1.1.1. Agility skills

Acrobatics 
Fighter
This skill receives an armour check penalty.

This is a very useful skill.  It enables the character employing it to perform extraordinary feats of dexterity.  It can be very useful in combat to evade attacks, and also when falling.  This skill can also be useful when combined with the martial arts skill, as in many circumstances it can increase the usefulness of that skill.

A character with the acrobatics skill is adept in tumbling, jumping, and all other aspects of extreme agility.

This skill gives a character a +15 % bonus to the climb skill and a +10 % bonus to the martial arts skill.

Typical difficulty scenarios

Easy: catching a coin that is tossed to you (if it fails then an unmodified agility check is used.

Moderate: Doing a little breakdance routine.

Average: breaking your fall when falling down a 5 m drop (would otherwise result in damage). Navigating a hang-wire.

Tricky: Doing a forward flip from a height of 2 m.

Difficult: Walking across a tightrope (failure does not necessarily result in a fall, but rather that the character cannot advance for a few rounds).

Challenging: Doing a backwards flip over an individual standing level with you.

Hard: Running jump through a hole in a wall that is only slightly larger than your body.

Very hard: Going all the way down a 20 story building by dropping between balconies, always grabbing the balcony floor

Impossible: Jumping straight up 5 m without a run.  Walking on hands for an entire day, doing all regular day-to-day tasks.

Climb
Thief
This skill receives an armour check penalty.

This skill is used to navigate up and down surfaces, such as cliffs, sides of building etc.  With or without climbing gear or grabbling devices. 

When climbing you can move at ¼ your standard movement rate per check.  The check is made each round, and an unsuccessful check means that the character cannot move for that round.  A catastrophic failure means that the character loses his hold and falls, providing he is fastened to a rope.

A climbing character cannot dodge attacks, and thus loses any agility bonuses to AC.  Opponents gat an additional +2 bonus to hit as well.

If a climbing character receives damage then he must make a climbing check with any appropriate penalties or multipliers or he will fall.

A character with the climbing skill is also adept at using all climbing gear, ropes, tying knots, etc.

When using a rope gun a character with the climb skill can make an average skill check, and if it’s successful he gets a +2 - +5 bonus on the rope gun attack roll, depending on the success of the skill roll. 

Typical difficulty scenarios

Easy: Climbing up a ladder at normal movement rate.

Moderate: Controlled sliding down a 60 degree slope.

Average: Climbing up or down a wall.  Modifiers according to difficulty of check apply.

Tricky: Increasing ascent/descent speed when climbing.

Difficult: Climbing using only hands.

Challenging: Climbing while avoiding incoming fire (receiving normal agility AC bonuses)

Hard: Catching any hold on a surface while falling.

Very hard: Climbing up a robe using only one hand.

Impossible: Running up a slippery surface at twice your normal movement rate while shooting at enemies behind you.

Drive 
Bountyhunter, Pilot
A character with the Drive skill can use any kind of surface based vehicles such as groundcars, hovercars, motorcycles, tanks, etc.  Literally anything that is relatively bound to the ground.

Typically a check is made when starting to drive only if there are any adverse circumstances.  A character that has anything in this skill does not need to make a driving check if using normal vehicles on normal surfaces.  Therefore a 20 in this skill is more than enough for any day-to-day driving, and it is assumed that typical drivers have even less than that. 

A failed driving check does not always result in a crash.  It is probable that the driver might be able to slow the vehicle down to a halt, or simply cancel the intended manoeuvre.

Typical difficulty scenarios

Easy: Driving fast in heavy rain

Moderate: Driving an unaccustomed vehicle (such as a tank, if you’ve never driven one before)

Average: Driving while your vehicle is under fire.  
Driving fast in heavy traffic

Tricky: Driving fast on a winding mountain road.

Difficult: Exiting or entering an autorail tube without using computer assistance (using computer assistance does not require any checks).  Driving a groundcar on two wheels.

Challenging: Keeping the vehicle level with another vehicle (while a party member jumps between them) in heavy traffic at great speeds

Hard: Backing a hovercar at 400 km/h. Using a ramp to jump a car.

Very hard: Driving a hovercar onto of another car, and making a carjump of it which results in a 360 degree spin.

Impossible: Driving blindfolded in an autorail tube without computer assistance.

Zero Buoyancy Control
Warrior, Pilot
This skill receives an armour check penalty.
Characters with this skill can adapt themselves to zero G environment and can, if a successful check is made, lose all penalties that would normally apply.

This skill is also used when operating thrust belts and when making any kind of parachute deployment.

This skill can be vital in spaceships that have no artificial gravity generator and in ships that have lost their life support (and therefore their gravity).

Typical difficulty scenarios

Easy: Manoeuvring in a typical 0-G environment.  
Moderate: Using a thrust belt in space. 
Average: Making a High Altitude Low Opening parachute jump. Dodging in a 0-G environment.

Tricky: Operating a thrust belt during a combat situation.

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible: 
Martial arts
Fighter
The martial arts skill enables a character to be proficient in a single martial art.  For simplicity sake it is assumed that your character can train in any martial arts that are available to you, such as Boxing, Kung Fu, Aikido, Jujitsu, Karate, etc.

The martial art you choose controls how you will use it.  If your character studies Aikido he would not be allowed to use martial arts to make a roundhouse kick.  A character studying Tae Kwon Do would likewise not be allowed to use his martial art for locking his opponent.

Typical difficulty scenarios

Easy: Making a controlled fall at level height using Aikido.

Moderate: Making a successful spinning kick using Tae Kwon Do

Average: Making a specialized called shot with x1.5 damage

Tricky: Making a specialized called shot with x2 damage

Difficult: Making a specialized called shot with x2.5 damage

Challenging: Making a specialized called shot with x3 damage 
Hard: Making a specialized called shot with x3.5 damage

Very hard: Making a specialized called shot with x4 damage

Impossible: Killing a person with one attack

Pilot
Pilot
The Pilot skill is used to control any flying vehicle, such as space ships, Atmospheric Vehicles (AV’s), thropters, etc.  These vehicles cannot be operated without this skill.

Typical difficulty scenarios

Easy:

Moderate: 

Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:  
Stealth
Warrior, Thief,


BountyHunter, Fighter
This skill receives an armour check penalty.
This ability allows the character that uses it to hide in his surroundings as long as there is any cover available.  If the character attempts to move he has to make a very difficult check to remain undetected. This skill is very important to cat burglars, and can also help characters who are employing the shadowing skill to remain unnoticed.

Characters employing this skill are also able to make no noise at all when they are creeping around, depending on the success of the check.

If a character is not trying to move silently while hiding in the shadows the skill check is somewhat easier, and vice versa.

Typical difficulty scenarios

Easy:

Moderate: 

Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:  
Thieving
Thief
This skill receives an armour check penalty.

This skill allows the user to snatch small things from pockets or purses.  If the victim makes an observation check with modifiers derived from the success of the thieving check the intentions are discovered but a failed thieving check does not necessarily mean that the target found out. This skill can also be used to plant objects on an individual (for example a microphone).

Typical difficulty scenarios

Easy: Stealing a shopping bag from an old lady.

Moderate: Planting something in a man’s coat pocket.

Average: Picking a wallet from someone’s rear pocket.

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:  
1.1.2. I.Q skills

Biology 
Fighter, Doctor
With the biology skill the character can identify wounds and examine how long people have been dead.  Additionally, the character can get bonuses to hit and damage (particularly useful when using the Sneak Attack).  That is why this skill is particularly useful to Fighters when they Sneak Attack.  This skill can also be very useful when finding out if a person is a living person or a synthetic life form (robot).  A successful skill check can increase first aid skill rolls by up to 30 %, and double the amount of hit points a character gets back.  The skill gives a fixed 15 % bonus to First aid, field surgery, diagnose and surgery skills.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Combat tactics 
Warrior
With this skill the character has good overall knowledge of tactical manoeuvres involving combat.   He knows how to direct people to a fight in the right way, and he also knows when to retreat and when to engage.  So when this skill is used (it takes no game time) all the characters on his team get a one point bonus on their hit rolls and initiative.  The GM must note that in circumstances where there are loud noises or the people can't hear the PC or things like that certain penalties apply.  Likewise bonuses apply when the people fighting are wearing headsets or can talk in alike ways. 

This skill can also be used to enable the character to make more successful attacks, allowing him to score an easier critical hit (maybe lowering the requirement from 20 to 19 or even 18!) (this doubles the time it takes to attack) as well as fight more efficiently, allowing for more attacks and easier hits.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Physical science

Astronomy

By using this skill a character can calculate basic information about stars and planets.  He can for instance see if planets are inhabited and how old they are.  And by using this skill the character can (if a successful check is rolled) increase his chances with the astrogation skill by 10 % and so forth.

The scientific and theoretical aspect of astronomy can also be studied by using this skill, as can astrophysics, although the physics skill is also required for that.  This skill gives the character a +15 % bonus to the astrogation skill.

Chemistry 

The character can brew potions with this skill and if he is good enough, maybe even poison,  although the penalties of possessing poison is death.  With this skill the character can also identify liquid and other substances and it can help him to find poison or other substances in a persons blood (provided he has the right equipment).  This skill can also be used to create explosive devises but must then be used in conjunction with the demolitions skill.  This skill can be useful for warriors.  Gives a +10 % bonus to the chemical therapy skill as well as +5 % to physics. 

Geology 
With this skill a character has much knowledge about volcanic action, land sliding, earthquakes etc.  This skill can be used when choosing a landing site for a spacecraft and when driving cars he can use it to pick the best way to go (according to mud pools cracks etc.).  The geology skill can also be studied in order to gain a scientific understanding. 

Math 

A character with this skill is able to do complex mathematics as well as creating new mathematical formulas.  This skill is quite useful when using economics and engineer, as it can help the character employing those skills to calculate data.  Characters employing the physics skill must have a score of at least 15 in this skill.  Additionally, this skill gives a +10 % bonus to physics, hyper-navigation, gaming and economics as well as a +15 % bonus to cryptography.

Metallurgy 

By using this skill the character has extensive knowledge of all kinds of metals and ores.  He can identify various different metals and tell which ones are precious and which ones are not.  On a successful skill check this skill gives the user a 10% bonus to his geology checks (if he has geology) when dealing with ores.  This skill can be useful for characters working in mines, especially if they are supervisors, and as there is much money to be earned in the mines of the galaxy this skill is used by a great number of people.

Physics 

The physics skill makes the character able to work out physical formulas, theories and problems.  This skill can be used to calculate the hull stress factor of spaceships and the pressure inside the ship.  It can also be used to determine if ships can withstand the pressure change when going into an atmosphere or out of it plus endless other uses.  As with other scientific skills, this skill can be used to study theoretical physics, as well as astrophysics (by using the astronomy skill) and hyperspatial physics.  Characters cannot use this skill unless they have a score of 15% or higher in the math skill.  This can be an important skill for Pilots (or co-pilots) when piloting space vehicles.  Gives a +10 % bonus to the geology, metallurgy and engineer skills.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Craft

Cook 

A character with the cook skill can create meals if he has the material.  It is also possible to make quite delicious meals from things not normally edible.  The character with this skill can also identify tastes when eating.  The cooking skill can add a 10% bonus to a characters etiquette check when involving food.

Carpentry

the character is able to create things made from wood.  This skill can be useful when building shelters on desolated planets, and also when creating weapons, that use wood (such as rifles, and guns).

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Cryptography 

A useful skill when cracking codes of some sort.  A character with this skill can try to read and decipher security codes as well as old runes.  The science of cryptography is quite hard to master, and characters often have to spend many skill points into this skill before becoming adept in using it.  This skill can be very useful when reading any foreign language, ancient or modern, and it can also help computer programmers when performing hard programming checks.  Any character who is performing Inter Linear Programming using the program computer skill, and employs this skill gets an additional 10% bonus to his programming check.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Operate database 
Rogue, Bountyhunter
This skill covers the ability to use a computer or a rolodex to search for a specific string or a specific bit of information.  This skill can be very useful for characters with programming when they're searching for something in computers.  This skill can also be used to compare pictures and documents, looking for a resemblance, or a difference.  It can be a good idea to put many points into this skill, especially for Bountyhunters.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Social Science

Economics 

A character with this skill has a working knowledge over basic economics.  He can do business deals and even trade at stock markets if his score is high enough.  It can be useful to have this skill when buying or selling spaceships or other items.  This skill can be useful when running a company of any sorts, so rogues tend to acquire this skill at some point in their career.

History 

A character with this skill is able to know all major historic events in the Galaxy or on a particular place in the Galaxy since they were first collected.  A useful skill for the Bountyhunter.  A successful check with this skill gives the holder of it a +20 % bonus to his General Knowledge.  This skill is very similar to the general knowledge check but it deals more with exact dates and names of socially important events rather than just with the facts as the general knowledge skill. Gives a +10 % bonus to the general knowledge skill.

Literature 

The character using this skill has knowledge of literature in the past and at present times.  He can identify poems and know the work of authors.  The character can, as with the general knowledge and history skill, elect to have extensive knowledge of a particular time era, or a specific part of the galaxy.  If he elects to know about the whole galaxy since written records were available, then the grasp of this skill is so shallow that each check is enormously difficult.  This skill can be quite useful on social occasions.  This skill gives a +20 % bonus to the history skill.

Psychology

A character with the psychology skill has extensive knowledge regarding sentient psyche, and can manipulate persons easier than most, as well as help them.  A character that hasn’t specialized with any one race is considered to be well read on the mental conditions of all races, so a specialization can be well worth it in certain cases.

The character can try to hypnotise other people.  The victim must be willing to be hypnotised for the check to succeed.  If it is not the check grows much harder.  The subject is hypnotised for 1d10+3 hours unless he/she has more than 15 in Int For each point after 15 the character lessens the effect by 2 hours.  This skill cannot be used on other Player Characters.  This skill can come in handy when some information needs to be extracted from an individual, when he has forgotten it.  This skill gives a +10 % bonus to interrogation, intimidate, public speaking, leadership and convince.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Engineering
Technician
With this skill a person can invent new tools and make diagrams for items to build.  He can also make very accurate blueprints of any location he is studying by using this skill. 

The Engineer skill is very useful for Technicians and also warriors who wish to construct their own weapons.  It is used in conjunction with repair skills to enable the character to make new equipment.

This skill gives a 5 % bonus to all repair skills.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Forensics
This is the general science of “laboratory criminology”, for example computation of bullet trajectories, microscopic and chemical analysis of clues etc.  The Forensics skill can also be used when surveying a scene after a confrontation to see what happened.  This skill can be quite useful for the Bountyhunter.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
General Knowledge 
Rogue, Bountyhunter
This skill allows the character to have knowledge of what is happening inside the Galaxy at this particular time.  Or he can choose a time era that he wants to know about.  It is also possible to have extensive knowledge of a particular place in the Galaxy and therefore know very much about that place.  This skill is tremendously useful to all characters as any knowledge is important.  

It is a good idea for characters with this skill to spend some of their free time watching the news to keep the skill “up to date”.  The GM will apply penalties if the character has failed to do so.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Hyper-navigation 
Pilot
One can not enter hyperspace without this skill.  It allows the character using it to make the appropriate calculations to enter the hyperspatial tunnels.  Usually when a character rolls this check it is an easy one (x 2) but he can attempt to go into hyperspace earlier or perform some other feats and receive penalties for it.  It isn't important to have a score higher than 50 in this skill for all "normal" hyperspatial jumps but Pilots often have a higher score in it as it is their basic skill.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible

Interrogation
This is the ability to question prisoners and gather information from those not willing to share it.  It can be quite difficult to obtain this skill, as it is not taught as a science except at intelligence agencies and possibly military units.  An interrogation check’s difficulty level is based on several factors, such as the Grace of the character applying it, whether he is willing to use torture or not, and the prisoner’s IQ and fatigue level.  Interrogation is always a lot more effective if two people with this skill are working together.  It is possible to apply this skill several times to one prisoner, if the character steps up the ante with each skill check.  For example: first uses threats, then torture, then torture of a beloved, etc.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible

Law 
Rogue, Bountyhunter
A character who has this skill has knowledge concerning legal matters in the Galaxy and the penalties for illegal actions.  A typical lawyer has about 40-50 in this skill. This skill can also be used in conjunction with the convince skill when trying to get out of a legal situation (or trying to get somebody into one).  The player using this skill can choose whether he wants to study criminal law, economic law, or just general law.  The law skill does not enable characters to know which laws apply in each individual system, as they vary from system to system.  

This skill only allows the character to have knowledge of the galactic laws, unless otherwise specified by the GM. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible

Memorise 
Rogue
With this skill people can memorise information.  They can memorise paths that they take, and if they have seen a person before it is very likely that they will recognise him again.  If characters declare that they will try to remember a specific piece of information when they first acquire it, and their memorise check is successful, than any memorise check made in the future concerning that piece of information becomes easier.   On a successful skill check a character employing this skill gets a 10% bonus to any scientific skill he might have researched (Astronomy, Law, etc.).

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Navigate
Pilot
With this skill a character knows how to plot a spaceships course, heading and alignment in space.  A very important skill for Pilots.  With it they can escape from a space fight without having to go of the map on the other side (this is explained in the spacecombat chapter).  This skill can be used to calculate other stuff as well, such as the vectors of spaceships after they went into NLS or hyperspace.  This is often done by pirates who are tracking ships, as well as commercial pilots who are evading pirates.

With this skill a character is able to navigate on a planet or inside a star system using no equipment whatsoever.  If the character has any equipment to aid him the check is easier for him.  The skill can also be used to calibre and repair compasses and other navigational devices. This skill is a raw version of the astrogation skill, and it doesn't equal it in any way (except for the fact that astrogation doesn't work on planets).

Typical difficulty scenarios

Easy: Typical piloting check.

Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Observation
All classes
Using this skill a character can notice various things that can provide important clues.  He can also know what a particular sound is and notice if someone is picking their pockets. This skill is one of the most useful skills a character can have.  It can be used to notice all sorts of things.  This skill can also be used to keep something hidden and unnoticed.  It is suggested that all characters put many points in this skill.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Survival

This skill is used on "wild worlds", or worlds without inhabitation.  The user of this skill is adept in using the land, and can find suitable shelter as well as foresee danger in the form of natural disaster and wild animals.  

With this skill the character can also find his way on a world by the sun and at nights by the stars.  The GM must note the penalties when, for instance the planet rotates backwards in respect to the characters home planet or if the system has two suns that the character doesn't know about etc.

This skill is recommended for anyone to have this skill who might get stuck on a unpopulated world.  Gives a +10 % bonus to the tracking, foraging and hunting skills

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Programming
Rogue
The character can program computers of any kind (except robot computers) and can access security areas inside the computers using this skill.  A very useful skill in a world that would collapse without computers.  Most people have some working knowledge of computers so this skill isn't essential to use a computer but it can be very useful when the character wishes to do something that involves "hacking".  

This skill allows characters both to have extensive working knowledge of computers, and also to perform ILP, or Inter Linear Programming, programming the LAMB, and LMC directly without using the CPU (see the chapter on computers).  The advantages of ILP is more control of the computer, but the disadvantages are that characters must succeed a hard programming check. 

Programming can also be used to program the circuits of robots, and can be effective to immobilize an attack droid or bury into the memory banks of a surveillance unit.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Shadowing 
Bountyhunter
A character using this skill can blend into a crowd when following a specific individual.  A character's clothes and size are of course a ruling factor in the penalties the GM might apply to the check.  Stealth and move silently can, under the right circumstances, aid the character who is using this skill.  The character can also use it to evade a trail, even if he doesn’t know for sure someone is following him.

The skill can also be used to follow in vehicles, especially cars, and is most often used in that capacity.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Lore
Pilot, Thief
A character employing this skill has much practical knowledge of spaceships.  He can know what weapons and defences other ships have and can strike accordingly.  He can also use this skill to find out how many hull points a ship has left and can know how many are in the crew and if he knows the particular ship from somewhere etc.  This skill can also help the character to locate specific modules inside his own ship, as his knowledge of spaceships is general.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Signal 

The ability to signal others using hand movement or sounds and understand their signalling although they might not have the signal skill.  This skill can be very useful in combat situations, when commanding characters how to move, and fight. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.3. Stamina Skills

Tolerance
Warrior
With this skill a character can bear to be tortured for a long period of time.  He can also run longer and does not get as many penalties when running fast.  If a character with this skill gets down to 1 or 2 hp he can stay awake by making this check. This skill can also be used to withstand exposure to hostile environments such as heat, cold or radiation, and it can increase the characters tolerance level to starvation and dehydration.  A useful skill for any class.
  Note that the Tolerance skill cannot prevent a character from losing hit points from damage, even if he can ignore the pain.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.4. Doctor Skills

All doctor skills have the Int attribute as a modifier.  These skills can only be taken by a Doctor.

Diagnose
Doctor
A technician with this skill is able to identify the specific cause of a characters illness.  The success of the check depends on how long the technician is diagnosing and how well hidden the illness is.  A rule of a thumb is that if the technician spends 1 minute diagnosing a patient the check is impossible and it gets easier, by one category for every two minutes spent diagnosing.

Life suspension 
Doctor
A technician with this skill can operate a life suspension device such as the ones that are used to bring people who have recently died back to life.  When a suspension device is used a character who is at less than 0 hit points must be put in it in rounds that are fewer than half his stamina.  Every round there after he loses 2 Int points.  The user of this skill can also check a life suspension device for errors and correct them.

Surgery 
Doctor
A technician using this skill is able to treat very serious injuries.  He can give a character back 3d8+5 hit points using this skill.  He can only make one surgery attempt on each character though.  When using this skill on himself the technician needs to make a very difficult check.  A surgery attempt takes 3d20 minutes and requires a sterilised surgery equipped with modern surgical tools (The check gets more difficult if accommodations are scarce).  The technician needs to have at least 35 in field surgery to acquire this skill.

Field surgery 
Doctor
The technician knows how to heal people lightly.  Close wounds, heal injuries from lasers and PEC, etc.. The required time for treatment is 1d4 rounds.  The patient receives 1d8 hit points back (a very successful check can even double this amount) and all bleeding stops, provided the skill check was successful.  This skill requires only a field medical kit.  The technician cannot perform field surgery on the same character twice, unless the character has sustain additional injuries, and then only up to the hit point number the additional injuries caused.

Chemical therapy 
Doctor
This skill enables the technician to be proficient in all types of chemical therapy, that is, administering chemicals into a patient to alter his condition.  This can range from prescribing pain killers to acquiring the best results from healing syringes (can double or even triple the syringe effectiveness).  This skill can also be used to identify medical potions, and acquire samples of fluids and plasma from patients.. 

1.1.5. Grace skills

Act 
Rogue
With this skill the character is able to act and make people think that he is someone that he is not.  If a successful disguise check is also made he get a plus 10 bonus to this check.  This skill can also be used to study the art of acting, such as in the cinema and in plays.  Characters who are going to act in a movie or play must make a successful skill check prior to each show in order to act convincingly, although the check will most likely grow easier with each successful skill roll. 

The person with this skill is also able to mimic the vocal patterns created by other creatures. The penalties of the check depend on the race and if he knows the person being mimicked well.  It has to be taken into consideration that the character cannot mimic a language he doesn't know, but he can try to disguise any accent he might have, or to create an accent which he wouldn't normally have.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Convince 
Rogue
This skill allows the character to talk others into doing what he wants them to do and believe what he wants them to believe.  You cannot use this skill on another player character.  The effect must be role played by the GM and the player employing this skill.  Most often the effect lasts for 2d6 rounds but the GM must decide at any given time if the effect should be infinite etc.   For instance, if a character convinces a guard to let him pass the effect might only last for 2d6 rounds, but under other circumstances the effect might last longer.  A basic skill for Rogues.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Disguise 

With the disguise skill the character is able to assume the form of another person (although no particular person can be specified), and even of a another race.  The check varies but when attempting to disguise himself as a creature of another race the character usually has to make an impossible check to succeed.  The GM has of course the final vote on that.  This skill can aid the act skill if used correctly.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Distract
 Fighter
The person using this skill can distract foes or other persons.  He can try to distract them away from himself or, with an easier check, provide through himself an opportunity for his friends to go undetected =while he tries to distract the guards using himself etc).  This skill can also be used to distract security systems, so the use for it is many fold.  It can be effective in melee combat as the character can distract his enemy to lower his guard or forfeit a round.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Diplomacy
Rogue
The character has the ability to be at home within a social group and knows what to wear for each festival or party.  He can also recover gracefully from blunders by making great excuses in public with this skill.  This skill enables the character employing it to have knowledge concerning wines, and allows him to attempt to mix cocktails.  This skill can also allow the user to be able to know a few social dances.  This skill can also be used to have complete knowledge of social customs of specific civilisations and customs, etc

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Intimidate 

The character is able to create an aura of menace around himself and can paralyse the people whom he speaks to or make them run away, depending on their level and the success of the check.  The character can also make this check to make him look fierce and although people don't run away from him they think twice before messing with him.  The GM and the PC must role-play each scenario concerning this skill.  Gives the character a +10 % bonus to the interrogation skill.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Leadership 
Warrior
The character has the ability to lead a large or small group of warriors or any other party into battle and out of it.  They must be willing to be lead though, although a hard check can make believers out of people who don’t have an opinion of the character either way.  The leadership skill gives the character a +10% bonus to his combat tactics skill, as long as he has made a bond with his troops.  This skill isn’t only be used for battles.  It can be used to lead any number of NPC's, during any kind of endeavour.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:

Operate security
Thief
This skill is used to neutralise the security systems that can be connected to doors and other things of that class.  It can also be used to disable video cameras and detectors of any kind or to activate security systems and repairing them.  In a world where security systems are widely used this can be a very useful skill for characters not quite prepared to go the legal way in things. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Operate Comm 
Pilot, (Technician)
With this skill the character is adept at using communication devices of any kind.  He is very good with the communications devices aboard spaceships and can jam other radio emissions using this skill.  With this skill the character can also attempt to repair communication devices of any kind (if successful 1d10 of communication  damage in spaceships).  The character can also eavesdrop on radio transmissions or Hyper-comm transmissions (although that is extremely hard).  This skill does not enable the character using it to jam or listen to the new Particle Light  Universal Messenger (PLUM) because those transmissions do not use waves but quantumized particles carrying the message which are "shot" from the transmitter towards the receiver.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Demolitions 
Warrior
The demolitions skill is an important skill for any fighter, whether he is of the warrior class or not.  This skill enables the user to blow things up, prevent explosions, and so on.  This skill can also be used to rig firearms (aided by the repair firearms skill) so they can't fire, or will blow up when they are.  There are unlimited uses that can be found for this skill.  As the skills function isn't very well defined the PC acquiring it must specialise in any given field of demolitions, such as explosives, engines, electricity. etc.  The GM must be careful not to limit the skills function too much, even though the player might not have specialised in a given area.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
First Aid 

With first aid the character is able to give first hand medical attention to a wounded person and give him back 1d4 hit points as long as he treats the patient less than 4 rounds after the damage is inflicted.  Even if he doesn't succeed the check he still manages to close the wounds and stop any great bleeding.  If the check is succeeded by 00-05 the hit points given double but if the character gets 95-99 he actually inflicts 1d2 points of damage upon the wounded person.  It can be useful to have the biology skill  when using this skill, as it adds a 10% bonus to the skill check (see biology).
Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Open Lock 
Thief
This skill can be used to open any locks that are technically advanced enough to be electrical in any way, such as keycard locks and number code locks. This is used a lot in the Galaxy by thieves and other "scum".  Some locks which are very technically advanced require this skill to be used in conjunction with the Bypass security skill because some locks have alarm systems linked into them.  The character must announce if he intends to use the bypass security skill also but he can make an Observation check to see if the lock is "wired".  This skill can also be used to bypass locks on hovercars, as they employ computerised locking mechanisms. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Repair Electrical
Technician
This skill allows the user to repair any electrical devices (or damage them).  They can fix the sensors aboard spaceships for 2d10 points if a check is made.  This skill has other uses also.  It can be used to help characters bypass security systems and open locks.  When this skill is used with the bypass security skill the character gets a +5% bonus to his bypass security and open locks checks.  Characters who are proficient enough in this skill can even create their own electrical devices, such as surveillance equipment etc. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Repair Weapon
Warrior, Technician
With this skill the user is able to repair a weapon that has fumbled or has been damaged in any other way.  He cannot repair weapons aboard spaceships if they have been blown up.  Although he can fix them if they have fumbled, or damaged slightly.  If given enough time and resources the character employing this skill can build his own firearms but the GM has the final vote on what these weapons are capable of.  The character CAN NOT build mega cannons or Nuclear bombs or anything like that. 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Repair Mechanical 
Technician
A character with this skill is capable of repairing machinery.  This is similar to the repair electrical skill.  A successful use of this skill repairs 2d10 points of damage to spaceship control, life support, hull or landing gear modules (as well as damaging them intentionally).  This skill can also be used to create mechanical devices, and can be quite effective when used with the Engineer skill.  This skill gives a +5 % bonus to the repair melee weapon, repair engine, and repair firearm skills.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
Operate sensors
Pilot, Technician
This highly useful  skill allows the user to be skilled in the use of sensors of any kind.  A character that uses this skill can try to evade or trail a spaceship that is going into NLS or hyperspace.  This skill can also be used with other sensing equipment such as metal detectors and Geiger counters, as well as medical equipment.  Both to use, repair or sabotage sensors 

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.6. Strength skills

Swimming

This skill receives an armour check penalty.
The character is able to swim half his normal movement rate in water or any other liquid.  The GM must apply appropriate penalties to the check depending on all factors (weather, hit points, heat of water etc.) (See the chapter on swimming for details)  This skill gives the character a +20 % bonus to the manoeuvre in space skill.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.7. Luck skills

Gaming

With this skill the character is able to play games like Red lead and Shock (and any other game), cheat and play better than normal characters can.  The character can earn considerable amounts of money if successful (although a successful observation check might reveal the cheating).  This skill can have very amusing consequences for the GM and the player.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.8. Other skills

Entertain

This skill receives an armour check penalty.
Play Instrument

The character with this skill is able to play an instrument of his or her own choice.  The instrument can be of any type, ranging from computers to flutes.  A character can learn to play one instrument per level, and has to add an additional 5% to his  play instrument skill each time he wishes to add an instrument.  This skill can be used to write music, although the job is not very talented.

The character can also create music and works of musical taste.  He can also try to send coded messages through some musical work although that would require a very difficult check.  Gives a +10 % bonus to the Sing skill.

Dance  

This skill can be used to display feats of dances and other sports that are alike in that area.  A person with this skill can also create his/her own dances.  The dance skill can be used to perform martial art feats, in alike manner as acrobatics, which makes this skill quite useful when fighting hand to hand combat.  Gives the character a +15 % bonus to the acrobatics skill.

Paint
A useful skill for Rogues.  It enables them (or anybody else with this skill) to create paintings and/or drawings with good accuracy.  A check must be made however to see if the painting was a masterpiece or not.  It can also be used to forger and perform other feats of reproduction.  If a character has a sufficient number of skill points in this skill he can also make some money from selling paintings, but this skill can also be useful when sketching, in much the same way as police sketch artists do, in order to identify an individual.  This skill gives a +10 % bonus to the forgery skill.

Sing
The character with this skill is able to sing in a pleasing manner.  If he has enough points in it he can even earn some money doing so.  This skill does not, however, enable the character to compose music of any kind, except to a very limited degree.  Gives the character a +10 % bonus to the play instrument skill.

Typical difficulty scenarios

Easy: 
Moderate: 
Average: 

Tricky: 

Difficult: 
Challenging: 
Hard: 
Very hard: 
Impossible:
1.1.9. Acalmaster powers

Acalmaster powers all use the Intelligence modifier, with no initial purchase cost.  Typically a check costs 2-5 energy points.  Powers in combat are usually made with #AT of 2/1, but this varies.

Bend light

The bend light power enables the Acalmaster to bend any electromagnetic wave at his will.  He can use this ability to control his Acal sword’s beam, to give places a shadowy presence, and to influence the sight of people, disrupting the light reflected from an object.   He can even attempt to change computer screen text, so this power can be very useful.

The power can be used in combat to bend light from laser weapons giving the enemy a penalty to hit, or even a likelihood to hit something else (such as his comrades).  Typically each –1 the enemy receives is an increase in difficulty from easy to impossible (-8).  This use of the skill costs 2 ep regardless of modifier.

Banish light

The Banish light power can banish all light from a specific location, making the place completely dark.  It can be used to counteract laser weapons, decreasing damage by 50 % for each difficulty category starting with average.

Telekinesis

This power can be used to move any object from one place to another, either by teleporting it, or moving it through space.  This power is very important to Acalmasters because they can fly using it, and can also summon their sword, or the enemies sword.

Influence Mind

The Influence power enables the Acalmaster to influence any individual, or to deceive him.  Influence can be used to change an individual's thoughts or to make him see, or hear something that isn't there.  This power is very important in everyday life, as it can make the Acalmaster invisible without having to bend light around him.

Teleport

This power is used to teleport the Acalmaster to a different location in the universe.  The move object power is much more limited than this, as the SET can be used to create an alternate Acalmaster, and can also be used to teleport another individual. The span of this power is limited by the characters ability in it.  It can reach beyond the galaxy if the Acalmaster is strong enough.

Cosmos call

This power is used to summon or contact anybody or anything living.  The Acalmaster can, for instance, call an evil Acalmaster and challenge him to a duel.  The Acalmaster can also summon future apprentices etc.  This power can also be used to contact entire planets (as long as there is life on them) and to call an Acalmasters weapon or armour to him from light years away.

Focus energy

This power enables the Acalmaster to focus any form of energy to a specific location, making the power much more defined and therefore more useful.   This power can both be used to focus energy such as light or explosive energy and to focus the Acalmasters energy.  This power is vital to the Acalmaster as it can dramatically improve the chances of succeeding another power check.  If an Acalmaster has an artifact such as a ring or a bracelet, it often gives him additional percentage to skill rolls or more energy points. The focus energy can increase the bonus.

Focus energy can also be used to transfer energy points to another Acalmaster at a startup cost of 5 energy points.  The other Acalmaster must be in visual range.

An Acalmaster employing this power receives a special energy attack that inflicts 1d8 points of damage for an easy roll, 2d8 for moderate up to 8d8 for an impossible roll.  The Acalmaster must make a melee attack roll with agility modifiers.  The attack costs 2 energy points per dice and has a base #AT of 1.

Form energy

Form energy was once considered the evil counterpart of Focus energy.  As the evil Acalmaster s use the energy around them instead of gathering it together inside, they can shape it at will, making shields, warriors, or simply weapons.  The Form energy is more powerful than the focus energy as the span of this power is much greater.

Telepathy

The telepathy power is used to communicate to any life form through the mind.  The intelligence of the life form contacted is not a relevant factor.  This power works differently than the cosmos call power as this power enables the Acalmaster to maintain contact with the contacted individual, but doesn't reach as far as cosmos call and is more easily blocked.  Typically the recipient has to be willing to communicate with the Acalmaster in this way. 

This power can also be used to read a targets surface thoughts or even go deeper if a difficult roll is successful.

Sense surroundings

This power is used to feel the surrounding area (the surrounding area can span light years, if the Acalmaster is strong enough) completely.  This power enables the Acalmaster to be aware of every within his spanned area.  The power is very useful in combat.  This power can give the Acalmaster a surprise roll even if the enemy is standing right in front of him.

Heal

Enables the Acalmaster to heal a certain amount of hp’s in himself or another individual.  Typically an easy check gives back 1d8 hp, moderate 2d8, etc. down to 8d8 for an impossible check with a cost of 2 ep/dice plus a 5 ep initial cost!  This power can also be used to treat poison victims and other types of injury. This power can be used repeatedly until the patient is fully healed.

Heal can also enable the Acalmaster to increase the maximum number of hit points an individual has for a limited amount of time at a cost of 4 ep/dice.  The amount is 1d6 with an easy check with an additional dice per difficulty level.

It takes two minutes/rounds to perform a heal.

Enhance senses

Can enhance senses of himself or others, giving a bonus to any sensory related skill checks for a limited amount of time.  A single sense costs 2 ep to enhance with a cost of 1 ep/round or minute to maintain, so all senses would cost an additional 10 ep with a maintenance cost of 5 ep.

Enhance ability

Raises a single attribute in himself or others by as much as 1d4 for a short time (Str, Agi, Sta, Gra) for an average check and an additional die per difficulty level.  The effect lasts for 1d10 rounds/minutes and costs 5 ep/die.  The effect is not cumulative, so the Acalmaster cannot use the power repeatedly for the same attribute on the same character.  The power can also be used to lower the ability of a hostile character by the same amount and time.

After the initial 1d10 rounds/minutes the Acalmaster can elect to maintain the effect at a cost of 5 ep/round regardless of the number of dice.

Empathy

Has great perception regarding his surroundings, sensitive to emotions and stray thoughts.  This power is used to detect hostile intentions on people and whether or not they are lying.  It can be used against one target or for an entire room (even in extreme circumstances an entire planet!).  Initial cost of empathy is typically 2 ep with a maintenance cost of 1 ep.

Self control

This power enables the Acalmaster to be in complete control of himself.  It can counteract psychology, intimidate, act, interrogation, convince and alike skills pretty easily and gives the Acalmaster the ability to gain back lost energy points at a much greater rate than otherwise through meditation (2 ep/hour instead of 5 per 24 hours).

The self control power can also allow the wielder to transform his own life energy into energy points.  This can be very useful in combat situations.  An average skill check transforms hit points into energy points at a rate of 1/1, and every difficulty level thereafter adds 1 ep/hp, so an impossible check would transform one hit point into 6 energy points.  This use of the ability costs 2 energy points and takes one minute/round.

The Acalmaster uses this power to maintain several powers at once, such as Enhance ability, sense surroundings and empathy at the same time.  There is no additional point loss for the self control skill but every additional maintenance increases the difficulty from easy and upwards.


