ability.

o As a character ages, some ability scores go up and
others go down. See Table 1-9: Aging Effects, page 35,
for details.

Intelligence, Wisdom, and Charisma

You can use your character’ Intelligence, Wisdom, and
Charisma scores to guide you in roleplaying your char-
acter. Here are some guidelines (just guidelines) about
what these scores can mean,

A character with a high Intelligence score is curious,
knowledgeable, and prone to using big words. A char-
acter with a high Intelligence score and a low Wisdom
score may be smart but absent-minded, or knowledge-
able but lacking in common sense. A character with a
high Intelligence score and a low Charisma score may
be a know-it-all or a reclusive scholar. The smart char-
acter lacking in both Wisdom and Charisma usually
puts her foot in her mouth.

A character with a low Intelligence score mispro-
nounces and misuses words, has trouble following
directions, or fails to get the joke.

A character with a high Wisdom score may be sensi-
ble, serene, “in tune,” alert, or centered. A character
with a high Wisdom score and a low Intelligence score
may be aware but simple. A character with high
Wisdom and low Charisma knows enough to speak
carefully and may become an advisor or “power
behind the scenes” rather than a leader.

A character with low Wisdom may be rash, impru-
dent, irresponsible, or “out of it."

A character with high Charisma may be beautiful,
handsome, striking, personable, and confident. A char-
acter with high Charisma and low Intelligence can usu-
ally pass herself off as knowledgeable, at least until
she meets a true expert. A character with high
Charisma and low Wisdom may be popular, but he
doesn’t know who his real friends are.

A character with low Charisma may be reserved,
gruff, rude, fawning, or simply nondescript.




When an ability score changes, all attributes associated
with that score change accordingly. For example, when
Yoriko becomes a 4th-level Fast hero, she decides to
increase her Dexterity from 15 to 16. Now she’s harder to
hit, better at using ranged weapons, and all of her Dexter-
ity-based skills improve as her Dexterity modifier increases.

CHARACTER
CLASSES

Characters in a contemporary setting seek wealth, glory, jus-
tice, fame, influence, and knowledge, among other goals.
Some of these goals are honorable, some base. Each char-
acter chooses a different way to achieve these goals, from
combat prowess to skill mastery to connections and
resources. Some characters prevail and grow in experience,
wealth, and power. Others die.

A character class is the frame upon which you build your
hero, It isn't meant to be rigid or confining. Instead, a class
provides a starting point from which you can develop your
hero as you see fit. Don't think of a class as restrictive;
instead, a class is defining. When you choose a class for your
character, you're laying the foundation of a concept that will
grow and expand as you play. How you develop your char-
acter is entirely up to you. You get to choose skills and feats
as you advance—and you can take levels in other classes as
you go along to better develop the concept at the core of
your hero.

At Tst level, your character is just starting his or her
heroic career, Choose the basic class that works best as
the core of the character you envision, but be aware that
you will want to add other classes to the mix as your char-
acter advances to develop the hero in specific ways. For
example, a suave, intelligent, international superspy might
start out as a Charismatic hero and add levels of Dedi-
cated, Smart, and even Fast as he advances and gains expe-
rience, Eventually, he might move on to an advanced class
to gain specific features. (See Chapter Six for information

on advanced classes.)
TH L

The classes in the d20 Mopern Roleplaying Game repre-
sent the wide range of skills and knowledge that people in
the modern world have access to.

Six basic classes are available in the d20 Mobern Role-
playing Game. Characters with levels in one or more
classes are called heroic characters. Heroic characters
have action points and talents where ordinary characters
do not, making heroic characters harder to beat in most
situations—which means they can perform dangerous or
heroic acts more frequently. The six basic classes are as
follows.

Strong: Levels in this class demonstrate training in athletic
endeavors, If you want to be good at melee combat, take
levels in this class.

Fast: Levels in this class indicate training in agility, hand-
eye coordination, and reflexes. If you want to be good at
ranged combat, take levels in this class.

Tough: Levels in this class indicate improvement in
physical fitness, health, and stamina.

Smart: Levels in this class provide the means to improve
a character’s reasoning and skills.

Dedicated: Levels in this class demonstrate a devotion to
a cause, an ideal, or a higher purpose. The Dedicated hero's
class features revolve around investigative, empathic, heal-
ing, and spiritual devotions.

Charismatic: Levels in this class indicate training in win-
ning friends and influencing people with a combination of
charm, confidence, and charisma. The Charismatic hero can
be a leader, a celebrity, a con artist, or a flirt.

The Mulficlass Character

As your character advances in level, he or she may add new
classes. A character with more than one class is called a
multiclass character. Adding a new class gives a character a
broader range of abilities, new skills to choose from, and
different class features. A Dedicated hero, for example,
might add a level of Strong to gain some physical power.
Rules for creating and advancing multiclass characters can
be found later in this chapter.

Advanced Classes

Few heroes remain in the basic classes as they gain levels.
Eventually, an advanced class beckons, providing your char-
acter with new opportunities to grow. Advanced classes are
described in Chapter Six.

CLASS AND LEVEL BONUSES

An attack roll or a saving throw is a combination of three
numbers, each representing a different factor: a random
element (the number you roll on the d20), a number repre-
senting the character’s innate abilities (the ability modifier),
and a bonus representing the character’s experience and
training. This third factor depends on the characters class
and level. Each class table summarizes the figures for this
third factor.

Base Atfack Bonus

Check the table for your character’s class. On an attack roll,
apply the number from the Base Attack Bonus column to
the d20 die roll. Use the bonus that corresponds to the
character’s level. Numbers after a slash indicate additional
attacks at reduced bonuses: “+12/+7/+2" means that a char-
acter of this level makes three attacks per round, with a
base attack bonus of +12 for the first attack, +7 for the
second, and +2 for the third, Ability modifiers apply to all
these attacks.

When a character’s base attack bonus reaches +6, he or
she is entitled to make an extra attack at a +] base attack
bonus. However, if the character's attack bonus reaches +6
or higher because of modifiers. the character does not get
this extra attack,

For example, a 6th-level Fast hero has a base attack bonus
of +4. When using a pistol or other ranged weapon, she adds
her Dexterity modifier. Even if this would increase her
attack bonus to +6 or higher, she doesn’t gain an additional




attack. For these purposes, only the base attack bonus
counts.

If a character has more than one class, add the base
attack bonuses for each class together to determine the
character’s base attack bonus. (See Multiclass Characters,
page 40, for an example.)

Base Save Bonuses

Check the table for your character’s class. You'll see the base
saving throw bonuses for the three types of saves; Fortitude,
Reflex, and Will. Use the bonuses that correspond to the
character’s level, If a character has more than one class, add
the base save bonuses for each class to determine the char-
acter’s base save bonuses. {See Multiclass Characters, page
40, for an example.)

In addition to attack bonuses and saving throw bonuses, all

characters gain other benefits from advancing in level. Table
1-2 summarizes these additional benefits.

TABLE 1-2:
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XP: This column shows the experience point total
needed to achieve a given character level, (See Class and
Character Level, page 19,

Class Skill Max Ranks: The maximum number of skill
ranks a character can have in a class skill is equal to his or
her character level +3, A class skill is a skill associated with
a particular class. Class skills are listed in each class descrip-
tion in this chapter.

Cross-Class Skill Max Ranks: For cross-class skills (skills
not associated with the character’s class), the maximum
number of ranks is one-half the maximum for a class skill.
Maxing out a cross-class skill costs the same amount of

points as buying the maximum rank in a class skill. (For
example, at Ist level, a character can pay 4 points for 4 ranks
in a class skill, or spend the same 4 points for 2 ranks in a
cross-class skill.) The half ranks (/) indicated on the table
don't improve skill checks; they simply represent partial pur-
chase of the next skill rank and indicate that the character is
training to improve that skill.

Feats: This column indicates the levels at which a char-
acter gains feats (fwo at st level, one mare at 3rd level, and
one more at every third level thereafter). See Chapter Three
for feat descriptions,

Behind the Scenes: Everybody's Human

If you're familiar with the DunGEons & DRAGONS® game,
you probably remember that those rules give extra
skill points and an extra feat to all human characters
at Ist level.

The d20 Mooern Roleplaying Game assumes all
| characters are human. Therefore, we've built that extra
| feat and those extra skill points directly into any char-
| acter you can create.

Ability Increases: This column indicates the levels at
which a character gains ability score increases. Upon attain-
ing 4th, 8th, 12th, 16th, and 20th level, a character increases
one of his or her ability scores by 1 point. The player
chooses which ability score to improve. The ability improve-
ment is permanent,

For example, a Charismatic hero with a starting Charisma
of 16 might improve to Charisma 17 at 4th level. At 8th
level, the same character might improve Charisma again
(from 17 to 18) or could choose to improve some other abil-
ity instead.

For multiclass characters, feats and ability increases are
gained according to character level, not class level. Thus, a
3rd-level Fast/lst-level Smart hero is a 4th-level character
and eligible for her first ability score boost.

___BASIC CLASo DESCRIPTIONS

The next part of this chapter describes each basic class. These
descriptions are general. Individual members of a class may
differ in their attitudes, outlooks, and other aspects.

Game Rule Information
Rule information follows the general class description and is
divided into the following categories.

fbility

This entry tells you which ability is typically associated with
that class. Players can “play against type,” but a typical char-
acter of a class assigns his or her highest ability score to the
ability that provides the greatest benefit. (Or, in game-world
terms, the character is attracted to the class that most suits
his or her talents, or for which he or she is best qualified.)
50, a character with his highest score in Constitution might
start out as a Tough hero, then decide to take levels in other
basic classes later on to take advantage of the features
those classes offer.




Hit Die
The die type used by characters of the class to determine
the number of hit points gained per level.

_Jd6 __Smart, Dedicated, Charismatic
1d10 Tough

A player rolls one die of the given type each time his or her
character gains a new level. The character’s Constitution
modifier is applied to the roll. Add the result to the char-
acter’s hit point total. Even if the result is O or lower, the
character always gains at least 1 hit point. A Ist-level char-
acter gets the maximum hit points rather than rolling
(although you still apply your Constitution modifier).

For example, Brandon Cross, a Smart hero, gets 1d6 hit
points per level, plus his Constitution modifier. At Ist level,
he gets 7 hit points instead of rolling (6, the maximum for
the die type, plus his Constitution modifier, which is +1).

fiction Paints
The number of action points gained per level.

Class Skills

This section of a class description provides a list of class
skills and also gives the number of skill points the charac-
ter starts with at 1st level and the number of skill points
gained each level thereafter. A characters Intelligence
modifier is applied to determine the total skill points
gained each level (but always at least 1 point per level, even
for a character with an Intelligence penalty).

Alst-level character starts with 4 times the number of skill
points he or she receives upon attaining each level beyond Ist.
The maximum ranks a character can have in a class skill is the
character’s level +3, so at st level you can buy up to 4 ranks in
any class skill, at a cost of 1skill point per rank.

For example, a Dedicated hero gets 7 skill points per level.
If she has a +1 Intelligence modifier, her total becomes 8 skill
points per level. At Ist level, she gets 4 times this amount, or
32 skill points. Her maximurn rank for a class skill is 4, so she
could, for example, divvy up her 32 points among eight class
skills with 4 ranks each. (It's more useful to have a high rank
in a few skills than a low rank in many skills.)

You can also buy skills from other classes’ skill lists. Each
skill paint buys '/: rank in these cross-class skills, and you can
only buy up to half the maximurm ranks of a class skill. Thus,
the maximum rank at 1st level for a cross-class skill is 2.

Starfing Peats

The feats gained at Tst level in the class.

Class Table

This table details how a character improves as he or she
attains higher levels in the class. It includes the following
information.

Level: The character’s level in the class.

Base Attack Bonus: The character’s base attack bonus
and number of attacks.

Fort Save: The base save bonus for Fortitude saving
throws. The character’s Constitution modifier also applies.

Ref Save: The base save bonus for Reflex saving throws.
The character’s Dexterity modifier also applies.

Will Save: The base save bonus for Will saving throws.
The character’s Wisdom modifier also applies.

Class Features: Level-dependent class features, each
explained in the section that follows.

Defense Bonus: The characters bonus to Defense. The
character’s Dexterity modifier and equipment bonus also
applies.

Reputation Bonus: The character’s base Reputation
bonus. See page 37 for more information.

Class Feafures

This entry details special characteristics of the class,
including bonus feats and unique talents, that are gained as
a character attains higher levels in the class.

Talents

Every basic class offers a selection of talents to choose
from. A character gains a talent upon attaining each odd-
numbered level in a class (including Ist level), Talents are
considered to be extraordinary abilities. (See Chapter Eight:
Friends and Foes for a definition of extraordinary abilities.)
Some talents have prerequisites that must be met before a
character can select them.

Bonus Feats

Every basic class offers a selection of bonus feats to choose
from. A character gains a bonus feat upon attaining each
even-numbered level in a class. These bonus feats are in
addition to the feats that all characters receive as they
attain new levels (see Table 1-2). Some feats have prerequi-
sites that must be met before a character can select them.

 What Does That Mean?

As you read through this chapter, you may come
across words and terms that aren't familiar, especially
if this game is your first experience with the d20

- System. Don't be dismayed—all the terminology is
explained in later chapters of this book. You'll find all
the information you need as you continue to read—
or, if you can't wait, flip to the index in the back of
the book and look up a topic that you want to know
more abour.

ERLSEEEs

Class level pertains to a character’s level in a particular class.
Character level pertains to a character’s total experience.
So, a character who has only one class has a character level

and a class level that are the same. (A 4th-level Strong hero |

has a character level of 4th and a class level of 4th.)
For a multiclass character, class level and character level

are different. A 2nd-level Fast/3rd-level Smart hero has a |

character level of 5th, with a Fast class level of 2nd and a |
Smart class level of 3rd. See page 40 for more information
on multiclass characters.




THE STRONG HEAD

The Strong hero uses his Strength score to best advantage.
Taking a level in this class demonstrates physical training for
overall strength and power. Strong heroes excel at hand-to-
hand and melee combat, as well as at other activities that
best utilize physical power,

A Strong hero might be a bodybuilder or an athlete who
concentrates on the power aspect of sports. He might be
quietly intimidating or robustly boisterous. He might be
as gentle as he is big or a lout and a bully.

Examples of Strong Heroes

Boxers, martial artists, some types of soldiers,
athletes who depend on raw physical power,
blue-collar workers, and others who rely on
pure brawn all fall within the scope of the
Strong hero.

Game Rule Information

Strong heroes have the following game statistics.

Ability

Strength is the ability associated with this class. Strong
heroes usually also have good scores in Constitution, Dex-
terity, and at least one of the nonphysical abilities.

Hit Die

Strong heroes gain 1d8 hit points per level, The character’s
Constitution modifier applies. A lst-level Strong hero
receives hit points equal to 8 + his or her Constitution
modifier.

Rction Points

Strong heroes gain a number of action points equal to 5 +
one-half their character level, rounded down, at Ist level
and every time they attain a new level in this class.

Class Skills

The Strong hero’s class skills, and the key ability for each
skill, are as follows (see Chapter Two for skill descriptions).

Climb (Str), Craft (structural) (Int), Handle Animal (Cha),
Jump (Str), Knowledge (current events, popular culture, street-
wise, tactics) (Int), Profession (Wis), Read/Write Language
(none), Repair (Int), Speak Language (none), and Swim (Str).

Russell Whitfield,
Strong Hero
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Also, the starting occupation you select can provide you
with additional class skills to choose from.

Skill Points at 1st Level: (3 + Int modifier) x 4.
Skill Points at Each Additional Level: 3 + Int modifier.

Starfing Feats

In addition to the two feats all characters get at Ist level
(see Table 1-2), a Strong hero begins play with the Simple
Weapons Proficiency feat.

Class Features

The following are class features of the Strong hero.

Talents
At 1Ist, 3rd, 5th, 7th, and Sth level, the Strong hero
selects a talent from the following talent trees. Some
trees have a set order that must be followed, while
others provide a list to choose from. As long as the hero
qualifies, you can select freely from any and all talent
trees. No talent can be selected more than once unless
expressly indicated.

Beginning Talents: A Ist-level Strong hero can choose
from extreme effort. ignore hardness, and melee smash.

Exfreme Effort Talent Tree

A Strong hero can push himself to make an extreme effort.
The effort must relate either to a Strength check or a
Strength-based skill check. You must decide to use this
ability before making the check.

Extreme Effort: The effort requires a full-round action
and provides a +2 bonus on the check.

Improved Extreme Effort: The effort requires a full-
round action and provides a +2 bonus that stacks with the
bonus provided by extreme effort (+4 total).

Prerequisite: Extreme effort.

Advanced Extreme Effort: The effort requires a full-
round action and provides a +2 bonus that stacks with the
bonuses provided by extreme effort and improved extreme
effort (+6 total).

Prerequisites: Extreme effort, improved extreme effort.

|gnore Hardness Talent Tree
The Strong hero has an innate talent for finding weak-
nesses in objects. This allows a Strong hero to ignore some
of an object’s hardness when making a melee attack to
break it.

Ignore Hardness: The Strong hero ignores 1 paint of an
object’s hardness.

Improved Ignore Hardness: The Strong hero ignores
1 additional point of an object’s hardness (for a total
of 2).

Prerequisite: Ignore hardness.

Advanced Ignore Hardness: The Strong hero ignores
1 additional point of an object’s hardness (for a total
of 3).

Prerequisites: lgnore hardness, improved ignore hardness.

Melee Smash Talent Tree
The Strong hero has an innate talent that increases melee
damage.
Melee Smash: The Strong hero receives a +] bonus on
melee damage.
Improved Melee Smash: The Strong hero receives an
additional +1 bonus on melee damage (+2 total).
Prerequisite: Melee smash.
Advanced Melee Smash: The Strong hero receives an
additional +1 bonus on melee damage (+3 total).
Prerequisites: Melee smash, improved melee smash.

Bonus Feats
At 2nd, 4th, 6th, 8th, and 10th level, the Strong hero gains a
bonus feat. This feat must be selected from the following
list, and the Strong hero must meet any prerequisites.
Animal Affinity, Archaic Weapons Proficiency, Athletic,
Blind-Fight, Brawl, Cleave, Combat Martial Arts, Combat
Reflexes, Great Cleave, Improved Brawl, Improved Combat
Martial Arts, Power Attack, Weapon Focus.

THE PAST HERO

The Fast hero uses her Dexterity score to best advantage.
Taking a level in this class demonstrates training in hand-
eye coordination, agility, and reflexes. Better defenses, a
good attack progression, and a natural aptitude in athlet-
ics that require speed and grace combine to define the
Fast hero.

A Fast hero might be literally quick on her feet, or she
might simply move with a catlike grace. She might possess
uncanny coordination and amazing reflexes. She uses her
natural inclination toward Dexterity-based endeavors to
make her way in the world.

Examples of Fast Heroes

Athletes who employ speed and grace instead of raw
power, stunt people, pilots, professional drivers, law
enforcement or military professionals who concentrate
on using ranged weapons, and agents—on either side of |
the law—who employ stealth and sleight of hand are
just some of the professional choices available to the
Fast hero.

Game Rule Information

Fast heroes have the following game statistics.

Abilfy
Dexterity is the ability associated with this class, Fast heroes

often find it advantageous to place good scores in Charisma,
Wisdom, and Intelligence.

Hit Die

Fast heroes gain 1d8 hit points per level. The character’s
Constitution modifier applies. A Ist-level Fast hero receives
hit points equal to 8 + his or her Constitution modifier.




fiction Points

Fast heroes gain a number of action points equal to 5 + one-
half their character level, rounded down, at lst level and
every time they attain a new level in this class.

Class Skills

The Fast hero’s class skills, and the key ability for each skill,
are as follows (see Chapter Two for skill descriptions).

Balance (Dex), Craft (mechanical) (Int), Drive (Dex),
Escape Artist (Dex), Hide (Dex), Knowledge (current events,
popular culture, streetwise) (Int), Move Silently (Dex), Pilot
(Dex), Profession (Wis), Read/Write Language (none), Ride
(Dex), Sleight of Hand (Dex), Speak Language (none), and
Tumble (Dex).

Also, the starting occupation you select can provide you
with additional class skills to choose from.

Skill Points at 1st Level: (5 + Int modifier) x 4.
Skill Points at Each Additional Level: 5 + Int modifier.

Starting Feafs

In addition to the two feats all characters get at 1st level
(see Table 1-2), a Fast hero begins play with the Simple
Weapons Proficiency feat.

Class Features

All of the following are class features of the Fast hero.

Talents
At Tst, 3rd, 5th, 7th, and 9th level, the Fast hero selects a
talent from the following talent trees. Some trees have a set
order that must be followed, while others provide a list to
choose from. As long as the hero qualifies, you can select
freely from any and all talent trees. No talent can be
selected more than once unless expressly indicated.
Beginning Talents: A Ist-level Fast hero can choose
either evasion or increased speed.

Yoriko Obato,
Fast Hero

Defensive Talenf Tree

The Fast hero gains the ability to improve her innate defen-

sive talents as she attains new levels. If the Fast hero

decides to go this route, select talents from this tree.
Evasion: If the Fast hero is exposed to any effect that nor-

mally allows a character to attempt a Reflex saving throw for
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half damage (such as getting caught in a grenade blast), the
Fast hero suffers no damage if she makes a successful saving
throw. Evasion can only be used when wearing light armor or
No armor.

Uncanny Dodge 1: The Fast hero retains her Dexterity
bonus to Defense regardless of being caught flat-footed or
struck by a hidden attacker. (She still loses her Dexterity
bonus to Defense if she’s immobilized.)

Prerequisite: Evasion.

Uncanny Dodge 2: The Fast hero can no longer be
flanked; she can react to opponents on opposite sides of
herself as easily as she can react to a single attacker.

Prerequisites: Evasion, uncanny dodge 1.

Defensive Roll: The Fast hero can roll with a potentially
lethal attack to take less damage from it. When the Fast
hero would be reduced to 0 hit points or less by damage in
combat (from a ranged or melee attack), the Fast hero can
attempt to roll with the damage.

A Fast hero spends 1 action point to use this talent. Once
the point is spent, she makes a Reflex saving throw (DC =
damage dealt). If the save succeeds, she takes only half
damage. The Fast hero must be able to react to the attack to
execute her defensive roll—if she is immobilized, she can't
use this talent.

Since this effect would not normally allow a character to
make a Reflex save for half damage, the Fast hero’s evasion
talent doesn't apply to the defensive roll.

Prerequisites: Evasion, uncanny dodge 1.

Opportunist: The Fast hero can spend 1 action point to
use this talent. Once the point is spent, she can make an
attack of opportunity against an opponent who has just
been struck for damage in melee by another character,
This attack counts as the Fast hero's attack of opportunity
for that round. Even a Fast hero with the Combat Reflexes
feat can't use this talent more than once per round.

Prerequisite: Evasion.

Increased Speed Talent Tree
The Fast hero can increase her natural base speed.

Increased Speed: The Fast hero’s base speed increases by
5 feet.

Improved Increased Speed: The Fast hero’s base speed
increases by 5 feet. This talent stacks with increased speed
(10 feet total).

Prerequisite: Increased speed,

Advanced Increased Speed: The Fast hero's base speed
increases by 5 feet, This talent stacks with increased speed
and improved increased speed (15 feet total).

Prerequisites: Increased speed, improved increased
speed.

Bonus Feats
At 2nd, 4th, 6th, 8th, and 10th level, the Fast hero gains a
bonus feat. This feat must be selected from the following
list, and the Fast hero must meet any prerequisites.
Acrobatic, Combat Expertise, Combat Throw, Defensive
Martial Arts, Double Tap, Elusive Target, Focused, Improved
Disarm, Mobility, Personal Firearms Proficiency, Point Blank
Shot, Stealthy, Weapon Finesse.

THE TOUGH HERD

The Tough hero uses his Constitution score to best advan-
tage. Taking a level in this class provides improved health
and physical stamina. Better hit points, goed fortitude, and
the ability to shrug off some amount of damage combine to
define the Tough hero.

A Tough hero might be built like a truck or possess a great
amount of endurance. He can take a lot of physical punish-
ment, rarely gets sick, and often is hard to move. A Tough
hero can be stubborn or single-minded, feels protective of
others, and usually succeeds because he stays in the contest
long after the competition has crumbled. He is often stead-
fast and confident to a fault.

Examples of Tough Heroes

Stunt persons, badyguards, enforcers, wrestlers, and athletes
who demand extreme staying power or who must withstand
a lot of physical punishment all fall within the purview of
the Tough hero.

Game Rule Information

Tough heroes have the following game statistics.

Abilfy
Constitution is the ability associated with this class. The
Tough hero often places good scores in Strength or Dexter-
ity, Wisdom, and Intelligence.

Hit Die

Tough heroes gain 1d10 hit points per level. The character’s
Constitution modifier applies. A Ist-level Tough hero
receives hit points equal to 10 + his or her Constitution
modifier.

fAction Poinfs

Tough heroes gain a number of action points equal to 5 +
one-half their character level, rounded down, at 1st level
and every time they attain a new level in this class.

Class Skills

The Tough hera’s class skills, and the key ability for each
skill, are as follows (see Chapter Two for skill descriptions).

Climb (Str), Concentration (Con), Craft (mechanical, struc-
tural) (Int), Drive (Dex), Intimidate (Cha), Knowledge (current
events, popular culture, streetwise) (Int), Profession (Wis),
Read/Write Language (none), Ride (Dex), Speak Language
(none), Spot (Wis), and Survival (Wis).

Also, the starting occupation you select can provide you
with additional class skills to choose from.

Skill Points at st Level: (3 + Int modifier) x 4.
Skill Points at Each Additional Level: 3 + Int modifier.

Starfing Feats

In addition to the two feats all characters get at Ist level
(see Table 1-2), a Tough hero begins play with the Simple
Weapons Proficiency feat.




Class Features

All of the following are class features of the Tough hero.

Talenfs

At Tst, 3rd, 5th, 7th, and 9th level, the Tough hero selects
a talent from the following talent trees. Some trees
have a set order that must be followed, while others
provide a list to choose from. As long as the hero qual-
ifies, you can select freely from any and all talent trees.
No talent can be selected more than once unless
expressly indicated.

Beginning Talents: A Ist-level Tough hero can choose
from any of the talents on the Energy Resistance Talent
Tree, or remain conscious, robust, or second wind from the
Unbreakable Talent Tree.

Damage Reduction Talent Tree

The Tough hero has an innate talent to ignore a set
amount of damage from most weapons, but not from
energy or special attack forms (which may or may not
exist in your campaign). Before the hero can select a
talent from this tree he must have previously selected at
least one talent from the Energy Resistance or Unbreak-
able Talent Tree.

Damage Reduction 1/—: The Tough hero ignores 1
point of damage from melee and ranged weapons.

Prerequisite: One other talent from either the Energy
Resistance Talent Tree or the Unbreakable Talent Tree.

Damage Reduction 2/—: The Tough hero ignores an
additional 1 point of damage from melee and ranged weap-
ons (DR 2/— total).

Prerequisites: Damage reduction 1/—, one other talent
from either the Energy Resistance Talent Tree or the Unbreak-
able Talent Tree.

Damage Reduction 3/—: The Tough hero ignores an
additional 1 point of damage from melee and ranged weap-
ons (DR 3/— total).

Prerequisites: Damage reduction 1/—, damage reduction
2/—, one other talent from either the Energy Resistance
Talent Tree or the Unbreakable Talent Tree.

Energy Resistance Talent Tree

Moondog Greenberg, & i The Tough hero is particularly resistant to certain kipds of
Tough Hero decalldly energy effects. These talents can be selected in any
order,
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Acid Resistance: The Tough hero ignores an amount of
acid damage equal to his Constitution modifier,

Cold Resistance: The Tough hero ignores an amount of
cold damage equal to his Constitution modifier,

Electricity Resistance: The Tough hero ignores an
amount of electricity damage equal to his Constitution
modifier.

Fire Resistance: The Tough hero ignores an amount of
fire damage equal to his Constitution modifier.

Sonic/Consussion Resistance: The Tough hero ignores
an amount of sonic or concussion damage equal to his Con-
stitution modifier.

Unbreakable Talenf Tree
The Tough hero is particularly resilient thanks to the fol-
lowing talents,

Remain Conscious: The Tough hero gains the ability to
continue to perform actions when he would otherwise be
considered unconscious and dying. When the Tough hero's
hit points reach -1, he can perform as though he were dis-
abled, making either an attack action or a move action every
round until he reaches =10 hit points (and dies) or his hit
points return to 1 or higher. The hero can choose to suc-
cumb to unconsciousness if he thinks that doing so might
prevent him from taking more damage.

Robust: The Tough hero becomes especially robust, gain:
ing a number of hit points equal to his Tough level as soon
as he selects this talent. Thereafter, the hero gains +1 hit
point with each level of Tough he gains,

Second Wind: The Tough hero can spend 1 action point to
gain a second wind. When he does this, he recovers a number
of hit points equal to his Constitution modifier, This talent
does not increase the Tough hero’s hit points beyond the
character’s full normal total. For example, a Tough hero with
a Constitution bonus of +3 and this ability can recover 3 hit
points by spending 1 action point—but only if his current hit
point total is 3 or more lower than his full normal total.

Stamina: The Tough hero recovers twice as fast as
normal, So, he recovers 2 hit points per character level per
evening of rest, 2 points of temporary ability damage per
evening of rest, and awakens in half the normal time after
being knocked unconscious,

Prerequisite: Robust.

Bonus Feafs

At 2nd, 4th, 6th, 8th, and 10th level, the Tough hero gains a

bonus feat. This feat must be selected from the following

list, and the Tough hero must meet any prerequisites.
Alertness, Athletic, Brawl, Confident, Endurance, Great

Fortitude, Improved Brawl, Improved Bull Rush, Improved

Feint, Knockout Punch, Power Attack, Streetfighting, Tough-

THE SMART HERO

The Smart hero uses his Intelligence score to best advan-
tage. Taking a level in this class demonstrates educational
training in an academic or technical subject. Learning and
reasoning powers combine to define the Smart hero.

A Smart hero might be brainy or bookish. He might pos-
sess uncanny reasoning skills or the ability to puzzle his way
out of any situation, He's bright, quick-witted, and pos-
sessed of a great deal of knowledge—or at least the ability
to gather that knowledge if he so chooses.

Examples of Smart Heroes

Scientists and researchers of all descriptions, academics,
law enforcement or military professionals who specialize in
using tactics, deduction, or reason, and many kinds of
white-collar professionals fall within the scope of the
Smart hero.

Game Rule Information

Smart heroes have the following game statistics,

Ability
Intelligence is the ability associated with this class. Smart
heroes often put a good score into one of their physical
abilities (such as Dexterity), and sometimes combine a
high Intelligence with either a good Wisdom or Charisma
score,

Hif Die

Smart heroes gain 1d6 hit points per level. The character’s
Constitution modifier applies. A Tst-level Smart hero
receives hit points equal to 6 + his or her Constitution
modifier,

fiction Points

Smart heroes gain a number of action points equal to 5 +
one-half their character level, rounded down, at Ist level
and every time they attain a new level in this class.

Class Skills

The Smart hera’s class skills, and the key ability for each skill,
are as follows (see Chapter Two for skill descriptions).

Computer Use (Int), Craft (chemical, electronic, mechan-
ical, pharmaceutical, structural, visual art, writing) (Int),
Decipher Script (Int), Demolitions (Int), Disable Device (Int),
Forgery (Int), Investigate (Int), Knowledge (arcane lore, art,
behavioral sciences, business, civics, current events, earth
and life sciences, history, physical sciences, popular culture,
streetwise, tactics, technology, theology and philosophy)
(Int), Navigate (Int), Profession (Wis), Read/Write Language
(none), Repair (Int), Research (Int), Search (Int), and Speak
Language (none).

Also, the starting occupation you select can provide you
with additional class skills to choose from.

Skill Points at Ist Level: (9 + Int modifier) x 4,
Skill Points at Each Additional Level: 9 + Int modifier.

Starfing Feafs

In addition to the two feats all characters get at Ist level

(see Table 1-2), a Smart hero begins play with the Simple | |

Weapons Proficiency feat.




Class Features

All of the following are class features of the Smart hero.

Talenfs
At Tst, 3rd, 5th, 7th, and 9th level, the Smart hero selects a
talent from the following talent trees. Some trees have a set
order that must be followed, while others provide a list to
choose from. As long as the hero qualifies, you can select
freely from any and all talent trees. No talent can be
selected more than once unless expressly indicated.
Beginning Talents: A Ist-level Smart hero can choose
from any of the talents on the Research Talent Tree.

Research Talent Tree
The Smart hero has a natural aptitude for study and fact-
finding. These talents can be selected in any order.

Savant: Select one of the skills listed in the following
paragraph. The Smart hero gets to add a bonus equal to his
Smart level when making checks with that skill, A Smart
hero can take this talent multiple times; each time it applies
to a different skill.

Computer Use, Craft (any single skill), Decipher Script,
Demolitions, Disable Device, Forgery, Investigate, Knowl-
edge (any single skill), Navigate, Repair, Research, Search.

Linguist: With this talent, the Smart hero becomes a
master linguist. Whenever the hero encounters a new lan-
guage, either spoken or written, he can make an Intelligence
check to determine if he can understand it The check is
made with a bonus equal to the heros Smart level + the
heros Intelligence modifier. For a written language, the
bonus applies to a Decipher Script check instead.

The DC for the check depends on the situation; DC 15 if
the language is in the same group as a language the hero has
as a Read/Write Language or Speak Language skill; DC 20 if
the language is unrelated to any other languages the hero
knows; and DC 25 if the language is ancient or unique (such
as Sumerian or ancient Egyptian). (See the sidebar on page
73 for more on language groups.) With this special ability, a
Smart hero can glean enough meaning from a conversation
or document to ascertain the basic message, but this ability
Brandon Cross, . in no way simulates actually being able to converse or flu-

Smart Hero : ently read and write in a given language.

Prerequisite: At least 1 rank in either Read/Write
Language or Speak Language for each of three different
languages.

Base Attack Fort Ref Will ; Defense Reputation

Bonus Save Save Save Class Features Bonus Bonus

Ist +0) +0 +0 +] Talent +0 +]
Znd +1 +0 +0 +2 Bonus feat + A
3rd +] +] +] +7 Talent +] +]
4th +2 +] +] +2 Bonus feat = + eV
S 5th +) +] +] +3 Talent +) +2
ey 6th 3 FE=—4)—3 Bonus feat +2 +
Tth 3 R Talent +) 3
8th +4 +2 T Bonus feat 3 +3
9th +4 +3 +3 +4 Talent +3 +3

10th +5 +3 +3 45 Bonus feat +3 +4




Strategy Talent Tree
The Smart hero has the brainpower to see solutions in most
situations. These talents can be selected in any order, but
befare the hero can select a talent from this tree he must
have previously selected at least one talent from the
Research Talent Tree.

Exploit Weakness: After 1 round of combat, the Smart
hero can designate one opponent and try to find ways to
gain an advantage by using brains over brawn. The Smart
hero uses a move action and makes an Intelligence check
(DC 15) with a bonus equal to his Smart level. If the check
succeeds, for the rest of the combat the Smart hero uses
his Intelligence bonus instead of either his Strength or Dex-
terity bonus on attack rolls as he finds ways to outthink his
opponent and notices weaknesses in his opponent’ fight-
ing style.

Prerequisite: One talent from the Research Talent Tree.

Plan: Prior to a dramatic situation, either combat- or
skill-related, the Smart hero can develop a plan of action to
handle the situation. Using this talent requires preparation;
a Smart hero can’t use this talent when surprised or other-
wise unprepared for a particular situation.

The Smart hero makes an Intelligence check (DC 10)
with a bonus equal to his Smart level. The result of the
check provides the Smart hero and his allies with a cir-
cumstance bonus. A Smart hero can’t take 10 or 20 when
making this check.

Check Result Bonus
9 or lower +0 (check failed)
10-14 £
15-24 +2
- 25 or higher 3

This bonus can be applied to all skill checks and attack rolls
made by the Smart hero and his allies, but the bonus only
lasts for the first 3 rounds. After that time, reduce the bonus
by 1 point (to a minimum of +0) for every additional round
the situation continues, as the vagaries of circumstance
begin to unravel even the best-laid plans.

Prerequisite: One talent from the Research Talent Tree.

Trick: The Smart hero has the ability to temporarily con-
fuse a target (a GM character) through the use of ploy and
deception. The target must have an Intelligence score of 3 or
higher to be susceptible to a trick, must be within 30 feet of
the hero, and must be able to hear and understand the hero.

To play a trick on a target, the hero must use a full-round
action and make an Intelligence check (DC 15), adding his
Smart level as a bonus. If the Intelligence check succeeds,
the target can try to think quickly and ignore the trick.

The target resists the trick by making a Reflex saving
throw (DC 10 + Smart hera’s class level + Smart heros Int
bonus). If the saving throw fails, the target becomes dazed
(unable to act, but can defend normally) for 1 round.

A trick can only be played on a particular target once per
encounter. After the first trick in an encounter, whether the
attempt succeeds or not, that target becomes wary and
immune to such ploys.

Prerequisite: One talent from the Research Talent Tree.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Smart hero gains a

bonus feat. This feat must be selected from the following

list, and the Smart hero must meet any prerequisites.
Builder, Cautious, Combat Expertise, Educated, Gearhead,

Improved Disarm, Improved Trip, Iron Will, Lightning Reflexes,

Meticulous, Studious, Vehicle Expert, Weapon Focus.

___ THE DENICATED HERD

The Dedicated hero uses her Wisdom score to best advan-
tage. Taking a level in this class demonstrates a focus on
willpower, common sense, perception, and intuition. Sense
of self and devotion of purpose, as well as keen senses and
a greater ability to analyze information combine to define
the Dedicated hero.

A Dedicated hero might be insightful or understanding, she
might be perceptive or possessed of wisdom beyond her years.
She might be alluring or fascinating. She might be devoted to
a cause, an ideal, or a faith that’s bigger than herself while still
possessing an unshakable confidence in her own abilities.

Examples of Dedicated Heroes

Health care workers, clergy, activists, investigators, and
those dedicated to a cause or idea are some of the profes-
sional choices available to the Dedicated hero.

Game Rule Information

Dedicated heroes have the following game statistics.

Ability

Wisdom is the ability associated with this class. Dedicated
heroes often place high scores in Intelligence and at least
one of the physical abilities.

Hit Die

Dedicated heroes gain 1dé hit points per level. The character’s —
Constitution modifier applies. A lst-level Dedicated hero |
receives hit points equal to 6 + his or her Constitution modifier,

fAction Poinfs
Dedicated heroes gain a number of action points equal to 5 |
+ one-half their character level, rounded down, at st level
and every time they attain a new level in this class.

Class Skills

The Dedicated hero’s class skills, and the key ability for each
skill, are as follows (see Chapter Two for skill descriptions).

Craft (pharmaceutical, visual art, writing) (Int), Gamble
(Wis), Investigate (Int), Knowledge (arcane lore, art, behav-
ioral sciences, business, civics, current events, earth and life
sciences, history, physical sciences, popular culture, street-

wise, tactics, technology, theology and philosophy) (Int), |

Listen (Wis), Profession (Wis), Read/Write Language (none),
Sense Motive (Wis), Speak Language (none), Spot (Wis), Sur- |
vival (Wis), and Treat Injury (Wis). '

Also, the starting occupation you select can provide you
with additional class skills to choose from.




Skill Points at 1st Level: (5 + Int modifier) x 4.
Skill Points at Each Additional Level: 5 + Int modifier,

Starfing Feats

In addition to the two feats all characters get at Ist level
(see Table 1-2), a Dedicated hero begins play with the
Simple Weapons Proficiency feat.

Class Features

The following are class features of the Dedicated hero.

Talents
At lst, 3rd, 5th, 7th, and 9th level, the Dedicated hero
selects a talent from the following talent trees. Some trees
have a set order that must be followed, while others pro-
vide a list to choose from. As long as the hero qualifies, you
can select freely from any and all talent trees. No talent can
be selected more than once unless expressly indicated.
Beginning Talents: A Ist-level Dedicated hero can
choose from empathy, healing knack, and skill emphasis.

Empathic Talenf Tree
The Dedicated hero’s innate talents give her a great capacity
for empathy.

Empathy: The Dedicated hero has a knack for being sen-
sitive to the feelings and thoughts of others without having
those feelings and thoughts communicated in any objec-
tively explicit manner. This innate talent provides a bonus
on checks involving interaction skills (Bluff, Diplomacy,
Handle Animal, Intimidate, Perform, and Sense Motive), pro-
vided you spend at least 1 minute observing your target
prior to making the skill check. The bonus is equal to the
hero’s Dedicated level.

Improved Aid Another: The Dedicated hero's bonus on
attempts to aid another increases by +1 on a successful aid
another check. This talent can be selected multiple times,
each time increasing the bonus by +1,

Lily Parrish, Prerequisite: Empathy.

Dedicated Hero Intuition: The Dedicated hero has an innate ability to
sense trouble in the air. The Dedicated hero can make a Will
saving throw (DC 15). On a successful save, the hero gets a
hunch that everything is all right, or she gets a bad feeling
about a specific situation, based on the GMs best guess
relating to the circumstances. This talent is usable a number
of times per day equal to the character’s Dedicated level.

Prerequisite: Empathy.
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Healing Talent Tree
The Dedicated hero has a talent for healing.

Healing Knack: The hero has a knack for the healing arts.
She receives a +2 bonus on all Treat Injury skill checks.

Healing Touch 1: The Dedicated hero’s ability to restore
damage with a medical kit or perform surgery with a surgery
kit increases by +2 hit points.

Prerequisite: Healing knack.

Healing Touch 2: The Dedicated heross ability to restore
damage with a medical kit or perform surgery with a surgery
kit increases by +2 hit points, which stacks with healing
touch 1for a total of +4 hit points.

Prerequisites: Healing knack, healing touch 1,

Insightful Talent Tree
The Dedicated hero’s innate insightfulness serves her well,

Skill Emphasis: The Dedicated hero chooses a single skill
and receives a +3 bonus on all checks with that skill. This
bonus does not allow the hero to make checks for a trained-
only skill if the hero has no ranks in the skill.

Aware: The Dedicated hero is intuitively aware of her
surroundings. She adds her base Will saving throw bonus to
Listen or Spot checks to avoid surprise,

Prerequisite: Skill emphasis.

Faith: The Dedicated hero has a great deal of faith. It
might be faith in herself, in a higher power, or in both. This
unswerving belief allows the Dedicated hero to add her
Wisdom modifier to the die roll whenever she spends 1
action point to improve the result of an attack roll, skill
check, saving throw, or ability check.

Prerequisite: Skill emphasis,

Cool Under Pressure: The Dedicated hero selects a
number of skills equal to 3 + her Wisdom modifier. When
making a check with one of these skills, the Dedicated hero
can take 10 even when distracted or under duress,

Prerequisite: Skill emphasis plus either faith or aware,

Bonus Feafs
At 2nd, 4th, 6th, 8th, and 10th level, the Dedicated hero
gains a bonus feat. This feat must be from this list, and the
Dedicated hero must meet any prerequisites.

Advanced Firearms Proficiency, Alertness, Archaic Weap-
ons Proficiency, Attentive, Blind-Fight, Deceptive, Educated,
Far Shot, Iron Will, Medical Expert, Meticulous, Surgery,

THE CHARISMATIC HER

The Charismatic hero uses his Charisma score to best
advantage. Taking a level in this class demonstrates a
facility for connecting with others, developing profi-
ciency at influencing their actions, and improving your
ability to win their support through debate, compromise,
or seduction. Personal magnetism, applied interaction
techniques, and a touch of charm combine to define the
Charismatic hero.

A Charismatic hero might be charming or engaging; he
might be strikingly handsome or possessed of a great
personal magnetism. He might be alluring or fascinating.

Whether captivating or compelling, he is definitely appeal-
ing on a number of different levels.

Examples of Charismatic Heroes

Persuasive leaders, attractive celebrities and personalities,
inspiring politicians, adept negotiators, entertainers,
seducers, flirts, fast-talkers, con artists, flamboyant spies,
and suave gamblers are some of the professional choices
available to the Charismatic hero,

Game Rule Information

Charismatic heroes have the following game statistics.

Abilfy
Charisma is the ability associated with this class. Charis-

matic heroes usually have a high score in at least one of the
physical abilities.

Hit Die

Charismatic heroes gain 1d6 hit points per level. The charac-
ter's Constitution modifier applies. A 1st-level Charismatic
hero receives hit points equal to 6 + his or her Constitution
modifier.

fiction Paints

Charismatic heroes gain a number of action points equal to
5 + one-half their character level, rounded down, at 1st level
and every time they attain a new level in this class.

Class Skills

The Charismatic hera’s class skills, and the key ability for each
skill, are as follows (see Chapter Two for skill descriptions).

Bluff (Cha), Craft (visual art, writing) (Int), Diplomacy
(Cha), Disguise (Cha), Gather Information (Cha), Handle
Animal (Cha), Intimidate (Cha), Knowledge (arcane lore, art,
behavioral sciences, business, civics, current events, popular |
culture, streetwise, theology and philosophy) (Int), Perform
(act, dance, keyboards, percussion instruments, sing, stand- |
up, stringed instruments, wind instruments) (Cha), Profes-
sion (Wis), Read/Write Language (none), and Speak |
Language (none). 1

Also, the starting occupation you select can provide you
with additional class skills to choose from.

Skill Points at Ist Level: (7 + Int modifier) x 4.
Skill Points at Each Additional Level: 7 + Int modifier.

Starfing Feafs

In addition to the two feats all characters get at Ist level
(see Table 1-2), a Charismatic hero begins play with the
Simple Weapons Proficiency feat,

Class Features

All of the following are class features of the Charismatic hero.

Talents
At 1st, 3rd, 5th, 7th, and 9th level, the Charismatic hero
selects a talent from the following talent trees. Some trees




have a set order that must be followed, while others pro-
vide a list to choose from. As long as the hero qualifies, you
can select freely from any and all talent trees. No talent can
be selected more than once unless expressly indicated.

Beginning Talents: A Ist-level Charismatic hero can
choose from charm, fast-talk, and coordinate.

Charm Talent Tree
The Charismatic hero has an innate talent for being charm-
ing and captivating.

Charm: The Charismatic hero gets a bonus on all
Charisma-based skill checks made to influence members
of his chosen gender. (Some characters are charming to
members of the opposite gender, others to members of the
same gender.) The bonus is equal to the character’s Charis-
matic level.

A Charismatic hero can only charm Gamemaster characters
with attitudes of indifferent or better. The charm bonus can't
be used against characters who are unfriendly or hostile.

Favor: The Charismatic hero has the ability to acquire
minor aid from anyone he meets. By making a favor check, a
Charismatic hero can gain important information without
going through the time and trouble of doing a lot of
research. Favors can also be used to acquire the loan of
equipment or documents, or to receive other minor assis-
tance in the course of an adventure.

A Charismatic hero spends 1 action point to activate this
talent. To make a favor check, roll a d20 and add the char-
acter’s favor bonus, equal to the character's Charismatic
level. The GM sets the DC based on the scope of the favor
being requested. The DC ranges from 10 for a simple favor to
as high as 30 for formidable and highly dangerous, expen-
sive, or illegal favors. A Charismatic hero can't take 10 or 20
on this check, nor can he retry the check for the same (or
virtually the same) favor. (See Chapter Two for information
on taking 10 and taking 20.)

Favors should help advance the plot of an adventure. A
favor that would enable a character to avoid an adventure
altogether should always be unavailable to the character,
regardless of the result of a favor check.

The GM should carefully monitor a Charismatic hero's use
of favors to ensure that this ability isn't abused. The success
or failure of a mission shouldn’t hinge on the use of a favor,
and getting a favor shouldn’t replace good roleplaying or
the use of other skills. The GM may disallow any favor
deemed to be disruptive to the game.

Prerequisite: Charm.

Troy Bellarosa,
Charismatic Hero
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Captivate: The Charismatic hero has the ability to tem-
porarily beguile a target (a GM character) through the use of
words and bearing. The target must have an Intelligence
score of 3 or higher to be susceptible to a captivate attempt,
must be within 30 feet of the hero, and must be able to see,
hear, and understand the hero.

To captivate a target, the hero must use an attack action
and make a Charisma check (DC 15), adding his Charismatic
level as a bonus, If the Charisma check succeeds, the target
can try to resist,

The target resists the captivation attempt by making a
Will saving throw (DC 10 + Charismatic hero’s class level +
Charismatic hero’s Cha bonus). If the saving throw fails, the
hero becomes the target's sole focus. The target pays no
attention to anyone else for 1 round, This focusing of the
target’s attention allows other characters to take actions of
which the captivated target is unaware. The effect ends
immediately if the target is attacked or threatened,

A Charismatic hero can concentrate to keep a target cap-
tivated for additional rounds. The Charismatic hero con-
centrates all his effort on the task, and the target gets to
make a new Will save each round, The effect ends when
the hero stops concentrating, or when the target succeeds
on the save,

Prerequisites: Charm, favor,

Fast-Talk Talent Tree

The Charismatic hero has an innate talent for bending the
truth and dazzling others with a combination of words,
mannerisms, and charm,

Fast-Talk: The Charismatic hero has a way with words
when attempting to con and deceive. With this talent, he
applies his Charismatic level as a bonus on any Bluff, Diplo-
macy, or Gamble checks he makes while attempting to lie,
cheat, or otherwise bend the truth,

Dazzle: The Charismatic hero has the ability to dazzle a
target (a GM character) through sheer force of personality,
a winning smile, and fast-talking, The target must have an
Intelligence score of 3 or higher to be susceptible to a
dazzle attempt, must be within 30 feet of the hero, and
must be able to see, hear, and understand the hero,

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

The target resists the dazzle attempt by making a Will
saving throw (DC 10 + Charismatic hero's class level + Charis-
matic hero’s Cha bonus). If the save fails, the target receives
a —1 penalty on attack rolls, ability checks, skill checks, and
saving throws for a number of rounds equal to the charac-
ter’s Charismatic level,

This talent can be selected multiple times, each time
worsening the dazzled penalty by -1,

Prerequisite: Fast-talk.

Taunt: The Charismatic hero has the ability to temporar-
ily rattle a target (a GM character) through the use of insults
and goading. The target must have an Intelligence score of 3
or higher to be susceptible to a taunt, must be within 30
feet of the hero, and must be able to hear and understand
the hero,

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

The target resists the taunt by making a Wil saving throw
(DC 10 + Charismatic hero’s class level + Charismatic hero’s
Cha bonus). If the save fails, the target becomes dazed
(unable to act, but can defend normally) for 1 round,

A taunt can be played on an opponent any number of times.

Prerequisites: Fast-talk, dazzle,

.eadership Talent Tree
The Charismatic hero has a talent for leadership and
inspiration.

Coordinate: The Charismatic hero has a knack for getting
people to work together. When the hero can spend a full
round directing his allies and makes a Charisma check (DC
10), he provides any of his allies within 30 feet a +1 bonus on
their attack rolls and skill checks. The bonus lasts for a
number of rounds equal to the hero's Charisma modifier.

The hero can coordinate a number of allies equal to one-
half his Charismatic level, rounded down (to a minimum of
one ally).

Inspiration: The Charismatic hero can inspire his
allies, bolstering them and improving their chances of
success. An ally must listen to and observe the Charis-
matic hero for a full round for the inspiration to take
hold, and the hero must make a Charisma check (DC 10).
The effect lasts for a number of rounds equal to the
hero’s Charisma modifier,

An inspired ally gains a +2 morale bonus on saving .
throws, attack rolls, and damage rolls. '
A Charismatic hero can't inspire himself. He can inspire a
number of allies equal to one-half his Charismatic level,

rounded down (to a minimum of one ally).

Prerequisite: Coordinate.

Greater Inspiration: The Charismatic hero can inspire his
allies to even greater heights, bolstering them and improv-
ing their chances of success. An ally must listen to and =7
observe the Charismatic hero for a full round for the greater |
inspiration to take hold, and the hero must make a Charisma
check (DC10). The effect lasts for a number of rounds equal I
to the hero's Charisma modifier. [

An inspired ally gains an additional +1 morale bonus on | |
saving throws, attack rolls, and damage rolls, which stacks with
the bonus from inspiration for a total of a +3 morale bonus,

A Charismatic hero can't inspire himself. He can inspire a
number of allies equal to one-half his Charismatic level,
rounded down (to a minimum of one ally).

Prerequisites: Coordinate, inspiration.

| [

Bonus Feats
At 2nd, 4th, 6th, 8th, and 10th level, the Charismatic hero
gains a bonus feat. This feat must be selected from the
following list, and the Charismatic hero must meet any
prerequisites.

Agile Riposte, Creative, Deceptive, Dodge, Frightful Pres-
ence, Iron Will, Lightning Reflexes, Low Profile, Point Blank
Shot, Renown, Trustworthy, Windfall.




STARTING
OCCUPATIONS

Select one starting occupation for your Ist-level character.
This represents the training and life experience the charac-
ter has had prior to the start of the campaign. A hero may
hold other jobs as his career unfolds, but the benefits of a
starting occupation are only applied once, at the time of
character creation.

Many starting occupations have a prerequisite that the
character must meet to qualify for the occupation. Each
occupation provides a number of additional permanent
class skills that you can select from a list of choices. Once
selected, a permanent class skill is always considered to be
a class skill for your character. If the skill you select is
already a class skill for the character, you gain a one-time
competence bonus for that skill. For example, if a Smart
hero selects the doctor starting occupation and identifies
Computer Use as a permanent class skill, he gets a +] com-
petence bonus to apply to that skill since it is already a
Smart class skill.

Some starting occupations provide a Reputation bonus or
a bonus feat (in addition to the two feats a Ist-level charac-
ter already receives). Finally, a starting occupation increases
the character’s Wealth bonus.

Some starting occupations described in this section may
not be available in your campaign. Check with your Game-
master to determine which occupations you can choose from.
Conversely, your GM might provide additional occupations
that are specific to your campaign. Choose one occupation
from the available selections and apply the benefits to your
character as noted in the occupation’s description.

fAcademic
Academics include [ibrarians, archaeologists, scholars, pro-
fessors, teachers, and other education professionals.

Prerequisite: Age 23+,

Skills: Choose three of the following skills as permanent
class skills, If a skill you select is already a class skill, you
receive a + competence bonus on checks using that skill.

Computer Use, Craft (writing), Decipher Script, Gather
Information, Knowledge (arcane lore, art, behavioral sci-
ences, business, civics, current events, earth and life sci-
ences, history, physical sciences, popular culture, tactics,
technology, or theology and philosophy), Research, or add a
new Read/Write Language or a new Speak Language.

Wealth Bonus Increase: +3.

fAdventurer

Adventurers include professional daredevils, big-game
hunters, relic hunters, explorers, extreme sports enthusiasts,
field scientists, thrill-seekers, and others called to face
danger for a variety of reasons.

Prerequisite: Age 15+,

Skills: Choose two of the following skills as perma-
nent class skills. If a skill you select is already a class
skill, you receive a +]1 competence bonus on checks
using that skill.

Bluff, Climb, Demolitions, Disable Device, Drive, Escape
Artist, Intimidate, Jump, Knowledge (arcane lore, street-
wise, tactics, or technology), Move Silently, Pilot, Ride,
Spot, Survival, Swim, Treat Injury.

Bonus Feat: Select one of the following: Archaic Weap-
ons Proficiency, Brawl, or Personal Firearms Proficiency,

Wealth Bonus Increase: +1.

fithlete

Athletes include amateur athletes of Olympic quality and
professional athletes of all types, including gymnasts,
weight trainers, wrestlers, boxers, martial artists, swim-
mers, skaters, and those who engage in any type of com-
petitive sport.

Prerequisite: Strength 13 or Dexterity 13,

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a + competence bonus on checks using that skill.

Balance, Climb, Drive, Jump, Ride, Swim, Tumble.

Bonus Feat: Select either Archaic Weapons Proficiency
or Brawl,

Wealth Bonus Increase: +],

Blue Collar
Blue collar occupations include factory work, food service
jobs, construction, service industry jobs, taxi drivers, postal
workers, and other jobs that are usually not considered to
be desk jobs.

Prerequisite: Age 18+,

Skills: Choose three of the following skills as pernmanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Craft (electronic, mechanical, or structural), Climb, Drive,
Handle Animal, Intimidate, Repair, Ride.

Wealth Bonus Increase: +2,

Celebrify

A celebrity is anyone who, for whatever reason, has been
thrust into the spotlight of the public eye. Everyone, it is
said, eventually gains his or her 15 minutes of fame. The
celebrity stretches those 15 minutes into a career. Actors,
entertainers of all types, newscasters, radio and television
personalities, and more fall under this starting occupation,

Prerequisite: Age 15+,

Skills: Choose one of the following skills as permanent
class skills. If the skill you select is already a class skill, you
receive a + competence bonus on checks using that skill.

Bluff, Craft (visual art or writing), Diplomacy, Disguise,
Perform (act, dance, keyboards, percussion instruments, sing,
stand-up, stringed instruments, or wind instruments).

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +4.

Creative

The creative starting occupation covers artists of all types
who fan their creative spark into a career. lllustrators, copy-
writers, cartoonists, graphic artists, novelists, magazine
columnists, actors, sculptors, game designers, musicians,




screenwriters, photographers, and web designers all fall
under this occupation,

Prerequisite: Age 15+

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill,

Bluff, Computer Use, Craft (visual art or writing), Disguise,
Forgery, Knowledge (arcane lore or art), Perform (act, dance,
keyboards, percussion instruments, sing, stand-up, stringed
instruments, or wind instruments), Spot.

Wealth Bonus Increase: +2.

Criminal

This illicit starting occupation reveals a background from
the wrong side of the law. This occupation includes con
artists, burglars, thieves, crime family soldiers, gang mem-
bers, bank robbers, and other types of career criminals.

Prerequisite: Age 15+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill,

Disable Device, Disguise, Forgery, Gamble, Hide, Know!-
edge (streetwise), Move Silently, Sleight of Hand,

Bonus Feat: Select either Brawl or Personal Firearms
Proficiency.

Wealth Bonus Increase: +|,

Dilettante

Dilettantes usually get their wealth from family holdings
and trust funds. The typical dilettante has no job, few re-
sponsibilities, and at least one driving passion that occupies
his or her day, That passion might be a charity or philan-
thropic foundation, an ideal or cause worth fighting for, or
a lust for living a fun and carefree existence.

Prerequisite: Age 18+,

Skills: Choose one of the following skills as permanent
class skills. If the skill you select is already a class skill, you
receive a + competence bonus on checks
using that skill.

Emergency Services

Rescue workers, firefighters, paramedics, hazardous mate-
rial handlers, and emergency medical technicians fall
under this category.

Prerequisite: Age 18+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +] competence bonus on checks using that skill,

Balance, Climb, Computer Use, Drive, Jump, Knowledge
(behavioral sciences, earth and life sciences, or technol-
ogy), Search, Treat Injury, Swim.

Wealth Bonus Increase: +2.

Enfrepreneur

Entrepreneurs have an obsession about being their own boss.
They believe in themselves, have an abundance of confi-
dence, and the ability to acquire the funds necessary to
bankroll their newest moneymaking venture, These small to
large business owners have a knack for putting together busi-
ness plans, gathering resources, and getting a new venture
off the ground. They rarely want to stick around after the
launch, however, as they prefer to put their energies into the
next big thing.

Prerequisite: Age 18+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +| competence bonus on checks using that skill,

Bluff, Diplomacy, Gamble, Knowledge (business, current
events, or technology).

Reputation Bonus Increase: +],

Wealth Bonus Increase: +4,

Inuestigative

There are a number of jobs that fit within this occupation,
including investigative reporters, photojournalists, private
investigators, police detectives, criminologists, criminal pro-

Gamble, Intimidate, Knowledge (current

events or popular culture), Ride, or add a |
new Speak Language.

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +6.

Doctor

A doctor can be a physician (general
practitioner or specialist), a surgeon, or a
psychiatrist,

Prerequisite: Age 25+,

Skills: Choose two of the following skills
as permanent class skills. If a skill you select
is already a class skill, you receive a +1 com-
petence bonus on checks using that skill.

Craft (pharmaceutical), Computer Use,
Knowledge (behavioral sciences, earth and
life sciences, or technology), Search, Treat
[njury.

Wealth Bonus Increase: +4.
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filers, espionage agents, and others who use their skills to
gather evidence and analyze clues.

Prerequisite: Age 23+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +| competence bonus on checks using that skill.

Computer Use, Craft (visual art or writing), Decipher
Script, Forgery, Gather Information, Investigate, Knowledge
(behavioral sciences, civics, earth and life sciences, or street-
wise), Research, Search, Sense Motive.

Bonus Feat: Select either Brawl or Personal Firearms
Proficiency.

Wealth Bonus Increase: +2.

.aw Enforcement

Law enforcement personnel include uniformed police, state
troopers, federal police, federal agents, SWAT team mem-
bers, and military police.

Prerequisite: Age 20+

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +] competence bonus on checks using that skill.

Diplomacy, Drive, Gather Information, Intimidate, Know!-
edge (civics, earth and life sciences, streetwise, or tactics),
Listen.

Bonus Feat: Select one of the following: Combat Mar-
tial Arts, Light Armor Proficiency, or Personal Firearms
Proficiency.

Wealth Bonus Increase: +1.

Military

Military covers any of the branches of the armed forces,
including army, navy, air force, and marines, as well as the
various elite training units such as Seals, Rangers, and Special
Forces.

Prerequisite: Age 18+,

Skills: Choose two of the following skills as permanent
class skills. I a skill you select is already a class skill, you
receive a +] competence bonus on checks using that skill.

Climb, Demalitions, Drive, Hide, Knowledge (tactics), Move

. - Silently, Navigate, Pilot, Survival, Swim.

Bonus Feat: Select one of the following: Brawl, Combat
Martial Arts, Light Armor Proficiency, or Personal Firearms
Proficiency.

Wealth Bonus Increase: +1.

Religious

Ordained clergy of all persuasions, as well as theological

scholars and experts on religious studies fall within the

scope of this starting occupation.

Prerequisite: Age 23+,

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Decipher Script, Knowledge (arcane lore, art, behavioral
sciences, history, streetwise, or theology and philosophy),

+ | Listen, Sense Motive.

Wealth Bonus Increase: +2.

Rural
Farm workers, hunters, and others who make a living in rural
communities fall under this category.

Prerequisite: Age 15+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Balance, Climb, Drive, Handle Animal, Repair, Ride, Sur-
vival, Swim,

Bonus Feat: Select either Brawl or Personal Firearms
Proficiency.

Wealth Bonus Increase: +1.

Student

A student can be in high school, college, or graduate school.
He or she could be in a seminary, a military school, or a pri-
vate institution. If you select this starting occupation for a
college-age student, you should also pick a major field of
study for the character.

Prerequisite: Age 15+.

Skills: Choose three of the following skills as perma-
nent class skills. If a skill you select is already a class skill,
you receive a +] competence bonus on checks using that
skill.

Computer Use, Knowledge (arcane lore, art, behavioral
sciences, business, civics, current events, earth and life sci-
ences, history, physical sciences, popular culture, technol-
ogy, or theology and philosophy), Perform (act, dance,
keyboards, percussion instruments, sing, stand-up, stringed
instruments, or wind instruments), Research.

Wealth Bonus Increase: +1.

Technician

Scientists and engineers of all types fit within the scope of
this starting occupation.

Prerequisite: Age 23+,

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence banus on checks using that skill.

Computer Use, Craft (chemical, electronic, mechanical, or
structural), Knowledge (business, earth and life sciences,
physical sciences, or technology), Repair, Research.

Wealth Bonus Increase: +3.

White Collar

Office workers and desk jockeys, lawyers, accountants,
insurance agents, bank personnel, financial advisors, tax
preparers, clerks, sales personnel, real estate agents, and a
variety of mid-level managers fall within the scope of this
starting occupation.

Prerequisite: Age 23+,

Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +] competence bonus on checks using that skill,

Computer Use, Diplomacy, Knowledge (art, business,
civics, earth and life sciences, history, physical sciences, or
technology), Research.

Wealth Bonus Increase: +3.




VITAL STATISTICS

What does your character look like? How old is he (or she)?
What sort of first impression does he make? What led him
to become a hero in the first place?

Answers to these questions help you establish your
character’s identity. These details make your character
more lifelike, like a main character in a novel or a movie.
For many players, the action lies here, in defining the char-
acter as a person to be roleplayed.

When you first play a character, it’s fine to leave the
details sketchy. As you play the character over time, you get
a better sense of who you want him to be. You develop his
details in much the same way as an author develops a char-
acter over several drafts of a novel or over several novels in
a series.

Start with some idea of your characters background and
persanality, and use that idea to help add the details that
bring your character to life.

Select a name that fits your character. A name helps you
define your characters background and ethnic origin. The
name may fit your characters class or abilities (“Speed”
McCracken for a Fast hero), or it may be dramatically differ-
ent or ironic (Stephanie “Tiny" Lynch for a Tough hero, for
example). It may be ordinary or unusual, depending on your
taste and the mood of your campaign.

A character’s name provides clues to the characters age
and heritage as well—Reginald Cuthbert [Il summons up a
very different image from Morris “Moondog” Greenberg.
The former projects an air of stuffy sophisticate (whether
the character comes off that way or not), while the latter
suggests an image of a freewheeling ruffian with a knack for

GENDER

Your character can be either male or female. Gender has no

effect on physical characteristics.

How old is your character? That’s up to you and your Game-
master. A character reaches Ist level in his or her class the
moment when he or she steps out of ordinary life and into
the dramatic existence of the story, either by choice or by
circumstances. On occasion, a Gamemaster’s campaign
requires heroes of a particular age group.

Most players create characters within the young adult or
adult age range. However, you can play a character who is
younger or older than this, based on your character concept
and the needs of the campaign.

As your character ages, her physical ability scores
decrease and her mental ability scores increase, as detailed
on Table 1-9. The effects of each aging step are cumulative.

Age Categro
Child (1-11)

Ability Adjustments
-3 to Str and Con;

—1 to Dex, Int, Wis, and Cha
Original scores

Original scores

~1ta Str, Dex, and Con:

+1 to Int, Wis, and Cha

Young adult (12-15)
Adult (16-39)
Middle age (40-59)

Old (60-79) -1 to Str, Dex, and Con;
+1 to Int, Wis, and Cha
Venerable (80+) 1 to Str, Dex, and Con;

+1to Int, Wis, and Cha

You can choose or randomly generate your character’s age.
If you choose it, it must be at least the minimum age for the
GM'’s campaign and the character’s starting occupation.

Alternatively, you may create a random starting age of
2d6+15 years for college-age characters, or 1d6+20 years for
individuals starting their careers.

For those who want to start a campaign with more expe-
rienced characters, use Table 1-10: Starting Level and Age as
a guide. Remember that this table is a guideline. You and
your GM are encouraged to decide these details based on
the campaign and the character you want to play.

Child -
Young adult It
Adult Ist
Adult (limited experience) 3rd
Adult (moderate experience) 5th
Aduilt (high experience) 7th
Middle age (moderate experience) 6th
Middle age (high experience) 8th
Old 9th
Venerable 10th

__ HEIGHT AND WEIGHT

Determine your character’s height and weight using Table
1-11. Think about what your character’s abilities might say
about her height and weight. If she is weak but agile, she
may be thin. If she is strong and tough, she may be tall or
just heavy. Feel free to select an appropriate height and
weight for your character, or roll dice for random results,

The die roll given in the Height Modifier column deter-
mines the character’s extra height beyond the base height.
That same number multiplied by the die roll given in the
Weight Modifier column determines the character’s extra
weight beyond the base weight.

For example, Ken Stone, a male, has a height of 4 feet 10
inches plus 2d10 inches. Ken's player rolls 2d10 and gets 12,
making Ken 5 feet 10 inches tall. Ken's player then multiplies
the 12 by 2d4. Ken’s player rolls 2d4 and gets 5. so he adds
60 (5 % 12) to the base weight of 120 pounds. Ken weighs
180 pounds.







ALLEGIANCES

What is important to your hero? What beliefs does he or
she hold above others? Where does your herd’s loyalty lie?
The allegiances system that follows is optional. Your GM
will tell you whether he or she is using it in the campaign.

When creating a character, you may choose up to three
allegiances, ranking them in order from most important to
least important. These allegiances are indications of what
your character values in life, and may encompass people,
organizations, or ideals. A character may have no alle-
giances (being either a free spirit or a lone wolf) or may
change allegiances as he or she goes through life. Also, just
because you fit into a certain category of people doesn't
mean you have to choose that category as an allegiance.
You might be an American, but perhaps you're not devoted
to the nation. You have a family, but you might not be ded-
icated to your family.

Allegiance is primarily a roleplaying tool to determine
how your character acts in particular situations. In choosing
an allegiance for your character you are stating your intent
to play that character a certain way. If your character acts in
a way that is detrimental to his or her allegiance, the GM
may choose to strip your character of that allegiance (and
all its benefits) and assign an allegiance more suitable to
those actions. A former allegiance may be regained through
roleplaying opportunities.

Pledging Allegiance

A hera's allegiance can take the form of loyalty to a
person, to an organization, to a belief system, to a nation,
or to an ethical or moral philosophy. In general, you can
discard an allegiance at any time, but you may only gain a
new allegiance when you attain a new level.

Having an allegiance implies having sufficient intelligence
and wisdom to make a moral or ethical choice, As a result,
a character must have Intelligence and Wisdom scores of 3
or higher in order to select allegiances,

Allegiances include, but are not limited to, the following
examples.

Person or Group: This includes a leader or superior, a
family, a group of linked individuals (such as a band of
adventurers or a cell of secret agents), or a discrete unit
within a larger organization (such as members of your
squad or platoon, or individuals whose safety you are
responsible for).

Organization: This may be a company or corporation, a
gathering of like-minded individuals, a fraternal brother-
hood, a secret society, a branch of the armed forces, a local,
state, or national government, a university, an employer, or
an otherwise established authority. Police officers, for
example, have an allegiance to their local government and
its legal system.

Nation: This may or may not be the nation that the
hero currently resides in, It may be where the individual
was born, or where the hero resides after emigrating to a
new home,

Belief System: This is usually a particular faith or reli-
gion, but can also be a specific philosophy or school of
thought. Belief systems could also include political beliefs

(conservatism, liberalism, libertarianism, and so on) or philo-
sophical outlooks (Taoism, existentialism, the teachings of
Ayn Rand).

Ethical Philosophy: This describes how one feels about
order, as represented by law and chaos. An individual with a
lawful outlook tends to tell the truth, keep his word,
respect authority, and honor tradition, and he expects
others to do likewise. An individual with a chaotic outlook
tends to follow his instincts and whims, favor new ideas and
experiences, and behave in a subjective and open manner in
his dealings with others.

Moral Philosophy: This describes one’s attitude toward
others, as represented by good and evil. An individual with
a good allegiance tends to protect innocent life. This belief
implies altruism, respect for life, and a concern for the dig-
nity of other creatures. An evil allegiance shows a willing-
ness to hurt, oppress, and kill others, and to debase or
destroy innocent life,

fllegiance Example

Russell Whitfield chooses the following allegiances, in the
following order: good, lawful, and Department-7. Now,
Russell can choose to act as the situation demands and
according to his own conscience, but when all else fails, he
tries to adhere to decisions that promote the greater good,
stick to the law, and serve the interests of Department-7, in
that order.

Allegiances and Influence

In addition to providing your character with roleplaying
opportunities, an allegiance can create an empathic bond
with others of the same allegiance. With the GM’s permis-
sion, your character gains a +2 circumstance bonus on
Charisma-based skill checks when dealing with someone of
the same allegiance—as long as you have had some interac-
tion with the other character to discover the connections
and bring the bonus into play. In general, you just can't look
at another character and ascertain his or her allegiances.

REPUTATION

Every hero gains a reputation of one sort or another as his
or her career progresses, expressed as a Reputation bonus.
Reputation is used to determine whether anather character
(a GM character) recognizes you. While a hero might try to
take advantage of his reputation from time to time, usually
the hero’s reputation precedes him—whether he wants it to
or not.

Those who recognize the hero are more likely to help him
or do what he asks, provided the reputation has a positive
connotation to the character who recognizes him. A high
Reputation bonus also makes it difficult for the hero to
mask his identity, which can be a problem if he’s trying not
to be noticed.

Most of the time, a hero doesn’t decide to use his repu-
tation. The GM decides when a hero’s reputation can be
relevant to a scene or encounter. At the moment it
becomes relevant, the GM makes a Reputation check for a
GM character who might be influenced in some fashion
due to the hero’s fame or notoriety, as detailed below.




Fame and Infamy

It's all a matter of perspective. That is, what the hero's repu-
tation represents is in the eye of the beholder—the GM
character he interacts with. Most characters with a high
Reputation bonus (+4 or higher) are considered well known
within their profession or social circle, Whether this has a
positive or negative connotation depends on the point of
view of the person who recognizes the hero,

When a character has a positive opinion of a hero’s repu-
tation, the hero is considered to be famous by that charac-
ter. Fame, when recognized, provides a bonus to certain
Charisma-based skill checks.

When a character has a negative opinion of a hero’s
reputation, the hero is considered to be infamous by that
character. Also, at the GM’s option, a hero might be con-
sidered infamous in certain situations due to events that
have transpired in the campaign. For example, if your hero
got into trouble with the law in a small Texas town, he
or she would be considered infamous when attempting
to interact with people in that town. Infamy, when rec-
ognized, provides a penalty to certain Charisma-based
skill checks.

lIsing the Reputation Bonus

Whenever the GM decides that a character’s reputation
can be a factor in an encounter, the GM makes a Reputa-
tion check (DC 25) for the GM character involved. A Repu-
tation check is 1d20 + the hero's Reputation bonus + the
GM character's Int modifer. {(Some Knowledge skill modi-
fiers might apply instead of the Int modifier, such as
Knowledge [popular culture] if the hero has levels of Per-
sonality or is otherwise in the public eye.) Modifiers to the
Reputation check depend on the hero and the GM charac-
ter in question, as shown below. Note that if the GM char-
acter has no possible way of recognizing a hero, then the
Reputation check automatically fails.

If the GM character succeeds at the Reputation check,
he or she recognizes the hero. This provides a +4 bonus or
a —4 penalty on checks involving the following skills for
the duration of the encounter: Bluff, Diplomacy, Gather
Information, Intimidate, and Perform.

Situation Reputation Check Modifier

You are famous, known far and wide with either +10
a positive or negative connotation

GM character s part of your professional or +5
social circle

You have some small amount of fame or notoriety +]

For example, when Moondog confronts a petty thief in
a seedy nightclub and demands to know who's been
asking about him, his fame as a dangerous biker prompts
a Reputation check by the petty thief (the GM makes
the check). If the petty thief succeeds on the check,
indicating that he knows at least a little about Moon-
dog's reputation, Moondog receives a +4 bonus on his
Intimidate check,

In situations when the character’s infamy could make
another character react poorly toward him, a Reputation

check provides a penalty. For example, when Moondog
tries to bluff Officer Argent, the police officer's successful
Reputation check provides Moondog with a —4 penalty
when he makes his Bluff check.

The GM must decide that a character’s fame or infamy
can come into play in a given situation to make a Reputation
check necessary. A character who doesn’t know you or
know of you can't be influenced by your reputation.

WEALTH

Money makes the world go around. How it applies to your
campaign depends on the Gamemaster. In some cases,
wealth only becomes an issue when a character needs to
acquire something beyond his means, or when a situation
comes up that calls for a reckoning of finances. Otherwise,
the game shouldn't dwell on nonheroic activities such as
paying rent or buying groceries,

Every character has a Wealth bonus that reflects her
buying power—a sort of composite of her income, credit
rating, and savings. Your Wealth bonus serves as the basis of
your Wealth check, which you use to purchase equipment
and services for your character.

Wealth is not a direct representation of a character's
salary or how much money the character has socked away in
the bank. It isn't even a reflection of how rich the character
is. In fact, a rich character might have a low Wealth bonus if
the character has been engaging in a lot of expensive pur-
chases lately, Likewise, a relatively poor character might
amass a decent Wealth bonus by being frugal and saving for
a rainy day. The Wealth bonus simply represents your char-
acter's buying power at any given time.

Your Wealth Bonus

To determine your character’s starting Wealth bonus,
roll 2d4 and add the wealth bonus for your starting
occupation, plus (if appropriate) the bonus from the
Windfall feat.

Over the course of play, your hero's Wealth bonus will
decrease as you purchase expensive items and increase as
you gain levels, Every time your Wealth bonus changes,
adjust it on your character sheet.

Your Wealth bonus can never fall below +0, and there is
no limit to how high your Wealth bonus can climb.

Since Wealth in the d20 Mobern Roleplaying Game is
an abstract concept, it's sometimes difficult to determine
how financially well off your character is. To get a general
sense of how financially solvent your character is at any
given time, check the table below.

Wealth Bonus Financial Condition
+0 Impoverished or in debt

+ to +4 Struggling
+5 to +10 Middle class
1 to +15 Affluent
+16 to +20 Wealthy
+71 to £30 Rich

+31 or higher Very rich




lIsing Wealth

You make a Wealth check to purchase things. This roll is

made just like an attack roll or a saving throw. The higher the

roll, the better. You'e trying to get a result that equals or

exceeds the purchase DC of the object or service in question.

If you succeed, you can acquire the object or service. If you

fail, the object or service is beyond your means at this time.
To make a Wealth check for your character, roll:

1d20 + your Wealth Bonus

See Chapter Four: Equipment for additional rules on making
Wealth checks and for a selection of gear to choose from.

Why Not Just Track Money?

This financial system is abstract, and your Wealth bonus isn't
a precise measurement of your character’s net worth. How-
ever, this system is simpler than tracking your paychecks,
credit scores, bank statements, interest rates, and credit limits.
Modern personal finance can be extremely complex; this
system saves you from spending as much effort on balancing
your character’s checkbook as you spend on your own.

GAINING
EXPERIENCE AND
LEVELS

Experience points (XP) measure how much your character
has learned and how much he or she has grown in personal
power. Your character earns XP by defeating opponents and
successfully completing adventures. The Gamemaster
assigns XP to the heroes at the end of each adventure based
on what they have accomplished. Heroes accumulate XP
from adventure to adventure. When a character earns
enough XP, he or she attains a new character level (see Table
1-2: Experience and Level-Dependent Benefits).

___ADUANCING A LEVEL

When your character’s XP total reaches at least the mini-
mum XP needed to advance a new character level (see Table
1-2), he or she goes up a level. For example, when Yoriko
Obato, the 1st-level Fast hero, obtains 1,000 or more XP, she
becomes a 2nd-level character. Once she accumulates 3,000
or more XP, she reaches 3rd level.

Attaining a new level provides a character with several
immediate benefits (see below).

A character can only advance one level at a time. If, for
some extraordinary reason, a character gains enough XP to
advance two or more levels at once, he or she instead
advances one level and gains just enough experience points
to be | XP short of the next level. For example, if Yoriko has
5,000 XP (1,000 points short of 4th level) and gains 6,000
more, that would put her at 11,000—enough for 5th level.
Instead, she only attains 4th level, and her XP total becomes
9999. The additional XP are lost.

__ LGUEL ADVANCEMENT

Each character class (both basic and advanced classes) has a
table that shows how the class features and statistics
increase as a member of that class advances in level, When
your character attains a new level, make these changes:

I. Choose Class

When a character qualifies for a new level, decide if you're
going to take that new level in the character’s existing class
or in a new class. For example, from Ist to 3rd level, Stan
advanced his character as a Tough hero. Upon attaining 4th
level, he can decide to add another level of Tough or add a
level in a different class to become a multiclass character.
So, Stan’s character could become a 4th-level Tough hero or
a 3rd-level Tough/Ist-level Smart hero, for example. (See
Multiclass Characters, page 40.)

2. Base fitfack Bonus

If your character’s base attack bonus increases, record the new
value on your character sheet. Recalculate the character’s
melee and ranged attack bonuses based on this new number.

3. Base Save Bonuses

Check the base save bonuses for your character’s new class
level to see if any of them increase. If so, recalculate the
character’s saving throw bonuses based on this new number,

. Class Features

Check the table for your new class level for new capabilities
you may receive. Characters gain a variety of class features
to choose from as they advance in levels.

5. Defense Bonus
If your character’s Defense bonus increases, record the new
value on your sheet.

6. Reputation Bonus

Each class has 2 Reputation bonus that may increase when a
character attains a new level. See page 38 for the uses of the
Reputation bonus.

7. Ability Score

If your hero has just attained his or her 4th, 8th, 12th, 16th,
or 20th character level, raise one of his or her ability scores
by 1 point.

If your character’s Constitution modifier increases by +1,
add +1 to his or her hit point total for every character level
lower than the one just attained. For example, if you raise
your character’s Constitution from 11 to 12 at 4th level, he or
she gets +3 hit points. Add these points before rolling hit
points for the new level (the next step).

8. Hit Points

Roll the appropriate Hit Die for the class you just gained a
level in, add the character’s Constitution modifier, and add




the total to your character’s hit points. A character always
gains af least 1 hit point for each new level, even if a Con-
stitution penalty would produce a result of 0 or lower.

9. Skill Paints

At each new level, a character gains skill points to spend on
skills, as detailed in the particular class description.

For class skills, each skill point buys 1rank. A character’s
maximum rank in a class skill is his or her character level + 3.

For cross-class skills, each skill point buys '/ rank. A char-
acter’s maximurm rank in a cross-class skill is one-half that of
a class skill {don't round up or down).

If you have been maxing out a skill (putting as many skill
points into it as possible), you don't have to worry about cal-
culating your maximum rank. At each new level, you can
always assign 1 skill point—and just T—to any skill that you're
maxing out. (If it's a cross-class skill, this point buys /s rank.)

Remember that you buy skills based on the class you have
advanced In, so that only those skills given as class skills for
that class can be purchased as class skills for this level,
regardless of what other classes you may have levels in.

10. Feats

Upon reaching your 3rd character level and every third level
thereafter (6th, 9th, 12th, 15th, and 18th), you gain one feat of
your choice (see Chapter Three).

I1. Action Points

For basic classes, you gain a number of action points each
level equal to 5 + one-half your character level, rounded
down. Advanced classes have a faster rate of accrual (see
Chapter Six).

2. Check Wealth Bonus

Make a Profession check (see the skill description, page 70)
to determine if your Wealth bonus increases.

MULTICLASS
CHARACTERS

A character may add new classes as he or she progresses in
levels, thereby becoming a multiclass character. The class
abilities from all of a character’s classes combine to deter-
mine a multiclass character's overall abilities.

Class and Level Features
As a general rule, the abilities of a multiclass character are the
sum of the abilities provided by each of the character’s classes.

Level

“Character level” s a character’s total number of levels. It is used

to determine when feats and ability score increases are gained,

as per Table 1-1: Experience and Level-Dependent Benefits.
“Class level” s the character’s level in a particular class.

For a hero whose levels are all in the same class, character

level and class level are the same.

Hif Points

A hero gains hit points from each class as his or her class level
increases, adding the new hit points to the previous total. For
example, Brandon began as a Smart hero and attained 4th
level, then added levels of Strong at his next two level
advancements. As a 4th-level Smart/2nd-level Strong hero, his
total hit points are 1d6 + 1d6 + 1d6 + 1d6 + 1d8 + 1d8. His Con-
stitution modifier of +1 applies to each hit paint die roll, and
he received maximum hit points at Ist level (6 +1=7 hp).

Base fittack Bonus

Add the base attack bonuses for each class to get the hero's
base attack bonus. A resulting value of +6 or higher provides
the hero with multiple attacks. For instance, a 6éth-level
Dedicated/2nd-level Strong hero has a base attack bonus of
+6 (+4 for the Dedicated levels and +2 for the Strong levels).
A base attack bonus of +6 allows a second attack with a
bonus of +1, even though neither the +4 from the Dedicated
levels nor the +2 from the Strong levels normally allows an
additional attack.

 BaseAttackBonus  Additional Attacks at
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To use multiple attacks in the same round, you must use a
full attack, which is a full-round action,

Saving Throws

Add the base save bonuses for each class together. A 3rd-
level Tough/3rd-level Fast hero gets +3 on Fortitude saving
throws (+2 for the Tough levels and +1 for the Fast levels), +3
on Reflex saving throws (+1 and +2), and +2 on Will saving
throws (+1 and +1).

Defense Bonus

Add the Defense bonuses for each class together. A 4th-
level Strong/2nd-level Smart hero has a Defense bonus of
+3 plus +1, for a total of +4. If the same hero then picked up
a level of Tough, she would add +1 to increase her Defense
bonus to +5.

Reputation Bonus

Add Reputation bonuses together. So, a 4th-level Strong/
2nd-level Smart hero has a +1 Reputation bonus (+0 for the
Strong levels and +1 for the Smart levels).




Skills

A multiclass hero uses his character level to determine the
maximum ranks he can have in a skill. If a skill is a class skill
for any of a multiclass hero’s classes, then use character
level to determine a skill's maximum rank. (The maximum
rank for a class skill is 3 + character level.)

When a multiclass hero gains a level in a class, he spends
that levels skill points as a member of that class. Only that
class’s class skills may be purchased as class skills. All other
skills, including skills for another class the hero has levels in,
are considered cross-class skills when ranks in those skills
are purchased at this level.

Class Features

The character gets all class features (talents, bonus feats,
or other special abilities) of all classes for the levels he
possesses.

Feafs

A multiclass character receives a new feat every three char-
acter levels, regardless of individual class level (see Table
1-2: Experience and Level-Dependent Benefits). Taking one
level in a new class does not entitle a character to receive
the two feats that a beginning Ist-level character gets. For
example, a Ist-level Strong hero who gains 1,000 XP and
then takes one level of Smart becomes a 2nd-level charac-
ter, and at that level he does not get a new feat. When he
attains his next new level and increases his character level
to 3rd, then he receives a new feat just as all 3rd-level
characters do.

fibility Increases

A multiclass character increases one ability score by + every
four character levels, regardless of individual class level (see
Table 1-2: Experience and Level-Dependent Benefits).

Adding a Second Class

When a character with one class gains a level, he or she may
choose to increase the level of his or her current class or
pick up a new class at 1st level. This could be a basic class or,
if the character qualifies for it, an advanced class. (See Chap-
ter Six for information on advanced classes.)

The character gains the Ist-level base attack bonus, base
save bonuses, class skills, other class features of the new
class, hit points of the appropriate die type, and the new
class's number of skill points gained at each additional
level (not that number X 4, as is the case for a lst-level
character).

Picking up a new class is not exactly the same as starting
a character in that class. Some of the benefits for a Ist-level
hero represent the advantage of training while the character
was young and fresh, with lots of time to practice. When
picking up a new class, a hero doesn't receive maximum hit
points but should roll the new Hit Die.

fidvancing a Level

Each time a multiclass character attains a new level, he
either increases one of his current class levels by one or
picks up a new class at Ist level,

When a multiclass character increases one of his class
levels by one, he gets all the standard benefits that char-
acters receive for attaining the new level in that class:
more hit points, possible bonuses on attack rolls, Defense,
and saving throws (depending on the class and the new
level), a new class feature (as defined by the class), and
new skill points.

Skill points are spent according to the class that the
multiclass character just advanced in (see Table 2-T; Skill
Points per Level). Skills purchased from Table 2-2: Skills are
purchased at the cost appropriate for that class.

How Multiclassing Works

Brandon Cross, a 4th-level Smart hero, decides he wants to
expand his repertoire by improving some of his physical
attributes. When Cross accumulates 10,000 XP, he be-
comes a Sth-level character. Instead of becoming a 5th-
level Smart hero, however, he decides to become a
4th-level Smart/Ist-level Strong hero. (How exactly he
picked up this new area of focus isn't critical to the cam-
paign, though the player and Gamemaster are encouraged
to create an in-game reason and opportunity for the hero
to do so.)

Now, instead of gaining the benefits of a new level of
Smart, he gains the benefits of becoming a Ist-level
Strong hero. He gets hit points from a Ist-level Strong
hero's Hit Die (1d8 plus his Constitution modifier), a Ist-
level Strong hero's +1 base attack bonus, a Ist-level Strong
hero's +1 Fortitude save bonus, and the Strong hero’s skill
points (3 + his Intelligence modifier). When purchasing
skills for this new level, Brandon uses the Strong hero's
class skills to determine whether a skill point buys 1 rank
or /2 rank. If he wants to add ranks to one of the Smart
hero’s class skills, that skill is considered a cross-class skill
for him at this level,

The benefits described above are added to the scores
Brandon already had as a Smart hero. His Defense gets a
+] bonus. His Reflex save bonus, Will save bonus, and
Reputation bonus do not increase because these num-
bers are +0 for a 1st-level Strong hero. He doesn't gain
any of the benefits a 5th-level Smart hero gains. He
could spend some of his new skill points to improve his
Smart skills, but since they would be treated as cross-
class skills for this purpose, these skill points would each
buy only '/, rank.

Upon accumulating 15,000 XP, Brandon becomes a 6th-
level hero. He decides he'd like to continue along the
Strong path, so he increases his Strong level once more
instead of increasing his Smart level or picking up a level
in a third class. Again he gains the Strong hero’s benefits
for attaining a new level rather than the Smart hero’s. At
this point, Brandon is a 6th-level hero: a 4th-level
Smart/2nd-level Strong hero.

At each new level he attains, Brandon must decide
whether to increase his Smart level or his Strong level. Of
course, if he wants to have even more diverse abilities, he
could acquire a third class, either a basic class or (if he
qualifies) an advanced class. In general, a character can
have levels in as many different classes as there are
classes.




Sometimes a skill check fails . . .

Yoriko Obato, a Fast hero, can quietly slip past a secu-
rity guard and disappear into the shadows. If
Russell Whitfield, a Strong hero, tries to do
the same thing, he probably makes just
enough noise to alert the guard to his pres-
ence. He could, however, climb over the tall
fence to avoid the guard, or perhaps even

s the rooftops of nearby buildings

to the compound unseen. These
aLTIUﬂ: and many more are determined by the
skills that characters have (in this case, Move
Silently, Hide, Climb, and Jump).

oilL.L, BASICS

Your character’s skills represent a variety of
abilities, and you get better at them as you
advance in level.

Getting Skills

At each level, you get skill points that you
use to buy skills. Your class and Intelligence
modifier determine the number of points
you receive.
If you buy a class skill, you get 1 rank in the skill for
each skill point you spend. Ifyuu buy a cross-class skill,
/ rank per skill point. Your maximum rank in a
class s ||| is your character level + 3. Your maximum
rank in a cross-class skill is one-half of this number,

sing Skills
To make a skill check, roll:

1d20 + skill modifier
(Skill modifier = skill ranks + ability modifier +
miscellaneous modifiers)

The higher the roll, the better. You're either trying to
get a result that equals or exceeds a certain Difficulty




Class (DC), or you're trying to beat another character’s check
result. For instance, to climb a fence, Russell might have to
make a Climb check against DC 15, representing the diffi-
culty of the obstacle the fence presents. To sneak quietly
past a guard, Yoriko needs to beat the guard’s Listen check
with her Move Silently check.

Skill Ranks: A character’s ranks in a skill is based on the
number of skill points the character has invested in the skill.
Some skills can be used even if the character has no ranks in
the skill: doing this is known as making an untrained skill
check.

Ability Modifier: The ability modifier used in the skill
check is the modifier for the skill's key ability (the ability
associated with the skill's use). The key ability of a skill is
noted in its description and on Table 2-4: Skills.

Miscellaneous Modifiers: Miscellaneous modifiers
include bonuses provided by feats and class features, and
penalties such as the ones associated with the nonprofi-
cient use of armor, among others.

______ ACOUIRING SKILL RANKo

Ranks indicate how much training or experience your char-
acter has with a given skill. Each of your skills has a number
of ranks, from 0 (for a skill in which your character has no
training at all) to 23 (for a 20th-level character who has
increased a class skill to its maximurm rank), When making
a skill check, you add your skill ranks to the roll as part of
the skill modifier, so the more ranks you have, the higher
your skill check result will be.

Ranks tell you how proficient you are and reflect your
training in a glven skill. In general, while anyone can get a
lucky roll, the character with, say, 10 ranks in a given skill has
a higher degree of training and expertise in that skill than a
character with 9 ranks or less,

The rules assume that a character can always find a way
to learn any skill. However, the GM can impose limits
depending on circumstances and a given situation,

Acquiring SRills af Ist Level
Use the following steps when picking skills for your Ist-level
character,

1. Determine the number of skill points you get. This
number depends on your class and Intelligence modifier, as
shown on Table 2-1: Skill Points per Level. For example,
Yoriko Obato is a Ist-level Fast hero with an Intelligence
score of 12 (+1 Intelligence bonus). At the start of play, she
has 24 skill points (5+1=6; 6 X4 = 24).

2, Spend the skill points, Each skill point you spend on
a class skill gets you 1 rank in that skill. Class skills are the
skills found on your character’s class skill list.

Each skill point you spend on a cross-class skill gets
your character /2 rank in that skill. Cross-class skills are
skills not found on your character’s class skill list. (A
single /2 rank does not improve your skill modifier, but
two /2 ranks make 1 rank, so it's important to keep track
of /2 ranks.)

Your maximum number of ranks in a class skill at Ist level
is 4. In a cross-class skill, it’s 2.

o Table 2-4: Skills lists all the skills and indicates which
are class skills, which are cross-class skills, and which
can be used untrained.

» Spend all your skill points. You can't save them to
spend them later.

Ist-Level
Skill Points
(3 + Int modifier) X 4
(5 + Int modifier) X 4

Higher-Level
Skill Points
3+ Int modifier
5 + Int modifier

Tough (3 + Int modifier) X 4 3 + Int modifier
Smart (9 + Int modifier) x4 9+ Int modifier
Dedicated (5 + Int modifier) X4 5+ Int modifier
Charismatic (7 + Int modifier) X4 7+ Int modifier

Character Skills

When you create your character, you will probably
only be able to purchase ranks in a handful of skills. It
may not seem like you have as many skills as real-life
people do—but the skills on your character sheet
don't actually define everything your character can do.

Your character may have solid familiarity with many
skills, without having the actual training that grants
skill ranks. Knowing how to drive a car or look up
something on the Internet doesn't really mean you
have ranks in Drive or Research. Ranks in those skills
represent training beyond everyday use—the ability to
bring a car under control during a spinout, or to dis-
cover hidden facts in archives most people don't even
realize exist.

So how do normal people get through life without
ranks in a lot of skills? For starters, remember that not
every use of a skill requires a skill check. Performing
routine tasks in normal situations is generally so easy
that no check is required. And when a check might be
called for, the DC of most mundane tasks rarely
exceeds 10, let alone 15. In day-to-day life, when you
don't have enemies breathing down your neck and
your life depending on success, you can take your time
and do things right—making it easy, even without any
ranks in the requisite skill, to succeed (see Checks with-
out Rolls, page 47).

You're always welcome to assume that your charac-
ter is familiar with—even good at, as far as everyday
tasks go—many skills beyond those for which you actu-
ally gain ranks. The skills you buy ranks in, however, are
those with which you have truly heroic potential.

SRills at Higher Levels
When you attain a new experience level, follow these steps
to gain new skills and improve those you already have.

1. Determine the number of skill points you get, See
Table 2-1: Skill Points per Level, or the class description in
Chapter One (for basic classes) or Chapter Six (for advanced
classes).

A character gets at least 1skill point even if he or she has
an Intelligence penalty.




2. Spend the skill points. You can spend 1 point on a
skill that was at its maximum ranks, That adds 1 rank if the
skill is a class skill, or '/ rank to a cross-class skill. (A single
'/ rank doesn't increase your skill modifier, but you can add
another /2 rank to it later to raise it to 1 rank.)

You can increase the ranks of a skill that wasn't at maxi-
mum ranks, raising the number of ranks to a maximum of
your new character level + 3 for a class skill, or half that
number (don't round up or down) for a cross-class skill. You
may spend as many skill points as it takes to max out the
skill (provided you have that many skill points to spend).

For multiclass characters, a skill is considered a class skill
only if it is a class skill for the class you're adding a level in,
For example, if you have two Fast levels, and are adding a
level of Strong, you can spend points on Climb as a class
skill (because it's a class skill for Strong heroes). If you want
to add ranks in Escape Artist (a Fast class skill, but a Strong
cross-class skill), you purchase them as a cross-class skill.
Even though you have levels in Fast, your new level is in
Strong, so you purchase Escape Artist as a cross-class skill,

Regardless of whether a skill is purchased as a class skill or
a cross-class skill, if it is a class skill for any of your classes,
your maximum ranks equal your total character level + 3,

olll6 SRILLS

When you use a skill, you make a skill check to see how well
you do. The higher the result, the better you do, Based on
the circumstances, your result must equal or exceed a cer-
tain number (a DC or the result of an opposed skill check)
for you to use the skill successfully. The harder the task, the
higher the number you need to roll.

Circumstances can affect your check. If you're free to
work without distractions, you can make a careful attempt
and avoid simple mistakes. If you have lots of time, you can
try over and over again, assuring that you eventually suc-
ceed. If others help you, you may succeed where otherwise
you would fail,

Skill Checks

A skill check takes into account your training (skill ranks),
natural talent (ability modifier), and luck (the die roll)
among other things. To make a skill check, roll 1d20 and
add your skill modifier for that skill, The skill modifier
incorporates the ranks you purchased in that skill, your
ability modifier for that skill's key ability, and any other
miscellaneous modifiers you have. The higher the result,
the better.

Unlike with attack rolls and saving throws, a natural roll
of 20 on the d20 is not an automatic success when
making a skill check, and a natural roll of 1is not an auto-
matic failure.

Difficulty Class

Some checks are made against a Difficulty Class (DC). The
DC is a number set by the GM (using the skill rules as a
guideline) that you must attain to succeed. For example,
climbing the side of an old warehouse may have a DC of 15.
To climb the wall, you must get a result of 15 or better on a

Climb check. A Climb check is 1d20 + Climb ranks (if any) +
Strength modifier + any other modifiers. Table 2-2: Diffi-
culty Class Examples shows example DCs for skill checks,

C)  Example (Skill Used)

Very easy (0) Notice something large in plain sight

(Spot)

Easy (5) Climb a knotted rope (Climb)

Average (10} Hear an approaching security guard
(Listen) _

Tough (15) Disarm an explosive (Demolitions)

Challenging (20)  Swim against a strong current (Swim)

Formidable (25)  Break into a secure computer system
(Computer Use) :

Heroic (30) Leap across a 30-foot chasm (Jump)

Superheroic (35)  Convince the guards that even though
you're not wearing an 1D badge and
aren’t on their list, they should let you
into the building (Bluff)

Nearly Track a trained commando through the

forests of Brazil on a moonless night
after 12 days of rainfall (Survival)

impossible (40)

Opposed Checks

Some skill checks are opposed checks. They are made
against a randomized number, usually another character's
skill check result, For example, to sneak up on a guard, you
need to beat the guard's Listen check result with your Move
Silently check result. You make a Move Silently check, and
the GM makes a Listen check for the guard. Whoever scores
the higher result wins the contest,

For ties on opposed checks, the character with the higher
key ability score wins. For instance, when a Move Silently
check against a Listen check results in a tie, the sneaker's
Dexterity would be compared to the listener's Wisdom, If
those scores are the same, roll again,

Opposing

Sneak up on someone Move Silently Listen

Con someone Bluff Sense Motive
Hide from someone Hide Spot
Win a car race Drive Drive
Pretend to be someone else  Disguise Spot
Steal a key chain Sleight of Hand ~ Spot
Create a fake ID Forgery Forgery

Trying Again
If you fail on a skill check, you can sometimes try again,
Check the skill description to find out if, and under what cir-
cumstances, you can try again. Many skills, however, have
natural consequences for failing that must be accounted for.
Some skills can't be tried again once a check has failed for a
particular task.

For example, if Brandon Cross (a Smart hero) misses a Dis-
able Device check to open a locked door, he can try again
and keep trying. If however, the consequence for failing the




check by 5 or more is that Brandon trips an alarm, then fail-
ing has its own penalty.

Similarly, if Russell Whitfield (a Strong hero) misses a
Climb check, he can keep trying, but if he misses by 5 or
more, he falls (after which he can get up and try again if the
fall wasn't too far or too damaging).

If the use of a skill carries no penalty for failure, you can
take 20 and assume that you keep trying until you eventu-
ally succeed (see Checks without Rolls, page 47).

Untrained Skill Checks

Generally, if you attempt to use a skill you don't have any
ranks in, you make a skill check as described. Your skill mod-
ifier doesn't include skill ranks because you don't have any.
You do get other modifiers, though, such as the ability mod-
ifier for the skill's key ability.

Some skills can be used only if you are trained in the skill.
If you don't have ranks in Disable Device, for example, regard-
less of your class, ability scores, and character level, you just
don't know enough about mechanical devices and their inner
workings even to attempt to pick a lock or disarm a security
device. Skills that can't be used untrained are indicated by a
"No” in the “Untrained?” column on Table 2-4: Skills.

Favorable and Unfavorable Conditions

Some situations may make a skill easier or harder to use,
resulting in a bonus or penalty to the skill modifier or a
change to the skill check’s DC, It's one thing for Yoriko, a Fast
hero with the Balance skill, to cross from one rooftop to
another by striding confidently on a I-foot-wide plank.
Making the same crossing in high winds on a 2-inch-wide
beam is an entirely different matter.

The GM can alter the odds of success in four ways to take
into account exceptional circumstances:

1. Give the skill user a +2 circumstance bonus to represent
conditions that improve performance, such as having the
perfect tool for the job, getting help from another charac-
ter (see Aiding Another, page 47), or working under condi-
tions that are significantly better than normal.

2. Give the skill user a =2 circumstance penalty to repre-
sent conditions that hamper performance, such as being
forced to use improvised tools when making a Craft check
or possessing misleading information when attempting a
Research check.

3. Reduce the DC by 2 to represent circumstances that make
the task easier, such as having a friendly audience when making
a Perform check or searching for information on an extremely
well documented topic with a Computer Use check.

4. Increase the DC by 2 to represent circumstances that
make the task harder, such as making a Perform check in front
of a hostile audience or searching for information on a very
poorly documented topic with a Computer Use check.

Conditions that affect your ability to perform the skill
change your skill modifier. Conditions that modify how well
you must perform the skill to succeed change the DC. A
bonus on your skill modifier or a reduction in the DC of the
check have the same result—they create a better chance for
success. But they represent different circumstances, and
sometimes that difference is important.

For example, Troy Bellarosa, a Charismatic hero, wants to
entertain a group of thugs drinking in the Black Katana Bar &
Grill. Before beginning his performance, Tony listens to the
thugs so that he can judge their mood. Doing so improves
his performance, giving him a +2 circumstance bonus to the
skill modifier for his Perform check. The GM sets the DC at
15, The thugs are in a good mood because they recently
received a sizable payoff, so the GM reduces the DC to 13.
(Troy's performance isn't better just because the thugs are in
a good mood, so he doesn't get a bonus to add to his skill
modifier. Instead, the DC goes down.)

However, the leader of the gang hasn't been able to
locate the witness that can finger them for the murder of a
federal agent, and he's suspicious of Troy, (The Charismatic
hero reminds the thug of the agent they wiped out.) The DC
to entertain him is higher than normal: 17 instead of 15,

Troy rolls a 6 and adds +8 for his skill modifier (4 ranks, +2
Charisma modifier, and +2 for his impromptu research). His
result is 14,

Troy's skill check result (14) is high enough to entertain the
thugs (DC 13) but not their leader (DC 17). The thugs applaud
Troy's performance and offer to buy him drinks, but their
leader eyes him suspiciously and begins to make plans for a
second murder,

Time and Skill Checks

Using a skill might take a round, several rounds, or even
longer. It might take no time at all. Types of actions define
how long activities take to perform within the framework
of a combat round (6 seconds) and how movement is
treated with respect to the activity (see Action Types, page
134). The Action Type column on Table 2-4 indicates
whether the use of a skill is a move action, an attack action,
a full-round action, or a reaction. In some cases (for skills
marked with 2), the skill description specifies how long a
skill takes to use.

In general, using a skill that requires concentration (and
thus distracts you from being fully aware of what's going on
around you) while in close combat is dangerous. Nearby op-
ponents can make attacks of opportunity against you when
you let your guard down. See Attacks of Opportunity, page
135, for more information.

Tools

Some skill applications require the use of tools. You need a
medical kit for somne uses of the Treat Injury skill, for exam-
ple, and you need a tool kit to use Repalir.

If tools are needed, the specific items required are men-
tioned in the skill description. If you don't have the appro-
priate tools, you can still attempt to use the skill, but you
take a —4 penalty on your check.

You may be able to put together some impromptu tools
to make the check. If your GM allows it, you may reduce the
penalty to -2 (instead of ~4) by using impromptu tools, It
usually takes some time (several minutes to an hour or
more) to collect or create a set of impromptu tools, and it
may require a skill check (such as Craft [mechanical] to make
repair tools, or Knowledge [life sciences] to make an
impromptu surgery kit) as well,




Balance !
Bluff
Climb !
Computer Use
Concentration
Craft

Chemical
Electronic
Mechanical
Pharmaceutical
Structural
Visual art
Writing

Decipher Seript
Demolitions
Diplomacy
Disable Device
Disguise
Drive
Escape Artist”!

Forgery

Gamble
Gather Information
Handle Animal
Hide !

Intimidate
Investigate
Jump'!
Knowledge
Arcane lore
Art
Behavioral sciences
Business
Civics
Current events
Earth and life sciences
History
Physical sciences
Popular culture
Streetwise
Tactics
Technology
Theology and philosophy
Listen

Move Silently '
Mavigate
Perform

Act

Dance

Keyboards

Percussion instruments
Sing

Stand-up

Stringed instruments
Wind instruments

Pilat
Profession
Read/Write Language
Repair
Research
Ride
Search
sense Motive
Sleight of Hand
Speak Language
Spot
Survival
Swim
Treat Injury
Turrble !

C: Class skill,

X: Cross-class skill,

Ability

Dex
Cha
Str
Int
Con

Int
It
Int
Int
Int
Int
Int
Int
Int
Cha
Int
Cha
Dex
Dex
Int
Wis
Cha
Cha
Dex
Cha
Int
Str
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Cha
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Cha
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Cha
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Int
Int
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Int
Wis
Dex
Nane
Wis
Wis
Str
Wis
Dex

1 Your armor penalty, if any, applies,

2 See skill description for details.
Untrained? Yes: The skill can be used untrained (with 0 ranks). No: You can't use this skill unless you have at least 1rank in it,

Untrained?
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Yes
Yes
Yes
Yes

No
Mo
No

No
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No
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Yes
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Yes
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Checks without Rolls

A skill check represents an attempt to accomplish some
goal, usually in the face of time pressure or distraction.
Sometimes, though, you can use a skill under more favorable
conditions and eliminate the luck factor.

Taking 10

When you're not being threatened or distracted, you may
choose to take 10. Instead of rolling 1d20 for the skill check,
calculate your result as if you had rolled a 10 (an average roll
on a d20). For many relatively routine tasks, taking 10 results
in a success.

Distractions and threats make it impossible for a charac-
ter to take 10. You also can't take 10 when using a skill
untrained, though the GM may allow exceptions for truly
routine activities.

For example, Russell has a Climb skill modifier of +7 (4
ranks, +3 Strength modifier). The steep, rocky slope he's
climbing has a DC of 15. With a little care, he can take 10 and
succeed automatically. But partway up the slope, an agent
of Exile begins taking shots at him from up above. Russell
needs to make a Climb check to reach the enemy agent, and
this time he can't take 10. He must make the skill check nor-
mally while under attack.

Taking 20
When you have plenty of time, you are faced with no
threats or distractions, and the skill being attempted carries
no penalty for failure, you can take 20. Instead of rolling
1d20 for the skill check, calculate the result as if you had
rolled a 20.

Taking 20 is the equivalent of attempting the check over
and over again until you get it right. Taking 20 takes twenty
times as long as making a single check (2 minutes for a skill
that can normally be checked in 1 round).

For example, Russell comes to a cliff face. He takes 10 to
make the climb, for a result of 17 (10 plus his +7 skill modi-
fier). However, the DC is 20, and the GM tells him that he
fails to make progress up the cliff. (His check result is at least
high enough that he doesn't fall.) Russell can't take 20
because there’s a penalty associated with failure (falling, in
this case).

Later, at the top of the cliff, Russell finds the small shack
in which a wanted criminal has been hiding out. He searches
it. The GM notes in the Search skill description that each 5-
foot-square area takes a full-round action to search (and she
secretly assigns a DC of 15 to the attempt). She estimates
that the floors, walls, and ceiling of the shack make up about
thirty 5-foot squares, so she tells Russell’s player
that it takes 3 minutes (30
rounds) to search the whole
shack. Russell rolls 1d20,
getting an 8, and adds his
+3 skill modifier. The
result of 11 fails. Now
Russell declares that he
is going to search the
shack high and low, for as
long as it takes. The GM takes the origi-
nal time of 3 minutes and multiplies it by

LI

20, for 60 minutes. That's how long it takes Russell to search
the whole shack in exacting detail. Now Russell's player
treats his roll as if it were 20, for a result of 23. That's more
than enough to beat the DC of 15, and Russel| finds a com-
puter disk hidden beneath a loose section of the floor.

Riding Another
In some situations, characters can cooperate to accomplish
a given task. One character is designated as the leader in
the effort, while the others try to aid him in his efforts. You
aid another by making a skill check (DC10). This is an attack
action (see Action Types, page 134), and you can't take 10 on
this check, If your check succeeds, your ally gains a +2 cir-
cumstance bonus to apply to his skill check to complete
the task,

In many cases, a character’s help won't be beneficial, or
only a limited number of characters can help at the same
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Aiding another can get you out of
tough situations




time. The GM limits aid another attempts as she sees fit for
the conditions.

For instance, if Russell has been badly wounded, Lily Par-
rish can try a Treat Injury check to keep him from dying. One
other character can help Lily. If the other hero makes a Treat
Injury check (DC 10), Lily gets +2 on the Treat Injury check
she makes to help Russell. The GM rules that two characters
can't help Lily at the same time because a third person
would just get in the way.

Skill Synergy

Sometimes, the GM may decide that having one skill pro-
vides a bonus when a character uses another skill in certain
situations. The character must have at least 5 ranks in the
related skill to gain this synergy bonus, and the GM must
agree that the two skills can complement each other in the
given situation. In such cases, the character receives a +2
synergy bonus on the skill check.

Some examples of when skill synergy might come into
play: a specific Knowledge skill could aid in the practical use
of a related skill; Disable Device might help when disarming
an explosive with the Demolitions skill: Bluff or Sense
Motive could aid a Diplomacy check; Computer Use could
benefit a Disable Device check against an electronic security
systemn; and Tumble could help a Jump check succeed.

fAbility Checks

Sometimes you try to do something to which no specific
skill applies. In these cases, you make an ability check: Roll

Modifier Types and Stacking
A modifier provides a bonus (a positive modifier) or a
| penalty (a negative modifier) to a die roll,

Bonuses with specific descriptors, such as “equip-
ment bonus,” generally don't stack (combine for cumu-
lative effect) with others of the same type. In those
cases, only the best bonus of that type applies. For

' example, If one object provides a +2 equipment bonus

- and another object provides a +1 equipment bonus, the
two bonuses can't be combined together to accomplish
the same task; only the best, the +2, applies.

The only specific bonuses that stack are dodge
bonuses, synergy bonuses, and sometimes circum-
stance bonuses. Circumstance bonuses stack only if
they're provided by differing circumstances; if two
circumstance bonuses caused by similar circum-
stances apply, they don't stack.

Specific bonuses that don't stack include compe-

' tence, cover, equipment, morale, natural armor, and
size,

If your game setting includes magic or other super-

- natural effects, you may also encounter deflection,

enhancement, enlargement, haste, inherent, insight,
| luck, profane, resistance, and sacred bonus descrip-
| tors, None of these bonuses stack.

Any bonus without a descriptor (such as simply a
“+1 bonus”) stacks with other bonuses.

All penalties stack, regardless of their descriptors.

1d20 and apply the appropriate ability modifier. The GM
assigns a DC, or sets up an opposed check when two char-
acters are engaged in a contest using one ability against
another, The initiative check in combat, for example, is
essentially a Dexterity check. The character who rolls high-
est acts first.

In some cases, a test of one’s ability doesn’t involve luck.
Just as you wouldn't make a height check to see who is
taller, you don't make a Strength check to see who s
stronger. When two characters arm wrestle, for example,
the stronger character simply wins. In the case of identical
scores, make opposed Strength checks.

Example Abili : { =
Forcing open a ]ammed or locked door Strength
Tying a Tope. ~ Dexterity
Holding one’s b Constitutlon _
Navigating a maze = ~ Intelligence
Recognize a stranger you 've seen before ~ Wisdom
Getting yourself noticed nacrowd  Charisma
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The remainder of this chapter describes each skill,
including common uses and typical modifiers. Characters
can sometimes use skills for other purposes than those
discussed here. For example, when infiltrating a biker
gang, you might be able to impress them with a showy
stunt—using the Drive skill—instead of attempting a
Diplomacy check.

Skills are presented in alphabetical order, in the following
format. Entries that do not apply to a particular skill are
omitted in that skill's description.

Skill Name (Key Ability)

Trained Only; Armor Penalty

The skill name line and the line beneath it include the fol-
lowing information.

Key Ability: The abbreviation for the ability whose mod-
ifier applies to the skill check. Exceptions: Speak Language
and Read/Write Language have “None" given as their key
ability because the use of these skills never requires a check.

Trained Only: If “Trained Only” appears on the line
beneath the skill name, you must have at least T rank in the
skill to use it, If “Trained Only" is omitted, the skill can
be used untrained. If any particular notes apply to trained
or untrained use, they are covered in the Special section
(see below).

Armor Penalty: If “Armor Penalty” appears on the line
beneath the skill name, apply the armor penalty for the
armor you are wearing (see Table 4-9) to checks involving
this skill,

Check: What you can do with a successful skill check,
and the check’s DC.

Try Again?: Any conditions that apply to repeated
attempts to use the skill for a particular purpose. If this
entry is omitted, the skill check can be tried again without
any inherent penalty other than taking additional time.

Special: Any particular notes that apply, such as whether
you can take 10 or take 20 when using the skill.




Untrained: Any details about using a skill untrained. If
this entry doesn't appear, it means the skill works the same
even when used untrained, or that an untrained character
can't make checks with this skill {true for skills that are des-
ignated “Trained Only").

Time: How much time it takes to make a check with this

skill.

Balance (Dex)
Armor Penalty
You can keep your balance while walking on a tightrope,
a narrow beam, a slippery ledge, or an uneven floor.
Check: You can walk on a precarious surface. A success-
ful check lets you move at half your speed along the surface
as a move action. A failure indicates that you spend your
move action keeping your balance and do not move. A fail-
ure by 5 or more indicates that you fall. The difficulty varies
with the conditions of the surface.

Narrow Surface  DC*  Difficult Surface  DC
7-12 in. wide 10 Uneven or angled 10
2-6inwide 15 Slippery surface 10
Less than 2 in. wide 20

“Add +5 to the DC if the narrow surface is slippery or angled; add 10 if
it is both slippery and angled.

Being Attacked While Balancing: While balancing, you
are flat-footed (you lose your Dexterity bonus to Defense, if
you have one), unless you have 5 or more ranks in Balance. If
you take damage, you must make a Balance check again to
remain standing.

Accelerated Movement: You can try to cross a precari-
ous surface more quickly than normal. You can move your
full speed, but you take a 5 penalty on your Balance check.
{Moving twice your speed in a round requires two checks,
one for each move action.)

You can attempt to charge across a precarious surface.
Charging requires one Balance check at a =5 penalty for
each multiple of your speed (or fraction thereof) that you
charge.

Special: You can take 10 when making a Balance check,
but you can't take 20.

A character with the Focused feat gets a +2 bonus on all
Balance checks.

Time: Balancing while moving one-half your speed is a
move action.

Accelerated movement, allowing you to balance while
moving your full speed, is also a move action.

Bluff (Cha)

You can make outrageous claims or untrue statements seem
plausible. The skill encompasses conning, fast-talking, mis-
direction, prevarication, and deception through body lan-
guage. Use a bluff to sow temporary confusion, get
someone to turn his head in the direction you poaint. or
simply to look innocuous.

You can also use Bluff to send and understand secret
messages while appearing to be talking about something
else entirely.

Check: A Bluff check is opposed by the target’s Sense
Motive check when trying to con or mislead. Favorable and
unfavorable circumstances weigh heavily on the outcome of
a bluff. Two circumstances can work against you: The bluff
is hard to believe, or the action that the bluff requires the
target to take goes against the target’s self-interest, nature,
personality, or orders.

If it's important, the GM can distinguish between a bluff
that fails because the target doesn't believe it and one that
fails because it asks too much of the target. For instance, if
the target gets a +10 bonus because the bluff demands
something risky of the target, and the target’s Sense Motive
check succeeds by 10 or less, then the target didn't so much
see through the bluff as prove reluctant to go along with it.
If the target’s Sense Motive check succeeds by 11 or more, he
has seen through the bluff, and would have succeeded in
doing so even if it had not placed any demand on him (that
is, even without the +10 bonus).

A successful Bluff check indicates that the target reacts as
you wish, at least for a short time (usually 1 round or less), or
the target believes something that you want him to believe.
For example, you could use a bluff to put someone off guard
by telling him someone was behind him. At best, such a bluff
would make the target glance over his shoulder. It would not
cause the target to ignore you and completely turn around.

A bluff requires interaction between the character and the
target. Targets unaware of the character can't be bluffed.

Example Circumstances

The target wants to believe you.
“These jewels aren't stolen. I'm just desperate for
money right now, so I'm offering them to you cheap

The bluff is believable and doesn't affect the tar

muchone way or theother.

‘I don't know what you're talking abow“ 's :

here to listen to the mayors speech.”

The bluff is a little hard to believe or puts the target

at some kind of risk. +5
“You want to fight? I'll take you all on myself. I don't
need my friends" help. Just don't bleed on my new
shoes.”

The bluff is hard to believe or. entajls

for the target. :
“This limo doesn’t hefaﬂg :
er. It ;usr looks like hi
you a car that would get you :

The bluff is way out there; it's almost too mcredlble

to consider. +20
“You might find this hard to believe, but I'm actually a
billionaire who’ been sold into slavery by a religious
cult. If you help me escape now;, I'll make you rich
beyond your wildest imaginings.”

Feinting in Combat: You can also use Bluff to mislead an
opponent in combat so that he can't dodge your attack
effectively. If you succeed, the next attack you make against
the target ignores his Dexterity bonus to Defense (if he has
one), thus lowering his Defense score. Using BIuff in this way
against a creature of animal intelligence (Int 1 or 2) requires




a -8 penalty on the check. Against a
nonintelligent creature, feinting is
impossible.
Creating a Diversion to Hide:
You can use Bluff to help you hide.
A successful Bluff check gives you
the momentary diversion you need
to attempt a Hide check while
people are aware of you. (See the
Hide skill, page 63.)
Sending a Secret Message:
You can use Bluff to send and
understand secret messages while
appearing to be speaking about
other things. Two Department-7
agents might suspect that their
phones are tapped, for example,
and decide to pass along infor-
mation about their mission while
appearing to be discussing last
night's baseball game. The DC for
a basic message is 10. Complex
messages or messages trying to
communicate new information
have DCs of 15 or 20, Both the
sender and the receiver must
make the check for the secret
message to be successfully
relayed and understood.
Anyone listening in on a
secret message can attempt a
Sense Motive check (DC equal
to the sender's Bluff check
result). If successful, the eaves-
dropper realizes that a secret

The Climb skill in action

message is contained in the communication. If the eaves-
dropper beats the DC by 5 or more, he understands the
secret message.

Whether trying to send or intercept a message, a failure
by 5 or more points means that one side or the other misin-
terprets the message in some fashion,

Try Again?: Generally, a failed Bluff check makes the
target too suspicious for you to try another bluff in the
same circumstances. For feinting in combat, you may try
again freely,

Special: You can take 10 when making a bluff (except for
feinting in combat), but you can't take 20.

A character with the Deceptive feat gets a +2 bonus on all
Bluff checks.

Time: A bluff takes at least 1 round (and is at least a full-
round action) but can take much longer if you try something
elaborate. Using Bluff as a feint in combat is an attack action.

Climb (Str)

Armor Penalty

Use this skill to scale a cliff, to get to a window on the
second story of a building, or to climb up a steep slope.

Check: With each successful Climb check, you can
advance up, down, or across a slope or a wall or other steep
incline (or even a ceiling with handholds).

A slope is considered to be any incline of less than 60
degrees; a wall is any incline of 60 degrees or steeper,

A failed Climb check indicates that you make no progress,
and a check that fails by 5 or more means that you fall from
whatever height you have already attained (unless you are
secured with some kind of harness or other equipment).

The DC of the check depends on the conditions of the
climb. If the climb is less than 10 feet (climbing over a 6-foot-
tall fence, for example), reduce the DC by 5.

Since you can't move to avoid an attack, you are flat-

footed while climbing (you lose any Dexterity bonus to
Defense).
Any time you take damage while climbing, make a
Climb check against the DC of the slope or wall.
Failure means you fall from your current height
and sustain the appropriate falling damage. (See
Falling Damage, page 214.)

Accelerated Climbing: You can try to
climb more quickly than normal. You can
move your full speed, but you take a -5
penalty on your Climb check. (Moving twice
your speed in a round requires two checks,
one for each move action.)

Making Handholds and Footholds:

You can make your own handholds and

footholds by pounding pitons into a wall,
Doing so takes 1 minute per piton, and one
piton is needed per 3 feet. As with any
surface with handholds and footholds, a
wall with pitons in it has a DC of 15. In sim-
ilar fashion, a climber with an ice axe or
other proper implement can cut handholds
or footholds in an ice wall.

Catching Yourself When Falling: It's

practically impossible to catch yourself on a




wall while falling. Make a Climb check (DC equal to wall’s DC +
20)to dos0. A slope is relatively easier to catch yourself on (DC
equal to slope’s DC +10).

Special: Someone using a rope can haul a character
upward (or lower the character) by means of sheer strength.
Use two times a character's maximum load (see Carrying
Capacity, page 121) to determine how much weight he or she
can lift.

You can take 10 while climbing, but you can't take 20.

A character without climbing gear (see page 119) takes a
—4 penalty on Climb checks. At the GMSs discretion. certain
kinds of climbing attempts might require only a rope or
some other implement, or even just one’s hands and feet,
rather than a full set of climbing gear to avoid the penalty.

A character with the Athletic feat gets a +2 bonus on all
Climb checks.

DC  Example Wall or Surface or Task
A slope too steep to walk up.
5 Aknotted rope with a wall to brace against.
10 A rope with a wall to brace against. A knotted rope.
A surface with sizable ledges to hold on to and

stand on, such as a rugged cliff face.
Any surf "With adequate handholds and foot—

- unknotted rope.
by your hands,

20 Anuneven surface with ]ust a few narrow handholds
and footholds, such as a coarse masonry wall or a
sheer cliff face with a few crevices and small toeholds.

25 A rough surface with no real handholds or foot-
- holds, such as a brick wall.
25  Overhang or ceiling with handholds but no footholds.
~— A perfectly smooth, flat, vertical surface can't be
climbed.

Climbing inside an air duct or other location where

one can brace against two opposite walls (reduces

normal DC by 10).

Climbing a corner where you can brace against per-

_pendicular walls (reduces normal DC by 5}.

+5%  Surface is slippery (increases normal DC by 5).

*These modifiers are cumulative; use any that apply.

{5k

i =hE

Time: Climbing at one-half your speed is a full-round
action. Moving half that far (one-fourth your speed) is a
move action.

Accelerated climbing, allowing you to climb at your full
speed, is a full-round action. You can move half that far
(one-half your speed) as a move action.

Computer Use (Int)
Use this skill to access computer systems, write or modify
computer programs, and override or bypass computer-con-
trolled devices.

Check: Most normal computer operations, such as using
a typical consumer application or doing research on the
Internet, don't require a Computer Use check (though you
might have to make a Research check; see the Research skill
description). However, searching an unfamiliar network for a

particular file, writing computer programs, altering existing
programs to perform differently (better or worse), and
breaking through computer security are all relatively diffi-
cult and require skill checks.

Find File: Finding a specific flight manifest on an airline’s
vast computer net, or the case file for an old murder on a
police detective’s laptop, are examples of finding files or
data on an unfamiliar system. The DC for the check and the
time required are determined by the size of the site on
which you're searching.

Finding public information on the Internet does not fall
under this category; usually, such a task requires a Research
check (see page 71). This application of the Computer Use
skill only pertains to finding files on private systems with
which you are not familiar.

Size of Site ——BC = Time
Personal computer 10 1round
Small office network BB Zrounds
Large office network 20 1 minute
Massive corporate network -~ 25 10'mint

Defeat Computer Security: This application of Com-
puter Use can’t be used untrained. The DC is determined by

the quality of the security program installed to defend the

system. If the check is failed by 5 or more, the security
system immediately alerts its administrator that there has
been an unauthorized entry. An alerted administrator may
attempt to identify you or cut off your access to the system.

Sometimes, when accessing a difficult site, you have to
defeat security at more than one stage of the operation
(once to access the site, for example, and then later to
alter some data). If you beat the DC by 10 or more when
attempting to defeat computer security, you automati-
cally succeed at all subsequent security checks at that
site until the end of your session (see the Computer Hack-
ing sidebar).

Level of Security =TT

Minimum 20

‘Average e
Exceptional 35

Maximum = : g

Defend Security: If you are the system administrator for
a site (which may be as simple as being the owner of a
laptop), you can defend the site against intruders. If your
site alerts you to an intruder, you can attempt to cut off
the intruder’s access (end his session), or even to identify
the intruder.

To cut off access, make an opposed Computer Use check
against the intruder. If you succeed, the intruder’s session is
ended. She might be able to defeat your security and access
your site again, but at least shelll have to start all over,
Attempting to cut off access takes a full round.

One surefire way to prevent further access is to simply
shut the site down. With a single computer, that’s often no
big deal—but on a large site with many computers (or com-
puters controlling functions that can't be interrupted), it
may be time-consuming or even impossible.




To identify the intruder, make an opposed Computer Use
check against the intruder. If you succeed, you learn the site
from which the intruder is operating (if it’s a single com-
puter, you learn the name of the computer's owner). Identi-
fying the intruder requires 1 minute and s a separate check
from cutting off access. This check can only be made if the
intruder is accessing your site for the entire length of the
check—if the intruder's session ends before you finish the
check, you automatically fail.

This application of the skill can be used to intercept a cell
phene conversation if you have a cellular interceptor (see
page 116). The DC s 35, or 25 if you know the number of the
phone that initiated the call,

Degrade Programming: You can destroy or alter appli-
cations on a computer to make use of that computer harder
or impossible. The DC for the attempt depends on what you
try to do. Crashing a computer simply shuts it down. Its user
can restart it without making a skill check (however, restart-
ing takes 1 minute). Destroying programming makes the
computer unusable until the programming is repaired. Dam-
aging programming imposes a ~4 penalty on all Computer
Use checks made with the computer (sometimes this is
preferable to destroying the programming, since the user
might not know that anything is wrong, and won't simply
decide to use a different computer).

You can degrade the programming of multiple computers
at a single site; doing so adds +2 to the DC for each addi-
tional computer,

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

Fixing the degraded programming requires 1 hour and a
Computer Use check against a DC equal to the DC for
degrading it + 5.

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

A specific task, in this case, is one type of operation with
one target, For instance, you could write a program to help
you find files on a particular corporate network. It wouldn't
help you defeat computer security on that corporate net-
work, or find files on a different network.

The DC to write a program is 20; the time required is 1 hour,

Operate Remote Device: Many devices—security
cameras, communications arrays, door locks, alarms, satel-
lites, and so forth—are computer-operated via remote
links. If you have access to the computer that controls

Computer Hacking

Sometimes it's useful to get into an enemy’s computers,
to thwart his nefarious plans or simply find evidence of
what he’s up to. Breaking into a secure computer or net-
work is often called hacking,

When you hack, you attempt to invade a site. A site
is a virtual location containing files, data, or applica-
tions. A site can be as small as a single computer, or as
large as a corporate network connecting computers and
data archives all over the world—the important thing is
that access to the site connects the user to everything
within it. Some sites can be accessed via the Internet;
others are not connected to any outside network and
can only be tapped into by a user who physically
accesses a computer connected to the site.

Every site is overseen by a system administrator—the
person in charge of the site, and who maintains its secu-
rity. Often, the system administrator is the only person
with access toall of a site’s functions and data. A site can
have more than one system administrator; large sites
have a system administrator on duty at all times, You are
the system administrator of your personal computer,

When you hack into a site, your visit is called a ses-
sion. Once you stop accessing the site, the session is
over. You can go back to the site in the future; when you
do, it's a new session,

Several steps are required to hack into a site:

Cover Your Tracks: This step is optional, but careful
hackers—especially those with plenty of time—often
take it. By making a Computer Use check (DC 20), you can
| alter your own identifying information. This imposes a —5
penalty on any attempt made to identify you if your
activity is detected.

Access the Site: There are two ways to do this: phys-
ically or over the Internet.

Physical Access: You gain physical access to the com-
puter, or a computer connected to the site, You might
sneak into a person’s office, or break into a network junc
tion and tap into a communications line. If the site you're
hacking is not connected to the Internet, this is probably
the only way you can access it. A variety of skill checks
may be required, depending on the method you use to
gain access.

Internet Access: Reaching a site over the net requires
two Computer Use checks. The first check (DC 10) is
needed to find the site on the net, The second is a check
to defeat computer security (see the Computer Use skill
description). Once you've succeeded in both checks,
you've accessed the site,

Locate What You're Looking For: To find the data (or
application, or remote device) you want, make a Computer
Use check. See Find File under the skill description.

Defeat File Security: Many networks have additional
file security. A database, for example, may need a pass-
word to authorize access. If that’s the case, you need to
make another check to defeat computer security.

Do Your Stuff: Finally, you can actually do what you
came to do. If you just want to look at records, no addi-
tional check is needed. (You can also download data,
although that often takes several rounds—or even sev-
eral minutes, for especially large amounts of informa-
tion—to complete.) Altering or deleting records some-
times requires yet another check to defeat computer
security. Other operations, such as degrading program-
ming or shutting off a remote camera, can be carried
out according to the Computer Use skill description,




such systems, you can either shut them off or change their
operating parameters. The DC depends on the nature of
the operation. If you fail the check by 5 or more, the
system immediately alerts its administrator that there has
been an unauthorized use of the equipment. An alerted
administrator may attempt to identify you or cut off your
access to the system.

Special: You can take 10 when using the Computer Use
skill. You can take 20 in some cases, but not in those that
involve a penalty for failure. (You cannot take 20 to defeat
computer security or defend security.)

A character with the Gearhead feat gets a +2 bonus on all
Computer Use checks.

Time: Computer Use requires at least a full-round action.
The GM may determine that some tasks require several
rounds, a few minutes, or longer, as described above.

Type of Operation DC— Time
Shut down passive remote 20 1round per remote
(including cameras and door locks)
Shut down active remote 25  Tround per remote
- [including motion detectors and alarms)

Reset parameters 30 1minute per remote
Change passcodes 25 1 minute

Hide evidence of alteration ~ +10 1 minute
Minimum security eyt =
Exceptional security +0 =
Maximum security +15 =
Concentration (Con)

You are particularly good at focusing your mind.

Check: You make a Concentration check whenever you
may potentially be distracted (by taking damage, by harsh
weather, and so on) while engaged in some action that
requires your full attention. Such actions include using skills
that provoke attacks of opportunity (such as Disable Device
and Treat Injury, among others) while you are in a threat-
ened square. In general, if an action would not normally
incur an attack of epportunity, you don't need to make a
Concentration check to avoid being distracted.

If the check succeeds, you may continue with the
action. If the Concentration check fails, the action auto-
matically fails.

The check DC depends on the nature of the distraction.

Try Again?: Yes, though a success doesn’t cancel the
effects of a previous failure, such as the disruption of an
action that was being concentrated on.

Special: By making a check against DC 15, you can use
Concentration to attempt an action defensively, so as to
avoid attacks of opportunity altogether. This doesn't apply
to other actions that might incur attacks of opportunity
(such as moving). If the Concentration check succeeds, you
may attempt the action normally without incurring any
attacks of opportunity. A successful Concentration check
still doesn't allow you to take 10 on a check when you are in
a stressful situation; you must roll the check as normal.

If the Concentration check fails, the related action auto-
matically fails (with any appropriate ramifications), and the
action is wasted, just as if your concentration had been dis-
rupted by a distraction.

Special: Since Concentration checks are called for in stress-
ful situations, you cannot take 10 or take 20 on such checks.

A character with the Focused feat gets a +2 bonus on all
Concentration checks.

The Mage, Acolyte, Occultist, Telepath, and Battle Mind
advanced classes contain information on using the Concen-
tration skill when one of those characters is attempting to
cast a spell or manifest a psionic power. See the appropriate
class description in Chapter Nine for details.

Time: Making a Concentration check doesn't require an
action; it is either a reaction (when attempted in response
to a distraction) or part of another action (when attempted
actively).

Distraction ——— = =
Damaged during the action ' 10 + damage dealt
Taking continuous damage * 10 + half of continuous

duringtheaction =~ damage last deal
Vigorous motion (bouncy vehicle ride, 10

small boat in rough water, belowdecks

in a storm-tossed ship, riding a horse) -
Violent motion (very rough vehicle 15

ride, small boat in rapids, ondeck :

of storm-tossed ship, galloping horse}
Extraordinarily violent motion (earthquake) 20
Entangled in net or snare : =35
Grappling or pinned 20
Weather is a high wind carrying blinding 5

rain or sleet = ' :
Weather is wind-driven hail, dust, or debris 10
1 Such as an activity that requires more than a single full-round action
(a Disable Device check. for instance). Also from an attack of opportu-
nity or readied attack made in response to the action being taken (for
activities requiring no more than a full-round action),
2 Such as from catching on fire.

Craft (Inf)

This skill encompasses several categories, each of them
treated as a separate skill: Craft (chemical), Craft (elec-
tronic), Craft (mechanical), Craft (pharmaceutical), Craft
(structural), Craft (visual arts), and Craft (writing).

Craft skills are specifically focused on creating objects. To
use a Craft skill effectively, you must have a kit or some
other set of basic tools. The purchase DC of this equipment
varies according to the particular Craft skill (see Table 4-10,
page 113 for details).

To use Craft, first decide what you are trying to make and
consult the category descriptions below. Make a Wealth
check against the given purchase DC for the object to see if
you succeed in acquiring the raw materials. If you succeed at
that check, make the Craft check against the given DC for
the object in question. If you fail the check, you do not
make the object, and the raw materials are wasted (unless
otherwise noted).

Generally, you can take 10 when using a Craft skill to con-
struct an object, but you can't take 20 (since doing so repre-
sents multiple attempts, and you use up your raw materials
after the first attempt). The exception is Craft (writing); you
can take 20 because you do not use up any raw materials
(and thus no Wealth check is required to use the skill)




Note: The d20 Mopern Roleplaying Game is all about
action. Skills provide the tools to keep the action moving
between combat and in noncombat-oriented dramatic
scenes. While the Craft skill could be used to make money, it
has more application as a tool for characters with a scientific
focus. Plus, the cost of hand-crafting an object in the modern
world usually winds up being higher (both in time and money)
than simply buying the same object from a retail outlet.

Craft (chemical) (Int)

Trained Only

This skill allows you to mix chemicals to create acids,
bases, explosives, and poisonous substances,

Acids and Bases: Acids are corrosives substances, Bases
neutralize acids but do not deal damage. A base of a cer-
tain type counteracts an acid of the same type or a less
potent type.

—_— Purchase  Cr:
Typeof Acid pee  Time
Mild (1d6,/1d10) ! 8 1 min,
Potent(2d6/2d10) 12 20 15 30min
Concentrated (3d6/3d10) 16 .30 20 hr

1 The dice ralls in parentheses are typical splash damage/immersion
damage caused per round of exposure to the acid. See page 103 for
more information on splash damage.

Explosives: Building an explosive from scratch is danger-
ous. If the Craft (chemical) check fails, the raw materials are
wasted. If the check fails by 5 or more, the explosive com-
pound detonates as it is being made, dealing half of its
intended damage to the builder and anyone else in the
burst radius.

If the check succeeds, the final product is a solid material,
about the size of a brick. An explosive compound does not
include a fuse or detonator, Connecting a fuse or detonator
requires a Demolitions check (see page 56).

Initial Damage

Ingested 15 1d4 Str

Type of Scratch-Built  Purchase Craft

Explosive bc DC Time
Improvised (1d6./5 t’eet}1 6 10 1round
Simple (2d6/5feet) 12 15 10min.
Moderate (4d6,/10 feet) 16 20 1hr.
Complex (6d6/15feet) 20 25 3hr
Powerful (8d6,/20 feet) 25 30 12hr
Devastating (1046/25 feet) 30 35 24hn

1 The figures in pareritheses are typical damapez’burst radius for each
type of explosive, See page 103 for more information on burst radius,

Poisonous Substances: Solid poisons (such as arsenic)
are usually ingested. Liquid poisons (such as scorpion
venom) are most effective when injected directly into the
bloodstream, Gaseous poisons (such as cyanogen) must be
inhaled to be effective. Table 2-5 summarizes the character-
istics of varlous poisons,

Save DC: The Difficulty Class of the Fortitude save to
negate the effects of the poison.

Initial Damage: The damage a character takes immedi-
ately upon failing his Fortitude save.

Secondary Damage: The damage a character takes after
1 minute of exposure to the poison. if he fails a second
saving throw. Ability score damage is temporary, unless
marked with an asterisk, in which case the damage is per-
manent ability drain. Unconsciousness lasts for 1d3 hours,
and paralysis lasts 2d6 minutes.

Purchase DC: The DC for the Wealth check necessary to
obtain the raw materials to craft the poison, or to purchase
one bottle of selid or liquid poison or one high-pressure
cylinder of gaseous paison. A bottle holds four doses, while
a cylinder holds enough gas to fill a 10-foot-radius area.

Restriction: The restriction rating for the poison, if any,
and the appropriate black market purchase DC modifier.
Remember to apply this modifier to the purchase DC
when making a Wealth check to acquire the poison on the
black market.

Craft
Restriction DC  Time
Res [+2) P

Purchase

Secondary Damage DC
2d4 Con 9

Atropine Cdnjury 13 1daDex: St s R e
Belladonna [pldnt) Injury 18 1d6 Str 2d6 Str 14 Lic (+] n/a_ n/a
Blue vitriol Injury 12 Id2Con Hovttn o s O
Blue-ringed octopus venom  Injury 15 1d4 Con 1d4 Con 14 Lic(+) n/a  n/a
Chioral hydrate Ingested 18 1d6 Dex “Unconsciousness 1d¥hours 12 Res(+2) = 28 = 8hr
Chloroform! nhaled 17 Unconsciousness 1d5 hours — 9  Res(+2) M 4
Curare (plant} njury 18 2dd Dex e e e e nda A
Cyanide Injury 16 1d6 Con 2dé Con 15 Wil (+3) 3L i
Cyanogen Inhaled 19 ldd Dex . 2d4 Con e MRS B Bhe
DDT Inhaled 17 1d2 Str d4str 9 Lic(+]) S
Knockaut gas Inhaled 18 1d3 Dex Unconsciousness 1d3 hours 12 Res (#2) J=—Bins
Lead arsenate (gas) Inhaled 12 1d2 Str _ld4Con 6 Res(+2) 17 2 hr.
Lead arsenate (solid) ~ Ingested 12 1dZ Con lddGoniEns aes 6 Res(#2) 18 2 hr
Mustard gas Inhaled 17 1d4 Con 2d4 Con 12 Mil[+3) 26 Bhr
Paris green (gas) Inhaled 14 1d? Con 1d4 Con : 9 Res(+) 00 4hn
Paris green {sohd) Ingested 14 1d4 Con 1d4 Con 9 Res (+2) 24 4 hr.
Puffer poison (fish) Cdnjury B Mde St ~ Paralysis 2d6 minutes B Lie(+]) e e
Rattlesnake venorn Injury 12 1d6 Con 1d6 Con 2 lickl) _ n/a__ n/a
Sarin nerve gas ~ Inhaled 18 1d4 Con o e e e TS SR e
Scorpion/tarantula venom  Injury 1l 1d2 Sty 1d2 Str 12 Lic(+1) n/a n/a
Strychnine =5 s s T e e B Res(+2)” 2 ke
Tear gas Inhaled 15 Blindness 1dé rounds = %  Res(+2) 21 4 hr.
VX nerve gas inhaled 22 1de Con ' SdsGont o llegal (+4) 42 - 4Bhn

'Chloroform gives off vapor that causes unconsciousness. Applying chleroform to an Jnmllmg subject requires a successful grapple cherk and pin.
n/a: Certain poisons can't be made with the Craft skill. Instead, such a poison must be obtained by extracting it from the creature in question.




Craft DC: The DC of the Craft check to create a quantity
of the poison.

Time: The amount of time required for the Craft check.

If the Craft check succeeds, the final product is a synthe-
sized solid or liquid poison stored in a bottle (containing 4
doses) or a gas stored in a pressurized cylinder. When
released, the gas is sufficient to fill a 10-foot-radius area and
takes 1 round to fill the area.

Special: A character without a chemical kit (see page 116)
takes a —4 penalty on Craft (chemical) checks.

A character with the Builder feat gets a +2 bonus on all
Craft (chemical) checks.

Craft (electronic) (Int)

Trained Only

This skill allows you to build electronic equipment from
scratch, such as audio and video equipment, timers and lis-
tening devices, or radios and communication devices.

When building an electronic device from scratch, the
character describes the kind of device he or she wants to
construct; then the Gamemaster decides whether the
device is simple, moderate, complex, or advanced compared
to current technology.

Tvpe of Scratch-Built Purchase Craft

Electronics (Examples) DC  DC Time
Simple (timer or detonator) 8 15 Thr
Moderate s o
(radio direction finder, electronic lock) '
Complex (cell phone) 16 25 2hr
Advanced (computer) 22 30 60hr

Special: A character without an electrical tool kit (see
page 117) takes a —4 penalty on Craft (electronic) checks.

A character with the Builder feat gets a +2 bonus on all
Craft (electronic) checks.

Craft (mechanical) (Inf)

Trained Only

This skill allows you to build mechanical devices from
scratch, including engines and engine parts, weapons, armor,
and other gadgets. When building a mechanical device from
scratch, the character describes the kind of device he or she
wants to construct; then the Gamemaster decides if the
device is simple, moderate, complex, or advanced compared
to current technology.

Special: A character without a mechanical tool kit (see
page 118) takes a —4 penalty on Craft (mechanical) checks.

A character with the Builder feat gets a +2 bonus on all
Craft (mechanical) checks.

Tvpe of Scratch-Built Purchase Craft :
Mechanical Device (Examples) D€~ DC  Time
Simple (tripwire trap) 5 15 Thr
Moderate = ) 20 T2hr
(engine component, light armor) L
Complex 16 25  24hr

(automobile engine, 9mm autoloader handgun)

Advanced (jet engine) 20 30 60hr

Time on Long Projects

Many projects covered under the Craft skill take hours
to complete—some take 24 hours or more. The time
shown is the number of hours spend working, and
these hours may have to be spread over a period of
several days (or longer).

In general, a character can spend up to 12 hours a
day working on a project—but that doesn’t leave
much time for anything else. In a pinch, a character
can work longer hours. However, any character work-
ing more than 12 hours in a single day must make a
Fortitude save (DC 15) or become fatigued (see the
Character Condition Summary, page 140). The penal-
ties for being fatigued apply to any checks made for
the projects being worked on.

A character who works more than 18 hours in a day
automatically becomes fatigued (no save allowed).

A fatigued character loses the fatigued condition
after getting a full night’s sleep (8 hours).

Craft (pharmaceutical) (Inf)
Trained Only

This skill allows you to compound medicinal drugs to aid
in recovery from treatable illnesses. A medicinal drug gives
a +2 circumstance bonus on Fortitude saves made to resist
the effects of a disease.

The Craft (pharmaceutical) check is based on the severity
of the disease to be countered as measured by the DC of
the Fortitude save needed to resist it,

Disease Fortitude Purchase Craft

Save DC PC  DC Time
14 or lower 5 15 1hr
5-18 5 e 20 3hr
19-22 15 25 6hr
23 or higher et 20 o

Special: A character without a pharmacist kit (see page
118) takes a —4 penalty on Craft (pharmaceutical) checks.

A character with the Medical Expert feat gets a +2 bonus
on all Craft (pharmaceutical) checks.

Craft (structural) (Int)

This skill allows you to build wooden, concrete, or metal
structures from scratch, including bookcases, desks, walls,
houses, and so forth, and includes such handyman skills as
plumbing, house painting, drywall, laying cement, and build-
ing cabinets.

Type of Scratch-Built ~ Purchase Craft

Structure (Examples) DC  DC Time
Simple (bookcase, false wall) 5 15 120
Moderate 0% EG

( _ 2Ahr
(catapult, shed, house deck) 5
Complex (bunker, domed ceiling) 15 25
‘Advanced (house) i

60 hr.
600 hr.

When building a structure from scratch, the character
describes the kind of structure he or she wants to construct;




then the Gamemaster decides if the structure is simple,
moderate, complex, or advanced in scope and difficulty.
Special: A character without a mechanical tool kit (see
page 118) takes a —4 penalty on Craft (structural) checks.
A character with the Builder feat gets a +2 bonus on all
Craft (structural) checks.

Craft (visual art) (Inf)

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

When attempting to create a work of visual art, the char-
acter simply makes a Craft (visual art) check, the result of
which determines the quality of the work,

Unless the effort is particularly elaborate or the character
must acquire an expensive piece of equipment (such as a
camera), the basic components (paint and brushes, canvas,
paper, pens and pencils, film, videotape, and so on) have a
purchase DC of 5,

Skill Check Result Effort Achieved

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

25=30 Expert

51 or higher Master

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

Special: A character with the Creative feat gets a +2
bonus on all Craft (visual art) checks.

Craft (writing) (Int)

This skill allows you to create short stories, novels, scripts
and screenplays, newspaper articles and columns, and simi-
lar works of writing,

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

No Wealth check is necessary to use this Craft skill,

Skill Check Result Effort Achieved

9 or lower Untalented amateur
1019 Talented amateur
20-24 Professional

25-30 Expert

31 or higher Master

Creating a work of writing requires at least 1 hour, but usu-
ally takes a day, a week, or more, depending on the scope of
the project,

Special: A character with the Creative feat gets a +2
bonus on all Craft (writing) checks.

Decipher Seript (Inf)
Trained Only

Use this skill to piece together the meaning of ancient
runes carved into the wall of an archaeological dig or to
break a coded message.

Check: You can decipher writing in an ancient language
or in code, or interpret the meaning of an incomplete text,
The base DC is 20 for the simplest messages, 25 for stan-
dard codes, and 30 or higher for intricate or complex
codes or exotic messages. Helpful texts or computer pro-
grams can provide a bonus (usually a +2 circumstance
bonus) on the check, provided they are applicable to the
script in question.,

If the check succeeds, you understand the general con-
tent of a piece of writing, reading about one page of text or
its equivalent in | minute. If the check fails, the GM makes a
Wisdom check (DC10) for you to see if you avoid drawing a
false conclusion about the text. (Success means that you do
not draw a false conclusion; failure means that you do.)

The GM secretly makes both the skill check and the
Wisdom check so you can't tell whether the conclusion you
draw is accurate or not.

Try Again2: No, unless conditions change or new infor-
mation is uncovered.

Special: You can take 10 when making a Decipher Seript
check, but you can't take 20.

A character with the Studious feat gets a +2 bonus on all
Decipher Script checks.

Time: Decipher Script takes 1 minute or more, depending
on the complexity of the code.

Demolitions (Int)
Trained Only

Use this skill to set explosive devices for maximum
impact,

Check: Setting a simple explosive to blow up at a certain
spot doesn't require a check, but connecting and setting a
detonator does. Also, placing an explosive for maximum
effect against a structure calls for a check, as does disarm-
ing an explosive device.

Set Detonator: Most explosives require a detonator to
go off. Connecting a detonator to an explosive requires a
Demolitions check (DC10). Failure means that the explosive
fails to go off as planned. Failure by 10 or more means the
explosive goes off as the detonator is being installed.

You can make an explosive difficult to disarm, To do so,
you choose the disarm DC before making your check to set
the detonator (it must be higher than 10). Your DC to set the
detonator is equal to the disarm DC. For example, you might
decide to make the disarm DC 15, The DC to set the deto-
nator becomes 15 {instead of the normal 10).

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

The GM makes the check (so that you don't know exactly
how well you've done). On a result of 15 or higher, the
explosive deals double damage to the structure against
which it is placed. On a result of 25 or higher, it deals triple
damage to the structure. In all cases, it deals normal damage
to all other targets within its burst radius (see page 103).

Disarm Explosive Device: Disarming an explosive that
has been set to go off requires a Demolitions check. The DC
is usually 10, unless the person who set the detonator chose
a higher disarm DC. If you fail the check, you do not disarm




the explosive. If you fail it by more than 5, the explosive  pygienda
goes off.

Special: You can take 10 when using the Demolitions
skill, but you can't take 20.

A character with the Cautious feat and at least 1 rank in
this skill gets a +2 bonus on all Demolitions checks.

A character without a demolitions kit (see page 117) takes
a —4 penalty on Demolitions checks.

Making an explosive requires the Craft (chemical) skill.
See that skill description for details.

Time: Setting a detonator is usually a full-round action.
Placing an explosive device takes 1 minute or more, depend-
ing on the scope of the job.

Means  Possible Actions
Hostile  Will takerisksto  Attack, interfere,
hurt or avcud you  berate, flee
Ufrendly W |

55|p, avoid, -

Indifferent 'Doesnt much care Act as sooally expected
Friendly Wi ~ Chat, advise, offer
- limited help, advocate

Helpfﬁl Wil taketisks. Protect, back up, heal,
to help you aid

Diplomacy (Cha)
Use this skill to persuade the bouncer to let you into the
exclusive club, to negotiate peace between feuding gangs,
or to convince an enemy agent to release you instead of
killing you. Diplomacy includes etiquette, social grace, tact,
subtlety, and a way with words. A skilled character knows
the formal and informal rules of conduct, social expecta-
tions, proper forms of address, and so on. This skill repre-
sents the ability to give the right impression, to negotiate
effectively, and to influence others.

Check: You can change others’ attitudes with a success-
ful check (see the table on the next page). In negoti-
afions, participants roll opposed Diplomacy checks
to see who gains the advantage. Opposed checks also
resolve cases where two advocates or diplomats
plead opposing cases before a third party.

Diplomacy can be used to influence a GM char-
acter’s attitude. The GM chooses the character’s ini-
tial attitude based on circumstances. Most of the
time, the people the heroes meet are indifferent
toward them, but a specific situation may call for a
different initial attitude. The DCs given in the
accompanying table show what it takes to change
someone’s attitude with the use of the Diplomacy
skill. You don't declare a specific outcome you are
trying for; instead, make the check and compare
the result to the table on the next page. For
example, attempting to change the attitude of
a hostile street thug fails on a result of 19 or |
lower; on a result of 20 or higher, the thug's
attitude changes.

Try Again?: Generally, trying again doesn't
work. Even if the initial check succeeds, the |
other character can only be persuaded so far. If
the initial check fails, the other character has
probably become more firmly committed to his §
position, and trying again is futile.

Special: You can take 10 when making a*
Diplomacy check, but you can't take 20.

A character with the Trustworthy feat gets a +2
bonus on all Diplomacy checks.

Time: Diplomacy is at least a full-round
action. The GM may determine that some nego-
tiations require a longer period of time.
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' Bribery and Diplomacy

| Offering money or another form of favor can, in the right
| situation, improve a character's chances with a
- Diplomacy skill check. Bribery allows a character to cir-
| cumvent various official obstacles when a person in a
| position of trust or authority is willing to accept such an
| offering.

- An illegal act, bribery requires two willing partici-
| pants—one to offer a bribe and the other to accept it.
| Business isn't normally conducted in this fashion, but you
| can sometimes find someone in authority who is either
' willing to accept a bribe or actually demands a bribe to
. perform a normal function of his or her position, Of
| course, if you offer a bribe to an unwilling participant,
' you run the risk of punitive action, including fines,
| imprisonment, or both,

Tipping a waiter to get a better table or to circumvent
| areservation line is an example of a minor bribe. Slipping
| money to a bouncer to gain entry to an exclusive night-
| club, offering cash to expedite processing by a bureau-
| crat, and paying an informant for information are other
| examples of bribes,

. Inall cases, getting help from another character that
| requires either a change of attitude or a nudge to get
. things moving on a time frame other than the one the
|\ character normally works on demands a Diplomacy
| check. You want to change the character’s attitude to
| helpful to get the character to let you skip ahead in a
line, to expedite your passport or customs check, to let
you off without submitting an official report, or to pro-
vide you with information that you couldn’t otherwise
lay your hands on. Sometimes, you can do this with just
| a Diplomacy check. Other times, a bribe must be includ-
ed to get the ball rolling.
| When a corrupt official requires a bribe to render serv-
| ices, then a character’s Diplomacy check automatically

fails if a bribe isn't attached to it. If the official isn't nec-
essarily corrupt, you can add a bribe to get a bonus on
your skill check. This can backfire, as some officials will
be insulted by a bribe offer (their attitude changes one
step for the worse) and others will report you to the
proper authorities.

To make a bribe, decide how many points you want to
reduce your current Wealth bonus by. Each point by
which you reduce your current Wealth bonus provides a
+2 bonus on your Diplomacy check when making the
bribe. The maximum bonus you can buy is +10, which
requires a reduction of your Wealth bonus by 5 points.

Examples of persons in positions of trust or authority
follow.

Bouncer: This Is the typical muscle stationed outside
an exclusive nightclub or similar establishment, Bouncers
are often willing to accept bribes to provide information
about the guest list, to allow access to the location, or
to deny admittance to another. A bouncer typically has
an indifferent attitude,

Bureaucrat: This official works for some government
or corporate agency. Some bureaucrats are willing to
accept a bribe, and a few demand it to expedite their
services. Customs officials, tax collectors, license and
registration providers, clerks, and other minor func-
tionaries fall into this category. A bureaucrat typically
has an indifferent attitude, though some customs inspec-
tors can have unfriendly attitudes.

Law Officer: Corrupt officers of the law might be
willing to ignore a minor infraction, let a potential sus-
pect slip away from the scene of a crime, or cause key
bits of evidence to “disappear”—for the right price.
Corruption is uncommon among law officers. Corrupt
law officers, if they can be found, typically have an
unfriendly attitude, though some can have indifferent
attitudes.

Attitude  Hostile Unf. Indif. Friendly Helpful
Hostile ~ 19orless 20 25 3 45
Unfriendly:sdorlelss b —nalbe o ibe 36

Indifferent —  Qorless 1 15 25
Erprdlyss s e e iR esss HEEEE Rl
Disable Device (Int)

Trained Only

Use this skill to disarm a security device, defeat a
mechanical lock or trap, or rig the brakes on a car to fail
when it reaches a certain speed. You can examine a
simple or fairly small mechanical or electronic device
and disable it. You usually need appropriate tools to use
Disable Device.

Check: The GM makes the Disable Device check so that
you don't necessarily know whether you've succeeded.

Open Lock: You can pick conventional locks, finesse
combination locks, and bypass electronic locks. You must
have a lockpick set (for a mechanical lock) or an electrical

tool kit (for an electronic lock). The DC depends on the
quality of the lock.

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

Disable Security Device: You can disable a security
device, such as an electric fence, motion sensor, or secu-
rity camera. You must be able to reach the actual device
(to reach a motion sensor, for example, you may have to
pass through the area it monitors). If the device is moni-
tored (such as by a security guard watching the video feed
from a camera, or by a computer monitoring a motion
sensor), the fact that you attempted to disable it will
probably be noticed.

When disabling a monitored device, you can prevent
your tampering from being noticed. Doing so requires 10




minutes and an electrical tool kit, and increases the DC of
the check by +10.

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

Ultrahigh security (motion detector at Area 51) 40

Traps and Sabotage: Disabling (o rigging or jamming) a
simple mechanical device has a DC of 10. More intricate and
complex devices have higher DCs. The GM rolls the check. If
the check succeeds, you disable the device. If the check fails
by 4 or less, you have failed but can try again. If you fail by
5 or more, something goes wrong. If it's a trap, you spring it.
If it's some sort of sabotage, you think the device is dis-
abled, but it still works normally.

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

Try Again?: Yes, though you must be aware that you have
failed in order to try again.

Special: You can take 10 when making a Disable Device
check. You can take 20 to open a lock or to disable a secu-
rity device, unless you're trying to prevent your tampering
from being naticed.

Possessing the proper tools gives you the best chance of
succeeding on a Disable Device check. Opening a lock
requires a lockpick set (for a mechanical lock) or an electri-
cal tool kit (for an electronic lock). Opening a locked car
calls for a car opening kit. Disabling a security device
requires either a mechanical tool kit or an electronic tol kit,
depending on the nature of the device. If you do not have
the appropriate tools (see page T18 for descriptions), you
take a —4 penalty on your check.

A lock release gun (see page 118) can open a mechanical lock
of cheap or average quality without a Disable Device check.

A character with the Cautious feat and at least 1 rank in
this skill gets a +2 bonus on all Disable Device checks.

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

Disguise (Cha)

Use this skill to change your appearance. The effort requires
at least a few props and some makeup. A disguise can
include an apparent change of height or weight of no more
than one-tenth the original unless specially crafted pros-
thetics or costumes are utilized.

You can also impersonate people, either individuals or
types. For example, you might make yourself seem like a
street person with little or no actual disguise.

Check: Your Disguise check result determines how
good the disguise is. It is opposed by others' Spot check
results. Make one Disguise check even if several people
make Spot checks. The GM makes your Disguise check
secretly so that you're not sure how well your disguise
holds up to scrutiny.

If you don't draw any attention to yourself, however,
others don't get to make Spot checks. If you come to the

attention of people who are suspicious, such as a police
officer checking IDs at a road block, the suspicious person
gets to make a Spot check. (The GM can assume that such
observers take 10 on their Spot checks.)

The effectiveness of your disguise depends in part on
how much you're attempting to change your appearance.

Disguise Modifier
Minor details only +5
Appropriate uniform or costume +2
Disguised as different sex =3
Disguised as different age category =2!

1 Per step of difference between your age category and the disguised
age category (child, young adult, adult, middle age, old, or venerable).

If you're impersonating a particular individual, those who
know what that person looks like automatically get to
make Spot checks. Furthermore, they get a bonus on their
Spot checks.

Familiarity Bonus
Recognizes on sight +4
Friend or associate . e
Close friend +8
Intimate +10

Usually, an individual makes a Spot check to detect a dis-
guise immediately upon meeting you and each hour there-
after. If you casually meet many different people, each for
a short time, the GM checks once per day or hour, using an
average Spot madifier for the group (assuming they take
10). For example, if a character is trying to pass for a mer-
chant at a flea market, the GM can make one Spot check
per hour for the people the character encounters. The GM
uses a +1 modifier on the check to represent the average of
the crowd (most people with no Spot ranks and a few with
good Spot skills).

Try Again?: No, though you can assume the same dis-
guise again at a later time. If others saw through the previ-
ous disguise, they are automatically treated as suspicious if
you assume the same disguise again.

Special: You can take 10 or take 20 when establishing
a disguise.

A character without a disguise kit (see page 117) takes a 4
penalty on Disguise checks.

A character with the Deceptive feat gets a +2 bonus on all
Disguise checks.

You can help someone else create a disguise for him or
her, treating it as an aid another attempt (see Aiding
Another, page 47).

Time: A Disguise check requires 1d4x10 minutes of prepa-
ration, The GM makes Spot checks for those who encounter
you immediately upon meeting you and again each hour or
day thereafter, depending on circumstances.

Drive (Dex)

Use this skill to drive a general-purpose motor vehicle (car,
truck, motorcycle, or snowmobile, for example), to avoid
collisions, or to lose someone chasing or tailing you while
you're operating a motor vehicle.




Check: Routine tasks, such as ordinary driving, don't
require a skill check. Make a check only when some unusual
circumstance exists (such as inclement weather or an icy
surface), or when you are driving during a dramatic situation
(you're being chased or attacked, for example, or youre
trying to reach a destination in a limited amount of time).
When driving, you can attempt simple maneuvers or stunts.
See Driving a Vehicle, page 157. for more details.

Try Again?: Most driving checks have consequences for
failure that make trying again impossible.

Special: You can take 10 when driving, but you can't
take 20.

A character with the Vehicle Expert feat gets a +2 bonus
on all Drive checks.

There is no penalty for operating a general-purpose
motor vehicle. Other types of motor vehicles (heavy
wheeled, powerboat, sailboat, ship, and tracked) require the
corresponding Surface Vehicle Operation feat, or you take a
~4 penalty on Drive checks.

Time: A Drive check is a move action.

Escape Artist (Dex)
Armor Penalty

Use this skill to slip binders or manacles, to wriggle
through tight spaces, or to escape the grip of an angry
wrestler.

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

Restraint oD
Ropes Opponent’s Dex check +20
Net 20
Handcuffs 35
Tight space 30
Grappler Opponent’s grapple check

For ropes, your Escape Artist check is opposed by the
Dexterity check result of the opponent who tied the bonds.
Since it easier to tie someone up than to escape from
being tied up, the opponent gets a +10 bonus on his or her
Dexterity check.

For a tight space, a check is only called for if your head fits
but your shoulders don't. If the space is long, such as in an
airshaft, the GM may call for multiple checks. You can't fit
through a space that your head doesn't it through.

You can make an Escape Artist check opposed by
your opponent’s grapple check to get out of
a grapple or out of a pinned condi-
tion (so that you're just being grap-
pled). Doing so is an attack action, so
if you escape the grapple you
can move in the same round.
See Grapple, page 152.

Try Again?: You can make another
check after a failed check if you're
squeezing your way through a
tight space, making multiple
checks. If the situation permits, you
can make additional checks as long as you'e not
being actively opposed.

Special: You can take 10 on an Escape Artist check. You
can take 20 if you're not being actively opposed (you can
take 20 if you're tied up, even though it's an opposed check,
because the opponent isn't actively opposing you).

A character with the Nimble feat gets a +2 bonus on all
Escape Artist checks.

Time: Making a check to escape from being bound by
ropes, handcuffs, or other restraints (except a grappler)
requires 1 minute. Escaping a net is a full-round action, Squeez-
ing through a tight space takes at least 1 minute, maybe longer,
depending on the distance that must be crossed,

Forgery (Inf)
Use this skill to fake a document from the governor instruct-
ing a warden to release prisoners, to create an authentic-look-
ing government identification, to falsify a permit or license, or
to detect forgeries that others try to pass off on you.
Check: Forgery requires materials appropriate to the
document being forged, and some time. To forge a docu-
ment such as military orders, a government decree, an offi-
cial identification card, or the like, you need to have seen a
similar document before. (You can't forge something you
haven't seen.) The complexity of the document, your degree
of familiarity with it, and whether you need to reproduce
the signature or handwriting of a specific individ-

ual, provide modifiers to your

Forgery check, as shown below.

:

Yoriko uses her
Escape Artist skill




Check

Factor Modifier  Time
Document Type
Simple (typed letter, business card) +0 10 min.
Moderate (letterhead, business form) -2 20 min.
Complex (stock certificate, driver’s -4 1 hr.

license)
Difficult (passport) : -8 4 hr,
Extreme (military/law enforcement ID) —16 24 .
Familiarity
Unfarniliar (seen once for less than a minute) =4
Fairly familiar (seen for several minutes) +0
Quite familiar (on hand, or studied at leisure) +4
Forger has produced other documents of same type +4
Document includes specific signature =4

Some documents require security or authorization codes,
whether authentic ones or additional forgeries. The GM
makes your check secretly so you're not sure how good your
forgery is.

Examiner’s
Condition Check Modifier
Type of document unknown to examiner ~/
Type of document somewhat known to examiner -2
Type of document well known to examiner +0
Document is put through additional tests ' +4
Examiner only casually reviews the document ! -2

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

The Forgery skill is also used to detect someone else’s
forgery. The result of the original Forgery check that created
the document is opposed by a Forgery check by the person
who examines the document to check its authenticity, If the
examiner’s check result is equal to or higher than the origi-
nal Forgery check, the document is determined to be fraud-
ulent. The examiner gains bonuses or penalties on his or her
check as given in the table above,

A document that contradicts procedure, orders, or previ
ous knowledge, or one that requires the examiner to relin-
quish a possession or a piece of information, can increase the
examiner's suspicion (and thus create favorable circum-
stances for the examiner’s opposed Forgery check).

Try Again?: No, since the forger isn't sure of the
quality of the original forgery.

Special: To forge documents and detect forgeries,
one must be able to read and write the language in 4
question, (The skill is language-dependent.)

You can take 10 when making a Forgery check,
but you can't take 20.

A character with the Meticulous feat gets a +2
bonus on all Forgery checks.

A character without a forgery kit (see page 117)
takes a -4 penalty on Forgery checks.

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

Gamble (Wis)

Use this skill to earn money through games of chance,
including poker, roulette, and betting on horse races, Gamble
does not apply to games in which luck is the only factor,
such as slot machines or lotteries,

Check: To join or start a game, you must first pay a stake.
You set the purchase DC of the stake if you start the game,
or the GM sets it if you join a game. Stakes run from penny-
ante (purchase DC 4) to astronomical (purchase DC 24). You
cannot take 20 when purchasing a stake.

If the stake is within your means (it is equal to or less
than your Wealth bonus), you stand no chance of winning
any significant amount. You might come out ahead by a
few bucks (or a few hundred, or even a few thousand if
you're extremely rich), but the amount is not enough to
affect your Wealth bonus, Since paying the stake didn't
cost you any points of Wealth bonus, you don't lose any-
thing either.

If the stake is higher than your Wealth bonus (before
applying any reductions from purchasing the stake), you get
a +1 bonus on your Gamble check for every point the pur-
chase DC is above your Wealth bonus,

Check Result Difference Wealth Bonus Increase
1-9 +
10-19 +)
20-29 +3
30-39 +4
40 or more +5

Your Gamble check is opposed by the Gamble checks of
all other participants in the game. (If playing at a casino,
assume the house has a Gamble skill modifier equal to the
stake purchase DC, Regardless of the stake purchase DC, the
house does not get a bonus on its Gamble check for the
purchase DC.) If there are many characters participating, the
GM can opt to make a single roll for all of them, using the
highest Gamble skill modifier among them and adding a +2
bonus to the check,

If you beat all other participants, you win and gain an
increase to your Wealth bonus. The amount of the increase
depends on the difference between your check result and
the next highest result among the other participants.

Moondog makes a Gamble check




For example, Lily Parrish decides to participate in an
evening of gambling. Her Wealth bonus is +9. Of the several
blackjack tables at the casino, she chooses one with a stake
purchase DC of 14. As a result, she gets a +5 bonus on her
Gamble check because the stake purchase DC is 5 higher
than her Wealth bonus. She also loses 1 point of her Wealth
bonus for purchasing the expensive stake—but she hopes
the bonus on her Gamble check will make up for that.

Her check result, including bonuses, is 26, The GM decides
to make one check for all the other gamblers, In this case,
the house has the highest Gamble skill modifier (14, equal to
the stake purchase DC). With the +2 bonus for making a
single roll, the house gets a result of 23 on its check.

Lily won the opposed check, but only by 3 points. She
gets a Wealth bonus increase of +1, which means she came
out even overall.

Try Again?: No, unless you want to put up another stake.

Special: You can't take 10 or take 20 when making a
Gamble check.

A character with the Confident feat gets a +2 bonus on all
Gamble checks.

Time: A Gamble check requires 1hour.

Gather Information (Cha)

Use this skill to make contacts in an area, find out local
gossip, spread rumors, and collect general information.

Check: By succeeding at a skill check (DC 10) and spending
1d4+1 hours passing out money and buying drinks, you can get
a feel for the major news items in a neighborhood. This result
assumes that no obvious reasons exist why information would
be withheld (such as if you can't speak the local language). The
higher the check result, the better the information.

If the situation doesn't require the expenditure of money,
no Wealth check is necessary.

Information ranges from general to protected, and the
cost and DC increases accordingly for the type of informa-
tion you seek to gather, as given in the table below.

Type of Information DC  Purchase DC

General 10 5
“Who's the big cheese in this town?”

Specific 3 Tas 10

“What can you tell me abotit the woman who af ways
attends functions with the senator?”

Restricted 20 15
“What do they Jrrake in that mysrerrous Factory?
Protected ' e bviiee o

“When is the next test ﬂ:ghr for fh_at_:_s_ecret proro-
rype fighter jet?” :

General information concerns local happenings, rumors,
gossip, and the like. Specific information usually relates to a
particular question. Restricted information includes facts
that aren't generally known and requires that you locate
someone who has access to such information. Protected
information is even harder to come by and might involve
some danger, either for the one asking the questions or the
one providing the answer, There’s a chance that someone
will take note of anyone asking about restricted or pro-
tected information.

You can increase the amount of money you use to gather
information, gaining a circumstance bonus by effectively
offering a bribe (though the process might entail buying
more expensive drinks, not necessarily offering a character
extra money). Increase the Wealth check DC by 2 for each +1
circumstance bonus you want to add to your skill check. For
example, Brandon Cross is looking for restricted information
about a military base that does not appear on any public
maps. He really wants to get this information, so he
increases the Wealth check DC by +2 for every +1 bonus he
wants to apply to the check. In this case, he thinks he can
succeed on a Wealth check against DC 22, granting him a +2
bonus on the Gather Information check if he makes it.

Try Again?: Yes, but it takes 1d4+1 hours for each check,
and characters may draw attention to themselves if they
repeatedly pursue a certain type of information.

Special: You can take 10 when making a Gather Informa-
tion check, but you cannot take 20.

A character with the Trustworthy feat gets a +2 bonus on
all Gather Information checks,

Time: A Gather Information check takes 1d4+1 hours.

Handle Animal (Cha)

Trained Only

Use this skill to drive a team of horses pulling a wagon
over rough terrain, to teach a dog to guard, to raise a wolf as
a devoted pet, or to teach an elephant to “trumpet” on your
command.

Check: The time required to get an effect and the DC
depend on what you are trying to do.

Task Time ~  DC
Handle an animal Move action 10
“push”ananimal Full-round action 25
Teach an animal a trick 1 week See text
Train an animal for a purpose ~ Seetext ~  See text

Handle an Animal: This means to command an animal to
perform a task or trick that it knows. For instance, to com-
mand a trained attack dog to attack a foe requires a Handle
Animal check against DC10. If the animal is wounded or has
taken any ability score damage, the DC increases by +5. If
the check is successful, the animal performs the task or trick
on its next action.

“Push” an Animal: To push an animal means to get it to
perform a task or trick that it doesn’t know, but is physically
capable of performing. If the check is successful, the animal
performs the task or trick on its next action.

Teach an Animal a Trick: You can teach an animal a spe-
cific trick, such as “attack” or “stay,” with one week of work
and a successful Handle Animal check. An animal with an
Intelligence of 1(such as a snake or a shark) can learn a maxi-
mum of three tricks, while an animal with an Intelligence of 2
(such as a dog or a horse) can learn a maximum of six tricks,

You can teach an animal to obey only you. Any other
person attempting to make the animal perform a trick takes

10 penalty on his Handle Animal check. Teaching an
animal to obey only you counts as a trick (in terms of how
many tricks the animal can learn). [t does not require a
check: however, it increases the DC of all tricks you teach




the animal by +5. If the animal already knows any tricks, you
cannot teach it to abey only you.

Possible tricks include, but are not limited to, the
following.

Attack (DC 20): The animal attacks apparent enemies.
The character may point to a particular enemy to direct the
animal to attack that enemy. Normally, an animal only
attacks humans and other animals. Teaching an animal to
attack all creatures (including unnatural creatures such as
undead and aberrations if they exist in your campaign)
counts as two tricks.

Come (DC 15): The animal comes to the character, even
if the animal normally would not do so (such as following
the character onto a boat).

Defend (DC 20): The animal defends the character (or is
ready to defend the character if no threat is present). Alter-
natively, the character can command the animal to defend
a specific other character.

Down (DC 15): The animal breaks off from combat or
otherwise backs down.

Fetch (DC 15): The animal goes and gets something. The
character must point out a specific object, or else the
animal fetches some random object.

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

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

Perform (DC 15): The animal does a variety of simple
tricks such as sitting up, rolling over, and so on.

Seek (DC 15): The animal moves into an area and searches
for something of interest. It stops and indicates the first
thing of interest it finds. What constitutes an item of inter-
est to an animal can vary. Animals almost always find other
creatures or characters of interest. To understand that it’s
looking for a specific object, the animal must make an Intel-
ligence check (DC 10).

Stay (DC 15): The animal stays in place waiting for the
character to return. It does not challenge other creatures
that come by, though it still defends itself if it needs to.

Track (DC 20): The animal tracks the scent presented
toit.

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

Train an Animal: Rather than teaching an animal individ-
ual tricks, you can train an animal for a general purpose.
Essentially, an animal’s purpose represents a preselected set
of known tricks that fit info a common scheme, such as
guarding or heavy labor. An animal can be trained for one
general purpose only, though if the animal is capable of learn-
ing additional tricks (above and beyond those included in its
general purpose) it may do so. Training an animal for a pur-
pose requires fewer checks than teaching individual tricks.

Combat Riding (DC 20, 6 weeks): An animal trained to
bear a rider into combat (such as a warhorse) knows Attack,
Come, Defend, Down, Guard, and Heel. An animal trained in
riding may be “upgraded” to an animal trained in combat riding
by spending three weeks and making a Handle Animal check
(DC20). If the animal was trained in other tricks (in addition to
those provided by training the animal for riding), those tricks
are completely replaced by the combat riding tricks.

Fighting (DC 20, 3 weeks): An animal trained for combat
knows the following tricks: Attack, Down, and Stay.

Guarding (DC 20, 4 weeks): An animal trained to guard
knows the following tricks: Attack, Defend, Down, and Guard.

Laboring (DC 15, 2 weeks): An animal trained for heavy
labor knows Come and Work.

Hunting (DC 20, 6 weeks): An animal trained for hunt-
ing knows Attack, Down, Fetch, Heel, Seek, and Track.

Performing (DC 15, 4 weeks): An animal trained for per-
forming knows Come, Fetch, Heel, Perform, and Stay.

Riding (DC 15; 3 weeks): An animal trained to bear a rider
knows Come, Heel, and Stay.

Try Again?: Yes.

Special: You can take 10 or take 20 when handling
animals.

An untrained character uses Charisma checks to handle
and push animals, but he or she can't teach or train animals.

A character with the Animal Affinity feat and at least |
rank in this skill gets a +2 bonus on all Handle Animal checks.

Time: See above. Teaching or training an animal takes
a number of days. You do not have to spend the entire
time training the animal; 3 hours per day is enough.
(Spending more than 3 hours per day does not reduce the
number of days required.) You cannot spread the days
out; if you do not complete the training during a period
of consecutive days, the effort is wasted. Thus, if training
an animal takes 4 weeks, you must spend at least 3 hours
per day with the animal, for 28 straight days, to make the
Handle Animal check.

Hide (Dex)

Armor Penalty

Use this skill to sink back into the shadows and move
unseen, approach a guard post under cover of local scenery,
or tail someone through the streets of a busy city without
being noticed.

Check: Your Hide check is opposed by the Spot check
of anyone who might see you. You can move up to half
your normal speed and hide at no penalty. At more than
half and up to your full speed, you take a =5 penalty. It's
practically impossible (=20 penalty) to hide while attack-
ing, running, or charging.

For example, Yoriko has a speed of 30 feet. If she does not
want to take a penalty on her Hide check, she can move 15
feet as a move action in the same round she attempts to hide.

Your check is also modified by your size:

Size Modifier ~ Size =~ Modifier
Fine +16 Large —4
Diminutive 1) Huge =
Tiny +§ Gargantuan -12
Small _ +4 folosal = = An
Medium-size +0

If people are observing you, even casually, you can't hide.
You can run around a corner so that you're out of sight and
then hide, but the others then know at least where you went.
Cover and concealment (see page 144) grant circumstance
bonuses to Hide checks, as shown below. Note that you can't
hide if you have less than one-half cover or concealment.




Cover or Concealment  Circumstance Bonus
Three-quarters +5
Nine-tenths +10

Creating a Diversion to Hide: You can use the Bluff skill
(see page 49) to help you hide. A successful Bluff check can
give you the momentary diversion you need to attempt a
Hide check while people are aware of you. While the others
turn their attention from you, you can make a Hide check if
you can get to a hiding place of some kind. (As a general
guideline, the hiding place has to be within 1 foot for every
rank you have in Hide.) This check, however, is at a —10
penalty because you have to move fast.

Tailing: You can use Hide to tail a person in public. Using
the skill in this manner assumes that there are other random
people about, among whom you can mingle to remain
unnoticed. If the subject is worried about being followed,
he can make a Spot check (opposed by your Hide check)
every time he changes course (goes around a street corner,
exits a building, and so an). If he’s unsuspecting, he generally
gets only a Spot check after an hour of tailing.

Special: You can take 10 when making a Hide check, but
you can't take 20.

A character with the Stealthy feat gets a +2 bonus on all
Hide checks.

Time: A Hide check is an attack action.

Intimidate (Cha)

Use this skill to get someone to do something he doesn't

want to do by means of verbal threats, force of will, and
imposing body language.

Check: With a successful check, you can forcibly persuade

anather character to perform some task or behave in a certain

way. Your Intimidate check is op-

posed by the targets level check

(1d20 + the target’s character level or Hit Dice). Any modifiers
that a target may have on Will saving throws against fear
effects apply to this level check. If you succeed, you may treat
the target as friendly for 10 minutes, but only for purposes of
actions taken while in your presence. (That is, the target
retains his normal attitude, but will chat, advise, offer limited
help, or advocate on your behalf while intimidated.)

Circumstances dramatically affect the effectiveness of an
Intimidate check. A character holding a gun on a flat-footed
opponent, backed by a crowd of like-minded onlockers, or
holding a target at his mercy should get a +2 circumstance
bonus on his check. On the flip side, if the target clearly has
an advantage over the intimidator, a ~2 penalty might be
appropriate.

There are limits to what a successful Intimidate check
can do. You can, for example, cause an adversary to back
down from a confrontation, surrender one of his posses-
sions, reveal a piece of secret information, or flee from you
for a short time. You can't force someone to obey your
every command or do something that endangers that
person’s life.

If you fail by more than 5, the target may actually do the
opposite of what you wish, frustrating your efforts or pro-
viding you with incorrect or misleading information.

Try Again?: No. Even if the initial check succeeds, the
other character can only be intimidated so much, and trying
again doesn't help. If the initial check fails, the other char-
acter has become more firmly resolved to resist the intim-
idator, and trying again is futile.

Special: You can take 10 when making an Intimidate
check, but you can't take 20.

A character immune to fear effects can't be intimidated.

You may add a +2 bonus to your Intimidate check for
every size category you are larger than your target. Con-
versely, you take a —2 penalty to your check for every size
category you are smaller than your target.

While Stephanie uses Intimidate, her
partners Search for clues




A character with the Confident feat gets a +2 bonus on all
Intimidate checks and on level checks to resist intimidation.
Time: An Intimidate check is a full-round action.

Investigate (Inf)
Trained Only

Use this skill to analyze a crime scene and use an evi-
dence kit. Investigate allows you to discern patterns in
clues, turn clues into evidence, and otherwise prepare a
crime scene and evidence for further analysis by a crime lab.

Check: You generally use Search to discover clues and
Investigate to analyze them. For example, you might find a
blood spatter or a potential murder weapon with a Search
check, You would use Investigate to determine from which
direction the blood was spattered, or to collect fingerprints
from the weapon.

If you have access to a crime lab, you use the Investigate
skill to collect and prepare samples for the lab. The result of
your Investigate check provides bonuses or penalties to the
lab workers.

Analyze Clue: You can make an Investigate check to
apply forensics knowledge to a clue, By examining a body,
you might tell whether the victim fought back against the
assailant or not. By looking at a bullet hole in a wall, you
might approximate the location, or at least direction, of the
shooter, By looking at a bloodstain, you might tell where
the attacker was relative to the victim.

This function of the Investigate skill does not give you
clues where none existed before. It simply allows you to
extract extra information from a clue you've found.

The base DC to analyze a clue is 15. It is modified by the
time that has elapsed since the clue was left, and whether
or not the scene was disturbed.

Circumstances DC Modifier
Every day since event (max modifier +10) +2
Scene is outdoors +5
Scene slightly disturbed +2
Scene moderately disturbed +4
Scene extremely disturbed +6

Collect Evidence: You.can collect and prepare eviden-
tiary material for a lab, such as gathering fingerprints
from objects touched, making casts of footprints or tire
tracks, collecting samples of fluids, fibers, and other
materials, gathering castings of scratch marks where tools
have been used to break into a location, or collecting bul-
lets from walls. This use of the Investigate skill requires an
evidence kit.

To collect a piece of evidence, make an Investigate check
(DC15). If you succeed, the evidence is usable by a crime lab.
If you fail, a crime lab analysis can be done, but the lab takes
a =5 penalty on any necessary check. If you fail by 5 or more,
the lab analysis simply cannot be done, On the other hand,
if you succeed by 10 or more, the lab gains a +2 circumstance
bonus on its checks to analyze the material.

This function of the Investigate skill does not provide you
with evidentiary items. It simply allows you to collect items
you've found in a manner that best aids in their analysis
later, at a crime lab.

Try Again?: Generally, analyzing a clue again doesn't add
new insight unless another clue is introduced. Evidence col-
lected cannot be recollected, unless there is more of it to
take (for instance, a large pool of blood may allow for a
retry, since there’s enough for more than one sample).

Special: You can take 10 when making an Investigate
check, but you cannot take 20.

Collecting evidence requires an evidence kit. If you do
not have the appropriate kit, you take a -4 penalty on your
check.

A character with the Attentive feat and at least | rank in
this skill gets a +2 bonus on all Investigate checks.

Time: Analyzing a clue is a full-round action. Collecting
evidence generally takes 1d4 minutes per object.

Jump (Str)

Armor Penalty

Use this skill to leap over pits, vault low fences, or reach
a tree’s lowest branches.

Check: The DC and the distance you can cover vary
according to the type of jump you are attempting,

Your Jump check is modified by your speed. The DCs
specified below assume a speed of 30 feet (the speed of a
typical human). If your speed Is less than 30 feet, you take a
penalty of =6 for every 10 feet of speed less than 30. If your
speed is greater than 30 feet, you gain a bonus of +4 for
every 10 feet over 30. For instance, if you have a speed of 20
feet, you take a -6 penalty. If, on the other hand, your speed
is 50 feet, you gain a +8 bonus.

If you have ranks in the Jump skill and you succeed on a
check, you land on your feet (when appropriate) and can
move as far as your remaining movement allows. If you
attempt a Jump check untrained, you land prone unless you
beat the DC by 5 or more. Standing from a prone position is
d move action,

Distance moved by jumping is counted against maximum
movement in a round. For example, Russell can move 30 feet
as a move action. To leap over a 15-foot chasm, Russell
moves 20 feet in a straight line and jumps 10 feet horizon-
tally (a total distance of 30 feet). He does not have suffi-
cient movement to jump the chasm in a single move action,
On his next move action, however, Russell completes the
jump and makes a Jump check to see whether he succeeds.
If the check succeeds, he clears the remaining 5 feet of the
chasm and lands in the 5-foot square beyond the far edge of
the chasm—a total distance of 10 feet. If he lands on his
feet, he can use the remainder of his move action to move
up to 20 feet. If he lands prone, his move action ends and he
must take another move action to stand up.

You can start a jump at the end of one turn and complete
the jump at the beginning of your next turn (see Start/Com-
plete Full-Round Action, page 137).

Long Jump: This is a horizontal jump, made across a gap
such as a chasm or stream. At the midpoint of the jump, you
attain a vertical height equal to one-quarter the horizontal
distance. The DC for the jump is equal to the distance
jumped (in feet) + 5. For example, a 10-foot-wide pit requires
a Jump check (DC 15) to cross. The DCs for long jumps of 5
to 30 feet are given in the table below. You cannot jump a
distance greater than your normal speed.




All Jump DCs covered here assume that you can move at
least 20 feet in a straight line before attempting the jump. If
this is not the case, the DC for the jump is doubled.

Long Jump Distance DC! Long Jump Distance DC!

afeet 10 20feet S
fizie e Tl
15 feet 20 30 feet 35

1 Requires a 20-foot move. Without a 20-foot move, double the DC.

If you fail the check by less than 5, you don't clear the dis-
tance, but you can make a Reflex save (DC15) to grab the far
edge of the gap. You end your movement grasping the far
edge, If that leaves you dangling over a chasm or gap, get-
ting up requires a move action and a Climb check (DC 15).

High Jump: This is a vertical leap, made to jump up to
grasp something overhead, such as a tree limb or ledge. The
DC for the jump is 2 + the height X 4 (in feet). For example,
the DC for a 3-foot high jump is 14 (2 + [3 x 4]). The DCs for
high jumps of 1to 8 feet are given in the table below.

All Jump DCs covered here assume that you can move at
least 20 feet in a straight line before attempting the jump. If
this is not the case, the DC for the jump is doubled.

High Jump Distance DC! High Jump Distance DC1

1 foot 6 Sfet 2
2 feet S B e
3 feet 14 7feet 30
4 feet 18 8feet . 34

1 Requires a 20-faot move, Witheut a running start, double the DC.

If you succeed on the check, you can reach the height. You
grasp the object you were trying to reach. If you wish to pull
yourself up, you can do so with a move action and a Climb
check (DC 15). If you fail the Jump check, you do not reach
the height, and land on your feet in the same square from
which you jumped.

The difficulty of reaching a given height varies according
to the size of the character or creature. Generally, the max-
imum height a creature.can reach without jumping is given
in the table below. (As a Medium-size creature, a typical
human can reach 8 feet without jumping.) If the creature is
long instead of tall (such as a horse), treat it as one size cat-
egary smaller.

Hop Up: You can jump up onto an object as tall as your
waist, such as a table or small boulder, with a Jump check (DC
10). Doing so counts as 10 feet of movement (so you could
move 20 feet, then hop up onto a counter, if your speed is 30
feet). You do not need to get a running start to hop up (the
DC is not doubled if you do not get a running start).

Jumping Down: If you intentionally jump from a height,
you take less damage than if you just fall. The DC to jump
down from a height is 15. You do not have to get a running
start to jump down (the DC is not doubled if you do not get
a running start).

If you succeed on the check, you take falling damage as if
you had dropped 10 fewer feet than you actually did, Thus,
if you jump down a height of just 10 feet, you take no
damage. If you jump down a height of 20 feet, you take
damage as if you had fallen 10 feet.

i Height

Creature Size O Maxi
Colossal
‘Gargantuan
Huge i
Medium-size
Small o
Tiny .
Diﬂ%ﬂﬂﬁtme'f' 5.:__:::::;.:: i s
Fine

Special: Effects that increase your speed also increase your
jumping distance, since your check is modified by your speed.,

You can take 10 when making a Jump check. If there is no
danger associated with failing, you can take 20. For example,
you are free to take 20 to keep trying until you jump high
enough to catch a low-hanging branch. You can't take 20
when attempting to leap across the space separating two
buildings, since any failure results in a long fall and damage
as your character hits the ground below.

A character with the Acrobatic feat gets a +2 bonus on
all Jump checks. A character with the Run feat gains a +2 com-
petence bonus on Jump checks preceded by a 20-foot move.

Tumble can provide a +2 synergy bonus on Jump checks
(see Skill Synergy, page 48).

Time: Using the Jump skill is either a move action or a
full-round action, depending on whether you start and
complete the jump during a single move action or a full-
round action.

Knowledge (Inf)
Trained Only

This skill encompasses several categories, each of them
treated as a separate skill. These categories are identified
and defined below.

The number of Knowledge categories is kept purposely
finite. When trying to determine what Knowledge skill a
particular question or field of expertise falls under, use a
broad interpretation of the existing categories. Do not arbi-
trarily make up new categories,

Check: You make a Knowledge check to see if your char-
acter knows something. For instance, if you found a mummy
with an amulet around its neck, you might make Knowledge
check to see if you know of any significance to the symbols.
This might be a Knowledge (arcane lore) check or a Knowl-
edge (history) check, depending on what you're interested in
knowing about the symbols,

The DC for answering a question within your field of
study is 10 for easy questions, 15 for basic questions, and 20
to 30 for tough questions.

Appraising the value of an object is one sort of task that
can be performed using Knowledge. The DC depends an how
common or obscure the object is. On a success, you accu-
rately identify the object’s purchase DC. If you fail, you think
it has a purchase DC 1d2 higher or lower (determine ran-
domly) than its actual value. If you fail by 5 or more, you
think it has a purchase DC 1d4+2 higher or lower than its
actual value. The GM may make the Knowledge roll for you,
so you don't know whether the appraisal is accurate or not.




Plager Knmuledge versus
Character fnowledge
It's pretty simple to measure a character’s knowl-
- edge of things that the player doesn't know. That's
what a Knowledge check represents. For example,
you may not know an awful lot about how major
corporations protect their earnings from taxation,
but with ranks in Knowledge (business), your char-
acter might.

The opposite case, however, is harder to adjudicate.
What happens when a player knows something that her
character doesn't have any reason to know? For example,
while most veteran players know that a Barrett Light
Fifty deals 2d12 points of damage, it’s likely that inexpe-
rienced characters might never even have heard of the
weapon, much less know how powerful it is,

It's impossible to separate your personal knowl-
edge (player knowledge) from your character’s knowl-
edge. The decision on how (or if) to separate player
knowledge from character knowledge must be made
between the players and the GM. Some GMs encour-
age knowledgeable players to use their experience to
help their characters succeed. Others prefer that
characters display only the knowledge represented by
their skill ranks and other game statistics. Most fall
somewhere between these two extremes.

If in doubt, ask your GM how he or she prefers to
handle such situations.

The fourteen Knowledge categories, and the topics each
one encompasses, are as follows.

Arcane Lore: The occult, magic and the supernatural,
astrology, numerology, and similar topics.

Art: Fine arts and graphic arts, including art history and
artistic techniques. Antiques, modern art, photography, and
performance art forms such as music and dance, among
others. [ ]
Behavioral Sciences: Psychology, somology, d/cy,[‘m
nology. 7 '\’J

Business: Business procedures, investment silrai\eg es ahd
corporate structures, Bureaucratic procedure&-&nd }lllow\to
navigate them.

Civics: Law, legislation, litigation, and legal rrght&aﬂd@b{

et |

gations. Political and governmental institutions andprpqesg. il

Current Events: Recent happenings in the nevis; Gﬁortsff
politics, entertainment, and foreign affairs. " r{
Earth and Life Sciences: Biology, botany, gene‘ﬂcs geol-
ogy, and paleontology. Medicine and forensics:-4,
History: Events, personalities, and cultures of the past
Archaeology and antiquities. el eretice

y

physics, and engineering,
Popular Culture: Popular music and personalities, genre

Physical Sciences: Astronomy, chemistry, maihemalgsg

films and books, urban legends, comics, science fictionyang

gaming, among others.
Streetwise: Street and urban culture, local un i
personalities and events.

Technology: Current developments in cutting-edge
devices, as well as the background necessary to identify var-
ious technological devices.

Theology and Philosophy: Liberal arts, ethics, philo-
sophical concepts, and the study of religious faith, practice,
and experience.

Try Again?: No. The check represents what you know,
and thinking about a topic a second time doesn't let you
know something you never knew in the first place.

Special: An untrained Knowledge check is simply an
Intelligence check. Without actual training, a character only
knows common knowledge about a given subject.

You can take 10 when making a Knowledge check, but you
can't take 20.

A character with the Educated feat (see page 82) gets a +2
bonus on any two types of Knowledge checks,

The GM may decide that having 5 or more ranks in a spe-
cific Knowledge skill provides you with a +2 synergy banus
when making a related skill check. For example, a character
with 5 or more ranks of Knowledge (earth and life sciences)
could get a +2 synergy bonus when making a Treat Injury
check in certain situations.

Time: A Knowledge check can be a reaction, but other-
wise requires a full-round action.

Listen (Wis)

Use this skill to hear approaching enemies, detect someone
sneaking up on you from behind, or eavesdrop on a conver-
sation,

Check: Make a Listen check against a DC that reflects
how quiet the noise s that you might hear or against an
opposed Move Silently check.
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Tactics: Techniques and strategies for disposing and
maneuvering forces in combat.

A little Knowledge goes a long way
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The GM may call for a Listen check by a character who is
in a position to hear something. You can also make a Listen
check voluntarily if you want to try to hear something in
your vicinity.

The GM may make the Listen check in secret so that you
don't know whether not hearing anything means that noth-
ing is there or that you failed the check.

A successful Listen check when there isn't anything to
hear results in you hearing nothing.

DC  Sound
-10  Abattle
0 People talking : s
5 A person in medium armor walking at a slow
pace, trying not to make noise
10 An unarmored person walking at a slow pace,
trying not to make any noise
15 A Tst-level Fast hero sneaking up on someone !
20 A tiger stalking prey '
30 A bird flying through the air
+5 Through a door
+15 Through a solid wall

1 This is actually an opposed check; the DC given is a typical Move
Silently check result for such a character or creature.

Condition Check Penalty
Per 10 feet of distance =]
Listener distracted =5

Try Again?: You can make a Listen check every time
you have the opportunity to hear something in a reactive
manner. As a move action, you may attempt to hear
something that you failed (or believe you failed) to hear
previously.

Special: When several characters are listening to the
same thing, the GM can make a single 1d20 roll and use it for
all the listeners' skill checks.

You can take 10 or take 20 when making a Listen check.
Taking 20 means you spend 1 minute attempting to hear
something that may or may not be there to hear.

A character with the Alertness feat gets a +2 bonus on all
Listen checks.

A sleeping character can make Listen checks, but takes a
~10 penalty on the checks.

Time: A Listen check is either a reaction (if called for by
the GM) or a move action (if you actively take the time to
try to hear something).

Move Silently (Dex)

Armor Penalty

You can use this skill to sneak up behind an enemy or
slink away without being noticed.

Check: Your Move Silently check is opposed by the
Listen check of anyone who might hear you. You can move
up to half your normal speed at no penalty. At more than
half speed and up to your full speed, you take a =5 penalty.
It's practically impossible (-20 penalty) to move silently
while attacking, running, or charging.

Special: You can take 10 when making a Move Silently
check, but you can't take 20.

A character with the Stealthy feat gets a +2 bonus on all
Move Silently checks.
Time: Move Silently is a move action.

Navigate (Int)

Use this skill to prevent yourself from becoming lost, to plot
a course, or to identify your location by checking the stars,
landmarks, ocean currents, or a GPS device,

Check: Make a Navigate check when you're trying to find
your way to a distant location without directions or other
specific guidance. Generally, you do not need to make a
check to find a local street or other common urban site, or
to follow an accurate map. However, you might make a
check to wend your way through a dense forest or a
labyrinth of underground storm drains.

For movement over a great distance, make a Navigate
check. The DC depends on the length of the trip. If you
succeed, you move via the best reasonable course toward
your goal. If you fail, you still reach the goal, but it takes
you twice as long (you lose time backtracking and cor-
recting your path). If you fail by mare than 5, you travel
the expected time, but only get halfway to your destina-
tion, at which point you become lost.

You may make a second Navigate check (DC 20} to
regain your path. If you succeed, you continue on to your
destination; the total time for your trip is twice the
normal time. If you fail, you lose half a day before you can
try again. You keep trying until you succeed, losing half a
day for each failure.

Lengthof Tip S ine
Short (a few hours) 20
Moderate (a day or two) : ohs
Long (up to a week) 25
Extreme (more than a week) : 508

When faced with multiple choices, such as at a branch in a
tunnel, you can make a Navigate check (DC 20) to intuit the
choice that takes you toward a known destination. For
instance, if following paths through a mountainous region,
you can choose the path that takes you toward a village that
you know lies to the northeast. If unsuccessful, you choose
the wrong path, but at the next juncture, with a successful
check, you realize your mistake.

You cannot use this function of Navigate to find a path to
a site if you have no idea where the site is located. Your GM
may choose to make the Navigate check for you in secret, so
you don't know from the result whether you're following
the right or wrong path.

You can use Navigate to determine your position on
earth without the use of any high-tech equipment by
checking the constellations or other natural landmarks. You
must have a clear view of the night sky to make this check.
The DCis 15.

Special: You can take 10 when making a Navigate check.
You can take 20 only when determining your location, not
when traveling.

A character with the Guide feat gets a +2 bonus on all
Navigate checks.

Time: A Navigate check is a full-round action.




Perform (Cha)

This skill encompasses several categories, each of them
treated as a separate skill. These categories are identified

and defined below.

The number of Perform categories is kept purposely
finite. When trying to determine what Perform skill a par-

ticular type of performance falls under, use a broad inter-

pretation of the existing categories. Do not arbitrarily o

make up new categories.

Check: You are accomplished in some type of
artistic expression and know how to put on a per-
formance. You can impress audiences with your
talent and skill. The quality of your performance
depends on your check result.

The eight Perform categories, and the qualities each
one encompasses, are as follows.

Act: You are a gifted actor, capable of performing drama,

comedy, or action-oriented roles with some level of skill.

Dance: You are a gifted dancer, capable of performing

rhythmic and patterned bodily movements to music.
Keyboards: You are a musician gifted with a talent
for playing keyboard musical instruments, such as
piano, organ, and synthesizer.
Percussion Instruments: You are a musician gifted
with a talent for playing percussion musical instru-

ments, such as drums, cymbals, triangle, xylophone, and

tambourine.
Sing: You are a musician gifted with a talent for pro-
ducing musical tones with your voice.
Stand-Up: You are a gifted comedian, capable of per-
forming a stand-up routine before an audience.
Stringed Instruments: You are a musician gifted with a
talent for playing stringed musical instruments, such
as banjo, guitar, harp, lute, sitar, and violin,
Wind Instruments: You are a musician gifted with a
talent for playing wind musical instruments, such as flute,
bugle, trumpet, tuba, bagpipes, and trombone.

Result Performance .

10 Amateur performance. Audience may appreciate
your performance, but isn't impressed.

15 Routine performance. Audience enjoys your per-
formance, but it isn't exceptional.

20 Great performance. Audience highly impressed.

25 Memorable performance. Audience enthusiastic.

30 Masterful performance. Audience awed.

Try Again?: Not for the same performance and audience.

Special: You can take 10 when making a Perform check,
but you can't take 20.

A character without an appropriate instrument (see page
117) automatically fails any Perform (keyboard), Perform
(percussion), Perform (stringed), or Perform (wind) check he
attempts. At the GM'’s discretion, impromptu instruments
may be employed (such as an upside-down garbage can in
place of a drum), but the performer must take a —4 penalty
on the check because his equipment, although usable, is
inappropriate for the skill.

Every time a character takes the Creative feat, he gets a +2
bonus on checks involving two Perform skills he designates.

Troy makes a Perform (stringed instruments) check

See the feat description, page 81, for more information.
Time: A Perform check usually requires at least several
minutes to an hour or more.

Pilot (Dex)

Trained Only

Use this skill to fly a general-purpose fixed-wing aircraft.

Check: Typical piloting tasks don't require checks. Checks
are required during combat, for special maneuvers, or in
other extreme circumstances, or when the pilot wants to
attempt something outside the normal parameters of the
vehicle. When flying, you can attempt simple maneuvers
and stunts (actions in which the pilot attempts to do some-
thing complex very quickly or in a limited space).

Each vehicle's description (see Chapter Four) includes a
maneuver modifier that applies to Pilot checks made by the
operator of the vehicle.

Special: You can take 10 when making a Pilot check, but
you can't take 20.




A character with the Vehicle Expert feat gets a +2 bonus
on all Pilot checks.

There is no penalty for operating a general-purpose
fixed-wing aircraft. Other types of aircraft (heavy aircraft,
helicopters, jet fighters, and spacecraft) require the corre-
sponding Aircraft Operation feat, or else you take a 4
penalty on Drive checks.

Time: A Pilot check is a move action.

Profession (llis)

Profession reflects your aptitude for making money at your
occupation, whether it's an in-game job (an agent for
Department-7), an out-of-game job (a construction worker
who does his job between adventures), or something in
between (a journalist whose assignments often lead into
adventures). Profession relates to your ability to make the
most of your money, improves your earning potential, and
demonstrates an aptitude at developing a career. The more
ranks you have in the skill, the more power you have to rise
in your chosen field and accumulate wealth.

Check: You make Profession checks to improve your
Wealth bonus every time you attain a new level. The DC for
the check is your current Wealth bonus. If you succeed at
the Profession check, your Wealth bonus increases by +1.
For every 5 by which you exceed the DC, your Wealth
bonus increases by an additional +1. You can't take 10 or
take 20 when making a Profession check to improve your
Wealth bonus.

For example, when Yoriko attains her 3rd character level,
she makes a Profession check. The DC is equal to her current
Wealth bonus, +5. If she gets a result of 16, then she
increases her Wealth bonus by +3 (+] for succeeding on the
check, and +2 for exceeding the DC by 11). Yoriko's Wealth
bonus at the start of her 3rd level is +8.

How many ranks you have in the Profession skill (includ
ing ranks you may have just acquired after gaining a level)
also adds to the Wealth bonus increase you receive upon
gaining a new level. In addition to the Wealth bonus
increase you gain from your Profession check result (if the
check succeeds), the number of ranks you have in this skill
increases your Wealth bonus as follows.

Ranks Wealth Bonus Increase
-5 +]
6-10 +2
11-15 +3
16-20 +4
=23 +5

So, continuing the above example, if Yoriko has 5 ranks in
Profession, then she would increase her Wealth bonus by +4
at 3rd level (+3 for her skill check result and +1 for the
number of ranks she has in the skill).

See Chapter Four: Equipment for more details on Wealth
checks.

Special: If your Gamemaster deems it appropriate, you
can add your Profession madifier when making a Reputation
check to deal with a work- or career-related situation,

Every time a character takes the Windfall feat, he gets a
cumulative +1 bonus on all Profession checks.

Read/Write Language (None)
Trained Only

The Read/Write Language skill doesn't work like a stan-
dard skill.

* You automatically know how to read and write your
native language; you do not need ranks to do so.

¢ Fach additional language costs 1 rank. When you add a
rank to Read/Write Language, you choose a new lan-
guage that you can read and write.

 You never make Read/Write Language checks. You
either know how to read and write a specific language
or you don't.

* To be able to speak a language that you can read and
write, you must take the Speak Language skill for the
appropriate language.

* You can choose any language, modern or ancient. (See
the sidebar on page 73 for suggestions.) Your GM
might determine that you can't learn a specific lan-
guage due to the circumstances of your campaign.

Repair (Int)
Trained Only

You can repair or jury-rig damaged machinery or elec-
tronic devices.

Check: Most Repair checks are made to fix complex elec-
tronic or mechanical devices, such as radios, cars, or com-
puters. The DC is set by the GM. In general, simple repairs
have a DC of 10 to 15 and require no more than a few minutes
to accomplish. More complex repalr work has a DC of 20 or
higher and can require an hour or more to complete, Making
repairs also involves a monetary cost when spare parts or
new components are needed, represented by a Wealth
check. If the GM decides this isn't necessary for the type of
repair you are attempting, then no Wealth check is needed.

Purchase Repair
Repair Task (Example) DC  DC Time
Simple (tool, simple weapon) 4 10 1min.
Moderate (mechanical or 7 15 10 min,
electronic component)
Complex (mechanical or 10 20 hr
electronic device) X
Advanced (cutting-edge B3 25 10 hr

mechanical or electronic device)

Jury-Rig: You can choose to attempt jury-rigged, or tem-
porary, repairs. Doing this reduces the purchase DC by 3 and
the Repair check DC by 5, and allows you to make the check
in as little as a full-round action. However, a jury-rigged
repair can only fix a single problem with a check, and the
temporary repair only lasts until the end of the current
scene or encounter. The jury-rigged object must be fully
repaired thereafter.

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

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




Try Again?: Yes, though in some specific cases, the GM
may decide that a failed Repair check has negative ramifica-
tions that prevent repeated checks.

Special: You can take 10 or take 20 on a Repair check.
When making a Repair check to accomplish a jury-rig repair,
you can't take 20.

Repair requires an electrical tool kit, a mechanical tool
kit, or a multipurpose tool (see page 118), depending on the
task. If you do not have the appropriate tools, you take a —4
penalty on your check.

Craft (mechanical) or Craft (electronic) can provide a +2
synergy bonus on Repair checks made for mechanical or
electronic devices (see Skill Synergy, page 48).

A character with the Gearhead feat and at least 1 rank in
this skill gets a +2 bonus on all Repair checks.

Time: See the table for guidelines. You can make a jury-
rig repair as a full-round action, but the work only lasts until
the end of the current encounter (as defined in Chapter
Seven: Gamemastering).

Research (Int)

Use this skill to learn information from books, the Internet,
or other standard sources. Research allows you to navigate
a library, an office filing system, a newspaper morgue, or the
World Wide Web. It doesn't include talking to people and
asking questions; that's handled by Gather Information or
roleplaying encounters.

Check: Researching a topic takes time, skill, and some
luck. The GM determines how obscure a particular
topic Is [the more obscure, the higher the DC) and
what kind of information might be available
depending on where you are conducting your
research.

General 10
Major corporations with offices in

~ Des Moines. The address of a suspect.

Spec -

Restricted ' 20
The maximum operating depth of a
Seawolf-class submarine. The specific mili-

tary units assigned to a covert operation.

Protected "

1Usually requires access to a restricted information source,
such as a secure Internet site or a private archive, before a
check can be made,

Information ranges from general to protected.
Given enough time (usually 1d4 hours) and a suc-
cessful skill check, you get a general idea about a
given topic, such as the latest news in an area, the public
history of an old building, or a few facts about a well-
known individual. This assumes that no obvious reasons
exist why such information would be unavailable, and

your mount with your knees so that you can use both hands in

that you have a way to acquire restricted or protected
information.

The higher the check result, the better and more com-
plete the information. If you want to discover a specific
fact, date, map, or similar bit of information, add +5 to +15to
the DC.

Try Again?: Yes.

Special: You can take 10 or take 20 on a Research check.

A character with the Studious feat gets a +2 bonus on all
Research checks.

Computer Use can provide a +2 synergy bonus on a
Research check when searching computer records for data
(see Skill Synergy, page 48).

Time: A Research check takes 1d4 hours.

Ride (Dex)

Use this skill to ride any kind of mount, including horses,
mules, and elephants, among others. Animals ill suited as
mounts provide a —2 penalty on their rider’s Ride check.

Check: Typical riding actions don't require checks. You
can saddle, mount, ride, and dismount without a problem.
Mounting or dismounting an animal is a move action. Some
tasks, such as those undertaken in combat or other extreme
circumstances, require checks. In addition, attempting trick
riding or asking the animal to perform an unusual technique
also requires a check.

Guide with Knees (DC 5): You can react instantly to guide

Yoriko and Lily engage in
some Research




combat or to perform some other action. Make the check at the
start of your round. If you fail, you can only use one hand this
round because you need to use the other to control your mount.

Stay in Saddle (DC 5): You can react instantly to try to
avoid falling when your mount rears or bolts unexpectedly
or when you take damage.

Fight while Mounted (DC 20): Whl;e in combat, you
can attempt to control a mount that is not trained in
combat riding (see the Handle Animal skill, page 62). If you
succeed, you use only a move action, and you can use your
attack action to do something else. If you fail, you can do
nothing else that round. If you fail by more than 5, you lose
control of the animal.

For animals trained in combat riding, you do not need to
make this check. Instead, you can use your move action to
have the animal perform a trick (commonly. to attack). You
can use your attack action normally.

Cover (DC 15): You can react instantly to drop down and
hang alongside your mount, using it as one-half cover. You
can't attack while using your mount as cover. If you fail, you
don't get the cover benefit.

Soft Fall (DC 15): You react instantly when you fall off a
mount, such as when it is killed or when it falls, to try to
avoid taking damage. If you fail, you take 1d6 points of
falling damage (see page 214).

Leap (DC 15): You can get your mount to leap obstacles
as part of its movement. Use your Ride modifier or the
mount's Jump modifier (whichever is lower) when the
mount makes its Jump check (see page 65). You make a Ride
check (DC 15) to stay on the mount when it leaps.

Fast Mount or Dismount (DC 20; armor penalty
applies): You can mount or dismount as a free action. If you
fail the check, mounting or dismounting is a move action.
(You can't atternpt a fast mount or dismount unless you can
perform the mount or dismount as a move action this
round, should the check fail.)

Special: If you are riding bareback, you take a -5 penalty
on Ride checks.

You can take 10 when making a Ride check, but you can't
take 20.

A character with the Animal Affinity feat gets a +2 bonus
on all Ride checks.

Time: Ride is a move action, except when otherwise
noted for the special tasks listed above.

Search (Inf)

You can make a detailed examination of a specific area,
looking for lost abjects, hidden compartments, and traps, or
to discern other details that aren't readily apparent at a
casual glance. The Search skill lets a character detect some
small detail or irregularity through active effort, whereas
the Spot skill lets you notice something with a quick scan.

DC Task

10 Ransack an area to find a certain object.

20  Notice a typical secret compartment, a simple
trap. or an abscure clue.

25+  Find a complex or well-hidden secret compart-
ment or trap; notice an extremely obscure clue.

Check: You generally must be within 10 feet of the
object or surface to be examined. You can examine up to a
5-foot-by-5-foot area or a volume of goods 5 feet on a side
with a single check.

A Search check can turn up individual footprints, but
does not allow you to follow tracks or tell you which direc-
tion the creature or creatures went or came from.

Special: You can take 10 or take 20 when making a Search
check.

A character with the Meticulous feat gets a +2 bonus on
all Search checks.

Time: A Search check is a full-round action.

Sense Mofive (llis)

Use this skill to tell when someone is bluffing or lying to
you. This skill represents sensitivity to the body language,
speech habits, and mannerisms of others.

Check: A successful check allows you to avoid being
bluffed (see the Bluff skill, page 49). You can also use the
skill to tell when someone is behaving oddly or to assess
someone’s trustworthiness.

In addition, you can use this skill to make an assessment of
a social situation. With a successful check (DC 20), you can get
the feeling from another’s behavior that something is wrong,
such as when you're talking to an impostor. Also, you can get
the feeling that someone is trustworthy and honorable.

Try Again?: No, though you may make a Sense Motive
check for each bluff made on you.

Special: You can take 10 when making a Sense Motive
check, but you can't take 20.

A character with the Attentive feat gets a +2 bonus on all
Sense Motive checks.

You can use Sense Motive to detect that a hidden mes-
sage is being transmitted via the Bluff skill (DC equal to the
bluff check result of the sender). If your check result beats
the DC by 5 or more, you understand the secret message as
well. If your check fails by 5 or more, you misinterpret the
message in some fashion.

Time: A Sense Motive check may be made as a reaction
to another character’s Bluff check. (When that’s the case,
your GM may roll your Sense Motive check in secret, so you
don’t necessarily know someone’s trying to bluff you.) Using
Sense Motive to get a sense of someone’s trustworthiness
takes at least 1 minute.

Sleight of Hand (Dex)

Trained Only; Armor Penalty

You can lift a wallet and hide it on your person, palm an
unattended object, hide a small weapon in your clothing, or
perform some feat of adroitness with an object no larger
than a hat or a loaf of bread.

Check: A check against DC 10 lets you palm a coin-sized,
unattended object. Minor feats of sleight of hand, such as
making a coin disappear, also have a DC of 10 unless an
observer is concentrating on noticing what you are doing,

When you perform this skill under close observation,
your skill check is opposed by the observer's Spot check.
The observers check doesn't prevent you from performing
the action, just from doing it unnoticed.




When you try to take something from another person,
your opponent makes a Spot check to detect the attempt.
To obtain the object, you must get a result of 20 or higher,
regardless of the opponent’s check result. The opponent
detects the attempt if her check result beats your check
result, whether you take the object or not.

You can use Sleight of Hand to conceal a small weapon or
object on your body. See Concealed Weapons and Objects,
page 94.

Try Again?: A second Sleight of Hand attempt against
the same target, or when being watched by the same
observer, has a DC 10 higher than the first check if the first
check failed or if the attempt was noticed.

Special: You can take 10 when making a Sleight of Hand
check, but you can't take 20.

You can make an untrained Sleight of Hand check to con-
ceal a weapon or object (see page 94), but you must always
take 10.

A character with the Nimble feat and at least 1 rank in this
skill gets a +2 bonus on all Sleight of Hand checks.

Time: A Sleight of Hand check is an attack action.

Speak Language (Nlone)
Trained Only
The Speak Language skill doesn't work like a standard skill

» You automatically know how to speak your native lan-
guage; you do not need ranks to do so.

o Fach additional language costs 1 rank. When you add a
rank to Speak Language. you choose a new language
that you can speak.

* You never make Speak Language checks. You either
know how to speak and understand a specific lan-
guage or you don't.

» To be able to read and write a language that you can
speak, you must take the Read/Write Language skill
for the appropriate language.

« You can choose any language, modemn or ancient. (See
the accompanying sidebar for suggestions.) Your GM
might determine that you can't learn a specific lan-
guage due to the circumstances of your campaign.

Spof (Wis)

Use this skill to notice opponents waiting in ambush, to see
amugger lurking in the shadows. or to discern a sniper hiding
on a rooftop by making a quick scan of your surroundings.

Check: The Spot skill is used to notice items that aren't
immediately obvious and people who are attempting to
hide. The GM may call for a Spot check by a character who
is in a position to notice something. You can also make a
Spot check voluntarily if you want to try to notice some-
thing in your vicinity.

The GM may make the Spot check in secret so that you
don't know whether not noticing anything means that noth-
ing is there or that you failed the check.

A successful Spot check when there isn’t anything to
notice results in you noticing nothing.

Spot is often used to notice a person or creature hiding
from view. In such cases, your Spot check is opposed by

.anquage Groups

There are thousands of languages to choose from
when you buy ranks in Speak Language or Read/
Write Language. A few are listed here, sorted into
their general language groups.

A language's group doesn't matter when you're buy-
ing ranks in Speak Language or Read/Write Language.
Language groups are provided here because they per-
tain to the Smart hero's Linguist talent (see page 26).

This list is by no means exhaustive—there are many
more language groups, and most groups contain more
languages than those listed here.

Algic: Algonkin, Arapaho, Blackfoot, Cheyenne,
Shawnee.

Armenian: Armenian.

Athabascan: Apache, Chipewyan, Navaho.

Attic: Ancient Greek*, Greek.

Baltic: Latvian, Lithuanian.

Celtic: Gaelic (Irish), Gaelic {Scots), Welsh.

Chinese: Cantonese, Mandarin.

Finno-Lappic: Estonian, Finnish, Lapp.

Germanic: Afrikaans, Danish, Dutch, English,
Flemish, German, Icelandic, Norwegian, Swedish,
Yiddish.

Hamo-Semitic: Coptic*, Middle Egyptian®.

Indic: Hindi, Punjabi, Sanskrit*, Urdu.

Iranian: Farsi, Pashto.

Japanese: Japanese.

Korean: Korean.

Romance: French, |talian, Latin*, Portuguese,
Romanian, Spanish.

Semitic: Akkadian (aka Babylonian)*, Ancient
Hebrew*, Arabic, Aramaic*, Hebrew.

Slavic: Belorussian, Bulgarian, Czech, Polish,
Russian, Serbo-Croatian, Slovak, Ukrainian.

Tibeto-Burman: Burmese, Sherpa, Tibetan.

Turkic: Azerbaijani, Turkish, Uzbek.

Ugric: Hungarian (aka Magyar).

*This is an ancient language. In the modern world it is spoken
only by scholars, or in some cases by small populations in iso-
lated corners of the world.

the Hide check of the character trying not to be seen. Spot
is also used to detect someone in disguise (see the Dis-
guise skill, page 59), or to notice a concealed weapon on
another person (see Concealed Weapons and Objects,
page 94).

Your Spot check is modified by a =1 penalty for every 10
feet of distance between you and the character or object
you are trying to discern. The check carries a further =5
penalty if you are in the midst of activity (a combat scene,
a crowded street, a bustling airport, and so forth).

Try Again?: You can make a Spot check every time you
have the opportunity to notice something in a reactive
manner. As a full-round action, you may attempt to notice
something that you failed (or believe you failed) to
notice previously.

Special: You can take 10 or take 20 when making a Spot
check.




A character with the Alertness feat gets a +2 bonus on all
Spot checks.

Time: A Spot check is either a reaction (if called for by
the GM) or a full-round action (if you actively take the time
to try to notice something).

Survival (is)

Use this skill to follow tracks, hunt wild game, guide a party
safely through the wilderness, identify signs that a pack of
wild dogs live nearby, or avoid quicksand and other natural
hazards,

Check: You can keep yourself and others safe and fed in
the wild.

DC Task

10 Get along in the wild. Move up to half your over-
land speed while hunting and foraging (no food or
water supplies needed). You can provide food and
water for one other person for every 2 points by
which your check result exceeds 10.

15 Gain a +2 circumstance bonus on Fortitude saves
against severe weather while moving up to half
your overland speed, or gain a +4 circumstance
bonus if stationary, You may grant the same bonus
to one other character for every 1 point by which
your check result exceeds 15,

18 Avoid getting lost and avoid natural hazards, such
as quicksand.

With the Track feat (see page 88), you can use Survival checks
to track a character or animal across various terrain types.

Special: You can take 10 when making a Survival check.
You can take 20 when tracking, or if there is no danger or
penalty for failure, but not on periodic checks to get along
in the wild,

A character with the Guide feat gets a +2 bonus on all
Survival checks.

Time: Basic Survival checks occur each day in the wilder-
ness or whenever a hazard presents itself. When using Sur-
vival with t