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INTRODUCTION

ONE SYSTEM,
LIMITLESS
POSSIBILITY!

In 2002, Alderac Entertainment Group released what has
been described as the first truly second-generation d20 product,
and the world’s preeminent espionage roleplaying game (RPG):
Spycraft™! This product line has consistently challenged com-
mon convention, building a large library of popular supplements,
developing innovative and exciting rules beyond the boundaries
of its core genre, and garnering one of the most dedicated fan
bases of any RPG product in current publication.

The book you hold in your hands is the next evolution of this
critically acclaimed system — and this time, it doesn’t end with
spies! Spycraft 2.0™ is the realization of a goal we set for our-
selves from the outset: to provide dynamic rules that are useful
for literally any modern-day or near-future game setting. Indeed,
with only minor modification, these rules might be the ideal com-
panion for trips into the far-flung past, the future, or even more
fantastic worlds of the players’ own creation!

-

LICENSE TO IMPROVISE

Every effort has been made to open up the base Spycraft sys-
tem to accommodate new and different styles of play. Easy-to-use
toggles, or campaign qualities, are provided in the final chapter,
allowing the Game Control (GC) to make subtle or drastic changes
to the rules, driving them more toward realism or cinematic
action, boosting or reducing lethality, changing character and
gear rules, adding or deleting game concepts key to many genres,
and more! Using even a small number of these qualities in tandem
creates an entirely new game environment, producing a radically
different experience for everyone at the table.

The default Spycraft 2.0 genre remains superspy action, but the
system is open to nearly any other type of game you can devise,
from the gritty, hard-edged techno-thriller to campy, gonzo mar-
tial arts epics. For example, the skill system has been re-invented
to allow for unlimited expansion in key places. Need a new cat-
egory of vehicle for your steampunk masterpiece? No problem.
Have a funky new magic system you want to support with a new
skill? We've got you covered. Everything is modular, with less
intricate cross-pollination between rules sets, allowing the GC to
add or drop elements at whim.

Never before has the toolkit philosophy been more in effect
than in this bold new edition of the Spycraft system. Your license
to improvise awaits! We look forward to seeing you in action on
the field of roleplaying creation.

CRAFTY GAMES

The creators of Spycraft 2.0 have launched a new company to
continue the brand: Crafty Games is now your home for all things
Spycraft! We at the home office are dedicated to bringing your the
finest roleplaying products possible, including this Second Printing
of the core Spycraft Rulebook. This expansive volume has been
upgraded to include all errata to date and significant revisions that
you've been asking for since the book’s first run. The gear chapter
has received a major makeover, for instance, allowing for faster
Intel Phases than ever before!

TOOLKIT SETTINGS

At Crafty Games, the future of roleplaying begins now! Beyond
this book and our lines of best-selling PDF releases, we're working
with our partners at Mongoose Publishing to bring you an all-
new series of print products! Each contains a genre setting and
companion rules developed to support your license to improvise.
First up is World on Fire, in which your heroes take the role of
superspies branded terrorists, striving to save the world from its
own darkest fears. Next we'll bring you the street noir setting
with Ten Thousand Bullets, and after that you can expect science
fiction, near future, horror, and more! For more about these and
many other exciting products, visit the official Spycraft website at
www.crafty-games.com!

WHAT THIS
BOOK CONTAINS

Spycraft 2.0 has seven chapters.

Chapter 1: Character Basics walks you through the process of
creating a character, from initial concept to Level 1 personality in just
a few short steps. This is the first stop for any Spycraft 2.0 player.

Chapter 2: Skills explains all the non-combat actions a char-
acter may take, from physical activities like acrobatics to psycho-
logical ploys like investigation.

Chapter 3: Feats presents many special abilities a character may
gain over the course of his career. Each feat is part of a large family
of options, called a “feat tree,” which a character may climb to
achieve ever more impressive abilities as he gains experience.

Chapter 4: Gear offers a wide array of equipment options for
the modern-day adventurer, from weapons to standard-issue
communications and surveillance devices to gadgets to vehicles.

Chapter 5: Combat breaks down how to handle fights and
other time-sensitive scenes using the Spycraft 2.0 rules.

Chapter 6: Dramatic Conflicts introduces a brand new system for
quickly and expertly handling any staggered head-to-head activity
such as a chase, computer hack, or seduction. Every round, players
choose Strategies that take the conflict in new directions, creating a
constantly shifting climate of intrigue and excitement!

Chapter 7: Game Control provides a walkthrough for creating
non-player characters (NPCs) and missions (Spycraft 2.0 adven-
tures), and offers a variety of support sections for anyone looking to
run the game. Tips and tools are provided for developing any setting
in any modern genre, and modifying the rules to suit any taste.

WHAT'’S DIFFERENT?

Though Spycraft 2.0 shares much in common with popular
gaming systems (and its former edition), it is a unique animal,
with its own identity. The following highlights should help experi-
enced players connect with the new rules.

FROM D20

The first thing you'll notice is that this book doesn’t bear the
same logos as the previous edition. In fact, Spycraft 2.0is released
entirely under the Open Gaming License (OGL). It is a complete
game, requiring absolutely no support products. Everything you
need to play is contained within these covers!




Also, you'll notice that we've made many, many changes to the
base d20 system. In order to update the rules set to the modern
day and facilitate cinematic action, we intentionally deviated from
the original model in several profound ways. Unless a d20 rule is
printed in a Spycraft 2.0 product, it doesn’t apply here. This is a
whole new environment.

Some of the updates include the following.

Free Multi-Classing: There are no experience penalties for
mixing class levels in Spycraft. Characters are assumed to be
extremely talented, with maximum flexibility to pursue any train-
ing required for their activities in the field.

No Attacks of Opportunity: The Spycraft system is finely
tuned to handle gunfights alongside unarmed and melee combat,
and has been greatly simplified and streamlined to keep things
tactical, yet fast and furious.

No Challenge Ratings: The d20 system’s method of challeng-
ing player characters with balanced encounters is entirely
replaced by a simple, fluid system of NPC and mission
design that balances every aspect of play and also
generates XP rewards!

Vitality and Wounds: Despite cinema real-
ism, any attack — especially any firearm attack
— has the potential to seriously injure or even
kill a character in the Spycraft system. Hit points
are replaced by vitality and wounds, the former
representing general combat fatigue and the lat-
ter representing physical damage that takes heroes
down in an action movie’s final reel.

New Skill System: Spycraft 2.0 realizes the full
potential of the competent modern action hero. Skills
and skill uses have been reorganized, combined,
and in some cases deleted or modified to establish
a roughly uniform power scale and give players a
wealth of opportunity at every moment.

Action Dice: Spycraft characters are regu-
larly able to beat the odds. This is represented
with a new mechanic — action dice. You can
use action dice to increase results, activate
NPC critical failures, heal, gain lucky bouts of
inspiration, and more. The GC also gains action
dice, which he can spend to do many of the
same things as the players, and a few more
—and his dice are usually bigger!

Error Ranges: In addition to the stan-
dard threat range applied to critical
hits and successes, Spycraft employs an
inverse mechanic for critical misses and
failures. Shoddy gear, lack of skill, and
other factors can lead to disaster.

FROM SPYCRAFT
llo

The original Spycraft was a giant
leap forward for the d20 system, and
its successor is no different. All stops
have been pulled out to produce the finest
possible modern-era action rules set. Here by
are a few highlights of what's changed. P

Campaign Qualities: As the ultimate multi-genre modern-day
campaign platform, Spycraft 2.0 features campaign qualities the
GC may use to modify the game’s basic rules and flavor. With only
a handful of simple decisions, the GC can transform his Spycraft
game night into an evening of Hong Kong movie mayhem or nar-
row its focus to a razor-sharp and lethal game of gritty counter-
terrorist cat and mouse.

Origins: Departments have been replaced with a two-part option,
collectively called “Origins.” The first half of the equation, a
character's Talent, focuses on his natural gifts, while his Specialty
establishes his training before or as he enters play. This offers greater
customization and blends smoothly with any genre or play style.

New Gear System: Spycraft 2.0 still features its predecessor’s
comprehensive gear rules, but the system for choosing gear has
been greatly simplified. Now every team can be ready to play in
under 10 minutes! Better yet, there's virtually no chance that agents

will be missing a critical piece of gear when the action

gets dicey! Lifestyle and off-mission possessions are
provided, as are alternate gearing up
options for non-

Agency games.

Improved

Gadgets:

To gain gadgets,

you now simply

choose a housing
and an effect or
two. Surprise and
confound your col-
leagues and enemies
with cunning devices
of your own design!
Dramatic Conflicts:

Epic multi-part skill checks

receive the royal treat-

ment, with unique flavor
for every activity and immer-
sive player options every
step of the way. Now hack-
ing, infiltration, and movie-

style chases all use the same
simple rules to quickly resolve

every skin-of-your-teeth third-act
blowout!

Expert Class Prerequisites: The
options required to enter an expert
class have been uniformly reduced
and balanced against one another
to allow as many new class options
as possible at every character
level. Now you can enter a
whole new realm of train-

ing as early as Level 5!
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BASIC TERMS
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Agency: In the default Spycraft setting, this is the in-game
organization for which player characters work. The Agency
hands out mission assignments and some gear, leaving the
characters (or agents) to devise the best course of action.

Character Option: Any game ability chosen as part of
a player character package (e.g. a class, a feat, etc.).

Contact: An NPC who helps the player characters by
providing specialists in the field. Unlike others who help, a
contact is developed over time (i.e. chosen as a character
option), and therefore usually provides greater assistance.

Control: The in-game character to whom Faction personnel
answer, who is usually a key figure within the organization.

Faction: An organization. In the default espionage set-
ting, “The Agency” is a Faction and an organization.

Faction Campaign: One of three default campaign
styles automatically assumed throughout this book
(alternate campaign styles are easily created using the
campaign qualities found in Chapter 7). In a Faction
campaign, the characters work for a large-scale organiza-
tion — in the espionage genre, known as “The Agency”
— which sends them on missions to foil evil and save the
world. They gain Reputation, which can be used to garner
favors from their Faction, and gain gear from their Faction
per the rules in Chapter 4.

Foil: An NPC with dubious motives who acts as a com-
plication during a mission. Foils are often also the focus
of romantic entanglements for player characters.

Freelance Campaign: One of three default campaign
styles automatically assumed throughout this book. In
a Freelance campaign, the characters operate without
superiors, completing missions on their own, for their
own reasons. In a Freelance campaign, the characters
gain Net Worth, which can be used to garner favors from
their network of friends and supporters, and take gear
from their private stashes per the rules in Chapter 4.

Freelance Network: A freelance character's friends
and connections, who provide him with gear and mission
leads. A freelancer’s network serves the same function as
a Faction character's organization.

Game Control (GC): The Spycraft equivalent of a
Dungeon Master (DM); the player responsible for creat-
ing NPCs, scenes, missions, and perhaps seasons, and
for applying the rules and adjudicating when they don‘t
inherently cover the action at hand.

Henchman: A special NPC who works for a mastermind and
commands 1 or more minion squads. Henchmen are the most
commonly encountered major villains during any mission.

Hybrid Campaign: One of three default campaign
styles automatically assumed throughout this book. In
a Hybrid campaign, some characters work for a Faction,
and some are Freelancers.

Mastermind: A special NPC who commands a villain-
ous Faction and commands any number of henchmen.
Masterminds are rarely encountered, and pose major
challenges.

3.*“

Interests: The Hobby skill has been eliminated and replaced
with a system of Interests a character may pursue in his down-
time. While these may seem trivial at first, they're one of the most
powerful tools for character refinement, with subtle but useful
mechanical advantages.

Subplots: Backgrounds have been transformed into Subplots,
which have specific mechanical effects upon every mission in
which they appear, and reward those who undertake them. Earn
increased XP rewards and other benefits and develop your char-
acter all with one handy option!

Combat: This system has been overhauled to better model real-
world conflict, offering many oft-requested actions like the classic
standoff and perfectly timed ‘joint actions’ taken by an entire
team! Now, incredible Triumphs await gifted warriors, and new
conditions, damage types, and critical injuries like broken bones
and nerve damage await the foolhardy!

Stress Damage: Characters and NPCs can now fall victim to
stress damage, which eats away at their psyches until they crack.
Many previously unconnected rules now link to this new mechan-
ic, including combat, interrogation, harassment, and more!

Subdual Damage: Subdual damage has been completely
reworked to be faster, cleaner, and more effective. The one-punch
knockout is now entirely possible!

NPC Design: Minions and other NPCs of low consequence have
been re-envisioned using a simple “build and butcher” system,
and their superiors have been given greater latitude to break the
rules — and the player characters! Now GCs can effortlessly put
together legions of rank-and-file obstacles to plague the charac-
ters without worrying that they’ll overwhelm the team, and if the
team wipes the floor with them, it's no problem! Their bosses are
waiting in the wings, with better abilities and bigger action dice!

Mission Design: In addition to the new NPC design system,
Spycraft 2.0 features a brand new method for creating balanced
missions for any team — and like NPCs, they automatically scale
to any play level! Build one mission, with one set of NPC statistics,
and pit your Level 1, 8, 15, and 20 characters against it, without
modification!

GETTING STARTED

Whether you're new to Spycraft or a seasoned veteran, you're
in for one of the most exhilarating RPG experiences around. The
first thing you should do is nominate an experienced player to
become the Game Control (GC). This player should read all of
Chapters 2 and 5-7; everyone else can focus on Chapters 1-3,
which explain character creation and skill use, and Chapter 4,
which details gear acquisition.

Unless your GC is keeping it a surprise, your group should
jointly determine the setting in which you'll play. Campaign quali-
ties and any tweaks to the system — as explained in Chapter 7
and throughout this book — should become pretty obvious once
this basic decision is in place. The setting should also be decided
before characters are created, just in case changes are required
to the character creation system as well.




Finally, you should gather all the materials required for play,
which include the following.

- This book. Often, it may be helpful to have more than one copy
on hand, so the GC and players can reference it at the same
time. This is especially true if the convenient Conflict cards
aren't used (see Chapter 6 and pages 476—491).

= A nice, quiet place to play (preferably someplace where the
group won't be disturbed for a few hours).

= Pencils, paper, and at least 1 character sheet per player (see
page 495).

= One four-sided die (d4), four six-sided dice (d6), one eight-
sided die (d8), two differently-colored ten-sided dice (d10),
one twelve-sided die (d12), and one twenty-sided die (d20). In
many cases, each player will bring this many dice.

The GC may also find it helpful to photocopy and use some of
the reference or record pages located at the back of this book
(see pages 491-494).

Finally, while Spycraft 2.0 can be played entirely in the
imagination, many people prefer to use a wet-erase mat and
appropriate pens, or graph paper, to illustrate characters’
locations and track their movement during combat and when
scenery dimensions are in question. In this case, tokens or
setting-appropriate miniatures should be used to represent
your characters on the play surface.

DICE

You'll find a number of common die roll abbreviations through-
out Spycraft 2.0. Most follow a standard pattern: “XdY+Z,"
where "X" is the number of dice rolled, “Y" is the die type, and
“7" is a number added to or subtracted from the total (or result).
For example, “2d4+2" means that you should roll 2 four-sided
dice and add 2 to determine the result, while “20d6-10" means
that you should roll 20 six-sided dice and subtract 10 to determine
the result.

Some dice are said to “explode.” This means that when the
highest possible number is rolled on the die, you roll it again, add-
ing the result to the amount already rolled. The process continues
until the die roll is something other than the highest possible
number, and can generate very high results. For example, an
exploding d4 is rolled again each time a 4 comes up, so a player
might roll a 4, 4, 4, 4, and 2, for a result of 18.

Periodically, the rules may call for a percentile, “d%,” or
“d100"” roll. These are all names for the same type of roll, where
you roll 2 differently-colored ten-sided dice, choosing one of them
to generate the “tens digit” beforehand. The other die generates
the “ones digit,” and when the dice are read with the tens digit
in front of the ones digit, they produce a number between 1 and
100. For example, if the tens digit is a 9 and the ones digit is a 4,
the result is 94. Alternately, if the tens digit is a 0 and the ones
digit is a 2, the result is 2. Finally, when both digits are Os, the
result is 100.

UTILITY,
UTILITY, UTILITY

The Spycraft game line has always been a toolbox. At every
opportunity, we've catered to those who want the most enjoyable
RPG simulation possible, leaving very little to chance and equally
empowering the Game Control and players with as many options
and as much detail as we feel the system can support. Spycraft 2.0
exemplifies this philosophy, distilling over 3 years of publications
into one comprehensive volume, but this utility comes at a price.

This book is not meant to be read — it is meant to be used.
Unlike many roleplaying game products, the entertainment value
of this volume lies not in privately skimming pages of witty or
amusing descriptions, not with engaging fiction or backstory, but
in the experiences that can be had with it: incredible adventures
beyond the page, between friends sharing one common vision,
powered by one robust rules set. Powered by Spycraft.

/ BASIC TERMS CONTINUED \
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Minion: A standard NPC at the bottom of a villainous
Faction’s food chain, commanded by a henchman to perform
a variety of activities. Minions are commonly encountered in
squads of 2 or more, most possessing identical statistics.

Mission: The Spycraft equivalent of an adventure. A
mission is usually a collection of scenes involving the
same threat (e.g. tracking a villain from one location to
another, each location generally a different scene).

Non-Player Characters (NPCs): Everyone the player
characters meet in the setting, except each other. NPCs
come in two flavors — standard NPCs (who are generally
of lower power than the PCs), and special NPCs (who
generally possess equal or greater power than the team,
and play a central role in the GC's story). Among villains,
minions are always standard NPCs, while henchmen and
masterminds are always special NPCs.

Player Characters (PCs): The players’ characters; their
alternate personae in the game setting.

Scene: A single self-contained challenge usually confined
to one location and consisting of 1-3 objectives and possibly
1-2 NPC opponents. Possible scenes include infiltrating a
base (a scene that may flare into combat if the team is dis-
covered), or tracking down a corrupt detective before he kills
again (in which the player characters may find themselves
wanted for perceived crimes against the police official).

Season: A collection of missions, often but not always
involving the same threat (e.g. eliminating several villains
at a rate of one per mission until the mastermind behind
their schemes is identified and neutralized). A season
almost always takes place in many, many locations and
contains primary, secondary, and often tertiary goals that
change or are completed and replaced along the way.

Session: One real-time evening of play, generally 3-4
hours in length.

Team: The player characters as one unit.
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INTRODUCTION

This chapter walks you through the step-by-step process of
creating a Spycraft 2.0 character. Two sets of character options
— skills and feats — are lengthy enough to be covered separately
(in Chapters 2 and 3, respectively), and the rules for gearing up
are in Chapter 4, but otherwise, everything’s in here.

Before diving into the process, however, let's discuss the two
types of player.

WHAT GAME CONTROLS DO

In every Spycraft game, one player becomes the Game Control
(GC). This player establishes the genre, setting and missions fac-
ing the other players, and takes the role of every other person
they meet; these other people are collectively called Non-Player
Characters, or NPCs. The Game Control also manages game
mechanics and settles rules disputes. Most importantly, though,
he sets the fundamental expectations and boundaries for his
game through his choice of a play style.

PLAY STYLES

A cornerstone of Spycraft 2.0°s "License to Improvise” is its
ability to support nearly any modern or near-future setting, as
well as many historical and unconventional backdrops. The GC's
most powerful tools in this regard are campaign qualities, which
are fully described in Chapter 7.

Each campaign quality alters the way the game plays. Some
have subtle effects while others radically alter fundamental rules.
When used in tandem, these qualities can take the system from
blockbuster cinema action to bleeding-edge realism to outlandish
superhuman stylings and anywhere in between.

If this is the GC's first time running Spycraft, we recommend
using the default play style, which uses all the core, non-optional
rules and applies the hybrid and revolving door campaign quali-
ties (see pages 407 and 408, respectively). Experienced GCs are
encouraged to experiment and test the limits of the system.

WHAT CHARACTERS DO

The nature of every Spycraft character is defined by the world
setting for which it's created. For example, in a historical pulp
setting, characters might become bold adventurers, daring fighter
pilots, zany gadgeteers, or slinky femme fatales. In an alternate
modern setting in which aliens have silently invaded the high-
est echelons of business and government, the character might
become a brazen military officer directly opposing the menace
or a crafty investigator resisting the danger inside his own orga-
nization (he might even become a sympathizer working with the
invaders to subjugate his species).

In the default Spycraft setting, characters become intrepid super-
spies working for one or more top-secret espionage organizations
striving to thwart criminal masterminds bent on destroying or domi-
nating the world. In this game, players can expect the following.

o Each character is an "agent” working for a large, multi-national
“Agency.” This Faction operates outside the law, but also
strives to protect the world from global threats. The default
Spycraft game leaves the Agency intentionally undefined so that
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the GC can tailor it to his setting and storyline. The World on
Fire setting provides a list of Factions, allowing each character
to become part of the organization he likes best (see Toolkit
Settings, page 8).

o The agents are grouped into highly trained and well-equipped
covert teams. Control, the agents’ in-game superior and a
ranking official at the Agency, sends these teams on missions,
which they are expected to complete largely without Agency
support. This has advantages and disadvantages. On the one
hand, the agents have a lot of latitude when completing mis-
sions; on the other, if they're caught, they are frequently left to
fend for themselves. The Agency operates above the law, and
can't afford to be caught doing so.

o The agents have access to their organization's intelligence
network and collection of high-tech gadgets, many of which
are not possible in the real world.

o The agents are generally luckier, faster, and tougher than ordi-
nary people. They can regularly manage outlandish stunts that
ordinary people would consider impossible.

o The agents can easily adapt to strange and exotic locales.

o The agents’ enemies are commonly multi-national organiza-
tions comparable to the Agency, or criminal masterminds with
vast wealth, resources, and personnel.

o The agents’ enemies fall into three categories — minions (the
villainous rank and file, who are generally easy to defeat);
henchmen (dangerous mercenaries, whose personal power can
range from somewhat weaker to significantly more powerful
than a single agent); and masterminds (the criminal elite, each
of whom is typically a challenge for an entire agent team).

o The agents’ enemies generally outnumber them and are at least
as well equipped. The odds against the team are always high,
yet saving the world is a fairly common occurrence.

o The agents frequently encounter dangerously attractive, exotic
seducers called foils, whose motives are rarely known when
they're encountered, and who may or may not play a pivotal
role in the mission at hand.

CREATING A
CHARACTER

Creating a Spycraft 2.0 character is a simple process. First,
photocopy the character sheet from the back of this book
(see page 415). A visual walkthrough of this sheet is provided on
page 13.

With sheet in hand, follow these steps. Experienced players
may find it easier to skip around in the process, but first-timers
should stick to the steps until they're comfortable with them.
Detailed instructions are provided for each step beginning on the
pages listed in parentheses.

--r’kﬂf

11

WA
[’OEQOOOO



aaae

EHAF&AETEH CREATIEBN

STEP O0: CHARACTER
CONCEPT (PAGE 14)

Every character begins with a basic concept. Your character might
be a dashing rogue, a grizzled military veteran, a thrill-seeking dare-
devil, a crafty saboteur, a gifted master at any of the hundreds of
options available in the modern era, or something entire different.

If your character is part of a hybrid campaign —a game in
which Faction and Freelance personnel work together (see page
407) — decide whether your character works for a Faction or not.
Further, if multiple organizations jointly field characters, then
choose an allegiance for your Faction character. These choices
determine whether your character gains Reputation or Net Worth
(see page 439), and have many effects upon gear selection and
other rules.

STEP 1: DETERMINE
ATTRIBUTES (PAGE 15)

The core of any character consists of six attributes: Strength,
Dexterity, Constitution, Intelligence, Wisdom, and Charisma.
These define your character’s basic strengths and weaknesses,
and play a vital role in most things he does.

STEP 2: CHOOSE ORIGIN (PAGE 17)
Every character has a “spark” that reveals his natural strengths.
Likewise, every character’s training prepares him for a given
career or life path. The former is represented by your choice
of “Talent,” while the latter is represented by your choice of
“Specialty.” Together, these are referred to as an "Origin,” and
establish your character’s foundation before he enters play.

STEP 3: CHOOSE
A BASE CLASS (PAGE 26)

A character’s class is his role on the team, his chosen career or
occupation. Each class offers its own strengths and weaknesses,
in the form of skills that are easier to learn and special abilities
that the character may use during play.

Each base class consists of 20 levels a character may gain over the
course of his career. Each time a character gains a level, he may leave
his current class and enter a new one. Also, when a character gains
Level 5 or higher, he may enter another type of class, the expert
class, which offers focused training in a given field.

STEP U: SPEND
SKILL POINTS (PAGE 87)

A character's base class provides him with a number of skill
points he can spend to improve his aptitude with a wide variety
of tasks. Computer use, athletic achievement, deceit, vehicle use,
and many, many other actions are handled with skills.

At Career Level 1, your character also gains 1 “focus” each in
the Cultures, Drive, Profession, and Science skills at no skill point
cost (see page 98). These focuses represent part of the character’s
upbringing and learning, and provide him with basic communica-
tion options and job experience. For example, Spycraft 2.0 charac-
ters do not learn languages, but rather gain Cultures focuses that
acquaint them with the tongues of an entire region — enough for
basic communication with anyone else possessing the same focus.

Also at Career Level 1, your character gains 1 acquaintance-grade
contact — the first of many if your character intends to purchase
ranks in the Networking skill. Contacts may grow over time, granting
your character greater and greater benefits (see page 458).
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STEP 5: CHOOSE FEATS (PAGE 171)

"Feats” round out a character's special abilities. Some offer the
character greater prowess in combat, while others make him more
adept with certain skills or actions. Some grant him special actions
or options that distinguish him as a master in certain environments or
situations. Still others provide him better gear or mission options.

Every character begins with 1 feat at Level 1 and gains 1
additional feat from his Specialty (see Step 2). Additional feats
become available to him as he gains levels, and may be granted
by one or more of his classes as well.

STEP 6: CHOOSE
INTERESTS (PAGE 53)

A character's personal indulgences — such as fine cuisine, golf,
or literature — offer him a wealth of information and experience.
Interests grant your character bonuses when checking to see if he
understands or knows something, when he interacts with others
who share his Interests, and when relieving stress.

Special Note: Experienced Spycraft players will not recognize
Interests. In part, they replace the Hobby skill and play an impor-
tant role in the updated Knowledge check rules.

STEP 7: CHOOSE A SUBPLOT
(PAGE 53 — OPTIONAL)

Every character has history. Some characters have interesting
history. Still other characters have history that tends to leap up
and bite them when they aren’t looking. By choosing one or more
Subplots, a character can set up background stories for the GC to
include in the ongoing game — and earn benefits for his trouble.

Special Note: Experienced Spycraft players will recognize
Subplots as new and improved Backgrounds, with much more
utility and play value.

STEP 8: CALCULATE
DERIVED VALUES (PAGE 59)

After making the choices in Steps 1-7, it's easy to derive the
character’s remaining statistics. Most of these statistics are
combat-related, such as Initiative, which determines how quickly
the character can act during tense situations, or Defense, which
defines how difficult it is to hit the character. Some support the
gear system and other systems, like Reputation and Net Worth.

STEP 9: DESCRIBE YOUR
CHARACTER (PAGE 60)

Finally, decide the character’s physical characteristics, from age
to appearance to height and weight. While these characteristics
rarely affect die rolls, they can dramatically affect play in detail-
oriented games and when the suspension of disbelief is low.

Special Note: Some or all of a character’s physical description
may be decided during Step 0. That's fine. Most of the process of
creating a character is fluid, allowing you to skip between steps
as you please. So long as the finished character meets all the
requirements in each step, there’s nothing wrong with taking the
approach that feels most creative to you.

STEP 10: CHOOSE GEAR
(SEE PAGE 211)

Detailed instructions are included on page 211.
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A character may assign or choose the facets of each

level (i.e. attribute gains, skills, feats, origin bonuses,
class abilities, etc.) in any order, but all the facets of a
level must be assigned before the character may proceed
to the next level.

Example: At Level 12, Kevin increases his Strength to 13

before choosing the All-Out Attack feat.
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STEP O0: CONCEPT

Assuming you want to design your character from the ground up,
the following questions will help you visualize him. Remember two
things when answering these questions. First, try to create a char-
acter that you like (that is, someone you could spend personal time
with); otherwise you'll grow restless when playing him. Second,
try not only to answer the following questions, but also to ask the
underlying question of “why" for each. For instance, the answer to
“What is the most important event in your character’s life?” may be
as simple as “his graduation from college.” Asking why, however,
might reveal that he values intellect, recognition, or even life expe-
rience (making the event important because it “freed” him).

Special Note: These questions assume your character works
for a largely altruistic group such as the Agency or its well-dis-
posed foreign counterparts. Should you play a game in which
your character works for a group with darker motives — such as a
villainous campaign set inside a criminal empire — the GC should
modify these questions accordingly.

FACTION OR FREELANCE?

There are three basic types of games: Faction, in which all the
characters work for one organization; Freelance, in which all the
characters are their own bosses; and hybrid, in which charac-
ters of both types come together to complete missions. The GC
chooses the game type with the genre, setting, and storyline, as
described in Chapter 7 (see page 405). In a Faction or Freelance
game, you aren’t given a choice — your character works for a
Faction and earns Reputation, or he's a Freelancer and earns
Net Worth (see page 439). In a hybrid game, however, you may
choose one of these options for your character.

These options have similar effects, in that a Faction character
must contend with the happiness of his superiors and a Freelance
character must contend with the happiness of his vast network
of supporters. In both cases, a character in good standing gains
many benefits, while a reckless or volatile character can be cut
off, left without the means to undertake missions. Truly problem-
atic characters can wind up hunted as liabilities to the cause.

Your choice of Faction or Freelance has many other effects
upon your character — primarily in terms of his gear choices, as
described in Chapter 4 (see page 219).

OTHER BASIC QUESTIONS

Name three traits you would like to see in your character.
Sometimes, it's easiest to start with broad strokes. Choose a few
descriptive words as the founding theme of your character, such
as “virtuous,” “cunning,” and “witty."

Name three traits your character doesn’t like to see
in someone else. By the same token, knowing some of your
character’s basic opinions can help determine his personality and
motivations, which we'll get to in a moment.

Where was your character born, and when? Some of the first
things you should consider. And as a followup question: Was your
character born in the nation where he currently works?

What is your ideal character’s specialty? Is he an expert
marksman? A world-renowned hunter? A flawless disguise artist?
A master manipulator? Sometimes, answering this question is as
easy as knowing your character’s favorite subject in high school
or college, and extrapolating from there.

4

What does your character look like? Physically describe your
character, focusing on the defining aspects that make him unique.
One or two defining physical characteristics or mannerisms is
usually enough. Also, determine your character’s build, height,
and weight.

Does your character have any quirks? Does he use a catch
phrase, mannerism, signature move, or piece of equipment for
which he's remembered?

What does your character love most? Work? He might be a
workaholic. A person? He might be a hopeless romantic. Himself?
He might be a narcissist, incapable of seeing beyond his own
needs and desires.

What are your character’s favorite things? Does he own
a favorite possession? Does he have a favorite place? Does he
relish a certain type of mission? What leisure time activity does
he enjoy? His favorite color? Artwork? Genre of fiction or period
of history? Kind of music? Band? Food? Drink? Topic of interest?
Vehicle? Weapon? Clothing? Book? Movie? TV show? Each of
these decisions adds a little more depth without predetermining
your character’s course in the game. It is by no means necessary
to know all these things, or even most of them, and some players
find it fun to fill them in during play, as they discover them.

What was the most important event in your character’s
life? Consider his perspective. The most important event in some-
one’s life is usually linked to his strongest opinions or memories.
For instance, if your character is self-reliant, the most important
event in his life might be the death of his parents. Alternately, if
his turning point was the first time he took a life, he might now
be remorseful and pacifistic.

What does your character think of espionage? Just because
your character’s career involves danger and intrigue doesn’t mean
that he has to like it. Your character might be trying to get out
of his Faction. If so, what's stopping him? Alternately, he might
want to wage the silent shadow war on his own terms, ignoring
or disrespecting his superiors. Or he might relish the superspy
lifestyle, indulging in all of its thrills.

What is your character’s motivation? Finally, why does your
character work for the common good? If your character works for
a Faction, he's dedicated himself to its philosophy and precepts.
Why? Is he inherently altruistic, patriotic, or guided by an obliga-
tion of some kind? Does he feel responsible for the world?

QUESTIONS FOR PROS

Those with a true desire to craft a well-rounded character before
play might try some or all of the following detail questions.

What is your character’s family like? Are his parents alive?
Are there any siblings? Where does each of them live? How does
your character feel about them? When creating your character’s
family, be sure to let the GC know how you feel about them being
used in adventures — especially if you're opposed to them being
used as bait or leverage (this particular trap has soured more than
one game).

What are your character’s personal views? How does he feel
about religion? Does he practice a particular faith? How does he
view politics? Does he support a specific political party? Do any of
these things affect his work for his Faction? If so, how?




What are your character’s values? Rate the following from
1 to 20 (1 being most treasured): Beauty, career success, fame,
family, friends, happiness, integrity, justice, knowledge, love,
money, personal perfection, political values, possessions, power,
religious values, reputation, self-respect, sex, and winning.
This exercise can help you determine your character’s personality,
as well as his actions during play.

What is your character’s greatest fear? Your character’s
fears can guide him or undermine him, but they should never
master him. Roleplaying a character with insurmountable fears is
rarely fun, but allowing a character’s fear to guide his actions can
add unexpected drama to a mission.

How does your character feel about his nation? Take a hard
look at each ideal and practice of your character’s employers and
contrast them with the character’s own. Developing a character
whose opinions clash with those of his superiors can add a layer
of tension otherwise unavailable during play.

What would your character change about himself? Name
one thing that your character is uncomfortable or unhappy with;
it can offer him something to strive for during play.

Does your character have any dark secrets or hidden shame
in his past? Does he feel responsible for a colleague’s death?
Did he secretly betray his Faction? Does he live in fear that a former
nemesis is still alive, plotting his demise? These or any of thousands
of other secrets can offer fertile ground for strong roleplaying.
They can also be the basis for a great Subplot (see page 53).

PERSONALITY TESTS

Personality tests, available online and in most bookstores,
offer insights about people based on their responses to a number
of seemingly unconnected questions. Taking one in character
(answering the questions as your character would) can bring
incredible realizations about his identity, or help to define the
differences between your original concept and the "working
model.” This is especially interesting for those playing a character
with a dubious mindset, as the results often reveal how the char-
acter differs from his well-meaning teammates.

TEAM DYNAMICS

Advanced players may want their characters to mesh with
those of the other players right from the start. This requires more
than merely choosing complementary classes (though that's a
good start); the characters must be able to get along with one
another as people, and coordinate their efforts efficiently even
during a crisis.

One of the easiest ways to make this happen is to share each
player’s answers to the questions in this section with the others
before proceeding to the next step of character creation. If any-
thing sticks out as a potential problem, perhaps another answer
is called for. Alternately, such analysis might reveal unexpected
ways the characters may interact, resulting in greater definition
for all.

Finally, having each of the other players ask one additional
question about your character can help define his role and place
in the team.
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STEP 1: ATTRIBUTES

Your character’s most basic strengths and weaknesses are
defined by six “attributes” — Strength, Dexterity, Constitution,
Intelligence, Wisdom, and Charisma — each of which begins with
a score of 8 to 18.

Your character's attribute scores begin at 8 each. You may
spend 36 points to increase these scores, as shown on Table 1.1:
Attribute Scores (see below).

Example: Kevin uses his 36 points to purchase a Strength of
13 (6 points), a Dexterity of 15 (11 points), a Constitution of
11 (3 points), an Intelligence of 12 (4 points), a Wisdom of 12
(4 points), and a Charisma of 14 (8 points).

Assign the highest scores to the attributes that represent your
character’s strengths and the lowest scores to the attributes that
represent his weaknesses. Keep in mind that certain attributes
are more important than others for certain classes, and that your
Origin often adjusts one or more of them as well (see Table 1.2:
Origin Benefits, page 19).

Your character's attribute scores rise as you gain Career Levels
and may rise or fall due to events that happen during your game.

After all adjustments are made to your attribute scores, refer
to Table 1.1 to determine your character’s attribute modifiers.
A positive modifier is called a bonus, while a negative modifier is
called a penalty. These are used in a variety of ways, as described
in the following sections.

/ TABLE 1.1: ATTRIBUTE SCORES
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STRENGTH (STR) o The amount of subdual damage your character may sustain
Strength measures your character’s physical power and mus- before he must make Fortitude saves to avoid falling uncon-
culature. This attribute is especially valuable to a character who scious (see page 339).

wants to be skilled with hand-to-hand combat or use heavy weap-
ons with high recoil.

Your character’s Strength modifier is applied to: o Athletics and Resolve skill checks for which Constitution is the
key attribute.

o The length of time your character may hold his breath.

o Melee and unarmed attack checks.
o Damage rolls made when your character successfully attacks INTELLIGENCE (INT)
using his bare hands or a melee weapon, and sometimes a hurled Intelligence represents your character’s ability to learn and
weapon (though never an explosive, such as a grenade). reason. This attribute is especially valuable to a character who
. ) | wants a wide variety of skills.
o Overcoming the recoil penalties of powerful weapons. , ; e .
Your character’s Intelligence modifier is applied to:
o Acrobatics, Athletics, and Intimidate skill checks for which - . . )
. . o The number of skill points your character gains each time he rises
Strength is the key attribute. . ) -
in level. Special Note: An Intelligence penalty never reduces the
number of skill points gained during any single level increase
DEXTERITY (DEX) poin's 9 g any sing

reflexes, agility, and balance. This attribute is especially valuable

below 1 (i.e. a character always gains at least 1 skill point each
time he gains a level).

Dexterity measures your character's hand-eye coordination,

to a character who wants to be good at driving or

skilled with firearms.

to:

Your character's Dexterity modifier is applied

Ranged attack checks, including those made
with firearms and hurled weapons.

Initiative checks made at the
beginning of combat to determine
the order in which actions occur.

Base Defense, provided that your
character can react to the attack.

Reflex saving throws, which are
made to avoid expected explo-
sions, hurled acid, and similar
attacks, to prevent stand offs and
taking delayed attacks against team-
mates and allies, and to instinctively
circumvent other pitfalls.

Acrobatics, Blend, Drive, Sleight of Hand,
and Sneak skill checks for which Dexterity
is the key attribute.

o The number of skill focuses your character gains at Level 1.

CONSTITUTION (CON) Special Note: An Intelligence penalty never reduces the number

. ) d of skill focuses you possess.
Constitution determines your character’s health and toughness. youp

A character's wound points are initially equal to his Constitution o Knowledge checks made to determine whether your character
score, so this attribute is important for everyone, but it's espe- is familiar with something that you, the player, are not.

cially valuable to a character who wants to sustain great physical
abuse before he goes down.

o Analysis, Computers, Cultures, Electronics, Falsify, Mechanics,
N . Medicine, Science, Search, and Security skill checks for which
Your character’s Constitution modifier is applied to: € |F|ne c.lence earc ; and >ecurity skift checks Tor-whic

Intelligence is the key attribute.
The number of vitality points your character gains each time he

rises in level. Special Note: A Constitution penalty never reduc- WISDOM (WIS)

es the vitality points gained during any single level increase Wisdom measures your character's willpower, common sense,
below 1 (i.e. a character always gains at least 1 vitality point intuition, and perception. This attribute is especially valuable to a
each time he gains a level). character who wants a handle on the world around him.

Your character’'s Wisdom modifier is applied to:

Fortitude saving throws, which are made to stay awake a long time
and resist contagions, critical injuries, and many types of damage.




o Will saving throws, which are critical during interrogation,
brainwashing, and other activities that test the character’s
determination and discipline.

o Gear checks, which are made to gain Common Items in the field.

o The amount of stress damage your character may sustain
before he must make Will saves to avoid cracking under the
pressure (see page 339).

o Analysis, Electronics, Falsify, Intimidate, Investigation,
Manipulate, Mechanics, Medicine, Networking, Notice, Resolve,
Sense Motive, Streetwise, Survival, and Tactics skill checks for
which Wisdom is the key attribute.

CHARISMA (CHA)

Charisma determines your character's attractiveness, personal-
ity, persuasiveness, and guile. This attribute is especially valuable
to a character who wants to lead, trick, or seduce others.

Your character’s Charisma modifier is applied to:

o The number of gear picks your character gains during the Intel
Phase of each mission (see pages 211-212).

o Your character’'s Wealth, which determines his Lifestyle,
Possessions, and Spending Cash (see pages 211 and 215).

o Request checks, which are made to gain gear picks in the field.

o The limit of Joint Actions and many other activities involving mul-
tiple characters (including cooperation with most skill checks).

o Blend, Bureaucracy, Impress, Investigation, Manipulate,
Networking, Profession, Sense Motive, Sneak, Streetwise, Survival,
and Tactics skill checks for which Charisma is the key attribute.

CHANGING ATTRIBUTE SCORES
Certain events may increase or decrease your character’s attri-
bute scores during the course of play, as follows.

o A character gains 1 additional attribute point at Levels 4, 8, 12,
16, and 20.

o Chemical boosters and other effects can temporarily increase
a character’s attribute scores. These bonus attribute points
usually wear off quickly, per the rules for each effect.

o Contagions, critical injuries, special attacks, and other effects
can temporarily or permanently decrease a character’s attri-
bute points. Temporary “attribute damage” is healed in full at
the end of each mission, and potentially with surgery (see page
142). Permanent attribute damage, however, remains forever
unless healed with surgery.

When an attribute score changes, all statistics associated with
it change accordingly, except for skill points and focuses (which
remain no matter how Intelligence is later affected).

Example: Kevin suffers 3 points of Dexterity damage, which
reduces his score from 16 to 13. His Dexterity modifier drops from
+3 to +2, which reduces his current ranged attack check bonus,
Initiative check bonus, Defense, and Reflex save bonus by 1 each.

Should one or more of a character’s attributes drop to 0 or
below, he suffers the following devastating effects (see page 340
for descriptions of each italicized condition).
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Strength: The character becomes dazed, sprawled, and help-
less, though he may still speak.

Dexterity: The character becomes paralyzed, though he may
still speak.

Constitution: The character immediately dies (see page 340).

Intelligence: The character becomes stunned and incapable of
higher thought.

Wisdom: The character’s sanity slips and he becomes either
frenzied or terrified (50% chance of becoming either every 2d10
minutes). If the character is sleeping, or becomes stunned or
unconscious, the current condition lasts for double the standard
amount of time.

Charisma: The character falls into a coma, becoming uncon-
scious.

Temporary bonuses that boost one or more of a character’s
attribute modifiers — e.g. those granted by character options or
gear — provide all benefits of the higher score or modifier, except
for increased skill points (from Intelligence). For example, a tem-
porary Constitution boost may provide additional wounds and
vitality points. This can present a problem if the effect wears off
or the character suffers attribute damage that reduces his vitality
or wound points to below 0. This has the following effects.

EREEERNABLILiELD

o If a character’s vitality points are reduced to below 0, he suffers
an amount of subdual damage equal to the difference between
0 and his current vitality points, and his vitality points are set
to 0 (in that order).

o |f a character's wound points are reduced to below 0, he suffers
an amount of stress damage equal to the difference between
0 and his current wound points, his wound points are set to 0,
and he falls unconscious (in that order).

ATTRIBUTE CHECKS

Unlike most d20 products, Spycraft 2.0 does not call for attribute
checks (i.e. checks made solely by adding an attribute modifier
to a die roll). Most attribute checks from Spycraft 1.0 are now
either skill checks or saving throws, and the rest are handled with
alternate rules.

In fact, most NPCs don’t even possess attribute scores, which
alleviates the hassle of producing NPC statistics and using them
in play (see page 443).

STEP 2: ORIGIN

Your character’'s background and training before he enters
play are collectively called his “Origin.” These options provide
valuable tools your character carries with him for his entire
career. Each Origin consists of two parts — the character’s Talent
(his natural acumen), and his Specialty (his initial training or life
experience). A character’s Talent develops his attributes before he
settles in for long, slow growth, while his Specialty exposes him
to unique abilities in the form of a bonus feat. Both offer a variety
of other benefits as well.

Each character may only benefit from one Origin (i.e. one combined
Talent and Specialty), chosen at character creation. The character’s
Origin benefits remain with him forever; they are never replaced or
changed — even if a character’s career takes him in entirely new
directions or presents entirely new opportunities.

--r’kﬂf
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Origin benefits are detailed on Table 1.2: Origin Benefits
(see page 19).

Bonus Contacts: When a Talent, such as Shrewd, or a Specialty,
such as Contract Professional, grants the character 1 or more
acquaintance-grade contacts, the character may combine them
with each other or his other starting contacts, as appropriate
(e.g. a Shrewd character may gain 2 acquaintance-grade contacts
or 1 associate-grade contact, and if the character factors in his
standard Level 1 contact, he may increase that 1 associate-grade
contact to confederate-grade, etc.). For more information about
contacts, see pages 144 and 458.

Free Gear Picks: When a Talent, such as Privileged, or a
Specialty, such as Rescuer, allows the character to request a gear
pick without spending an action die or making a Request check,
the character need not sacrifice one of his gear picks to use the
ability, either. For more information about Request checks, see
page 219.

Focuses, Proficiencies, and Fortes: Origin options that grant
“1 additional focus or forte” may only be used to gain 1 skill focus
the character doesn't already possess or 1 skill forte for a focus the
character already possesses. Likewise, Origin options that grant
"1 additional weapon proficiency” may only be used to gain
1 weapon proficiency the character doesn’t already possess or
1 weapon forte for a proficiency the character already possesses.

Special Note: All Talent names are adjectives and all Specialty
names are nouns. You can easily describe your character’s Origin
by combining the two: “shrewd city-dweller,” “gonzo journalist,”
"grizzled soldier of fortune”.

TALENTS

Many Talents adjust the character’s attributes. If a Talent
indicates it can affect “any attribute” the player decides which
attribute is adjusted. If a Talent indicates that the character’s
highest or lowest attribute is adjusted, the player may choose
which attribute to adjust in the case of a tie.

Special Note: The term “career level” occurs frequently in this
section. For more information about career levels, see page 28.

Adaptable: You rely on a broad array of tactics rather than a
single approach. No matter what happens, you come up with a
workable solution — or at least a fair attempt.

o You gain 1 additional Interest at Career Levels 0, 2, 4, 6, 8, 10,
12,14, 16, 18, and 20.

o You gain a +1 insight bonus with action die results. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Agile: You're naturally fast on your feet, an asset that's saved
you from disaster many times.

o +2 Dexterity, -2 Strength.
o Your Speed increases by 5 ft.

o Acrobatics is always a class skill for you. Further, your result
cap with this skill increases by 5 (maximum 60).

o Yougain a +1 insight bonus with Reflex saves. This bonus increas-
es by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Brainy: You're smarter than most people, possibly because you
were raised among academics or had the opportunity to indulge
your curiosity about a wide range of subjects.

4
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Unless otherwise specified, all character options —
including Origin benefits and class abilities — are ret-
roactively affected when related statistics change. For
example, the Stuntman's /ife on the edge ability grants
additional wound points based on the number of Chance
feats he possesses. If a Stuntman has 1 Chance feat when
he gains this ability, he gains 1 wound point. If he later
gains an additional Chance feat, he gains 1 additional
wound point (for a total of 2 additional wound points).

-

N

o +2 Intelligence, -2 Strength.

© You gain a +1 bonus with Knowledge checks. This bonus increas-
es by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

© You gain 4 additional skill points at Career Level 1, and 1 addi-
tional skill point for each Career Level gained thereafter.

Burly: You're built like a linebacker or can otherwise soak up
and dish out punishment when needed.

o +2 Strength, -2 Dexterity.
o Your base Defense increases by 1.
© You gain the Unarmed weapon proficiency (see page 28).

© You gain 1 additional wound point at Career Level 1, and 1
additional wound point at Career Levels 4, 8, 12, 16, and 20.

Caustic: Your mouth frequently gets you into hot water, but it
just as often saves you from worse punishment.

o +2 Charisma, —2 Wisdom.

o Once per session, you may apply a verbal Cheap Shot trick
to an attack check targeting a character's Charisma without
suffering the standard —4 penalty or increased error range.

o Intimidate is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

o Your threat range with Manipulate skill checks increases by 1.
This bonus increases by an additional +1 at Career Levels 5, 10,
15, and 20.

Clever: You're so tricky that you sometimes amaze even yourself!
o +2 Intelligence, -2 Constitution.

© You gain a +1 bonus with skill checks made to determine
surprise. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

© You gain a +1 insight bonus with Reflex saves. This bonus increases
by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Convincing: Your earnest presence makes you the envy of used
car salesmen everywhere.

o +2 Charisma, -2 Intelligence.

© You gain 1 acquaintance-grade contact (see page 458). This
contact improves by 1 grade at Career Levels 6, 12, and 18.




o Bluff is always a class skill for you. Further, your result cap with
this skill increases by 5 (maximum 60).

o Your threat range with Impress checks increases by 1. This
bonus increases by an additional +1 at Career Levels 5, 10, 15,
and 20.

Cunning: You survive by your wits, which ensures that they're
very, very sharp.

o +2 Intelligence, -2 Wisdom.

o Once per session, you may improve the disposition of any 1
non-villain NPC by 1 grade without a skill check.

o Tactics is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

o Your threat range with Networking checks increases by 1. This bonus
increases by an additional +1 at Career Levels 5, 10, 15, and 20.

Daring: “Leap before you look” is your personal credo.
Fortunately, you're usually fast enough or lucky enough to get
away with it. Usually.

o +2 Dexterity, -2 Intelligence.

o You gain a +1 insight bonus with Initiative checks. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

o You gain a +1 insight bonus with action die results. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Disciplined: You're in control of your life at all times and have
the drive to accomplish anything to which you set your mind.

o +2toany 1 attribute, -2 to any 1 attribute.
o You gain 1 additional focus or forte (see page 98).

o Yougain a +1 insight bonus with Will saves. This bonus increases
by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Fierce: You tend to bull your way through life, counting on your
physical presence to carry the day.

o +2 Strength, -2 Charisma.

© You gain a +1 insight bonus with Initiative checks. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

o Your threat range with Intimidate checks increases by 1. This bonus
increases by an additional +1 at Career Levels 5, 10, 15, and 20.

Fit: You lead a healthy, active life that lets you shrug off minor
illness and other annoyances.

o +2 Strength, -2 Intelligence.
© Your Speed increases by 5 ft.

o Athletics is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

© You gain a +1 insight bonus with Fortitude saves. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

/ TABLE 1.2: ORIGIN BENEFITS

Origin Option Attributes Benefits
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Gifted: You're a natural prodigy, capable of amazing accom-
plishments in your particular field.

o +2toany 1 attribute, -2 to any 1 attribute.

o Choose 1 skill. This is always a class skill for you. Further, your
result cap with this skill increases by 5 (maximum 60).

o Choose 1 skill. Your threat range with checks made using this
skill increases by 1. This bonus increases by an additional +1 at
Career Levels 5, 10, 15, and 20.

Gonzo: People wonder if maybe you're a little crazy. You know
better — you're a /ot crazy!

o +2to any 1 attribute, -2 to any 1 attribute.

o You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

© You gain 1 wound point at Level 1, and 1 additional wound
point at Career Levels 4, 8, 12, 16, and 20.

Graceful: You never seem to miss a beat, physically or
socially.

o +2 Dexterity, —2 Constitution.

© You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

o Impress is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

o Your threat range with Sleight of Hand checks increases by 1.
This bonus increases by an additional +1 at Career Levels 5, 10,
15, and 20.

Grizzled: You're a gruff and intimidating figure, and if the
world hasn’t killed you yet, it's not likely to do so any time soon.

o +2 Constitution, =2 Dexterity.
o Your base Defense increases by 2.

o You gain 1 additional wound point at Career Level 1, and 1
additional wound point at Career Levels 4, 8, 12, 16, and 20.

Mysterious: You probably smile a lot — just to make people
nervous about your motives.

o Your base Defense increases by 1.

o Networking is always a class skill for you. Further, your result
cap with this skill increases by 5 (maximum 60).

o Your threat range with Blend checks increases by 1. This bonus
increases by an additional +1 at Career Levels 5, 10, 15, and
20.

Orphaned: It's a hard life, but somehow, you know you're
going to come out on top.

o +2toany 1 attribute, -2 to any 1 attribute.

o You gain 1 additional weapon proficiency (see page 28).

o You gain 1 additional action die at the start of each session.

Persistent: Dogged and relentless, you keep at any job until
it's done.

o +2 Constitution, =2 Charisma.

© You may retry a skill check without suffering any penalties
listed in its Retry entry a number of times per session equal to
your starting action dice.

o Resolve is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

© You gain a +1 insight bonus with Fortitude saves. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16,
and 20.

Privileged: Born into wealth, you can’t imagine any other life-
style, nor would you want to.

© You gain 1 additional Cultures skill focus.

© Once per mission, you may request 1 Caliber Il legal immunity
Tradecraft pick without spending an action die or making the
Request check.

o Your gain a +1 bonus to Wealth (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 5,
10, 15, and 20.

Reliable: A broad base of life experience has prepared
you to take on virtually any role in life. You're not flashy, just
dependable.

o +2 to lowest attribute, -2 to highest attribute (your choice in
the case of a tie).

© You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gain 1 additional Profession skill focus.

o Choose 1 Skill. This is always a class skill for you. You may
choose 1 additional skill to gain this benefit at Career Levels 4,
8,12, 16, and 20.

Resolute: Once you make a decision, you back it with every-
thing you've got.
o +2 Wisdom, -2 Dexterity.

o Once per session, you may improve the disposition of any 1
non-villain NPC by 1 grade without a skill check.

o Resolve is always a class skill for you. Further, your result cap
with this skill increases by 5 (maximum 60).

© You gain a +1 insight bonus with Will saves. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and
20.

Retired: You've been there, done that, and printed T-shirts.
Now you're back in the game and surrounded by amateurs.

o +2 to lowest attribute, -2 to highest attribute (your choice in
the case of a tie).

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.




o Once per session, you may request a hint from the GC for which
the GC gains no action dice (see page 398). If the GC refuses,
you gain 1 bonus action die.

o Choose 1 Skill. Your threat range with this skill increases by 1.
This bonus increases by an additional +1 at Career Levels 5, 10,
15, and 20.

Rowdy: “Rebellious” and “unpredictable” are the words most
often used to describe you, but you've seen and done things most
people never dream of.

o +2 Constitution, =2 Wisdom.
o Your Speed increases by 5 ft.
o You gain 1 additional Cultures skill focus.

o Choose 1 Skill. This is always a class skill for you. You may
choose 1 additional skill to gain this benefit at Career Levels 4,
8,12, 16, and 20.

Shrewd: You're an expert judge of character and surround
yourself with only the very best colleagues.

o +2 Wisdom, -2 Constitution.

o You gain 2 acquaintance-grade contacts. These contacts each
improve by 1 grade at Career Levels 6, 12, and 18.

o Your threat range with Sense Motive checks increases by 1. This
bonus increases by an additional +1 at Career Levels 5, 10, 15, and
20.

Veteran: You're a seasoned professional with unparalleled
insight about your chosen trade.

o Once per session, you may make any 1 Request check of any
type without spending an action die.

o You gain 4 additional skill points at Career Level 1, and 1 addi-
tional skill point for each Career Level gained thereafter.

Vigilant: You grew up in a war zone or in other conditions that
required your full attention to survive. The experience has taught
you to always keep a sharp lookout for trouble.

o +2 Wisdom, -2 Charisma.

o You gain a +1 bonus with skill checks made to determine
surprise. This bonus increases by an additional +1 at Career
Levels 4, 8,12, 16, and 20.

o Your threat range with Notice checks increases by 1. This bonus
increases by an additional +1 at Career Levels 5, 10, 15, and
20.

Witty: You can hold your own in any conversation. You are an
enchanting dinner companion... and a dangerous one.

o +2 Charisma, -2 Strength.

o Once per session, you may improve the disposition of any
1 non-villain NPC by 1 grade without a skill check.

o You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

(]

Your threat range with Bluff checks increases by 1. This bonus
increases by an additional +1 at Career Levels 5, 10, 15, and 20.

[ S T T

SPECIALTIES

While Talents describe who your character is, Specialties show
what he’s done. Many Specialties grant bonus feats. When a spe-
cific bonus feat is listed, the character gains that feat regardless
of prerequisites. When a choice of feats is offered, the character
must meet all prerequisites for a feat before choosing it.

Special Note: The term “career level” occurs frequently in this
section. For more information about career levels, see page 28.

Authority: You've carved out a niche as someone with vast
reserves of theoretical knowledge. The trick, of course, is apply-
ing it in the dangerous situations in which you sometimes become
embroiled.

o Bonus Feat: Advisor.
© You gain 1 Profession skill focus and 1 forte relating to this focus.

© You gain a +1 bonus to Spending Cash (see pages 211 and
215). This bonus increases by an additional +1 at Career Levels
4,8,12, 16, and 20.

Celebrity: You've achieved great notoriety as a performer, ath-
lete, or news pundit, ensuring huge audiences know your name.

o Bonus Feat: Actor.

o Once per mission, you may request 1 Caliber Il invitation
Security pick without spending an action die or making the
Request check.

© You gain a +1 bonus to Lifestyle (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4, 8, 12,
16, and 20.

City Dweller: You are just one of the millions of regular folks
who populate a modern metropolis.

o Bonus Feat: Home Turf.

o Choose 1 Skill. This is always a class skill for you. Further, your
result cap with this skill increases by 5 (maximum 60).

© You gain a +1 insight bonus with Intimidate and Streetwise
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Clergyman: You're a member of the First Estate, believing that
even in these ostensibly secular times, faith is a powerful agent
for change.

© You must choose 1 organized religion to which your character
belongs. This religion may exist in the real world or be fictional,
but the GC must approve it before the character enters play.
Example religions include Bahd'i, Buddhism, Hinduism, Jainism,
Judaism, Islam, Mormonism, Protestantism, Roman Catholicism,
Shinto, Sikhism, Taoism, Vodun (Voodoo), and Wicca.

o Bonus Feat: Iron Will.
© You gain 1 additional Cultures skill focus.

o Once per mission, you may request 1 Caliber Il lodging Security pick
without spending an action die or making the Request check.

© You gain a +1 insight bonus with Intimidate and Networking
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.
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TABLE 1.2: ORIGIN BENEFITS CONTINUED

Origin Option Benefits

Specialties

Advisor.

Extra Profession skill focus/forte, Spending Cash bonus

Extra Professmn skill focus, free Bribe check (minimum Bribe value),
Bureaucracy/Profession bonus

Contract Professional: You've turned your “unique” talents

into a brilliant career.

(]

(]

Bonus Feat: Talented.

You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

Once per session, you may make a Resources Request check
without spending an action die.

Choose 1 Skill. Your maximum rank in this skill is equal to your career
level +4. This benefit is not cumulative with any other effect that
increases your maximum rank. You may choose 1 additional (differ-
ent) skill to gain this benefit at Career Levels 4, 8, 12, 16, and 20.

Criminal: You've spent a lot of time on the wrong side of the

law. You may have done time or you might be too slick to be
caught, but you've never fit in as a law-abiding citizen.

]
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Bonus Feat: Fence.

You gain the Handgun weapon proficiency (see page 28).

You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

You gain a +1 insight bonus with Bluff and Sneak checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.




Doctor: Whether a neurosurgeon or a veterinarian, your medical
skills are always in demand.

o Bonus Feat: Examiner.
o You gain the Edged weapon proficiency (see page 28).

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gain a +1 bonus to Spending Cash (see pages 211 and
215). This bonus increases by an additional +1 at Career Levels
4,8,12, 16, and 20.

Entertainer: You have a natural creative talent, such as paint-
ing, performance art, or writing, that's earned you a modest
following.

o Bonus Feat: Silver Tongue.
o You gain 1 additional Cultures skill focus.

o Once per session, you may improve the disposition of any
1 non-villain NPC by 1 grade without a skill check.

o You gain a +1 insight bonus with Impress and Profession
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Financier: You're a shark in the world of high finance.
o Bonus Feat: Diplomat.
o You gain the Science (Economy) focus.

o Whenever you sacrifice Reputation, Net Worth, a Reserve gear
pick, or a Reserve Common Item for Spending Cash, the money
gained increases by 20% (rounded up).

o You gain a +1 bonus to Spending Cash (see pages 211 and
215). This bonus increases by an additional +1 at Career Levels
4,8,12, 16, and 20.

Geek: You're a citizen of the electronic domain, possessing
friends and companions around the world, across borders and
frequently beyond the law.

o Bonus Feat: Techie.

o Once per session, you may make an Electronics Request check
without spending an action die.

o You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

o You gain a +1 insight bonus with Search and Security checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Grifter: You're a snake-oil salesman, card shark, or small-time
con artist, making your living parting the trusting and naive from
their money.

o Bonus Feat: Hustler.

o Once per session, you may improve the disposition of any
1 non-villain NPC by 1 grade without a skill check.

o Once per session, you gain a +4 bonus with random possession
rolls, maximum 20 (see page 459).

o You gain a +1 bonus to Lifestyle (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Hot Rodder: You're a lover of great speed, pushing the limit at
every opportunity.

© Bonus Feat: Lane Dancer.

o You gain the Drive (Standard Ground Vehicles) skill focus and
1 forte relating to this focus.

o You gain a +1 insight bonus with Drive and Streetwise checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Hunter: As a weekend deer-hunter or full-time safari captain,
you're most alive when you're looking through a scope.

o Bonus Feat: Any Terrain feat.
o Your Speed increases by 5 ft.
© You gain the Rifle weapon proficiency (see page 28).

o Your Constitution is considered to be 1 higher when determin-
ing subdual damage thresholds (see page 339). This bonus
increases by an additional +1 at Career Levels 6, 12, and 18.

Icon: They may not know your name, but they'll never forget
your face.

o Bonus Feat: Gorgeous.

o Twice per session, you may improve the disposition of any
1 non-villain NPC by 1 grade without a skill check.

© You gain a +1 insight bonus with Manipulate and Networking
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Instructor: Others may do, but you're quite happy to teach.
o Bonus Feat: Scholar.
o You gain 1 additional Science skill focus.

© You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gaina +1 insight bonus with directed skill checks and team
checks for which you're the leader. This bonus increases by an
additional +1 at Career Levels 4, 8, 12, 16, and 20.

Investigator: You spend a lot of time looking into other
people’s business.

o Bonus Feat: Private Eye.

o Twice per session, you may request a hint from the GC for
which the GC gains no action dice (see page 398). If the GC
refuses, you gain 1 bonus action die.

© You gain a +1 insight bonus with Analysis and Notice checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Jack-of-all-Trades: ...And master of some.

o Bonus Feat: Training.
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o You gain a +1 bonus with Knowledge checks. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16,
and 20.

o Choose 1 Skill. Your maximum rank in this skill is equal to your
career level +4. This benefit is not cumulative with any other
effect that increases your maximum rank. You may choose 1
additional (different) skill to gain this benefit at Career Levels
4,8,12, 16, and 20.

Journalist: You're a member of the Fourth Estate: a tabloid
muckraker, a handsome talking head, a grimy war correspondent,
or another faceless newshound. You've got a nose for truth and a
strong sense of duty to ferret it out.

o Bonus Feat: Observer.

o You gain 2 acquaintance-grade contacts. These contacts each
improve 1 grade at Career Levels 6, 12, and 18.

o You gain a +1 insight bonus with Investigation and Sense
Motive checks. This bonus increases by an additional +1 at
Career Levels 4, 8, 12, 16, and 20.

Motorhead: You've spent most of your life around engines,
sometimes as a driver, more often as a mechanic.

o Bonus Feat: Speed Demon.
o You gain 2 additional Drive skill focuses.

o You gain a +1 bonus to Possessions (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4,
8,12, 16, and 20.

Operative: You steal and protect secrets for a living — almost
certainly for a national power, major corporation, or rogue orga-
nization.

o Bonus Feat: Any Tradecraft feat.
o You gain 2 additional Cultures skill focuses.

o You gain a +1 bonus to Possessions (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4,
8,12, 16, and 20.

Outdoorsman: You'll hike for hours, and have spent many
nights out under the stars.

o Bonus Feat: Survivalist.

o You gain the Drive (Mounts and Animal-Driven Vehicles) skill
focus.

o You gain the Hurled weapon proficiency (see page 28).

o You gain a +1 bonus to Possessions (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4,
8,12, 16, and 20.

Pickpocket: You lift wallets and perform other simple street
scams.

o Bonus Feat: Burglar.

o Your Speed increases by 5.

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

CREATIEBN

© You gain a +1 insight bonus with Blend and Sleight of Hand
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Pilot: Nothing in the world could replace your joy when flying.
o Bonus Feat: Wind Rider.

o You gain 1 Drive skill focus for any air vehicle category and 1
forte relating to this focus.

© You gain a +1 insight bonus with Drive and Search checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Playboy: You believe that the party will last as long as the
money does — and for you, it seems like the money will never
run out.

o Bonus Feat: Personal Lieutenant.

o Once per session, you may improve the disposition of any 1
non-villain NPC by 1 grade without a skill check.

© Once per mission, you may request 1 gaggle of civilians
Resource pick without spending an action die or making the
Request check (see pages 230 and 281).

© You gain a +1 bonus to Lifestyle (see pages 211 and 215).
This bonus increases by an additional +1 at Career Levels 4,
8,12, 16, and 20.

Rescuer: Paramedic, fireman, search and rescue expert,
or old-fashioned cop, you regularly put your life on the line to
save others.

o Bonus Feat: Any Chase feat.
© Your Speed increases by 5 ft.

o Once per mission, you may request 1 Caliber Il medical assis-
tance Resource pick without spending an action die or making
the Request check.

© You gain a +1 insight bonus with Athletics and Medicine
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Researcher: You may be pushing back the scientific frontier
or calling years of legal precedent into question; regardless, you
work latter-day miracles every day.

o Bonus Feat: Any Advanced Skill feat.
o You gain 1 additional Science skill focus.

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

© You gain a +1 insight bonus with Science checks. This bonus
increases by an additional +1 at Career Levels 4, 8, 12, 16, and 20.

Sailor: You cannot resist the siren call of the sea.
© Bonus Feat: Wave Runner.

o You gain 1 Drive skill focus for any water vehicle category and
1 forte relating to this focus.




o You gain a +1 insight bonus with Athletics and Drive checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Serviceman: A military career has taught you a lot about disci-
pline, honor, and duty.

o Bonus Feat: Officer.

o You gain the Handgun and Rifle weapon proficiencies (see page
28).

o You gain a +1 bonus with attack checks made as part of a
Suppressive Fire action. This bonus increases by an additional
+1 at Career Levels 5, 10, 15, and 20.

Soldier of Fortune: You are or were part of a private military,
in which you learned many practical applications of violence.

o Bonus Feat: Any Ranged Combat feat.
o You gain the Tactical weapon proficiency (see page 28).

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gain a +1 bonus with attack checks made as part of an
Autofire action. This bonus increases by an additional +1 at
Career Levels 5, 10, 15, and 20.

Special Ops: You've honed skills and served causes that may
never be made public.

o Bonus Feat: Any Covert feat.
o You gain the Explosives weapon proficiency (see page 28).

o Once per session, you may decrease the overland travel time of
any 1 trip to 3/4 standard (rounded down).

o You gain a +1 insight bonus with Sneak and Tactics checks.
This bonus increases by an additional +1 at Career Levels 4, 8,
12, 16, and 20.

Spiritualist: You know there’s more to life than the here and now,
what you can see and touch. It's knowledge that gives you strength.

o Bonus Feat: All or Nothing.

o Once per session, you may request a hint from the GC for which
the GC gains no action dice (see page 398). If the GC refuses,
you gain 1 bonus action die.

o Your base Defense increases by 1.

o Your Wisdom is considered to be 1 higher when determining
stress damage thresholds (see page 339). This bonus increases
by an additional 1 at Career Levels 6, 12, and 18.

Stranger: You've scratched the surface of the world's unpleas-
ant truths or peeked behind the veil of modern life to see what's
really going on. You might be a cult deprogrammer, a hunter of
serial killers, or a student of mysteries man was not meant to
understand. Now if only you could get everyone to believe you...

o Bonus Feat: Any 1 Chance feat.

o Once per session, you may request a hint from the GC for which
the GC gains no action dice (see page 398). If the GC refuses,
you gain 1 bonus action die.

© You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

o Your Wisdom is considered to be 1 higher when determining
stress damage thresholds (see page 339). This bonus increases
by an additional 1 at Career Levels 6, 12, and 18.

Student: You're a college student, journeyman, or other young,
bright-eyed individual studying the world.

© Bonus Feat: | Can Swim.

o Once per session, you may improve the disposition of any
1 non-villain NPC by 1 grade without a skill check.

© You gain 1 additional Interest at Career Levels 0, 2, 6, 10, 14,
and 18.

o Each synergy bonus you gain during a cooperative or directed
skill check increases by 1. This bonus increases by an additional
+1 at Career Levels 6, 12, and 18.

Suit: You're a corporate warrior, a high-power paper slinger
easily weaving your way through organizations.

o Bonus Feat: Any Style feat.
© You gain 1 Profession skill focus.

© Once per session, you may make a Bribe check at the minimum
Bribe value without paying its cost (see pages 121 and 163).

© You gain a +1 insight bonus with Bureaucracy and Profession
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Test Subject: Things have been done to you in the name of
science — strange things you may never understand. You might be
the product of a government super-soldier program, rogue genetic
research, a fringe group’s unorthodox child-rearing theory, or
another bizarre upbringing. You only survived due to your innate
toughness, a trait you retain today.

o Explanations for this Specialty represent unique experiences
that can have considerable impact upon the game’s setting and
backstory. You must secure GC approval before choosing this
Specialty, and for each NPC quality gained.

o Bonus Feat: Great Fortitude.

o Your highest attribute increases by 2, and your lowest attribute
decreases by 2. This may not increase any attribute above 20.

o You gain 2 of the following NPC qualities: alternate
identity (but not alternate form), aquatic, augmented (Caliber|),
burrow, camouflaged (one terrain type), damage reduction
(2 points), damage resistance (4 points), fast healing,
fearless (1 grade), fleet (+10 ft.), hulking (Large (1x1)),
improved hearing, improved scent, improved vision, low-light
vision, natural attack (Caliber Il), seductive, strong-minded
(1 grade), unnerving I.

Thrill-Seeker: You're an athlete, jaded millionaire, or perhaps
a careless college student, and have survived stunts that should
have left you mangled or dead. You're still in the game, living way
out on the edge where you're most at home.
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o Bonus Feat: Lightning Reflexes.

o You gain 1 Drive skill focus for any personal vehicle category
and 1 forte relating to this focus.

o Your Speed increases by 5 ft.

o You gain a +1 insight bonus with Acrobatics and Athletics
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Tradesman: You were a blue-collar laborer from a working-
class background. Your formative years were probably spent in
small towns or working-class communities of major cities, and you
have extensive training in the industrial arts.

o Bonus Feat: Any Gear feat.
o You gain the Science (Fabrication) skill focus.

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gain a +1 insight bonus with Mechanics and Profession
checks. This bonus increases by an additional +1 at Career
Levels 4, 8, 12, 16, and 20.

Tribesman: You come from a primitive society, bringing a fresh
set of eyes to the modern world.

o Bonus Feat: Any Melee Combat feat.
o You gain 1 additional Cultures skill focus.

o At the start of each mission, you gain 1 Caliber | or Il melee
weapon at no cost.

o You gain an additional +1 bonus to Defense when performing
a Fight Defensively action (see page 357). This bonus increases
by an additional +1 at Career Levels 5, 10, 15, and 20.

Wanderer: You grew up on the road, perhaps in a tribal
caravan or with parents who served overseas. Consequently, you
acquired a deep-rooted wanderlust and were exposed to a wide
array of foreign cultures at a young age.

o Bonus Feat: World Traveler.
© You gain 1 additional Cultures skill focus.

o You gain 1 acquaintance-grade contact. This contact improves
by 1 grade at Career Levels 6, 12, and 18.

o You gain 2 additional vitality points at Career Level 1, and 1
additional vitality point at each Career Level thereafter.

Warrior: You've dedicated yourself to the serious study of
traditional fighting arts, becoming a living weapon against whom
many opponents simply cannot defend themselves.

o Bonus Feat: Any Unarmed Combat feat.

o You gain the Hurled and Unarmed weapon proficiencies (see
page 28).

o You gain a +1 bonus with attack checks made as part of a
Pummel action. This bonus increases by an additional +1 at
Career Levels 5, 10, 15, and 20.

STEP 3: CLASS

Your character's class determines the role he plays on his
team. It represents his training and provides a number of special
abilities that aid him and his team during missions. Many people
choose their character’s class before determining his attributes
and origin, in order to tailor the “earlier” options to match.

BASE CLASSES

The core Spycraft 2.0 release features 12 base classes, or team
positions, as follows.

Advocate (Adv): The Advocate is a passionate believer whose
tireless dedication offers his team unprecedented levels of com-
munity and NPC support. His incredible powers of persuasion are
supported by the absolute focus that drives his activities.

Explorer (Exp): The Explorer reacts quickly to danger and
possesses a knack for confronting the unknown. His seat-of-the-
pants daring and enthusiasm ensures that his team can make the
critical leaps beyond logic that often make all the difference.

Faceman (Fac): The Faceman fits in anywhere and anytime,
and can talk his way out of nearly anything. A consummate
manipulator, the Faceman is perfectly suited to slip in ahead of
the team and gather information that may be unavailable to the
Snoop’s electronic ears.

Hacker (Hak): The Hacker lives on the cusp of progress, where
the present meets the future in a binary blend of digital domi-
nance and electronic subterfuge. He is the team’s link to the vast
Information Superhighway, and their resident expert with codes
and electronics.

Intruder (Itr): The Intruder specializes in gear acquisition and
covert field tactics. He's equal parts thief, street broker, and
infiltrations expert.

Pointman (Ptm): The Pointman directly enhances his fel-
lows, making the most of any team. He's also the most versatile
member of any group, gaining a wide variety of benefits over the
course of his career.

Scientist (Sci): The Scientist brings sharp technical assistance
and innovative problem-solving skills to his team, ensuring they
can discern the best course of action in even the most complicated
situations.

Scout (Sco): The Scout is a master outdoorsman, expert with
survival techniques and gear. He can track any prey through
any terrain (and even through cities), and prepare devastating
personal and team ambushes.

Sleuth (Slu): The Sleuth is the team’s resident detective,
blending a gift for astute interviews with precise reasoning.
No one and nothing hides from a Sleuth for long.

Snoop (Snp): The Snoop is a career espionage professional,
using espionage and surveillance gear to undermine his oppo-
nents’ defenses and leave them helpless against his teammates.

Soldier (Sol): The Soldier is the muscle of any team, trained to
do one thing extremely well — eliminate everyone and everything
that stands in the way.

Wheelman (Whl): The Wheelman is an extremely accomplished
vehicle specialist and secondary combatant. He's the team’s
fastest way in or out of a mission, and a strong support member
for most other activities as well.




LEVEL-DEPENDENT BENEFITS

Most games will begin at Career Level 1, with each character
possessing 1,000 Experience Points (XP). Some advanced games
will begin at Career Level 0, with each character possessing 0 XP.
Level 0 games are intended to focus on initial training, without
the benefit of classes or other character options outside Origin.

As your character completes missions, he gains XP, and each
time his total XP equals or exceeds a given threshold, he gains 1
level and all its associated benefits, as shown on Table 1.3: Level-
Dependent Benefits (see below). The character may apply his new
level to either his current class or another class, gaining all the
benefits of the new level according to the class chosen.

A character may only gain levels in between missions (adven-
tures), and may not gain more than 1 level in between any two
missions. If a character somehow earns enough XP to gain 2 levels
at the same time, he instead gains only 1 level. The character
retains the excess XP and gains another level after the next mis-
sion. This process continues so long as the character's total XP is
high enough for him to continue leveling between missions.

Descriptions of each level-dependent benefit follow.

Action Dice: You may spend action dice during play to benefit
your character. He can improve his chance of success at any task
(or achieve spectacular outcomes with the proper rolls), escape
harm, heal, and more. Table 1.3 lists the number of action dice your
character possesses at the start of each play session. The die type
your character rolls when he is asked to generate a result follows in
parentheses.

Action dice not spent by the end of a play session are lost.
Each character begins with a fresh pool of action dice at the start
of every play session.

For more information about action dice, see page 61.

Maximum Skill Rank: This is the maximum number of ranks
your character may possess in any skill (see Chapter 2).

Bonus Feat: Each time your character gains a level that has a
“Y" in this column, he gains 1 additional feat. This feat may be
chosen from any feat tree (see Chapter 3).

Attribute Score Increase: Each time your character gains a
level that has a “Y" in this column, he gains 1 additional attribute
point. This point may be applied to any attribute.

Bonus Proficiency: Each time your character gains a level that
has a “Y" in this column, he becomes proficient with 1 additional
weapon category (see pages 28 and 298, respectively).

Bonus Interest: Each time your character gains a level that has a
“Y" in this column, he gains 1 additional Interest (see page 53).

Subplots: The number to the left of the slash in this column is
the maximum number of Subplots your character may simultane-
ously possess, and the titles to the right of the slash indicate the
first level at which each Crossroads Subplot may be attempted
(see page 53).

/ TABLE 1.3: LEVEL-DEPENDENT BENEFITS

Action  Maximum Bonus
Dice Skill Rank Feat

Attribute Bonus Bonus
Score Increase

At Level 0, a character possesses 2d4 action dice, 2 Interests, and his Origin benefits (including his Specialty’s bonus feat). He does not gain
the benefits of a base class, skill points, weapon proficiencies, or Subplots. A Level 0 character possesses 6 vitality points.

Subplots®

Proficienc Interest
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CHARACTER CREATIEN

CAREER LEVELS VS. CLASS LEVELS

Throughout Spycraft 2.0, you'll encounter two important terms
related to level.

Career Level: This is the sum number of levels the character
possesses in all his classes. It's derived from his overall XP, and
determines when generic level-dependent benefits are gained,
as shown on Table 1.3: Level-Dependent Benefits (see page 27).
For instance, a character with 5 levels in Soldier, 1 level in Sniper,
and 1 level in Triggerman has a Career Level of 7.

Class Level: This is the number of levels a character possesses
in one particular class. For instance, a character with 5 levels in
Soldier, 1 level in Sniper, and 1 level in Triggerman is considered
to have a Soldier class level of 5, a Sniper class level of 1, and a
Triggerman level of 1.

Special Note: Unless otherwise specified, when a class descrip-
tion mentions “class level,” it's always referring to class levels in
the class being described.

CLASS DESCRIPTIONS

Each class description first offers a general summary of its func-
tion, on its own and as part of a character team. These are inten-
tionally broad — individual characters vary from the stereotypes.
Further insights into using base classes as part of a particular
genre may be found in Chapter 7 (see page 409).

Next is a paragraph that offers some advice about which
attributes are most important for a member of this class. It isn't
necessary to follow this advice, but beginners may want to assign
their highest attribute scores accordingly until they become
familiar with the Spycraft 2.0 game system.

Finally, each class contains several pieces of game rule informa-
tion, as follows.

VITALITY

This entry states how many vitality points a member of this class
receives when he gains a class level. Typically a character gains 1d8,
1d10, or 1d12 vitality points per level, adjusted by his Constitution
modifier (to a minimum of 1 per level). If the character was played
at Career Level 0, his Career Level 1 vitality points replace his Career
Level 0 vitality points.

Additionally, a character receives a number of wound points
equal to his Constitution score.

For more information about vitality and wound points, see
page 331.

CLASS SKILLS

This entry lists the skills that are considered “class skills” for your
character each time he gains a level. Skills not listed in this section
of any class in which your character possesses 1 or more levels are
considered “cross-class” skills for him when he gains a level.

This section also lists the number of skill points a character
receives each time he gains 1 level in the class. Typically a
character gains 4, 6, or 8 skill points per level, adjusted by his
Intelligence modifier (minimum 1 skill point per level). As shown
in the class text, a character gains 4 times this amount at Career
Level 1 to establish his initial pool of skills.

For more information about skill points, see page 87.

PROFICIENCIES

This entry lists the number of weapon proficiencies a member
of the class gains at Career Level 1 (only). Typically, a character
gains between 2 and 6 proficiencies from his base class at Level
1, to be divided as the character wishes between the available
weapon proficiencies.

After Career Level 1, a character gains additional proficiencies
from his Career Level, as shown on Table 1.3: Level-Dependent
Benefits (see page 27).

The available proficiencies are Blunt, Edged, Exotic (Blunt),
Exotic (Edged), Exotic (Hurled), Explosives, Guided, Handgun,
Hurled, Indirect Fire, Rifle, Shotgun, Submachine Gun, Tactical,
Unarmed, and Vehicle Weapon. Each proficiency negates one or
more untrained attack penalties listed on Table 4.35: Weapon
Basics (see page 299).

Further, a character may sacrifice a new proficiency to gain a
“forte” with a proficiency he already possesses. This grants the
character a +1 bonus with all attack checks involving the forte
proficiency.

For more information about weapon proficiencies, see page 298.

CORE ABILITIES

Each class bestows a single "core ability.” A character may
only ever gain the core ability of the first base class and the first
expert class he chooses — the core abilities of all other classes
are unavailable to him.

Example 1: Kevin begins play as a Soldier, gaining the accurate
core ability at Level 1. Had he started as a Snoop who later gains
a level as a Soldier, he would instead gain the astute ability from
the Snoop class, and not gain the accurate ability.

Example 2: Kevin begins play as a Soldier and later becomes
a Counter-Terrorist, gaining the accurate and shoot first core
abilities. He may gain no other core abilities, no matter what other
classes he enters.

CLASS ABILITIES

The bulk of any class consists of a number of abilities granted
to the character as his class level rises. There are a number of
special rules related to certain types of abilities.

Bonus Action Dice: A number of abilities provide the char-
acter with "bonus action dice” under certain conditions. If the
ability does not specify die type, then these dice are of the
same type the character gains at the beginning of each session
(e.g. d4s at Career Levels 0-5, d6s at Career Levels 6-10, and so
on). Characters never gain additional XP when they receive bonus
action dice.

Doubled Action Dice: Some abilities allow the character to
roll 2 dice when he spends 1 action die to boost certain types of
rolls. Even if the character possesses two such abilities that apply
to the same roll, he may not roll for more than 2 dice for each
action die spent.

Location-Specific Abilities: Some abilities may only be used
when the character is located in a specific area. The required
area follows the names of all such abilities in parentheses
(e.g. “(city)”). When an ability requires the character to be
located in a city, the city must have a minimum population of
10,000 people, as well as a method of quick contact (e.g. phone,
email, other communication technology).




Legacy Abilities: Some “legacy” abilities are shared by
more than one class, and grow in stages as the character gains
experience. A Roman numeral follows all legacy ability names
(e.g. "uncanny dodge 1," "behind the scenes Ill," and so on).
When a character gains a legacy ability from two or more classes,
the Roman numeral numbers are added together to determine
the ability’s overall effectiveness (to a maximum of the highest-
numbered ability offered by any of the character’s classes).

Example: Kevin is a 9th-level Explorer/5th-level Triggerman,
possessing both uncanny dodge Il from the Explorer class and
uncanny dodge | from the Triggerman class. He may use uncanny
dodge Ill.

When a character gains a non-legacy ability from two or more
classes, the abilities are separate and their bonuses do not stack;
the character must choose which of the same-named abilities he
uses. If the ability specifies a number of times it may be used, each
ability’s uses are tracked separately.

NPC Tiers: Several class abilities refer to NPC "Tiers,” which
are used to balance them against the player characters and the
current Threat Level. For more information, see page 452.

Starting Action Dice: Many abilities have a number of uses
per mission or session or grant a bonus based on the number of
action dice the character begins with each session. This is typically
3 times or +3 for a character with a Career Level of 0-5, 4 times or
+4 for a character with a Career Level of 6-10, and so on.

Character options such as Origin may increase or decrease
the number of dice with which a character begins each session.
These effects also modify the uses or bonuses gained from these
class abilities.

Game rules such as campaign qualities that alter a character’s
number of starting action dice do not affect these abilities
(see page 405).

“Teammates” vs. “Allies”: Some abilities and other rules
make reference to a character’s “allies” and “teammates.” There
is a difference.

o Unless otherwise specified, when a character uses an ability
that affects his teammates, the character chooses which other
characters are affected.

o Unless otherwise specified, when a character uses an ability
that affects his allies, the Game Control chooses which other
characters are affected (though all targets must be on the
character’s side in the current conflict or scene).

Time-Reducing Abilities: Unless otherwise specified, no activ-
ity’s required time may be reduced by more than one character
option or game effect at a time.

Virtual Feats: Some abilities offer “virtual feats”. Virtual feats
of all kinds are discussed in detail in Chapter 3 (see page 171).

CLASS TABLE

A class table accompanies each class description. It illustrates
how a member of the class grows in power as his Class Level rises.
Each class table includes the following information.

Level: The character’s level in the class (his Class Level).

BAB: The character's base attack bonus (see page 59).

Fort: The character’'s base Fortitude saving throw bonus
(see page 60).

Ref: The character’s base Reflex saving throw bonus (see page 60).

Will: The character’s base Will saving throw bonus (see page 60).

{ LEVEL VS. CHARACTER STATUS \

TR P

The class system exists to let the Game Control balance
the characters’ relative experience against the challenges
that he throws at the team. Without such a system, game
balance is far more difficult to gauge and missions far
more difficult for the GC to prepare.

However, the class system should not govern a charac-
ter's in-game status. For example, a 1st-level Soldier with the
Soldier of Fortune Specialty should not automatically start at
the lowest rank possible, nor should a 20th-level Snoop auto-
matically be considered his Faction’s premier field man.

As in life, characters should be judged not solely by
their level but also by their actions. That 1st-level Soldier
may have been instrumental in a daring midnight raid,
resulting in the capture of a prominent enemy encamp-
ment. Likewise, that 20th-level Snoop might have previ-
ously slandered someone who is now his superior, and
might be in the home office “doghouse” as a result.

Do not allow your character’s level to limit your imagi-
nation. Spycraft characters are the truest heroes of the
modern age, even though their accolades are rarely public
in the default espionage setting.

If you want to design a legendary Pointman whose
exploits are renowned throughout your GC's setting,
don’t let your character’s 1st-level status get in the way.
Talk with your GC — he might let you design the charac-
ter (and his background) for the cost of coming up with a
number of NPCs named in your bio, or he might propose
a compromise in which your character fled his homeland,
starting over in a new territory.

Likewise, if a Wheelman famous throughout your
setting’s racing circuit is more your speed, you could
simulate the proper strengths with a high Charisma score
(and a little Dexterity to back it up), plus a well-chosen
feat or two. The GC may be willing to offer you a few
in-setting or in-story perks for your aspiring 1st-level
character (e.g. an industrious pit crew, for example, or
free travel expenses), in exchange for some details about
your public career — or just the enjoyment of running a
game involving a celebrity.

Characters don’t need to be high-level to be impressive.
Conversely, it's often a challenge to design a high-level
characterrestricted by his conditions in the game. Ultimately,
all that's important is that you play the character you want,
pursuing the stories you want, and leave the mechanics to
do they're meant to do — balance the game.

-

Def Bon: The character’s class bonus to Defense (see page 60).
If the character wears armor, he gains damage reduction (see page
284), but the armor also places a cap on the character’s total Defense
after his Dexterity modifier and all other modifiers are applied.

Init: The character’s base Initiative bonus (see page 60).

Wealth: The character’s base Wealth (see pages 211 and 215).

Gear: The character’s base gear picks during the Intel Phase of
each mission, listed as an alphanumeric code (see page 211).

Abilities: The character’s class abilities (see page 28).
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ADVOCATE

The Advocate's ideals are his greatest weapons, driving him to
succeed where many might otherwise fail and gaining him legions
of friends and allies in every quarter. He brings to his team a
virtual army of fervent believers, ready and willing to support his
endeavors.

Attributes: The Advocate is a tenacious mental and physical
opponent. He benefits from high Charisma and Constitution scores,
which grant him the staying power to see things through. Intelligence
and Wisdom are also helpful, depending on the tactics the Advocate
employs to advance his agenda.

Vitality: 1d10 + Con modifier per level.

Starting Weapon Proficiencies: 4.

CLASS SKILLS

The Advocate’s class skills are Bluff, Bureaucracy, Cultures,
Impress, Intimidate, Manipulate, Medicine, Networking, Notice,
Profession, Resolve, and Science.

Skill Points at Level 1: (6 + Int modifier) x 4.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Persistent: Your great work must often be done over long peri-
ods of time, accomplished with dedication as much as aptitude.
Before the first Challenge of any Complex Task (see page 99),
you may spend and roll 1 action die. You may then take 10
(see page 97) with a number of Challenges as part of this task
equal to the action die result. Further, the amount of time
required for each skill check with which you take 10 as part of this
Complex Task is not doubled. This ability may only be used once
per Complex Task.

CLASS ABILITIES

Absolute Certainty: You begin your task with a driving need to
succeed, regardless of the challenges that lie before you. At Level 1,
your class level is added to your Wisdom when calculating your stress
damage thresholds (see page 339). Further, any time you succeed
with an opposed Resolve check (i.e. as part of a standard skill check),
you gain a +2 morale bonus with all opposed skill checks against the
same opponent until the end of the current scene.

Behind the Scenes | (city): You're connected. Whether it's
arranging a social event to promote your favorite charity, slipping
an opponent’s indiscretions to the media, or arranging a flight to
an important work site, you and your supporters make everything
run smoothly — and look easy.

At Level 2, a number of times per mission equal to your starting
action dice, you may devote 1 hour to informing your supporters
of your needs, after which you may make any 1 Request check
with a DC of 20 or less without spending action dice (see pages
62 and 219). This check is automatically successful.

Behind the Scenes Il (city): At Level 11, you may use this abil-
ity to make Request checks with a DC of 30 or less.

Behind the Scenes Ill (city): At Level 19, you may use this abil-
ity to make Request checks with a DC of 40 or less.

Networks: You're always developing your networks of con-
tacts. At Levels 3,5, 7,9, 11, 13, 15, 17, and 19, you gain either
a new associate-grade contact or 1 additional Gear feat.

By Any Means: You favor a small number of personal tactics.
At Level 4, you may choose any 1 skill. Your error range with this
skill decreases by 2 (minimum 1). Further, when you take 10 with
this skill, the time required is not doubled. Finally, if you choose a
cross-class skill, it becomes an Advocate class skill for you.

At Levels 8, 12, 16, and 20, you may choose 1 additional skill to
receive this benefit. No skill may receive this benefit more than once.

Small Steps: You're always making small but important
advances towards your ultimate objective. At Levels 6, 9, 12, 15,
and 18, you may choose 1 of the following abilities. Each of these
abilities may be chosen only once.

o Backers: Your Spending Cash increases by 1 (maximum of 10).

o Charm: Once per session, you may improve the disposition of
any 1 non-villain NPC by 1 grade without a skill check.

o Cover-Up (city): You may suppress information that might
reveal your activities or those of your allies or Faction. Once per
session, you may choose to cover up 1 event that occurs during
the session (e.g. a kidnapping, a murder, a political maneuver).




You must spend 4 hours getting in touch with your supporters,
after which the DCs of all Analysis, Investigation, Search, and
Request checks made to collect information about the event are
increased by an amount equal to your class level.

o FavorforaFavor:Youmayuseyourconnectionstoelicitassistance
from someone within an organization who is otherwise resis-
tant to bribery. When you make any Bribe check, you may bribe
honorable characters without penalty (see pages 121 and 163).
The skill check results and costs are determined as standard,
except that the bribe money is not paid to the target but rather
used to assist him in a way that he finds morally acceptable.
You may use this ability a number of times per mission equal to
your starting action dice.

o Inner Drive: Your personal willpower sustains you in times of
crisis. Your maximum vitality points are increased by an amount
equal to your class level, and your maximum wound points are
increased by an amount equal to your Charisma modifier (mini-
mum +1).

o Media Personality: You're known in the media or through
another outlet, and the camera loves you. When you make a
skill check with the Remote tag, you only suffer a —4 penalty
(see page 101).

o Professional Recognition: Your tireless efforts have earned
the respect of your peers. The disposition toward you of any
NPC with 8 or more ranks in the Profession skill and a focus
that matches one of your Profession focuses is automatically
improved by 1 grade.

Crusade: Your tireless dedication makes you eager to test your-
self against your cause’s opponents. At Level 10, once per ses-
sion, instead of making an opposed skill check with any Advocate
class skill, you may set your result to 1 higher than that of your
opponent. This cannot result in an error or threat.

At Level 20, you may use this ability twice per session.

True Believer: You speak so passionately about your causes
that those who hear them are inspired to act. At Level 14, once
per session, you may, as a free action, urge others to do some-
thing. This ability initially targets you, your teammates, any willing
special characters, and up to 10 standard characters with a
disposition toward you of Neutral or better. As a free action, you
may continue speaking, influencing an additional 10 standard
characters per round (to a maximum number equal to your class
level x 10).

For a number of minutes equal to your Charisma score, the
disposition toward you of each standard character you're influ-
encing is improved by 2 grades (maximum Helpful). Further, each
affected character becomes immune to Morale checks and gains
a +4 synergy bonus with all checks made using any skills chosen
as part of your by any means ability.

EXPLORER

The Explorer finds himself equally at home uncovering secrets
in the steaming rainforests of Borneo and the concrete jungles of
downtown New York. Many organizations field these two-fisted
researchers who circle the globe in search of places and phenom-
ena beneath their technological colleagues’ notice. Explorers have
a wealth of experience with exotic locations, and a steady hand
during even the most bizarre missions.

Attributes: Most Explorers fancy a bit of rough and tumble,
so decent Strength and Dexterity are helpful. The most pressing
attribute for any Explorer, however, is Intelligence, for he stakes
his life upon his wits during every mission.

Vitality: 1d10 + Con modifier per level.

Starting Weapon Proficiencies: 4.

/ TABLE 1.4: THE ADVOCATE
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CLASS SKILLS

The Explorer's class skills are Athletics, Blend, Cultures,
Drive, Investigation, Notice, Resolve, Science, Search, Security,
Streetwise, and Survival.

Skill Points at Level 1: (6 + Int modifier) x 4.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Connected: You've come to know a wide variety of people in
your travels. You may spend 1d6 hours and 1 action die seeking out
an individual with whom you've dealt in the past. This NPC operates
like an acquaintance-grade contact whose consultant possesses
1 skill of your choice (see page 458). The contact’s starting
disposition toward you is Friendly, but he must be compensated
for all services rendered at a cost of $100 per hour of assistance,
plus the cost of any gear or materials belonging to him that are
consumed or destroyed in the process (though you may reduce this
cost with a Streetwise/Haggle check — see page 164).

You may use this ability even in a remote area, so long as there are
at least 40 people within a 25-mile radius at the time (e.g. the ability
may even be used in an Antarctic research base near the South Pole,
or a nomad camp in a vast desert, presuming the bases are occupied
by 40 or more people, or there are native villages nearby).

CLASS ABILITIES

All Over the World: You're familiar with foreign lands — and
have the skills to escape when your knowledge fails you. At Level
1, each time you fail an Athletics or Cultures check and don’t
suffer an error, you still succeed as long as the check DC (or your
opponent’s check result) is equal to or less than your class level +
20. If more than 1 grade of success is possible, you achieve only
the lowest possible positive result.

]

If you gain the all over the world ability from two or more
classes, add together your levels in all classes granting you this
ability before you add 20 to determine the DC against which you
automatically succeed.

/ TABLE 1.5: THE EXPLORER
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Bookworm I: You have unparalleled research skills and can just
‘walk up to the right part of a library’ or ‘flip open a book to the
right page’ with spooky accuracy. At Level 2, you may reduce the
amount of time required to make an Investigation/Research check
to 1/2 standard (minimum 5 minutes).

Bookworm II: At Level 11, your research time decreases to 1/4
standard (minimum 5 minutes).

Bookworm llI: At Level 19, your research time decreases to
1/10 standard (minimum 5 minutes).

Bonus Feat: At Levels 3, 5, 7, 9, 11, 13, 15, 17, and 19,
you gain 1 additional Basic Combat or Chance feat.

Uncanny Dodge I: Your senses are unnaturally sharp, allowing
you to react to danger far faster than others. At Level 4, you retain
your Dexterity bonus to Defense (if any) even when flat-footed
or being attacked by an invisible adversary (though you still lose
your Dexterity bonus to Defense when held).

Uncanny Dodge II: At Level 8, you never become flanked.

Uncanny Dodge IlI: At Level 12, you gain a +4 bonus with
Reflex saves made to avoid security devices, as well as a +4 bonus
to Defense against attacks made by security devices.

Uncanny Dodge IV: At Level 16, each time you suffer an attack
or effect that reduces your Initiative Count, your Initiative Count
decreases by only 1/2 the listed amount (rounded down). This
does not affect Initiative penalties inflicted by your own actions.

Uncanny Dodge V: At Level 20, you never become flat-footed
and may not be targeted with Coup de Grace actions unless you
are held, paralyzed, or unconscious (in addition to the action’s
normal requirements). This does not prevent you from making skill
checks possessing the Concentration tag (see page 101).

Rugged: At Levels 6, 9, 12, 15, and 18, your Constitution score
rises by 1.

The Notebook: You keep a record of every interesting fact and
detail you encounter, often referring to this notebook — or PDA,
or other small reference tool — to help solve difficult puzzles or
suggest unseen courses of action. At Level 10, once per session as
a full action, you may consult your notebook to reduce the number
of Challenges remaining in a Complex Task by a number equal to
your starting action dice. If this reduces the number of Challenges
to 0 or less, the Task is immediately completed.

At Level 20, you may use this ability up to twice per session, but
no more than once per Complex Task.

Lifeline: You and your teammates may slip out of even the
most shocking circumstances (largely) unscathed. At Level 14,
when you or an adjacent teammate has 1 or more vitality points
remaining and suffers enough damage to lower these vitality
points below 0, the target instead becomes flat-footed and suf-
fers only enough damage to lower his vitality to 0.

Further, when you have 1 or more wound points remaining
and suffer enough damage to lower your wound points below 0,
you instead become sprawled and suffer only enough damage to
lower your wounds to 0.

In both cases, all excess damage is ignored. This ability affects
lethal damage from attacks, falls, poison, and all other sources
of injury.

You may use this ability any number of times per round, though
you may only use it a number of times per session equal to your
class level.

FACEMAN

The Faceman is a master of disguise and gifted confidence man,
trained for infiltration and sting operations. He excels at face-to-
face deception, an all-important activity in the default espionage
campaign and many other genres.

Attributes: Many of the Faceman’s class skills are based on
Charisma and Wisdom, which top his important attributes list.

Vitality: 1d10 + Con modifier per level.

Starting Weapon Proficiencies: 4.

CLASS SKILLS

The Faceman's class skills are Blend, Bluff, Bureaucracy,
Cultures, Falsify, Impress, Manipulate, Networking, Notice,
Profession, Search, and Sense Motive.

Skill Points at Level 1: (6 + Int modifier) x 4.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Doublespeak: As a free action, you may spend 1 action die to
improve or worsen a target's disposition toward you and each
of your allies by 1 grade for the duration of the current scene.
This ability may not target any one character more than once per
scene, nor improve any target’s disposition toward your or any of
your allies to better than Supportive.
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CLASS ABILITIES

1,000 Faces: You can mimic nearly anyone. At Level 1, you gain
the Flawless Identity feat (see page 208). Further, a number of
times per mission equal to your starting action dice, you may target
any 1 special character as whom you have successfully disguised
yourself (using the Falsify skill). Until the end of the current mission,
the target is considered an additional persona provided by your
Flawless Identity feat.

Cold Read: At Level 2, once per session when you first encounter a
character, you may ask the GC a number of personal questions about
the character equal to your starting action dice. This requires 1 free
action. Sample questions include “What does the man in the suit do
for a living?” and “What is the lady’s favorite author?”

The target may conceal an answer by spending 1 action die per
question ignored. Once a target has spent an action die to ignore
a question, you may not re-ask that character that question using
this ability for the duration of the current mission.

At Levels 11 and 19, you may use this ability 1 additional time
per game session.

Quick Change: At Level 3, twice per session, you may make a
Sneak/Hide or Falsify/Disguise check that would ordinarily require
2d4 minutes or less as a free action, ignoring any kit require-
ments.

At Levels 7, 11, 15, and 19, you may use this ability 2 additional
times per session.

Masks: You're a master of deception, able to hide your motives
and even your identity under layers of misdirection. At Levels 4, 8,
12, 16, and 20, you may choose 1 of the following abilities. Each
of these abilities may be chosen only once.

o Convincing: Once per session, you may spend 1 action die to
force an opponent to re-roll a successful skill check that would
penetrate your disguise or cover. You may not use this ability
to force an opponent to re-roll a critical success.

o FavorforaFavor:Youmayuseyourconnectionstoelicitassistance
from someone within an organization who is otherwise resis-
tant to bribery. When you make any Bribe check, you may bribe
honorable characters without penalty (see pages 121 and 163).
The skill check results and costs are determined as standard,
except that the bribe money is not paid to the target but rather
used to assist him in a way that he finds morally acceptable.
You may use this ability a number of times per mission equal to
your starting action dice.

o Fake It: You may credibly pretend to possess a skill that you
doesn’t actually have, gaining a +20 bonus with Bluff/Deception
checks made to feign its use. This does not actually allow you to
use the skill — it merely allows you to act like you can. Thus, you
could stand next to an operating surgeon and pretend to know
what's going on, but you couldn’t perform the surgery yourself.
This effect lasts for 10 minutes. You may use this ability a num-
ber of times per session equal to your starting action dice.

o Follow My Lead: Through a mixture of fast-talk and convinc-
ing performance, you can shield your allies from scrutiny.
Whenever you're present with a teammate who's in disguise,
the teammate gains an insight bonus with his Falsify/Disquise
check result equal to your Charisma modifier (minimum +1).

o 0ld Debts: Each friend summoned with your backup ability
shows up in only 1d4 hours and possesses a starting disposition
toward you of Helpful rather than Supportive.

o Ready for the Worst: As an experienced infiltrator, you know
that your cover could be blown at any second. While in dis-
guise, you gain a +5 synergy bonus with all checks made to
determine surprise (see page 323).

o Schmooze: Your network of supporters is always growing. You
gain a new associate-grade contact.

/ TABLE 1.6: THE FACEMAN

Init Wealth

Gear. Abilities

Quick change 8/session,
smooth operator (4 feats)

Cold read 3/session,
quick change 10/session




o Skill Mastery: Choose 1 of your Faceman class skills. Your error
range with this skill decreases by 2 (minimum 1). Further, when you
take 10 with this skill, the amount of time required is not doubled.

Backup I: You maintain contact with diverse friends who can
help out in a pinch. At Level 5, once per session, you may call
upon a friend to assist you. This friend’s disposition toward you
is Supportive. He shows up 1d6 hours after he's summoned and
helps with 1 task that may be completed by the end of the cur-
rent scene.

The friend is a Tier | standard NPC of any type, chosen when
you summon him (see page 453). He possesses a Grade VIII skill
of your choice (see page 443), as well as 1 Caliber | gear pick of
your choice. This item leaves with the friend at the end of the
current scene.

Backup II: At Level 9, you may use this ability up to 2 times
per session and the friend is a Tier Il standard NPC with a Caliber
II'item.

Backup IlI: At Level 13, you may use this ability up to 3 times
per session and the friend is a Tier lll standard NPC with a Caliber
Il item.

Backup IV: At Level 17, you may use this ability up to 4 times
per session and the friend is a Tier IV standard NPC with a Caliber
IV item.

Smooth Operator: You're tremendously versatile, able to
effectively blend into any social situation. At Level 6, once per
mission during the Intel Phase, you may gain 1 temporary Style
feat of your choice until the end of the current mission.

At Levels 9, 12, 15, and 18, you may use this ability 1 additional
time per mission.

Bald-Faced Lie: Starting at Level 10, once per session when
you tell 1 lie to any NPC, the NPC believes it as truth for a number
of minutes equal to your class level. After this time, the target
may begin to question the lie, depending upon the current circum-
stances (and per the GC's discretion). This ability may not support
any statement the target absolutely knows to be a lie (e.g. “the
sky is green” when it's a clear day and you're both outdoors).

If you use this ability on a special character of equal or higher
career level, the special character may make a Will save (DC 10
+ your class level). With success, he sees through your deception
when it's presented.

At Level 20, you may use this ability up to 2 times per session.

Doppelganger: At the top of your game, you may perform a perfect
imitation. At Level 14, once per mission, you may choose 1 character
targeted by your 1,000 faces ability. While operating in this persona,
you replace your character sheet with that of the target character,
including all attribute scores, feats, and skills. If this results in a career
level higher than yours, the persona’s career level becomes equal
to your class level, losing all associate statistics, abilities, and other
character features (this does not reduce the target character's actual
career level — only the Faceman's portrayal).

If this ability is used in a setting involving birthrights, mysticism,
psionics, or other “powers,” you may not replicate any of these
powers. Likewise, you may not benefit from any implanted gear or
permanent modifications possessed by the character being mim-
icked (such as implanted gadgets, augmentations, and chems),
unless you actually posses such modifications yourself. Finally, you
may not copy a character of a different species, nor may you copy
another character’s doppelganger ability.

HACKER

The Hacker is an electronic bloodhound, capable of ferreting
out any computer's most carefully hidden secrets. He's also a
threat across digital channels, where his talents for mischievous
programmed mayhem rise to the fore.

Attributes: While Intelligence forms the basis for the Hacker’s
most common activities, a good Dexterity score can assist the
time sensitive, hands-on approach he sometimes requires to
breach heavily secured systems.

Vitality: 1d8 + Con modifier per level.

Starting Weapon Proficiencies: 2.

HACKER

CLASS SKILLS

The Hacker's class skills are Bureaucracy, Computers, Cultures,
Drive, Electronics, Falsify, Investigation, Notice, Profession, Resolve,
Science, Security, Sleight of Hand, Sneak, and Streetwise.

Skill Points at Level 1: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Custom 'Ware: You can tune your computer for maximum
benefit, customizing it to the strengths of your personal style.
Once per mission during the Intel Phase, you may designate
1 computer to be loaded with your personal software. Until the
end of the current mission, the computer’s Power Rating increases
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by a number equal to your starting action dice (maximum Power
Rating 10). Further, the computer is also considered to be running
security software with a Power Rating equal to the computer’s
Power Rating. This software does not count against the maximum
total software that may run on the system (see page 276). If the
computer is lost or destroyed, you must wait until your next Intel
Phase to customize another computer.

CLASS ABILITIES

‘L337: You're among the most gifted computer specialists on
the planet. At Level 1, each time you fail a Computers or Falsify
check and don't suffer an error, you still succeed as long as the
check DC (or your opponent’s check result) is equal to or less than
your class level + 20. If several grades of success are possible, you
achieve only the lowest possible positive result.

If you gain the /337 ability from two or more classes, add
together your levels in all classes granting you this ability before
you add 20 to determine the DC against which you automatically
succeed.

Master Key I: Swiping a file from a secure system is only
the beginning; accessing its contents is often where the real
challenge lies. You're prepared. At Level 2, your maximum ranks
in the Computers and Science skills each increase to your career
level + 6. Further, when you create, crack, or request any code,
or create or request any software, its Power Rating is considered
to be 1 lower for the purpose of determining skill and Request
check DCs.

Master Key Il: At Level 11, your maximum ranks in the
Computers and Science skills each increase to your career level
+7, and the Power Rating of any codes you try to create, crack,
or request, or any software you create or request, is considered
to be 2 lower for the purpose of determining skill and Request
check DCs.

Master Key Ill: At Level 19, your maximum ranks in the
Computers and Science skills each increase to your career level
+8, and the Power Rating of any codes you try to create, crack,
or request, or any software you create or request, is considered
to be 3 lower for the purpose of determining skill and Request
check DCs.

Trap Door: You're constantly compiling a dizzying array of
secret loopholes in security programs that you might one day
want to compromise. At Level 3, once per mission as a free action,
you may gain 1 dossier or 1 cover identity with a Power Rating up
to 1/2 your Class Level (rounded up).

At Levels 7, 11, 15, and 19, you may use this ability 1 additional
time per session.

Bonus Feat: At Levels 4, 8, 12, 16, and 20, you gain 1 addi-
tional Gear or Advanced Skill feat.

Master Cracker: Your flair with decryption extends beyond the
electronic realm. At Level 5, once per session, you may decipher
any code with a decryption DC up to your class level + 20 without
making a skill check. This action requires a number of rounds
equal to the code's Power Rating. Further, during a hacking
Conflict, you may use this ability to choose the Master Cracker
Strategy (see page 372).

At Levels 9, 13, and 17, the Hacker may use this ability 1 addi-
tional time per session.

Mad Skillz: You're deeply entrenched in the next-generation
world beyond the screen. At Levels 6, 9, 12, 15, and 18, you may
choose 1 of the following abilities. Each of these abilities may be
chosen only once.

o Complex Substitution: Your ciphers are inherently superior.
The decryption DC of any code you create or request increases
by 5.

/ TABLE 1.7: THE HACKER
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o Digital Fingerprints: You recognize other users’ work at a
glance. Each time you encounter the effect of a Computers
skill use, you may make a Knowledge check (DC 10 + the skill
user’s total Computers skill bonus). With success, you imme-
diately learn the character’s total Computer’s skill bonus and
may identify all other effects you've encountered that were
produced by the same character.

o Electronics Familiarity: You are familiar with all types of elec-
tronic devices, even control consoles found deep within enemy
lairs. You gain a +1 bonus with all Electronics checks.

o Hacker Culture: Your tireless efforts have earned you the
respect of other code slingers. The disposition toward you of
any NPC with 8 or more ranks in the Computers skill and the
Science (Mathematics) focus is automatically improved by
1 grade.

o Hard-Wired: While at work, you concentrate so deeply that
nothing can shake you. You may choose 3 Hacker class skills.
When making a check with any of these skills, you never
suffer penalties from ability damage, stress, or the fatigued
condition.

o Jce Man: When you plug into a security system, it becomes
your domain. While you're the Prey during a hacking Conflict,
the Computer Power Rating or Security Power Rating of your
system increases by 2 (maximum 10).

o Intelligence Analysis: You may quickly sift through large
amounts of data. The time required for you to perform research
using a computer decreases to 1/2 standard (rounded up, mini-
mum 1 minute).

o Skill Mastery: Choose 1 of your Hacker class skills. Your error
range with this skill decreases by 2 (minimum 1). Further, when
you take 10 with this skill, the amount of time required is not
doubled.

Synchronized: Your multi-tasking strength allows you to
constantly support your teammates’ actions. At Level 10, at
the start of any round, you may declare that you're supporting
1 teammate who can hear or see you. Until the end of the current
round, the target teammate’s threat range with all skill checks
increases by 2, and his Initiative Count rises by 5. You may not
perform any non-free actions during a round in which you support
a teammate, and each character may only benefit from 1 synchro-
nized ability at any time.

At Level 20, you may simultaneously grant these benefits to any
number of teammates able to hear or see you.

Ghost in the Machine: Your incredible ability to manipulate
computers leaves others mystified as you rampage through their
system. At Level 14, when you win an opposed skill check dur-
ing a hacking Conflict, you may force your opponent to choose
the same Strategy during the following Conflict (even when your
opponent cannot typically choose the same Strategy twice in a
row during a Dramatic Conflict).
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INTRUDER

The Intruder is the team’s “acquisitions expert.” He finds
what's needed, when it's needed, through any means necessary.
He's also exceptionally skilled at breaking and entering, and
adapting to unexpected situations, making him a team’s most
effective stealth asset.

Attributes: No matter what path the Intruder pursues, Dexterity
lies at the heart of his skill set. A larcenous career requires a high
Wisdom score as well, while a focus on deal-making and gear
acquisition demands a high Charisma.

Vitality: 1d8 + Con modifier per level.

Starting Weapon Proficiencies: 3.

CLASS SKILLS

The Intruder’s class skills are Acrobatics, Athletics, Blend, Bluff,
Drive, Electronics, Mechanics, Notice, Science, Search, Security,
Sleight of Hand, Sneak, Streetwise, and Tactics.

Skill Points at Level 1: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Dexterous: You excel at activities requiring nimble fingers and
precise eye-hand coordination. Each time you spend 1 action die
to boost a Dexterity-based skill check, you roll and add the results
of 2 dice (e.g. a Level 1 Intruder’s bonus of 1d4 becomes 2d4).

CLASS ABILITIES

Gear Prep: You always seem to have the best tools for the
job at hand. At Level 1, you may choose 1 mission gear pick as
if the mission’s Caliber were 1 higher. If the mission is Caliber
V, you instead gain a number of additional upgrades up to your
starting action dice that may be applied to any of your mission
gear picks.

Evasion I: You can escape many sources of immediate harm.
At Level 2, whenever you aren't flat-footed and may make a
Reflex save to reduce the damage suffered from an attack or
event (such as an explosion or successful grenade attack), you
instead suffer no damage with a successful save.

Evasion II: At Level 11, whenever you aren’t flat-footed and may
make a Reflex save to reduce the damage suffered from an attack
or event (such as an explosion or successful grenade attack), you
instead suffer 1/2 damage with a failed save (rounded down).

Evasion 1ll: At Level 19, you may take 10 with any Reflex
save.

Bonus Feat: You are a focused, cunning combatant. At Levels
3,5 7,9 11,13, 15, 17, and 19, you gain 1 additional Basic
Combat or Covert feat.

Uncanny Dodge I: Your senses are unnaturally sharp, allowing
you to react to danger far faster than others. At Level 4, you retain
your Dexterity bonus to Defense (if any) even when flat-footed
or being attacked by an invisible adversary (though you still lose
your Dexterity bonus to Defense when held).

Uncanny Dodge II: At Level 8, you never become flanked.

Uncanny Dodge llI: At Level 12, you gain a +4 bonus with
Reflex saves made to avoid security devices, as well as a +4 bonus
to Defense against attacks made by security devices.
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Uncanny Dodge IV: At Level 16, each time you suffer an attack
or effect that reduces your Initiative Count, your Initiative Count
decreases by only 1/2 the listed amount (rounded down). This
does not affect Initiative penalties inflicted by your own actions.

Uncanny Dodge V: At Level 20, you never become flat-footed
and may not be targeted with Coup de Grace actions unless you
are held, paralyzed, or unconscious (in addition to the action’s
normal requirements). This does not prevent you from making skill
checks possessing the Concentration tag (see page 101).

Criminal Mind: You're an adept thief and procurement specialist.
At Levels 6, 9, 12, 15, and 18, you may choose 1 of the following
abilities. Each of these abilities may be chosen only once.

o Booby Trap: You can make fast adjustments to complex devices.
The time required for you to perform any Electronics or Mechanics
check to sabotage an item, or any Security check to set a trap,
decreases to 1/2 standard (rounded down, min. 1 half action).

o Improvisation: You may, as a full action, improvise any 1
Common Item out of whatever’s lying around without making
a Gear check (see page 219). For instance, even stripped naked
and thrown into a cell, you could fashion a lockpick out of some
hair stiffened with a bit of dried blood. You may use this ability a
number of times per mission equal to your starting action dice.

o Master Thief: You've dedicated yourself to perfecting your
craft. Once per session, instead of making an opposed skill
check with any Intruder class skill in which you possess 4 or
more ranks, you may set your result to 1 higher than that of
your opponent. This cannot result in an error or threat.

o Procure (city): You maintain a number of back channels through
which you can quickly acquire gear. These channels may exist
within your Faction, Freelance network, another organization,
or a street market. During the Intel Phase of each mission, you
may hold an additional 2 Reserve gear picks and/or Common
Items (even if your Wisdom modifier is +0 or lower). Further,

e

the delivery time for each Reserve gear pick decreases to 1/2
standard (rounded up). Finally, you may make Request checks
as if the mission’s Caliber were 1 higher (maximum Caliber IV).

TABLE 1.8: THE INTRUDER
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o Skill Mastery: Choose 1 of your Intruder class skills. Your error
range with this skill decreases by 2 (minimum 1). Further, when you
take 10 with this skill, the amount of time required is not doubled.

o Sprint: Your Speed increases by 10 ft.

o Stash It: You build ways to quickly and discreetly hide objects
into your clothing, and practice ways to pocket or palm objects.
As a full action, you may make a Sleight of Hand/Conceal Item
check targeting 1 object weighing up to 1 Ib. Even a successful
inspection of your person fails to find this object unless the
inspector also scores a threat.

o Tricky: You're slippery in combat, often tripping opponents
up with their own attacks. Once per round, when an adjacent
opponent’s attack misses you by 5 or more, you may immediately
take a Tire action against the opponent as a free action. Further,
you may substitute your Acrobatics (Dex) skill bonus in place of
your Resolve (Con) skill bonus when taking this action.

Wildcard Gear: At Level 10, once per session as a free action,
you may reveal that you have in your possession any 1 piece of
Combat, Electronic, or Tradecraft gear, or a Gadget containing
1 Mechanism with a Caliber less than or equal to that of the mission.
This item must be Tiny or smaller. It is assumed to have been in your
possession all along, having been requested during the Intel Phase
with the rest of your standard mission gear. A ‘wildcard gear item’
may not be found in any search until it is revealed, and it is removed
from play at the end of the current mission, along with the rest of
your mission gear.

At Level 20, you may use this ability up to 2 times per session,
and reveal wildcard items of up to Small size.

The Great Escape: At Level 14, any time you're the Prey
during a chase and beat your opponent’s result by 4 or more,
you automatically escape as if you had chosen the Victory
Advantage (see page 367).

POINTMAN

The Pointman rigorously cross-trains to obtain the insight neces-
sary to enhance or assist his teammates’ endeavors. He's the most
flexible team member available, capable of adopting nearly any
combination of character options, though not to the focused degree
that many of his fellows can achieve.

Attributes: No single attribute is most important for the
Pointman, though Charisma and Wisdom are key for most of his
pre-set class skill uses. They often come into play when he interacts
with other people — something a good Pointman does a lot.

Vitality: 1d10 + Con modifier per level.

Starting Weapon Proficiencies: 4.

CLASS SKILLS

The Pointman’s class skills are Cultures, Drive, Notice,
Profession, Science, and Tactics.

Skill Points at Level 1: (6 + Int modifier) x 4.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Generous: Your attention to team tactics allows you to supple-
ment your colleagues’ successes and make up for their failings.
So long as a teammate can hear or see you when he makes a roll,
you may spend and roll 1 of your action dice to boost the team-
mate’s result. When you use this ability, you always roll the die
and add your own action die modifiers; the teammate’s modifiers
are never applied. No single roll may benefit from this ability more
than once, even if multiple Pointmen are present on the team.

CLASS ABILITIES

Versatility: One of your greatest strengths is your facility with
new skill sets. At Level 1, you may choose 4 cross-class skills to
become Pointman class skills for you.

/ TABLE 1.9: THE POINTMAN
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At Levels 5, 10, 15, and 20, you may choose 1 additional cross-
class skill to become a Pointman class skill for you.

Assistance I: You can streamline any group activity, though
at some risk. At Level 2, you may increase the error range of a
teammate’s skill check by 1 to reduce the time required to make
the check to 1/2 standard (rounded up, minimum 5 minutes). This
ability may target any skill check except one made as part of a
Dramatic Conflict (see page 362). Further, you may assist only
1 teammate at a time. You may not perform any other non-free
actions when using this ability.

Assistance II: At Level 11, you may increase the error range of
a teammate’s skill check by 2 to reduce the time required to make
the check to 1/4 standard (rounded up, minimum 5 minutes).

Assistance IlI: At Level 19, you may increase the error range of
a teammate’s skill check by 3 to reduce the time required to make
the check to 1/10 standard (rounded up, minimum 1 round).

Lead: You're a born leader whose tutoring ability can bring
out the best in anyone. At Level 3, once per session when making
a team skill check, you may choose which teammate makes the
check. Alternately, as a half action, you may share any focus or
weapon proficiency you possess with one of your teammates or
allies until the end of the current session.

At Levels 5, 7,9, 11,13, 15, 17, and 19, you may use this ability
1 additional time per session.

Orders I: Your commands carry incredible weight. At Level
4, once per session as a free action, you may advise a number
of allies up to your Charisma modifier + 1 (minimum 1). These

instructions must be specific, such as “Cover Molly while she gets
the door open!” as opposed to “Help Molly!” While carrying out
this order, each teammate and ally who can see or hear you gains
a +1 synergy bonus with all skill checks made in support of the
order (per the GC's discretion).

You also gain this bonus when making a skill check that
supports your own order. If you're the only character to benefit,
you need not speak to use this ability.

Orders II: At Level 8, the synergy bonus increases to +2 and
you may use this ability up to 2 times per session.

Orders IlI: At Level 12, the synergy bonus increases to +3 and
you may use this ability up to 3 times per session.

Orders IV: At Level 16, the synergy bonus increases to +4 and
you may use this ability up to 4 times per session.

Orders V: At Level 20, the synergy bonus increases to +5 and
you may use this ability up to 5 times per session.

Cross-Class Ability: Your diverse training allows you to
pick up parts of other classes along the way. At Levels 6,
9, 12, 15, and 18, you may choose 1 of the following base
class abilities. Most abilities may be chosen only once;
each that is followed by 2 or more grades, however, may be
taken multiple times, offering 1 grade each time it’s taken
(e.g. "x1, x2").

o Advocate: Absolute certainty; behind the scenes I; networks;
by any means.

o Explorer: All over the world; bookworm I, bonus feat; uncanny
dodge |I.

o Faceman: 1,000 faces; cold read 1/session; quick change
2/session; masks.

o Hacker: °L337; master key I; trap door 1/session; bonus feat.
o |[ntruder: Gear prep; evasion I; bonus feat; uncanny dodge I.
o Scientist: Intense study x1, x2; Ph.D. (1 skill); bright idea 1/session.

o Scout: Stalker, rough living +1; bonus feat;, sneak attack
1 die.

o Sleuth: Human nature; sources I, little details 1/session; bonus
feat.

© Snoop: Flawless search; intuition I; intercept communication
1/session; bonus feat.

o Soldier: Fight on x1, x2; fortunes of war I; armor use |.

o Wheelman: Custom ride; manual adjustment I; driving school,
vehicle familiarity +1.

You may not choose a cross-class ability you've already gained
from the class you're trying to emulate. If you later gain a class
ability you already possess as a cross-class ability (e.g. you possess
the cross-class ability “Soldier: bonus feat x1" and gain your first
level as a Soldier), you do not gain the ability a second time, nor is
your cross-class ability enhanced. Instead, you may make another
cross-class ability choice.

When you gain a cross-class ability that uses “class level”
to determine its effectiveness, you are considered to possess
the minimum class level required to gain the ability in the class
emulated. Actual levels you possess in the emulated class do not
stack with this "assumed class level,” but if you gain a number
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The Pointman’s serendipity ability is one of the most
powerful — and most easily misinterpreted — abilities in
the game. The key to applying it well is to remember that it
exists to keep the Pointman from /osing — not necessarily
to let him win. The GC should not allow the ability to cir-
cumvent important confrontations or (worse) entire scenes,
nor should he allow it to redirect or throw off his storyline
(these actions should be the purview of the players them-
selves, not their abilities). Rather, serendipity lets the GC to
“play ahead,” at once clearing the way to keep the mission
on track and illustrating the Pointman's role as an essential
part of the team. The ability to automatically succeed with
a skill check, for instance — especially one the Pointman
didn’t know he needed to make — opens up thousands of
mission-saving possibilities.

-

of actual levels in the emulated class equal to or greater than this
"assumed class level,” your actual levels in the class take over,
becoming your class level when using the chosen ability.

If the Game Control rules that a base class is not available in
his campaign, then all Pointmen in that campaign lose access
to cross-class abilities listed for that class. Likewise, if the GC
approves the use of additional base classes from other Spycraft
products, other options may become available.

Improved Fortune: You bring out the best in yourself and your
teams. At Level 10, you and each of your teammates start with 1
additional action die of the type determined by your career level
(see page 27). This improves any of a target character’s class
abilities that are affected by starting action dice. No character’s
starting action dice may increase by more than 3 as a result of this
ability, no matter how many Pointmen are involved.

At Level 20, the number of action dice with which you and your
teammates start each mission increases by an additional 1 (for a
total increase of 2 dice).

Serendipity: You're a wellspring of good fortune; people, lucky
breaks, and bouts of inspiration come to your rescue just when
they're needed most. At Level 14, once per session during any
time of crisis, the GC may, without prompting from you, intro-
duce something to help your team. Sample assistance includes
the appearance of a partner-grade contact, the introduction of
a major hint, a 4-die event that plagues your team’s opponents,
or an automatic success with a skill check (even if the target
character is untrained or doesn’t make a skill check). In this last
example, you may then use your /ead ability to share the result
of this lucky break with teammates and allies (e.g. while on the
ground, you might use serendipity to produce a successful Drive
check, then use lead to transmit the result to your teammate
who's in the pilot seat of an out-of-control plane above you).

Further, once per session, you may ask to use this ability,
suggesting a fortuitous event to the Game Control. The GC may
refuse by offering you 4 action dice. You gain no XP for accepting
these action dice, nor does the GC gain additional action dice for
handing them out. If you accept the dice, you're assumed to have
used your serendipity ability for the current session.

[ S T T

SCIENTIST

The Scientist has unprecedented access to the most current
data and theories, and can apply them to nearly any situation.
A master thinker, the Scientist is the ultimate field intellect.

Attributes: The Scientist contributes to his team’s exploits with
the strength of his mind, and a high Intelligence is therefore key.
Wisdom is also beneficial, supporting the analytical skills required
to apply this vast knowledge.

Vitality: 1d8 + Con modifier per level.

Starting Weapon Proficiencies: 2.

CLASS SKILLS

The Scientist's class skills are Analysis, Bureaucracy, Computers,
Cultures, Drive, Electronics, Falsify, Mechanics, Medicine, Notice,
Profession, Resolve, Science, Search, and Tactics.

Skill Points at Level 1: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Professor: You keep your teammates up to date on all the
latest research, and while most of your techno-babble goes over
their heads, some lingers. At the start of each session, you may
choose a number of your Basic Skill feats up to your starting
action dice. Each of your teammates may gain the chosen feats as
temporary feats until the end of the current session.
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CLASS ABILITIES

Intense Study: Scientists are always seeking new data.
At Levels 1, 4, 8, 12, 16, and 20, you gain 1 additional Basic Skill
or Advanced Skill feat. You must satisfy all of each feat's prereq-
uisites before choosing it, but your career level is considered to be
up to 2 higher when doing so.

Ph.D.: You earn degrees like most people buy clothes. At
Levels 2, 11, and 19, you may choose 1 Scientist class skill. Your
maximum rank in the chosen skill increases to your career level +
8. This new maximum skill rank may not be further increased by
feats or other abilities (though it rises naturally with your career
level). Further, you gain a synergy bonus with Knowledge checks
relevant to each Ph.D. skill equal to 1/2 your ranks in the skill
(rounded down).

Bright Idea: At Level 3, twice per session, you may make any
Intelligence- or Wisdom-based skill check twice, keeping the
result you prefer.

At Levels 7, 11, 15, and 19, you may use this ability 2 additional
times per session.

Research Project: Your work spans a variety of fields, allowing
you to develop unique specialties. At Levels 5, 9, 13, and 17, you
may choose 1 of the following abilities. Each of these abilities may
be chosen only once.

o Elbow Grease: You gain a +4 gear bonus with each Electronics
and Mechanics check made to repair an item.

o Electronics Familiarity: You are familiar with all types of elec-
tronic devices, even control consoles found deep within enemy
lairs. You gain a +1 bonus with all Electronics checks.

o Faculty (city): Once per mission, you may summon a number
of faculty assistants equal to your starting action dice. Each
assistant is a Tier Il academic (see page 453). Per the GC's
discretion, the faculty team helps you in any non-combat
endeavor for which they're skilled and equipped until the end

of the following scene, or until one of them fails a Damage save
or Morale check, or suffers a critical injury, at which point the
entire team leaves. If these standard NPCs make any skill check
that requires a kit while helping you, they're assumed to pos-
sess 1 appropriate grade | kit (see page 213).

o Improvisation: Every piece of scrap is a treasure trove of possi-
bility for you. You may, as a full action, improvise any 1 Common
Item out of whatever's lying around without making a Gear
check (see page 219). For instance, even on the run through a
desert outside a criminal mastermind’s headquarters, you could
fashion a mirror to signal passing planes, using loose crystals
cupped in your palm. You may use this ability a number of times
per mission equal to your starting action dice.

o No Worries: Each time you make a skill check using a piece of
Electronic gear, your error range decreases by 2 (minimum 0).

o Professional Recognition: Your great advances have earned the
respect of your peers. The disposition toward you of any NPC with
8 or more ranks in the Science skill and a focus that matches one
of your Science focuses is automatically improved by 1 grade.

o Schmooze: Your network of supporters is always growing.
You gain a new associate-grade contact.

o Skill Mastery: Choose 1 of your Scientist class skills. Your error range
with this skill decreases by 2 (minimum 1). Further, when you take
10 with this skill, the amount of time required is not doubled.

Brilliant: At Levels 6, 9, 12, 15, and 18, your Intelligence score
rises by 1.

Know It All: You often surprise teammates with your extensive
knowledge of obscure topics. At Level 10, once per mission as a
free action, you may gain any 2 temporary Advanced Skill feats of
your choice until the end of the current mission.

At Level 20, you may use this ability 1 additional time per mission.

/ TABLE 1.10: THE SCIENTIST
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10-Second Solution: The team can usually count on you
for last-minute solutions... that work. At Level 14, once per
session, you may make 1 Intelligence-based skill check with which
you're considered to automatically roll a natural 20. This roll is
considered a threat and may be activated as a critical success.
Further, you may not be forced to re-roll this natural 20. Finally,
the target skill check is accomplished in 1/2 the standard amount
of time (rounded down, minimum 1 full action). You must declare
that you're using this ability before you make a roll for the chosen
activity. This ability may not be applied to any skill check made as
part of a Complex Task or Dramatic Conflict.

SCOUT

The Scout dominates the outdoor arena, finding uses for terrain
and natural conditions visible to none of his teammates. He's also
a superb guerilla fighter, capable of luring his targets into powerful
traps and team assaults.

Attributes: The Scout must be able to survive in hostile
environments without logistical support. Thus, his Wisdom and
Constitution scores are of paramount importance.

Vitality: 1d12 + Con modifier per level.

Starting Weapon Proficiencies: 5.

CLASS SKILLS

The Scout's class skills are Athletics, Cultures, Drive, Notice,
Resolve, Search, Sneak, Survival, and Tactics.

Skill Points at Level 1: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier.

CORE ABILITY

Trailblazer: Your primary responsibility is ensuring that every
member of your team survives in hostile environments. At the
start of each session, you may choose a number of your Terrain
feats up to your starting actions dice. Each of your teammates
gains the chosen feats as temporary feats until the end of the
current session.

CLASS ABILITIES

Stalker: You have a near-perfect sense of your environment at
all times. At Level 1, each time you fail a Survival or Tactics check
and don't suffer an error, you still succeed as long as the check DC
(or your opponent’s check result) is equal to or less than your class
level + 20. If several grades of success are possible, you achieve
only the lowest possible positive result.

If you gain the stalker ability from two or more classes, add
together your levels in all classes granting you this ability before
you add 20 to determine the DC against which you automatically
succeed.

Rough Living: Your time in the wild has toughened you.
At Level 2, you gain a +2 bonus to Defense, as well as with saves
made to resist cold, fire, and heat damage, starvation, thirst,
underwater dangers, and the effects of nature’s fury (see pages
333, 349, and 400).

At Levels 11 and 19, these bonuses increase by an additional +2.

Bonus Feat: At Levels 3, 5, 7, 9, 11, 13, 15, 17, and 19,
you gain 1 additional Basic Combat or Terrain feat.

Sneak Attack: At Level 4, you may inflict 1 die of sneak attack
damage with any successful attack (see page 338).

At Levels 8, 12, 16, and 20, you may inflict an additional 1 die
of sneak attack damage with any successful attack.

Huntsman: Your options in the wild are numerous. At Levels
6,9, 12, 15, and 18, you may choose 1 of the following abilities.
Each of these abilities may be chosen only once.

o Game Hunter: You're highly skilled at hunting animals, able
to drop even big game with a single shot. When you attack an
animal, your threat range increases by 3.

o Keen Senses: Your sense of smell is so keen that you may detect
opponents purely by their typically undetectable odor. Your
visual, hearing and scent ranges are each increased by 20 ft.

o Low-Light Vision: You ignore all vision penalties applied by low
ambient light except ‘None' (see page 350).
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o Rough Riding: Your experience with off-road travel is such that
any ground vehicle you control is considered to have the off-
road quality (see page 294).

o Silent Rush: While moving through any terrain covered by one
of your Terrain feats, your Speed increases by 10 ft.

o Skill Mastery: Choose 1 of your Scout class skills. Your error range
with this skill decreases by 2 (minimum 1). Further, when you take
10 with this skill, the amount of time required is not doubled.

o Trail Signs: You may making Survival/Tracking checks while
moving at up to your full Speed with no error range penalty (see
page 167).

o Woodcraft: You possess a huge arsenal of tricks and techniques
for use during outdoor operations. The insight bonus granted
by any Terrain feat you possess increases by an additional +1.

Master Tracker: At Level 10, once per session, you may make
a Hide check with a DC up to your class level + 20 without mak-
ing a skill check. Alternately, during a manhunt Conflict, you may
choose the “Take Him" Strategy (see page 384).

At Level 20, you may use this ability up to 2 times per session.

Overrun: You know that the first few seconds of any fight are
critical. At Level 14, once per session as a free action, you may
state that you are “overrunning.” This may only happen at the
start of the first round of combat; thereafter, the option is no
longer available. While you're overrunning, if one of your
attacks, or an attack made by a teammate who can see or hear
you, reduces an opponent’s wounds to 0 or less, the attacking
character may immediately make another final attack with the
same weapon against another opponent. This continues until you
and your teammates gain a combined number of final attacks
equal to your class level. This ability may only be used in a terrain
covered by one of your Terrain feats.

SLEUTH

All factions seek the clearest possible picture of the world, relying
upon ground personnel for questionable dirt from the street. Enter
the Sleuth, a character with solid investigative skills and an intimate
understanding of the human mind.

Attributes: The Sleuth needs a high Wisdom score to identify
clues and an above-average Intelligence score to determine their
significance. Charisma is also helpful when dealing with witnesses
and the potential intervention of local authorities. Because Sleuths
rarely back down from the confrontations their discoveries can pro-
voke, they must also maintain reasonable physical attributes.

Vitality: 1d8 + Con modifier per level.

Starting Weapon Proficiencies: 3.

CLASS SKILLS

The Sleuth’s class skills are Analysis, Bureaucracy, Drive,
Intimidate, Investigation, Networking, Notice, Profession, Resolve,
Science, Search, Security, Sense Motive, Sneak, and Streetwise.

Skill Points at Level 1: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Sympathetic: Your primary focus is personal investigation
and detective work. Each time you spend 1 action die to boost
a Charisma- or Wisdom-based skill check, you roll and add the
results of 2 dice (e.g. a Level 1 Sleuth’s bonus of 1d4 becomes
2d4).

CLASS ABILITIES

Human Nature: You can read most people like an open book.
At Level 1, each time you fail an Investigation or Sense Motive
check and don’t suffer an error, you still succeed as long as the
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check DC (or your opponent’s check result) is equal to or less than
your class level + 20. If several grades of success are possible, you
achieve only the lowest possible positive result.

If you gain the human nature ability from two or more classes,
add together your levels in all classes granting you this ability
before you add 20 to determine the DC against which you auto-
matically succeed.

Sources I: You have access to a large network of street
informants, criminal snitches, journalists, and other informa-
tion sources. At Level 2, you may spend 1 hour consulting

these sources — in person or by phone — to make a Request
check for a dossier without spending action dice. Further, your
class level is added to the roll instead of your career level.
This Request check takes place outside Faction channels and
ignores all Faction restrictions, such as the organization's
Tools Rating (see page 394). You may use this ability a num-

ber of times per session equal to your starting action dice.

Sources II: At Level 11, you may also use this ability
to make Request checks for skill training — even outside the
Intel Phase (see page 282).

Sources IlI: At Level 19, you may also use this ability to
make Request checks for legal immunity (see page 288).

Little Details: Your uncanny awareness of your surroundings is
a striking advantage in combat. At Level 3, once per session, you
may make an Athletics/Smash check, or a Disarm, Feint, or Tire
action, as a free action.

At Levels 7, 11, 15, and 19, you may use this ability 1 additional
time per session, though you may never use it more than once
during any single round.

Bonus Feat: At Levels 4, 8, 12, 16, and 20, you gain 1 additional
Basic Skill or Style feat.
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It's Elementary: Your mind is constantly analyzing every
situation, looking for new data. At Levels 5, 9, 13, and 17, you
may choose 1 of the following abilities. Each of these abilities may
be chosen only once.

o Alertness: You're extraordinarily aware of the actions and behavior
of others, and as such, are rarely taken by surprise. You gain a +4
bonus with all skill checks made to determine surprise.

o friends on the Force (city): Once per mission, you may summon
a number of police equal to your starting action dice. Each of
these NPCs is a Tier Il police officer (see page 453). Per the
GC's discretion, they help you in any non-combat endeavor for
which they're skilled and equipped until the end of the following
scene, or until one of them loses more than 1/2 his vitality points
(rounded down), loses 1 or more wound points, fails a Morale
check, or suffers a critical injury, at which point the entire group
withdraws.

o The Game is Afoot: Before Strategies are chosen during each
Conflict round of a manhunt (see page 382), you may force your
opponent to choose a different Strategy than he chose during the
last round. This ability may not be used if he has no other option
available to him. When you use this ability, you must also choose
a different Strategy than you chose during the last round.

o [nner Drive: Your willpower sustains you in times of crisis. Your
maximum vitality points increase by an amount equal to your
class level, and your maximum wound points increase by an
amount equal to your Charisma modifier (minimum +1).

o Keen Senses: Your sense of smell is so keen that you may detect
opponents purely by their typically undetectable odor. Your
visual, hearing, and scent ranges each increase by 20 ft.

o Skill Mastery: Choose 1 of your Sleuth class skills. Your error range
with this skill decreases by 2 (minimum 1). Further, when you take
10 with this skill, the amount of time required is not doubled.

o The Truth Will Set You Free: Before Strategies are chosen dur-
ing each Conflict round of an interrogation (see page 380), you
may force your opponent to choose a different Strategy than he
chose during the last round. This ability may not be used if he
has no other option available to him. When you use this ability,
you must also choose a different Strategy than you chose dur-
ing the last round.
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o Trail Signs: You may make Survival/Tracking checks while
moving at up to your full Speed with no error range penalty
(see page 167).

Perceptive: At Levels 6, 9, 12, 15, and 18, your Wisdom score
rises by 1.

Global Search: You can locate anyone, anywhere, anytime.
At Level 10, once per mission, you may determine the city or
20-mile x 20-mile area in which any special character is located.
This requires a number of hours equal to the target character’s
level x 8. You may not perform any other non-free actions when
using this ability.

At Level 20, you may use this ability up to 2 times per mission
and must only dedicate a number of hours to each search equal to
the target character’s level x 4.

Final Deduction: You instinctively study the behavior and
appearance of everyone around you. At Level 14, once per session,
you may make a study of any 1 special character you've observed
in person or by audio or visual recording for at least 1 round.

After 1 full round of study, you learn the target’s attribute scores.

After 2 full rounds of study, you learn the target's Specialty.

After 3 full rounds of study, you learn the target’s Talent and
1 Subplot of the GC’s choice (if any).

After 4 full rounds of study, you learn the name of the target's
highest-level class, as well as the number of levels the target has
invested in it.

After each subsequent round of study, you learn the name of
each next highest-level class and the number of levels the target
has invested in it, until all classes and class levels are known. The
GC decides which classes are learned in the case of a tie.

Thereafter, each subsequent round of study reveals one of the
target’s skill names and ranks (in order from the skill with the
highest number of ranks to the lowest), until all skill names and
ranks are known. The GC decides which skills are learned in the
case of a tie.

Finally, each round of study after all skill ranks are known
reveals the target's remaining Subplots and proficiencies (in an
order determined by the GC).

If your observation is interrupted, it may resume at any time
during the same session. If the observation is interrupted between
sessions, you must begin the process again.




Big Brother is real, and he's on the team. The Snoop is the
modern-day knight of the espionage profession, gathering clues
with cutting-edge technology and derailing opponents’ carefully
devised plots.

Attributes: To function as an effective espionage operative,
the Snoop must possess a full array of mental abilities. Each
Snoop’s particular blend of Intelligence, Wisdom, and Charisma is
different, catering to his personal style.

Vitality: 1d8 + Con modifier per level.

Starting Weapon Proficiencies: 2.

CLASS SKILLS

The Snoop's class skills are Analysis, Blend, Bluff, Bureaucracy,
Computers, Cultures, Electronics, Investigation, Manipulate,
Networking, Notice, Science, Search, Sense Motive, and Sleight
of Hand.

Skill Points at Level 1: (8 + Int modifier) x 4.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Astute: Your keen observational skills are matched only by
your superior mind. Each time you spend 1 action die to boost an
Intelligence- or Wisdom-based skill check, you roll and add the
results of 2 dice (e.g. a Level 1 Snoop's bonus of 1d4 becomes 2d4).
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CLASS ABILITIES

Flawless Search: Snoops are rarely fooled. At Level 1,
each time you fail an Analysis or Search check and don't
suffer an error, you still succeed as long as the check DC (or your
opponent’s check result) is equal to or less than your class level +
20. If several grades of success are possible, you achieve only the
lowest possible positive result.

If you gain the flawless search ability from two or more classes,
add together your levels in all classes granting you this ability
before you add 20 to determine the DC against which you auto-
matically succeed.

Intuition I: Your instincts provide you with the same benefits
that many modern technologies provide others. At Level 2, as a
1-minute action, you may request a hint from the GC for which the
GC gains no action dice (see page 398). If the GC refuses, you gain
1 bonus action die. You may use this ability a number of times per
mission equal to your starting action dice.

Intuition II: At Level 11, if the GC refuses to provide a hint, you
gain 2 action dice.

Intuition 1lI: At Level 19, if the GC refuses to provide a hint,
you gain 3 action dice.

Intercept Communication: You have eyes and ears every-
where. At Level 3, once per session, you may choose 1 specific
location of which you're aware. You clandestinely intercept

the next telephone call, email, or other communication to
or from the target without making a skill check (though if
it's encrypted, you must still decipher it). You also learn the
address, phone number, or frequency from which the mes-
sage was sent.

At Levels 7, 11, 15, and 19, you may use this ability 1 additional
time per session.

Bonus Feat: At Levels 4, 8, 12, 16, and 20, you gain 1 addi-
tional Covert or Gear feat.

Spookshow: Your experience in the espionage arena has
taught you many ways to outwit your opponents. At Levels 5, 9,
13, and 17, you may choose 1 of the following abilities. Each of
these abilities may be chosen only once.

o Complex Substitution: Your ciphers are inherently superior.
The decryption DC of any code you create or request increases
by 5.

o Current Dossier: Each time you successfully build or request a
dossier of a special character, you also gain a complete list of
the target’s current mission gear (see page 218).

o |Intelligence Analysis: You may quickly sift through large
amounts of data. The time required for you to perform research
using a computer decreases to 1/2 standard (rounded up, mini-
mum 1 minute).

o No Worries: Each time you make a skill check using a piece of
Tradecraft gear, your error range decreases by 2 (minimum 0).

o Schmooze: Your network of supporters is always growing.
You gain a new associate-grade contact.

o Skill Mastery: Choose 1 of your Snoop class skills. Your error
range with this skill decreases by 2 (minimum 1). Further, when
you take 10 with this skill, the amount of time required is not
doubled.
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o Spy vs. Spy: You may choose 1 Tradecraft gear pick as if the
mission’s Caliber were 1 higher. If the mission is Caliber V,
you instead gain a number of additional upgrades equal to
your starting action dice that may be applied to any of your
Tradecraft mission gear picks.

o Subvert: Before Strategies are chosen during each Conflict
round of a brainwash (see page 368), you may force your
opponent to choose a different Strategy than he chose
during the last round. This ability may not be used if he has
no other option available to him. When you use this ability,
you must also choose a different Strategy than you chose
during the last round.

o Wired for Sound: You're incredibly skilled at concealing items on
people. As a full action, you may make a Sleight of Hand/Conceal
Item check targeting 1 object weighing up to 1 Ib. Even a successful
inspection of the character upon whom the item is concealed fails
to find this object unless the inspector also scores a threat.

Black Hat: You command the espionage field. At Level 6, once
per mission during the Intel Phase, you gain 1 temporary Tradecraft
feat of your choice until the end of the current mission.

At Levels 12 and 18, you may use this ability 1 additional time
per mission.

“Abort!": You possess a keen sense for when an operation will
fall apart, and can take steps to avoid the worst consequences.
At Level 9, once per session when you or a teammate who can
see or hear you suffers an error, you may “take the action back.”
The acting character may instead take any other action requiring
at least the same amount of time (he may not try the same action
again until after this new action is taken). You must declare that
you're using this ability before the GC or an opposing player
spends action dice to activate the error as a critical failure.

Example: Kevin rolls a 1 when making a 1-minute Security check,
suffering an error. Fearing a possible catastrophe, the Snoop in his
team aborts the action, taking that check back. Kevin may now
choose a different action — such as checking his tools for 1 minute
— or wait for 1 minute before making the Security check again.

At Level 15, you may use this ability up to 2 times per session.

Big Brother: Your eyes and ears are omnipresent. At Level
10, once per mission, you may cover 1 single area — a building,
a park, a street, etc. — so thoroughly with bugs that every single
event that transpires therein is monitored, recorded, and analyzed
for future use. This area may be any size and shape up to 4000
cubic ft. per class level.

If you can physically enter the target area, preparation requires
1 minute per 10-ft. x 10-ft. zone; otherwise, the process requires
15 minutes per 10-ft. x 10-ft. zone.

Once the area is prepared, all visual, audio, and electronic com-
munication into or out of it is automatically recorded and relayed
to a location of your choosing, where you may review it at your
leisure. Further, the quality of the feed grants a +2 gear bonus
with all Investigation, Search, Security, and Sense Motive checks
targeting an individual or event through the feed.

The Notice and Search DC to find your bugs is equal to your
class level + 30, and removing them requires the same amount of
time as placing them.

At Level 20, you may use this ability up to 2 times per mission,
and the feed's bonus increases to +4.

Eye in the Sky: Your most prized resource is your very own
spy satellite. At Level 14, you gain permanent, continuous,
unlimited access to a Caliber V keyhole reconnaissance resource
(see page 282).
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SOLDIER

An unmitigated powerhouse in any combat, the Soldier is a
team’s martial backbone, providing the firepower necessary to
bring down any menace. Other characters may become competent
fighters, but the Soldier was bred and trained for war. It's his call-
ing, and he answers without hesitation.

Attributes: Strength, Dexterity, and Constitution are the
Soldier's most important attributes. They ensure superiority in
combat, and for a Soldier, nothing is more vital.

Vitality: 1d12 + Con modifier per level.

Starting Weapon Proficiencies: 6.

CLASS SKILLS

The Soldier's class skills are |
Athletics, Drive, Intimidate, Notice,
Profession, Resolve, Search,
Survival, and Tactics.

Skill Points at Level 1: (4 + Int
modifier) x 4.

Skill Points at Each Additional
Level: 4 + Int modifier.

CORE ABILITY

Accurate: Your finely honed
physique is your deadliest weap-
on. Each time you spend 1 action
die to boost an attack check, you
roll and add the results of 2 dice
(e.g. a Level 1 Soldier's bonus of
1d4 becomes 2d4).

CLASS ABILITIES

Fight On: At Levels 1, 3,5,7, 9,
11,13, 15,17, and 19, you gain 2
additional weapon proficiencies or
1 additional Basic, Melee, Ranged,
or Unarmed Combat feat.

Fortunes of War I: Through a
combination of luck and skill, you
shrug off most minor damage.
At Level 2, you gain 1 point of
damage reduction (DR 1/—).

Further, as a free action, you
may double the DR granted by this
ability for 1 full round (see page
346). You may boost your DR in this
fashion a number of times per session
equal to your starting action dice.

Fortunes of War II: At Level 11, your DR increases to 2/—
(or 4/— when doubled).

Fortunes of War IlI: At Level 19, your DR increases to 3/—
(or 6/— when doubled).

Armor Use I: You're at home in armor. At Level 4, you gain a
+1 bonus to Defense while wearing armor. Further, your armor
check penalty decreases by 1 (minimum 0). Finally, you gain 1
piece of Caliber | armor at no cost as part of your mission gear
during the Intel Phase of each mission.

Armor Use II: At Level 8, your Defense bonus while wearing
armor increases to +2 and your additional piece of armor may be
chosen from Calibers | or II.

Armor Use IlI: At Level 12, your Defense bonus while wearing
armor increases to +3 and your additional piece of armor may be
chosen from Calibers | to Ill.

Armor Use IV: At Level 16, your Defense bonus while wearing
armor increases to +4 and your additional piece of armor may be
chosen from Calibers | to IV.

Armor Use V: At Level 20, your Defense bonus while wearing
armor increases to +5 and your additional piece of armor may be
chosen from any Caliber.

Weapon Specialist: You have trained with some of the
world's foremost weapon masters, developing your own

unique strengths. At Level 6, you
%, may choose 1 weapon proficien-
%, cy you possess and 1 of the
following abilities that apply
only with weapons covered
by the chosen proficiency.

At Levels 9, 12, 15, and
18, you may choose either 1
additional ability or 1 addi-
tional weapon proficiency you
possess. At any time, all weap-
ons covered by all chosen profi-
ciencies gain all abilities earned
to date.

Each of these abilities may
be chosen only once.

o Big Stick: You may choose 1
Weapon gear pick covered by
your chosen proficiencies as if
the current mission’s Caliber
were 1 higher. If the mission
is Caliber V, you instead gain a
number of additional upgrades
equal to your starting action
dice that may be applied to
any of your Weapon mission
gear picks.

o foibles: You gain a +1
dodge bonus to Defense
and an additional DR 1/—
against attacks made with
weapons covered by your
chosen proficiencies.

o Killer Instinct: You inflict an additional +1d4 damage with each

attack using a weapon covered by one of your chosen proficien-
cies. If making a ranged attack, this bonus damage applies only
when the target is located within CQB range (see page 327).

o Most Deadly: The number of action dice required for you to
activate a critical hit with a weapon covered by one of your
chosen proficiencies decreases by 1 (minimum 0).
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o Mow Down: Once per round, you may make 1 additional final
attack against a standard character with a weapon covered by
one of your chosen proficiencies.

o No Worries: When using a weapon covered by one of your chosen
proficiencies, your error range decreases by 2 (minimum 0).

o Showdown: You may take a Stand Off action with a weapon
covered by one of your chosen proficiencies without spending
an action die. You may use this ability a number of times per
session equal to your starting action dice.

Portable Cover: You make the most of any terrain, even impro-
vising cover from objects kicked, knocked, or thrown into the path
of incoming attacks. At Level 10, you and all of your teammates
within 10 ft. are considered to benefit from 1/4 scenery cover
at all times, even when standing out in the open. If you become
flat-footed, you and all your teammates lose this benefit until the
start of your next action.

At Level 20, this ability provides 1/2 scenery cover to you and
each of your teammates within 15 ft.

One in a Million: You can turn nearly any battlefield opportunity
into savage amounts of pain. At Level 14, once per session, you
may make 1 attack check, Fortitude save, or skill check for which
Strength or Constitution is the key ability. You are considered to
automatically roll a natural 20 with this check. This roll is considered
a threat and may be activated as a critical success. Further, you may
not be forced to re-roll this natural 20. You must declare that you're
using this ability before you make a roll for the chosen activity.

WHEELMAN

The Wheelman is a calculating combat driver, a precision pilot,
and a daring naval specialist. He is most at home behind the
wheel of a powerful vehicle, running circles around opponents
who find it impossible to keep up.

Attributes: Dexterity is unquestionably the Wheelman's defin-
ing attribute, but being something of a showman, he also uses
many Charisma-based skills.

Vitality: 1d10 + Con modifier per level.

Starting Weapon Proficiencies: 5.

CLASS SKILLS

The Wheelman's class skills are Acrobatics, Athletics, Drive,
Electronics, Impress, Intimidate, Mechanics, Notice, Profession,
Security, Streetwise, and Tactics.

Skill Points at Level 1: (6 + Int modifier) x 4.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Driven: Your nerves must be refined to exact standards to
survive at top speed. Each time you spend 1 action die to boost a
Maneuver or Mechanics/Repair check, you roll and add the results
of 2 dice (e.g. a Level 1 Wheelman's bonus of 1d4 becomes 2d4).

Additionally, when you suffer an error with a Maneuver or
Mechanics/Repair check, the GC must spend 1 additional action
die to activate it as a critical failure.

CLASS ABILITIES

Daredevil: At Level 1, you gain the Daredevil feat.

Custom Ride: Your garage is always stocked with the best
toys. At Level 1, you may choose 1 Vehicle gear pick as if the cur-
rent mission’s Caliber were 1 higher. If the mission is Caliber V,
you instead gain a number of additional upgrades equal to your
starting action dice that may be applied to any of your Vehicle
mission gear picks.

Manual Adjustment: You're so adept at mechanical repairs,
grease flows through your veins. At Level 2, when you fail a
Mechanics check that may be re-tried, you may spend 1 half
action to give the target device a whack in frustration. As long
as the check DC is equal to or less than your class level + 20,
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the whack reverses the failure. If several grades of success are
possible, you achieve only the lowest possible positive result. You
may use this ability a number of times per session equal to your
starting action dice. You may use this ability even if your initial
check results in an error, but you must declare its use before
action dice are spent to activate a critical failure.

If you gain the manual adjustment ability from two or more
classes, add together your levels in all classes granting you this
ability before you add 20 to determine the DC against which you
automatically succeed.

At Level 11, you may apply this ability to Electronics checks.

At Level 19, you may apply this ability to Security checks.

Crash Course: At Levels 3, 5,7, 9, 11,13, 15, 17, and 19, you
gain 2 Drive skill focuses or vehicle fortes. Alternately, you may
gain 1 Chase feat.

Vehicle Familiarity I: At Level 4, at the start of each mission,
you may choose 1 specific vehicle or mount to be considered
familiar. If the vehicle or mount is part of your mission gear, you
must have previously operated it for a minimum number of hours
equal to twice the highest Caliber of the vehicle or mount, or any
vehicle weapon or gadget installed. If the vehicle or mount is part
of your Lifestyle or chosen with the Favored Gear feat, this time
requirement is waived.

You may only be familiar with 1 specific vehicle or mount at a
time. The chosen conveyance gains a +1 bonus to Defense and
Damage saves, and you gain the same bonus with Initiative and
Maneuver checks made using it, and Electronics, Mechanics, and
Medicine checks made to repair or heal it, as appropriate.

Vehicle Familiarity II: At Level 8, this bonus increases to +2
and the time required to become familiar with any vehicle or
mount decreases to 1/2 standard (rounded down).

Vehicle Familiarity 1ll: At Level 12, this bonus increases to
+3. Further, you may become familiar with a second vehicle or
mount.

Vehicle Familiarity IV: At Level 16, this bonus increases to
+4 and the time required to become familiar with any vehicle or
mount decreases to 1 hour.

Vehicle Familiarity V: At Level 20, this bonus increases to +5.
Further, you may become familiar with a third vehicle or mount.

Drivers Only: Your driving and combat style is a carefully
balanced collection of well-practiced abilities both behind and
beneath the wheel. At Levels 6, 9, 12, 15, and 18, you may choose
1 of the following abilities. Each of these abilities may be chosen
only once.

o Elbow Grease: You gain a +4 gear bonus with all Electronics
and Mechanics checks made to repair an item.

o Gunnery: You require only 1 half action to fire any vehicle-
mounted weapon that typically requires 1 full action or 2 half
actions to operate.

o Most Lethal: The number of action dice required for you to
activate a critical hit with a vehicle-mounted weapon decreases
by 1 (minimum 0).

o Pjt Crew (city): Once per mission, you may summon a number
of mechanics experts equal to your starting action dice. Each
assistant is a Tier Il tool-pusher (see page 454). Per the GC's
discretion, the pit crew helps you in any non-combat endeavor

o
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for which they’re skilled and equipped until the end of the
following scene, or until one of them fails a Damage save or
Morale check, or suffers a critical injury, at which point the
entire crew leaves. If these standard NPCs make any skill check
that requires a kit while helping you, they're assumed to possess
1 appropriate grade | kit (see page 213).

Rough Riding: Your experience with off-road travel is such that
any mount or ground vehicle you control is considered to have
the off-road quality (see page 294).

Skill Mastery: Choose 1 of your Wheelman class skills. Your
error range with this skill decreases by 2 (minimum 1). Further,
when you take 10 with this skill, the amount of time required is
not doubled.

Spare Keys: Once per mission, when a vehicle or mount with
which you're familiar is lost, killed, or destroyed, you may
reveal that you have a second, identical vehicle or mount avail-
able. Regardless of your current location, it takes 1d4 hours to
retrieve this vehicle or mount. You are also considered familiar
with this duplicate vehicle or mount.

Trade-In: Once per mission, you may return a vehicle or mount
with which you're familiar to your Faction or a street buyer.
You regain all mission gear picks used to obtain the vehicle or
mount and must immediately request a new vehicle or mount
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costing up to the same number of picks. All unspent picks are
lost. The new vehicle or mount is ready at a location of your
choosing in 1 hour. You are also considered familiar with the
new vehicle or mount. If you use this ability to trade a vehicle
or mount from your Lifestyle or Possessions, it is returned at the
end of the current mission.

o Vehicular Instinct: You inflict an additional +1d4 damage with
each attack using a vehicle-mounted weapon. With a ranged
attack, this bonus damage applies only when the target is
located within 1 range increment.

“That's Impossible!”: You can force a vehicle or mount to
utterly defy physics. At Level 10, once per session when operating
any vehicle or mount, you may make a Maneuver check with a DC
up to your class level + 20 without making a skill check. Alternately,
during a chase Conflict, you may choose the "That's Impossible!”
Strategy (see page 367).

At Level 20, you may use this ability up to 2 times per session.

Soup Her Up: Your modifications can nudge a vehicle past its
standard limits. At Level 14, you may make improvements to any
vehicle with which you're familiar. You may make a total number
of improvements to all familiar vehicles equal to your class level.
Each improvement increases the vehicle's Acceleration, Turning,
Defense, or Damage save by 1, or increases its top speed by 1/10
(rounded up). No single statistic may benefit from more than 1/2
the total number of improvements made to the vehicle (rounded
down). These improvements only apply when you're in control
of the vehicle. Each improvement requires 30 minutes to make,
and 30 minutes to change. You may not make improvements to
a mount.

/ TABLE 1.15: THE WHEELMAN

Wealth

Gear Abilities

Custom ride, daredevil, driven
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STEP 6: INTERESTS

Your character is more than a collection of numbers. He's a
person with opinions, quirks, and... interests. By defining hobbies,
sports, and other pastimes, you give him things to care for, and in
the process you produce a handy list of personal details you can
use when roleplaying.

Spycraft 2.0 goes a step further. At Class Level 0, each character
gains 2 Interests (plus any Interests generated by his Origin). After
Level 1, each character gains additional Interests as shown on
Table 1.3: Level-Dependent Benefits (see page 27). A character may
choose to give up an Interest at any time, loosing that ‘slot’ perma-
nently. The interest is not replaced, but may be chosen again at a
later time when the character gains a new Interest.

Interests have a number of effects in play, as follows.

o When the GC and a player agree that an Interest relates to the
topic of a Knowledge check the player’s character is making,
the character gains a +1 bonus with the check.

o When the GC and a player agree that an Interest relates to a
skill check the player’s character is making, the character gains
a +1 bonus with action die rolls made to boost the check.

o When the GC determines that a character and an NPC share a
related Interest that applies to the current situation or discus-
sion, the character and NPC each gain a +1 bonus with all skill
checks made to improve the other’s disposition toward him.

o When a character spends 1 or more hours indulging in one or
more of his Interests, he heals stress damage at 2 x the stan-
dard rate (see page 339).

No combination of Interests may grant a character more than
a +2 bonus with any 1 check, and no character may benefit from
a greater number of Interest-given bonuses per session equal to
his starting action dice.

Each Interest must be broad enough to find periodic use in
the GC's setting and story, but narrow enough not to enter every
conversation. The specific depth of Interests is left to the GC to
define, allowing him to tailor their use as he sees fit, though all
Interests in the same campaign should have roughly the same
utility. The GC and each player must agree on all of a character’s
Interests before they enter play.

Some sample Interests include board games, classic cars, club-
bing, conspiracy theory, creative writing, criminology, fine cuisine,
fishing, forensics, formal dancing, gambling, gardening, golf,
guns, hiking, hunting, Internet surfing, jogging, literature, playing
tourist, politics, puzzle solving, religion, role-playing games, shop-
ping, schmoozing, stamp collecting, weight lifting, wine tasting,
woodworking, any sport in the world, professional or otherwise,
and specific gear by type (computers, antique cars, etc.).

STEP 7: SUBPLOTS

The lives of Spycraft characters are often peppered with private
concerns and lingering business. Much of this “personal baggage”
is simulated with Subplots. Unlike main missions (which the Game
Control creates), Subplots are voluntary character options that
allow you to tailor your character’s history, enemies, and challenges
to your liking, and receive some extra experience in the process.
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You may choose Subplots when you create your character and
between missions. There is no cost to choose a Subplot, but your
character may only have a limited number of Subplots in play at any
given time, as shown on Table 1.3: Level-Dependent Benefits (see
page 27). Further, each time you choose a Subplot, you must define
the plot details listed in the Subplot's description (usually simple
information like the name and occupation of a person hunting you).
The GC determines the rest of the Subplot details during play.

At the start of each mission, the GC secretly decides which
Subplots to activate. He may activate no more than 1 Subplot per
character, or 3 Subplots per mission. For each Subplot activated,
the GC gains 1 bonus action die.

When a Subplot is activated, the team’s current Threat Level
usually determines its effect, as outlined in its description. Before
the mission begins, however, the GC may voluntarily increase
any active Subplot’s Threat Level by up to 2, gaining 1 additional
action die per level increase.

At the conclusion of each mission, each character with an
active Subplot gains additional XP as follows.

o If the character does not meet the requirements listed in the
Subplot’s “Completion” entry, he retains the Subplot and
gains an additional 25 XP x the mission’s Threat Level (or the
Subplot’s Threat Level, if it's different).

o If the character meets the requirements listed in the Subplot’s
"Completion” entry, he loses the Subplot and checks the
"Completed” column on his character sheet (see page 496).
Thereafter, he may choose another Subplot to replace it
(though only between missions, as standard). Additionally,
he gains an additional 100 XP x the mission’s Threat Level
(or the Subplot’s Threat Level, if it's different).

Subplots never produce more than this amount of XP, even if
they introduce NPCs, objectives, and other mission elements that
typically produce XP.

Inactive Subplots: All Subplots the GC chooses not to activate
at the start of a mission are “inactive” during that mission and do
not come into play or have any effect on the characters or the game
(i.e. no one gains action dice or XP for them). This is the case even
with Subplots that are always logically lingering in the background,
like Discredited. Though a character possessing the Discredited
Subplot is always dealing with his shame and fighting for the
respect of others, the storyline involving his struggle — and the
mechanics supporting that storyline — only come into play when
the GC decides they do. At all other times, the Subplot is a footnote
in the character’s lingering background with no effect on the current
mission.

Special Note: The GC may reject any Subplot if he feels it isnt
a suitable test of your character or his team. All Subplots should
involve an element of personal risk, lest they become mere back-
ground noise.

CROSSROADS SUBPLOTS

Beginning at Level 2, your character may undertake a
“Crossroads Subplot,” a far more difficult version of a standard
Subplot that tests and strengthens your character, making him
more effective during future missions. There are four Crossroads
Subplots, each of which grants a corresponding Crossroads Title
— and several impressive benefits — when completed.
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Before your character may undertake a Crossroads Subplot,
he must achieve a minimum Career Level, complete a minimum
number of standard Subplots, and already possess all lower-level
Crossroads Titles, as shown on Table 1.16: Crossroads Subplots
(see page 54). A Crossroads Subplot is counted toward the maxi-
mum number of Subplots a character may possess at any time,
and may be chosen from the standard Subplots. It operates in all
ways like a standard Subplot, except that each time it's activated,
its Threat Level increases as shown on Table 1.16.

Once a character completes a Crossroads Subplot, he gains the
associated Crossroads Title and the standard Subplot’s XP bonus.
Further, beginning with the next session and mission, he gains the
benefits listed in the “XP Gain" and “Bonus Action Dice” columns of
Table 1.16. These benefits are permanent, remaining with the char-
acter so long as he retains the Crossroads Title that grants them.

Characters possessing a Crossroads Title are often the most
accomplished heroes of their setting, even when their deeds go
unsung. The GC is encouraged to further incorporate a character’s
Crossroads Titles into the campaign’s ongoing missions and stories.

STORY-SPAWNED SUBPLOTS

Some players will choose a Subplot at character creation, incorpo-
rating it into their character’s background or to using it to bridge their
character into the GC's campaign. Others might find it useful to hold
off, waiting to link their Subplot choices directly to the storyline. For
instance, when a player likes a particular villain, he might use him as
the basis for his next “Long Term Mission” or “Mystery” Subplot.

Likewise, if the campaign goes in a direction for which the GCisn’t
prepared, he might suggest the characters take “Amnesia,” allowing
him to launch the campaign forward a bit. Then he can simply go
back and fill in the intervening time at his leisure, revealing it through
the characters’ Subplots as the campaign unfolds.

This kind of collaboration is what Subplots are all about. They
develop story and setting and help characters and GCs grow all
at the same time.

SUBPLOT DESCRIPTIONS

The following is just a sampling of the most common Subplot
options in a modern game. Players may wish to try out their own,
in which case they should explain the basic concept to the Game
Control and let him develop the rules to go along with it.

AMNESIA

Your character has forgotten something... but it hasn't for-
gotten him.

Required Plot Details: Period of undefined location and/or
activity lasting at least 1 day.

Effect: This Subplot has no impact on your character’s attributes,
skill ranks, or other statistics. It simply means that he can't remem-
ber anything during a certain period or before a certain point. It
also means something important happened during the missing time
— something defined by a second Subplot chosen by the GC.

Your character must recover his memory before he can com-
plete the second Subplot. This process is a Complex Task with 3—7
Challenges, as determined by the GC when he chooses the second
Subplot. Generally, the number of Challenges should correspond
to a number of important revelations the GC plans to impart upon
your character, like a trail of breadcrumbs gradually leading him
back to the truth about his missing time. This structure is similar
to that of a mission’s clue chain, which is further explored in
Chapter 7 (see page 430).

Completing each Challenge requires a successful Resolve (Wis)
check against a DC equal to the Threat Level + 15. Your character
may attempt only 1 Challenge at the end of each mission during
which this Subplot is active (i.e. at the end of each mission during
which he's been exposed to the Subplot's threat). The GC may
instead call for a Challenge check earlier during an active mission,
especially when it corresponds with something your character
discovers about his missing time (the discovery prompting a new
memory, rather than the other way around). The GC should not
increase the number of Challenge checks made in each active mis-
sion, however, unless you and he have already decided that the
Subplot should end quickly.

Completion: If your character completes the Complex Task's
final Challenge, he recovers his memory and may undertake the
second Subplot per its standard rules.

If he fails the Complex Task, however, he may never recover
his memory. This Subplot ends without granting any additional XP
and the second Subplot chosen by the GC must either be aban-
doned or introduced later.

COMPULSION

Your character is drawn to something, compelled to indulge
whenever he can.

Required Plot Details: The focus of your character’s compul-
sion (e.g. chases, combat, romantic entanglement). This focus
must be a category of activities that regularly draw your character
into dangerous or dramatic circumstances.

Effect: The GC doesn’t activate this Subplot; rather it becomes
active and he gains action dice for it becoming active the first time
during any mission when your character encounters the focus of
his compulsion. Each time the focus is encountered, your charac-
ter must make a Will save (DC Threat Level + 10). With success, he
may act without restriction. With a critical success, your character

/ TABLE 1.16: CROSSROADS SUBPLOTS
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becomes immune to his compulsion until the end of the current
mission (this also means, however, that he can’t make any more
Will saves against it, and therefore cannot achieve successes
toward completing the Subplot).

With failure, your character must engage in an activity related
to his compulsion for a minimum number of rounds equal to the
difference between the DC and his save result. With a critical
failure, he must engage in such an activity for a minimum number
of minutes equal to the difference between the DC and his save
result. During this time, he may not perform any actions unrelated
to his compulsion activity, and all actions related to his compul-
sion activity requires twice the standard amount of time.

Completion: Your character makes 10 successful Will saves to
resist his compulsion.

DEBT

Every character’s funds can run dry, even when he's techni-
cally rich. Problems arise that demand fast liquid cash — business
ventures go south, personal possessions are trashed, and friends
and relatives are kidnapped and ransomed. No matter how careful
someone is, misfortune is always lurking just around the corner.

Special Note: A character never gains money from a Debt
Subplot. All money owed is automatically spent or committed
when the Subplot is acquired, for reasons jointly defined by the
player and the GC.

Required Plot Details: Name of character and/or organization
owed, nature of the debt (e.g. monetary loan, compensation for
property or honor loss, or other slight or indiscretion).

Effect: At any time, your character's debt is equal to your
career level x $50,000 (it rises with your career level due to
interest applied by the collectors). During each mission when this
Subplot is active, the collectors harass your character, inflicting
2d4 stress damage at the end of each scene. The GC chooses
how this harassment comes into play, possibly blending it with
the mission’s storyline. For instance, during a mission to carry
a valued package across country, the collectors might sabotage
your team’s transportation.

When your character owes a great deal, the collectors also send
2 Tier Il thugs to “check in” with him. These thugs are equipped
with 1 weapon each, chosen from any Caliber up to the current
mission’s Caliber. Further, the GC may spend action dice to increase
the number of thugs who arrive (by 1 per action die spent, maxi-
mum 5), or increase the Tier of all thugs who arrive (by 1 per action
die spent, maximum Tier IV). The GC may spend no more than 4
action dice invoking both of these additional effects.

The thugs arrive at a time of the GC's choosing, trying to corner
your character and demand their employers’ money. Unless paid,
they attack until your character falls unconscious or suffers 1 or
more wounds or critical injuries, at which point they withdraw,
warning that it will happen again unless they're paid... soon.

Completion: Your character ends a mission with an amount of
cash in his possession equal to the debt. Remember that stealing
prompts exposure (see page 435).

DISCREDITED

Your character has been shamed, due to his own actions or
those of another. Regardless, he's operating more and more on
his own these days, and will have to keep his nose clean and
rebuild some bridges if he wants to re-establish himself.
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Required Plot Details: The reason for your character’s dishonor
(e.g. a botched mission, the accidental or intentional insult of a
Faction or Freelance network superior, a rival casting aspersions).

Effect: Your character's Reputation or Net Worth decreases
by an amount chosen when you gain this Subplot (minimum
10 Reputation or $500,000 Net Worth). Net Worth may only
be decreased in $50,000 increments (e.g. $50,000, $100,000,
$150,000, and so on).

Completion: Your character’s Reputation or Net Worth increases
to its value when this Subplot was chosen.

Example: Your character loses 10 Reputation at the start of his
career (when his Reputation is 2). His Reputation drops to -8 and
this Subplot lingers until it rises to 2 or higher.

FEAR

Your character is unnerved or perhaps even chilled by some-
thing that affected him deeply. This Subplot is particularly com-
mon among spies, whose frantic, paranoid lifestyles spawn all
manner of mental ailments.

Required Plot Details: The focus of your character's fear (e.g.
shadows, crowds, cameras, intimacy). This focus must be some-
thing that can potentially come into play in any common mission.

Effect: The GC doesn't activate this Subplot; rather it becomes
active and he gains action dice for it becoming active the first time
during any mission when your character encounters the focus of
his fear. Each time the focus is encountered, your character must
make a Will save (DC Threat Level + 10). With success, he may
act without restriction. With a critical success, your character
becomes immune to his fear until the end of the current mission
(this also means, however, that he can't make any more Will
saves against it, and therefore cannot achieve successes toward
completing the Subplot).

With failure, your character becomes frightened, and with a
critical failure, he becomes terrified (see page 342).

Completion: Your character makes 10 successful Will saves to
resist his fear.

GAME CONTROL FIAT

By choosing this Subplot, you're letting the GC know that you'd
like to be surprised. Sometime when you least expect it, he'll
spring a new storyline on you. Until then, you'll have to wonder-...
is it something in this section, or something entirely new?

Required Plot Details: None.

Effect: Per chosen Subplot.

Completion: Per chosen Subplot.

Impending Doom

Your character faces some lingering threat, such as a relent-
less tracker, an illness, a kidnapped ally, or a time bomb or other
danger to his Faction or personal life.

Required Plot Details: The nature of the threat (see next).

Effect: Your character, his team, his Faction, or a friend, relative,
or contact is in danger. The nature of the threat is left to your imagi-
nation, but commonly involves one of the following.

o An ongoing threat in the form of an enemy force seeking to kill or
capture your character and his friends. In this case, at the start of
each mission in which this Subplot is active, the GC gains 1 action
die + 1 action die per mission in which this Subplot has been active
since the first, and must use these dice to trigger Surprise Chase
and Surprise Combat events (see page 403).
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o An ongoing threat in the form of a deadly contagion that

threatens your character’s health. In this case, the GC may
choose or create a disease or poison with a Complexity DC of
up to 50 + (the current Threat Level x 3). Your character makes
1 save against this contagion’s Secondary Phase DC at the end
of each mission and may not recover from any of its effects until
the Subplot is completed.

o Atime limit before your character loses something he cares for or

relies upon, such as a part of his Wealth or Faction (in this case,
the stake is generally 1 point or grade, as described at the end
of this section), or a friend or contact (in this case, the friend or
contact remains out of play until the Subplot is created, and dies
if time runs out before they're saved). A time limit can also be
attached to a contagion, after which death is certain.

As always, the GC may reject any Subplot he feels is inappropri-
ate or lacks the necessary elements to challenge your character,
and all details must be worked out before the Subplot may come
into play.

During each mission when this Subplot is active, your character
faces a test in the form of 1 or more scenes of the GC's design.
These scenes are constructed following the standard mission
design rules, not to exceed the standard per-scene XP limit
(see page 440), and involve the crux of the impending doom
(e.g. the person or group trying to kill or capture your character,
the source of the contagion plaguing him, or the forces behind
the time limit). These scenes may overlap or intersect a standard
mission’s scenes in any way the GC feels is appropriate, but
should never occlude the primary mission.

Example: During a mission to track several stolen nukes, the
team might capture and interrogate a group of smugglers who
recognize the Subplot character from one of their recent jobs (for
the villain group behind the Subplot). This sparks a sideline scene
in which the team helps the character track down the people who
hired the smugglers and learn what they can about the persistent
threat to one of their own. Unless this is the final mission for
the Subplot (see next), this doesn't lead to a final showdown,
but rather reveals some critical piece of information about the
character’s personal storyline, as defined by the GC.

Completion: Most of the time, the scenes sparked by this
Subplot represent advancements in your character’s personal sto-
ryline, but every story must eventually come to an end, and sooner
or later one of these inserted scenes becomes the Subplot’s con-
clusion. Determining when and how an Impending Doom Subplot
ends is a tricky proposition, primarily due to the different venues
in which Spycraft is played.

In a home game (where the same group meets session after
session), the GC may secretly choose a set number of missions
across which the Subplot will play out, intentionally developing
the final confrontation scene(s) ahead of time. This works espe-
cially well for Impending Doom Subplots with a time limit (e.g.
kidnappers threaten to kill the character’s friend or contact if an
unreasonable demand isn't met by a certain day and time).

Alternately, the GC can leave the climax up to fate, rolling 1d20
at the start of each mission when this Subplot is active. With a
result equal to less than twice the number of missions during
which the Subplot has been active, the current mission becomes
the Subplot's climax.

Example: An Impending Doom Subplot makes an appearance
for the second time. If the GC rolls a 1-4, the Subplot reaches its
conclusion in the current mission.

This second option works best in global campaigns, in which
many GCs and players come together with little bookkeeping
between them. GCs playing home games may also find it an
intriguing option, though planners and detail-oriented GCs are
likely to find it too unpredictable.

Regardless of how the final scene(s) are identified, they must
include the Subplot’s ultimate trial — a final race against time,
showdown with the Subplot’s villains, or another finale suitable
to the storyline. The Subplot’s Threat Level consequently increas-
es by 1. Also, unlike all of this Subplot’s previous scenes, this
offers your character the chance to end the lingering threat, and
promises dire consequences for failure. In the case of an ongoing
threat, this likely means death (by murder or succumbing to the
contagion), while a failed time limit scenario may result in 1 point
of lost Wealth, one of a Faction’s Ratings being reduced by 1, or
even death (in the case of a timed contagion).

Regardless of the outcome, your character earns the Subplot’s
full completion XP reward, whether he's successful in ending the
threat or not (though if he dies as a result, it only matters if the
campaign features the revolving door quality).




LIAISON

Your character is a negotiator, intermediary, or political bridge.
His work can bring people together — or tear them viciously apart.

Required Plot Details: The scale of the parties for whom your
character is a liaison (e.g. individuals, organizations, nations).
The scale need not be consistent between parties (i.e. your charac-
ter might be a liaison between an individual and an organization,
between two nations, or any other combination). While you may
introduce a Subplot in which your character is a liaison among three
or more parties, it's strongly discouraged, as it drastically reduces
the chance that the Subplot will resolve in your favor, or at all.

Effect: The process of forging a permanent truce or agreement
between the parties is a Complex Task with 3—7 Challenges, as
determined by the GC when you choose this Subplot. Generally,
the number of Challenges should correspond to the antipathy
between the parties.

During each mission when this Subplot is active, a flare-up
occurs between the chosen parties. This flare-up must involve a
dispute of some kind and must affect the current mission in some
fashion. The dispute is decided and introduced by the GC, and
must present goals for each party. Except during this Subplot's
final mission, these goals should not be mutually exclusive.

Example: A character is liaison between two rival intelligence
branches. An appropriate flare-up for any but the Subplot's final
mission might involve both branches taking an interest in the
character’s current mission to prevent a criminal mastermind
from sparking war in a neutral territory between their nations.
In this scenario, both parties can be contented with mission suc-
cess. Conversely, the branches shouldnt both desire the same
prototype gadget in any but the Subplot’s final mission, as this is
a situation that may only be resolved to one party's satisfaction.

At the end of each mission when this Subplot is active, your
character may attempt 1 Challenge with a Networking/Mediation
check targeting all parties in the dispute, including any who
weren’t part of the flare-up. This check’s DC is determined by
the intensity of the flare-up, as shown on Table 2.36: Mediation
Checks (see page 145). The character’s result increases by 4 when
compared to the result of any party whose goal was met during
the current mission.

Completion: If your character completes the Complex Task's
final Challenge, he forges a lasting truce.

If he fails the Complex Task, however, he may never forge a
truce. This Subplot ends without granting any additional XP.

LONG-TERM MISSION

Your character has been assigned a secondary mission that
often overlaps with other orders. This Subplot differs from a
Personal Mission in that your character is almost always detached
from the goals and details of the secondary mission (since he's
working for someone else).

Required Plot Details: The nature of your character’s long-term
mission (e.g. bringing a villain to justice, finding a stolen object,
determining the motives or whereabouts of a criminal organiza-
tion). Also, the Control through whom the long-term mission was
assigned (this character need not be your character’s standard
mission Control). Finally, at least three preferred objective types,
of your creation or chosen from Table 7.6: Sample Objectives
(see page 431).
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Effect: During each mission when this Subplot is active, your
character faces a test in the form of 1 or more scenes of the GC's
design. These scenes are constructed following the standard
mission design rules, not to exceed the standard per-scene XP
limit (see page 440), and involve the long-term mission and 1
or more of your preferred objectives. These scenes may overlap
or intersect a standard mission’s scenes in any way the GC feels
is appropriate, but should never occlude the primary mission
(see Impending Doom for an example).

Completion: A Long-Term Mission Subplot is resolved like
an Impending Doom Subplot, except that the consequences of
failure are decided by the nature of the mission (per the GC's
discretion).

MISTAKEN/TRUE IDENTITY

Somehow, people keep mistaking your character for someone
he's not. Alternately, you've assumed your current identity to run
from your former life, or to achieve a long-term goal (perhaps to
complete a “deep cover” mission).

Required Plot Details: The person for whom your character is
mistaken, or your character's real identity. This confusion must
potentially lead to comedic, dramatic, or lethal situations for your
character (per the GC's discretion). Ideally, a mistaken identity
involves your character bring mistaken for someone in the GC's
setting, or a famous (or infamous) NPC you create for him to
include.

Effect: During each mission when this Subplot is active, one or
more NPCs mistake your character’s identity or accurately guess
or realize his true identity, leading to confusion or added drama.

Example 1: Your character might be mistaken for a missing
scientist when asking about him, leading all the other parties
looking for him to target you instead. Also, if the scientist was
remotely working with others toward some incredible action or
discovery, those people might come out of the woodwork as well,
seeking information from you that only the scientist knows.

Example 2: During a previous mission in the same string of
deep-cover ops within a criminal organization, your character
might have arranged for the death of a henchman working for
the faction’s mastermind. When the henchman dodges the bullet
and confronts your character about the set-up, your character
must somehow convince him that he's mistaken about your true
loyalties.

In both cases, the process of correcting the misunderstanding
is a Complex Task with 3-7 Challenges, as determined by the GC
when you choose this Subplot. Generally, the number of Challenges
should correspond to the proliferation of the mistake, or the
certainty, obstinacy, or ignorance of those making it.

At any point during the mission, your character may attempt
1 Challenge with an Impress/Persuasion check (DC 15 + Threat
Level). With success, he convinces everyone in this mission of
his true identity, preventing the Subplot from surfacing again
until at least the start of the following mission. With failure, the
confusion continues and your character may not attempt the same
Challenge again until the start of the following scene (if this is the
last scene, the confusion does not abate and the current Challenge
may not be completed during this mission). The Game Control is
encouraged to permit this skill check only after your character has
accomplished something that helps to prove his claim.
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Completion: If your character completes the Complex Task's
final Challenge, he convinces everyone everywhere that he is who
he says he is.

If he fails the Complex Task, however, he must live with the
fallout of the mistaken or true identity for the duration of his
career (though it only comes into play per GC discretion). This
Subplot ends without granting any additional XP.

MYSTERY

Your character is trapped in a web of intrigue. Worse, he can't
see the spider — at least, not yet.

Required Plot Details: One nagging question (e.g. “Who mur-
dered the Black Dahlia?” or "How did Beowulf escape death...
again?”). Additionally or alternately, up to three starting clues
(which need not have any obvious connection).

Effect: Unlike most Subplots, a mystery doesn’t pit your charac-
ter against the rules, but rather pits you against the Game Control.
When you choose this Subplot, you're offering the GC the chance to
create a puzzle of interconnecting clues and leads, beginning with
those you provide him but ending... wherever he wants.

The GC begins by deciding on two things — whether there's
an ultimate, perhaps shocking realization to the mystery
(e.g. “Beowulfmurdered the Black Dahlia!? But that means..."),
and how the climax will test your character’s team. Commonly,
this test will take the form of a self-contained scene developed
ahead of time, per the standard mission design rules, and not
to exceed the standard per-scene XP limit (see page 440).
Occasionally, it may become a collection of elements that drop
into any existing scene (e.g. a main villain and his underlings
who can make a surprise appearance, or a device or weapon
that can conveniently wind up in the hands of the current
mission’s villain).

At some point during each mission when this Subplot is active,
the GC introduces 1-2 new clues leading to the mystery’s climax.
These clues may be direct or indirect, as telling or obscure as
the GC likes, based on his desired length for the mystery and his
desire to toy with you or your character before it concludes.

Completion: Your character confronts the mystery’s scripted
finale, either heading to the GC's scripted scene or keying into
enough of the puzzle that the GC introduces the finale elements
into the current scene.

NEMESIS

One of your character’s enemies rises above the rest, threaten-
ing to disrupt his life, or worse.

Required Plot Details: The name of your character’s nemesis,
at least three background details about him, and the reason
for his privileged status (e.g. responsible for your character’s
humiliating defeat during a previous mission, for the death
of a loved one).

Effect: Your character’s nemesis begins as a Tier Ill NPC of the
GC's choice, chosen from the sample special NPCs in this book
(see page 454), or designed as a full special character whose
career level is 2 higher than that of your character (see page 28).
In the former case, his Tier increases by 1 for every 3 missions in
which this Subplot is active. In the latter case, his career level
increases with that of your character (so he is always 2 levels
higher than your character).

During each mission when this Subplot is active, the GC may
introduce the nemesis in one of two different ways.

o The nemesis makes a guest appearance. In this case, the GC
gains 1 action die + 1 action die per mission in which this
Subplot has been active since the first to trigger Surprise Chase
and Surprise Combat events (see page 403).

o The nemesis is the true threat behind the current mission. In
this case, the GC replaces the mission’s ultimate villain with the
nemesis, leaving all other elements of the mission as is.

Completion: At the end of the mission, the nemesis is killed
or captured and the GC does not spend action dice to ensure his
survival or escape (see page 398).

PERSONAL MISSION

Your character has taken on a secondary mission that often
overlaps with other orders. This Subplot differs from a Long-Term
Mission in that your character is almost always personally con-
nected to the goals and details of the secondary mission.

Required Plot Details: The nature of your character’s personal
mission (e.g. finding a lost love, fulfilling a vow to protect a dead
friend’s relative, avenging the death of a friend). Also, at least
three preferred objective types, of your creation or chosen from
Table 7.6: Sample Objectives (see page 431).

Effect: During each mission when the Subplot is active, your
character faces a test in the form of 1 or more scenes of the
GC's design. These scenes are constructed following the standard
mission design rules, not to exceed the standard per-scene XP limit
(see page 440), and involve the personal mission and 1 or more of
your preferred objectives. These scenes may overlap or intersect a
standard mission’s scenes in any way the GC feels is appropriate, but
should never occlude the primary mission (see Impending Doom for
an example).

Completion: A Personal Mission Subplot is resolved like an
Impending Doom Subplot, except that the consequences of failure
are decided by the nature of the mission (per the GC's discretion).

ROMANCE/RELATIONSHIP

Your character desires someone he can't have (possibly because
the love is forbidden, or because the object of his affections isn't
interested — at least, not initially). Alternately, he's already
found the love of his life and now things are getting rocky. Either
way, the entanglement affects other parts of his life — including
his missions.

Required Plot Details: The name and gender of the NPC with
whom your character is entangled, and up to 3 details about
that person’s background. If this is a Relationship Subplot,
also provide the trouble afflicting your character’s relationship
(e.g. discontentment, resentment, a rival for his or her affections,
emotional turmoil in one or both partners, loneliness — perhaps
because the character is always away on missions).

Effect: The process of winning or keeping an NPC's heart is a
seduction Conflict (see page 387). The NPC makes an appearance
in each mission during which this Subplot is active, triggering a
Conflict round. Conflict rounds happen only during missions in
which this Subplot is active.

Ideally, the GC should further develop the NPC, establishing a
strong personality so that the Conflict rounds can be described as
fluid parts of the ongoing storyline. The GC should avoid roman-
tic Subplots simply becoming a string of meaningless conquests
(unless that's the point, and a Compulsion Subplot is looming on
the horizon). Rather, the key to each NPC's emotions should lie in




the details. Is the NPC aloof? Your character might have to get his
or her attention. Is the NPC guarded? The Subplot might become
a game of gradually wearing down his or her defenses. The meat
of the Conflict lies in removing obstacles and convincing the NPC
of your character’s respect and devotion (or, in the conquest
model, your character’s strength and magnetism). Either way, the
process should be as complex and engaging as any mission to be
worthy of an ongoing Subplot.

Completion: If your character wins the seduction Conflict, he
enchants the NPC or reminds the NPC why the relationship started.

If your character fails the Conflict, he loses the object of his
affections and may never win over the NPC (unless the GC later
decides to allow a new Romance Subplot focusing on them). In
this case, the Subplot ends without granting any additional XP.

WANTED

Your character is wanted for a crime that he may or may not
have committed.

Required Plot Details: The crime for which your character is
wanted.

Effect: During each mission when this Subplot is active, your
character becomes the focus of a Wanted event (see page 404).

Completion: Your character recovers or fabricates the evidence
required to clear his name, as determined by the GC when this
Subplot is chosen.

f CREATING NEW SUBPLOTS \\
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Many Subplots exist beyond those listed in this sec-
tion, and the GC and players are encouraged to develop
new options to suit their personal tastes and the flavor of
their campaigns. Two types of Subplots are problematic,
however.

First, any Subplot that fails to complicate the charac-
ter's missions or inflict penalties of some kind is open to
abuse. Many players are perfectly capable of roleplaying
such Subplots, accepting that a Subplot is intended to
present challenges for them to surmount, but just as
many would simply gloss over the effect of a roleplay-
ing-heavy Subplot in order to gain the additional XP and
Crossroads Title benefits.

Second, no Subplot should ever promote negative or
antisocial behavior. For instance, an “Personal Mission”
Subplot would require the character to spend much of his
time away from the action. Worse, a “Wanted” Subplot
could prompt a character to suspect everyone around
him — even his teammates and allies — driving a wedge
into the fundamental unit required to make the game
function.

Subplots should personalize the game's excitement,
not give players a method to exploit the rules or an
excuse to ignore the game's social element. The GC must
be ever vigilant to ensure that neither of these things
happen, and firm in any decision made to prevent them.

STEP 8: DERIVED
VALUES

Once your character’s attributes, origin, and class are set, and
any desired Subplots are chosen, you're ready to calculate the
majority of his remaining statistics.

VITALITY AND WOUND POINTS

Your character’s vitality points represent his ability to
avoid injury, ducking, weaving, and otherwise evading harm.
As these points drop, your character is being worn down,
inching toward the moment he'll suffer real pain. At Career
Level 1, your character’s vitality points are equal to the
maximum number possible on his base class’ vitality die +/-
his Constitution modifier. Each time the character rises in level
thereafter, he gains an additional number of vitality points
equal to the result of the new class level's vitality die +/-
his Constitution modifier (minimum 1).

Your character’'s wound points represent his ability to sustain
injury. As these points drop, your character is suffering greater
and greater physical harm, and comes closer to falling uncon-
scious or dying. At every level, your character’'s wound points
are equal to his Constitution score.

For more information about injury, see page 331.

STRESS AND SUBDUAL DAMAGE
THRESHOLDS

Your character's stress damage thresholds represent his
ability to withstand the rigors of combat and other tense
situations. Each is equal to your character’'s Wisdom score.
Asyourcharacter’s stressdamage exceeds each of these thresholds,
he grows more mentally and emotionally unstable.

Your character’s subdual damage thresholds represent his
ability to withstand knockout attacks and effects. Each is equal
to your character’s Constitution score. As your character’s subdual
damage exceeds each of these thresholds, there's a higher chance
that he'll fall unconscious.

For more information about stress and subdual damage,
see page 339.

ATTACK BONUSES

Your character’'s unarmed attack bonus is used when he
attacks without a weapon. It is equal to the sum of the base
attack bonuses he gains from each class level + his Strength
modifier. This number may be negative.

Your character’s melee attack bonus is used when he attacks
with a melee weapon. It is equal to the sum of the base attack
bonuses he gains from each class level + his Strength modifier.
This number may be negative.

Your character's ranged attack bonus is used when he
attacks with a hurled weapon, firearm, or ranged tactical
weapon. It is equal to the sum of the base attack bonuses he
gains from each class level + his Dexterity modifier. This number
may be negative.

For more information about attacking, see page 327.
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SAVING THROW BONUSES

Your character's Fortitude saving throw is used when he
resists physical attack or influence, such as a contagion, critical
injury, or the concussive force of some powerful attacks. It is equal
to the sum of the Fortitude bonuses he gains from each class level
+ his Constitution modifier. This number may be negative.

Your character’s Reflex saving throw is used when he evades
explosions and certain traps, or tries to react quickly to an event.
It is equal to the sum of the Reflex bonuses he gains from each class
level + his Dexterity modifier. This number may be negative.

Your character's Will saving throw is used when he resists
mental attack or influence, such as interrogation and brainwashing.
It is equal to the sum of the Will bonuses he gains from each class
level + his Wisdom modifier. This number may be negative.

For more information about making saving throws, see
page 347.

DEFENSE

Your character’s base Defense is used when he's attacked. It is
equal to 10 + the sum of the Defense bonuses he gains from each
class level + his Dexterity modifier.

If the character wears armor, he suffers a Defense penalty
(see page 284).

Your character's Defense may also be affected by unusual Size
(see page 347), dodge bonuses (see page 328), and other factors.

INITIATIVE BONUS

Your character’s Initiative Bonus is used to determine when he
acts in combat. It is equal to the sum of the Initiative bonuses he
gains from each class level + his Dexterity modifier. This number
may be negative.

For more information about the sequence of combat,
see page 323.

SPECIAL CHECK BONUSES

Your character's Knowledge check bonus is used to determine
whether he knows something that you, the player, do not. It is equal
to his Career Level + his Intelligence modifier. This number may be
negative. For more information about Knowledge checks, see page
99.

Your character’'s Request check bonus is used when he wants
to acquire gear picks outside a mission’s Intel Phase. It is equal
to his Career Level + his Charisma modifier. For more information
about Request checks, see page 219.

Your character's Gear check bonus is used when he wants to
acquire Common Items outside a mission’s Intel Phase. It is equal
to his Career Level + his Wisdom modifier. For more information
about Gear checks, see page 219.

REPUTATION AND NET WORTH

Only Faction characters gain Reputation, and only Freelancers
gain Net Worth. These statistics represent the character’s stand-
ing with his respective supporters (i.e. the Faction, or a Freelance
network). Each character begins with either 2 Reputation or
$100,000 in Net Worth, as appropriate. This is the case no matter
the character’s starting level.

A character acquires more from each mission he completes
(whether he successfully accomplishes the mission’s objectives or
not), and may spend it to gain gear and other benefits from his

Faction without a Request check (or after a Request check has
been failed). Certain gear and benefits may only be acquired by
spending Reputation or Net Worth, and Freelance characters may
only gain gear in the field by spending Net Worth.

Reputation and Net Worth may be lost for failing critical mission
objectives and exposing the character’s Faction or supporters to
unwanted attention or negative consequences. If one of these sta-
tistics drops too low, your character may even be cut off or hunted
by his former allies.

For more information about Reputation and Net Worth,
see pages 439, and for more information about exposure, see
page 435.

LANGUAGES

Unlike characters in Spycraft 1.0 and many other RPGs, your
character doesn’t learn languages one by one. Rather, he simply
gains the ability to communicate with the inhabitants of various
regions as he purchases ranks in the Cultures skill. At Level 1,
your character gains 1 Cultures skill focus at no cost, allowing him
to identify his native region and communicate with natives of his
homeland and surrounding territories.

For more information about the Cultures skill, see page 123,
and for more information about skill focuses, see page 98.

STEP 9: DESCRIPTION

Once you're happy with all of your character's statistics, you
should flesh him out a bit — give him a name, decide what he
looks and acts like, and give him a purpose in life.

NAME

Pick a name appropriate to your character’s nationality and culture
(or their parallels in a bizarre setting). A good name helps you form
amental image of your character. Is he named after someone famous?
Someone infamous? An object? A time or place? A weird uncle?
If you're having trouble thinking of a name, check a phonebook
or website for the proper area, or pick up a book of baby names.

CODE NAME

If playing as an Agency operative in the default Spycraft setting
— or any character who goes by a themed alias — choose a code
name. You should be very comfortable with your character’s code
name, as it's likely to be used more often than his real name in
some campaigns. Common code names are based on a character’s
personality or skills (e.g. “Wheels" or “Scope”), or chosen from
mythology or literature (e.g. "Perseus” or “Porthos”). A good
code name should be short, easy to pronounce, and catchy.

AGE

Your character may begin play at any age, though characters
younger than 16 or older than 40 endure additional modifiers to
their attributes, as shown on Table 1.17: Aging Effects (see page
61). If you want to randomly determine your character’s age, roll
2d6 and add the result to 22 (or, for those of you who want a
broader random range, roll 4d6 and add the result to 16).

As with all background details, be sure to check with your Game
Control to make sure your age is appropriate for his campaign.




TABLE 1.17: AGING EFFECTS b

Age Category Attribute Modifiers*

Child —3 to Str and Con, -1 Dex, Int,

—1't'6'Str, Dex, and Con, +1 to Int,m’
Wis, and Cha

Venerable ex, and Con, +1 to Int,
Wis, and Cha

These modifiers are not cumulative. An old character who
becomes venerable, for instance, only suffers an additional
=1 to Strength, Dexterity, and Constitution

HEIGHT AND WEIGHT

Your character may be any height and weight, though char-
acters of abnormal proportions should be cleared with the GC
before entering play. Alternately, you can randomly determine
your character’s height and weight as shown on Table 1.18:
Random Height and Weight (see next).

/ TABLE 1.18: RANDOM HEIGHT AND WEIGHT %

%

P

Base Base
Gender.  Height Roll Weight Multiplier*
Male 4ft.10in. +2d12in.  1201bs.  x2d4lbs.

*  To generate the character’s weight, roll the dice listed

and multiply the result by the height roll before adding
it to the base weight.

APPEARANCE

Using your character’s attribute scores as a general guide,
decide what he looks like. A character with a high Strength score
might be heavily muscled (or he might just be well toned), while
a character with a low Charisma score could be ugly, have a
nasty scar along his face, or might simply be surly. Decide what
color the character’s eyes and hair are, and the style in which he
wears his hair. What kind of clothes does your character favor?
Answering these sorts of questions can help you visualize your
character more clearly, and help you describe him to others when
they first meet him in play.

HISTORY

Decide your character’s past. Who raised him? If he belongs to
the Agency, how did he join? What were the two most important
events of his life? Start simple and build from there. Pick one or
two pivotal events that shaped your character and explore them.
As you become more familiar with him, you'll find new ways to
expand his basic background.
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GOALS

A goal or a driving motivation can help determine how your
character reacts to a given situation. Is he a patriot? Then it's
unlikely he would betray his country except under extreme circum-
stances. Is he driven by revenge? Then he might drop everything
to seek vengeance when someone wrongs him. As always, start
small and build up.

ACTION DICE

Every Spycraft character has access to a pool of action dice
that represent the cinema hero’s knack for seemingly superhuman
actions, or the lucky breaks he enjoys as his enemy’s weapons fail
or miraculously miss. Action dice are one of the most powerful tools
in your character’s arsenal, but just as you're armed with your own
special reserve of good fortune, so is the Game Control...

ACTION DICE BASICS

At the start of each game session, your character receives a
number of action dice determined by his Career Level, as shown
on Table 1.3: Level-Dependent Benefits (see page 27). Further,
when the current mission’s Threat Level exceeds the team's aver-
age Career Level, you gain 1 additional action die per 2 points of
difference (see page 423 for more about Threat Levels).

You may spend these dice in any of the following ways, and as
your class, feat, and other abilities allow.

Further, some abilities grant a bonus to action die results. Such
bonuses apply to each action die rolled, regardless of the number
of action dice spent to prompt the rolls.

All action dice not spent by the end of a gaming session are lost.

1. BOOST A DIE ROLL

You may add the result of 1 or more of your action dice to any die
roll you make (e.g. any 1 attack check, 1 damage roll, 1 skill check,
1 saving throw, and so on). There are a few exceptions, as follows.

o You may spend only 1 action die to boost each damage result.

© You may not boost any roll made to increase an attribute score,
nor may you boost any roll made to increase vitality points
(these restrictions apply whether the increases are temporary
or permanent).

o Some abilities may disallow the use of action dice to boost one
or more rolls, as noted in each relevant ability description.

o Action dice may never be spent to boost a result for which no die roll
is made (e.g. when your character “takes 10" with a skill check).

You may declare that you wish to boost a die roll at any time,
even after making the roll. Also, you may spend any number of
action dice to boost 1 die roll, so long as you have action dice left
to spend. You may not continue to spend action dice to boost a
roll, however, after the GC describes the outcome of the action
associated with it (typically, if you're unaware of your DC, the
GC should ask you whether you're happy with your result before
describing what happens).

Each time you spend 1 action die to boost a roll, and you roll the
highest number possible on the action die (e.g. you roll a natural 6
on a d6 action die), it “explodes.” In this case, you roll the action
die again, adding the new result to the previous result.
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Example: Kevin rolls a 6 on a d6 action die. He rolls it again,
getting a 4. His action die's total result is 10.

An action die keeps exploding as long as you keep rolling its
maximum value.

Example: Kevin rolls a 6 on a d6 action die. He rolls it again,
getting another 6. Rolling a third time, he gets a 5. His action die's
total result is 17.

Here's an example of spending action dice to boost a die roll.

Example: At Level 6, Kevin generates an attack check result of
12 against a target's Defense of 20. He spends 1 action die and
rolls 1d6, getting a 6. The die explodes, so he rolls again, this
time getting a 1. This action die result brings Kevin's attack check
result to only 19, not enough to beat the target’s Defense. Kevin
spends a second action die, rolling a 4. This brings his attack
check result to 23, enough to hit the target.

2. BOOST YOUR DEFENSE

At the start of any combat round, as a free action, you may spend
1 action die to boost your character's Defense by 2 for a number of
rounds equal to the action die's result. This action die may explode as
described under Option 1: Increasing a Die Roll (see page 61).

Your character may not benefit from more than 1 action die
spent to increase his Defense at any time.

3. ACTIVATE A THREAT

When you roll a natural 20 with any skill check (i.e. the 20 is
showing on the die), it usually means that you've scored a threat
(see page 96).

When you score a threat, you may spend 1 action die to acti-
vate it as a critical success, gaining the benefits described under
the ability, feat, or skill description, or as determined by the Game
Control (if the GC determines that no critical success is possible,
you receive your action die back).

Example: Kevin rolls a natural 20 when making an Athletics/
Jump check to leap over a table. He spends 1 action die to activate
the threat as a critical success, which in this case means that he
clears the maximum possible distance (see page 107).

In combat, when you score a threat with an attack check, you
may spend 1 action die to activate the threat as a critical hit.
This can have a variety of effects, based on the target hit and his
current state of injury (see page 329). The decision to activate a
critical hit during combat must be made before damage is rolled.

Example: Kevin fires on a conscious henchman, rolling a natural
20. He spends 1 action die to activate the threat and rolls dam-
age, determining that his attack inflicts 12 points of damage. The
henchman loses 12 wounds instead of 12 vitality.

Y. ACTIVATE AN OPPONENT’S ERROR

When your character’s opponent rolls a natural 1 with any skill
check (i.e. a 1 is showing on the die), it usually means that he’s
suffered an error (see page 96).

When your character's opponent suffers an error, you may
spend 1 action die to activate it as a critical failure, prompting
the effects described under the ability, feat, or skill description, or
as determined by the Game Control (if the GC determines that no
critical failure is possible, you receive your action die back).

Example: While chasing Kevin, a henchman makes an Athletics/
Jump check to leap over a table. The GC rolls a 1. One of the
other players spends 1 action die to activate the error as a critical
failure, so the henchman trips and lands on the table (likely shat-
tering it in the process). His movement ends, he suffers 1d4+1
subdual damage, and he becomes flat-footed (see page 108).

In combat, when your character’s opponent suffers an error
with an attack check, you may spend 1 or more action dice to acti-
vate the error as a critical miss. This can have a variety of effects,
as shown on Table 5.4: Critical Miss Effects (see page 330).

Example: When rolling to see if a henchman’s rifle shot hits
Kevin, the Game Control rolls a natural 1. Kevin spends 1 action die
and the henchman’s weapon fails to fire (with the same mechanical
effects as a dud round). Kevin could have spent 1 additional action
die to cause the weapon to malfunction (with the same mechanical
effect as a jam), or more dice for other effects, as desired and based
on the attack’s error range.

The choice as to whether an error is activated as a critical failure
must be made before the acting character may spend action dice
to boost the result. If the error is activated as a critical failure, the
acting character may not spend action dice to boost the result.

Special Note: You may spend action dice to activate the critical
failures and critical misses of opponents within your character’s
line of sight only.

5. HEAL YOUR CHARACTER

Outside combat, you may spend any number of action dice to
regain vitality or wound points. For each action die you spend,
your character regains either a number of vitality points equal to
the action die's result or 2 wound points.

Example: After fighting off the henchman, in a moment of calm
after the combat, Kevin spends 1 action die to heal some vitality.
Being Level 3, he rolls d4 action dice. He spends 1 action die and
rolls a 4, then a 3. He recovers 7 vitality points.

During combat, your character must take the Refresh action
before you may spend action dice to regain vitality or wound
points (see page 359). At the end of a round during which your
character performs a Refresh action, you may spend only 1 action
die to recover either a number of vitality points equal to the
action die’s result or 2 wound points. However, if your character
is the target of 1 or more attacks during the same round (even if
they're unsuccessful), you may not spend an action die to heal,
and your character’s actions for the round are forfeit.

6. MAKE A REQUEST CHECK

At any time other than the Intel Phase, you may spend 1 or
more action dice to make an appeal to your Faction or Freelance
network for any single item or option listed in Calibers I-IV.
A Request check is only possible with a method of rapid commu-
nication (e.g. phone, email, satellite radio, etc.). It requires 1 full
minute of communication.

To make a Request check, you spend a number of action dice equal
to the Caliber of the item or option desired, then you roll 1d20, adding
your Request check bonus to the result (the result of the action dice
spent to make the request is not added to this). A Request check has
no error or threat range. Each Request check consumes 1 Reserve gear
pick, whether it's successful or not (see page 219).




If the result equals or exceeds the item or option’s Request DC —
10 x the item's Caliber — it becomes available to you in an amount
of time determined by your character’s current location, as shown
on Table 4.3: Gear Delivery Time (see page 219). A Request check
may be re-tried, but costs additional action dice and consumes an
additional Reserve gear pick with each attempt.

Two or more players may pay a Request check’s action die cost,
but only one of them makes the roll to determine whether the item
or option is available.

Faction characters are subject to certain gear benefits and
restrictions (see page 389).

Finally, Request checks may never be made for picks whose
Caliber is higher than that of the current mission.

7. PRAY FOR A “HAIL MARY”

At a cost of 1 action die, your character may make any 1 untrained
skill check without the standard error range modifier (see page 92).

At a cost of 3 action dice, your character may make any 1 skill
check with no result cap (see page 88).

At a cost of 4 action dice, your character may make any 1 passive
or secret skill check as an active check (see page 89).

In all cases, these dice must be spent before making the roll.

ACTION DICE RESTRICTIONS

Unless otherwise stated, you may not spend action dice to affect
another character in any way. You may not spend action dice to
boost another character’s die rolls or Defense, activate another
character’s critical successes, or heal another character. You may
only spend action dice to gain these benefits for yourself.

Further, some abilities — such as the Soldier’s core ability,
accurate — allow you to roll 2 action dice when you spend
1, increasing the target die roll by both action die results.

Even if you somehow benefit from more than one such ability,
or another combination of abilities and effects that might
indicate that you should roll more than 2 action dice when
you spend 1, you may never roll more than 2 action dice per
1 action die spent.

GAINING ACTION DICE

Your Game Control may award you 1 or more action dice when
he feels that you've roleplayed your character exceptionally well,
exhibited leadership or problem-solving ability, entertained the
group, or otherwise improved the gaming experience. Should you
feel that another player deserves an action die for something that
the GC doesn’t reward, you may nominate that player and explain
your reasoning, but recognize that the GC is the final arbiter of
who gains action dice and why.

Any action dice the GC awards to you are added to your pool
and may be spent at any time, up to the end of the current session
(when they go away, with all your other action dice).

Further, each time the GC awards you 1 action die, you also
gain 25 XP at the end of the current serial. No matter how many
action dice you're awarded, however, you may only gain up to
25 x your current Career Level in XP during any single serial from
action die awards.

Example 1: Kevin is 3rd-level and gains 2 action dice during the
current serial. At the serial’s end, he gains an additional 50 XP.

Example 2: Kevin is 3rd-level and gains 4 action dice during the
current serial. At the serial’s end, he gains an additional 75 XP.

Feel free to spend all the action dice you gain, as they vanish
at the end of each game session. Spending action dice does not
affect the amount of experience points you gain from them.

5 . i #
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CHARACTER CREATIEN

THE MULTI-CLASS
CHARACTER

As your character advances in level, he may add new classes to
his repertoire. This gives him a broader range of abilities at the
expense of progressing — and reaching maximum level —in any
of his other classes. You might find this a helpful way to round
your character out or better match your concept. For example,
your Scientist might gain a level in the Soldier class to increase his
fighting skills or show that he’s more of a field operative.

When your character possesses levels in two or more classes,
the following rules apply.

Base Attack Bonus, Saving Throw Bonuses, Defense Bonus,
Initiative Bonus, Wealth, and Gear Picks: Each of these statis-
tics is determined by simply adding together the numbers pro-
vided by each of the character’s Class Levels.

Attribute Increases, Feats, and Starting Action Dice: As shown
on Table 1.3, your character gains these increases according to his
Career Level, regardless of individual Class Levels.

Vitality: You must randomly determine your character’s vitality
points for every level of his second and each subsequent class
(even the first level of each of these classes). A character only
gains maximum possible vitality points at his first Career Level.

Skills: Your character gains the number of skill points listed
for “each additional level” of his second and each subsequent
class (even the first level of each of these classes). A character
only gains quadruple skill points at his first Career Level. These
points are spent 1:1 on class skills and 2:1 on cross-classed skills
as determined by the class granting the skill points.

Core Abilities: Your character only gains the core ability of his
first base class and his first expert class. The core abilities of all
other classes in which he gains levels are ignored.

Class Abilities: Except for restricted core abilities, a character
gains access to all abilities offered by all of his class levels. In
some cases, the effects of these abilities stack; in others, they
don't. Specific instructions are provided in each ability descrip-
tion, and under Legacy Abilities (see page 29).

Special Note: There are no experience point penalties for
multi-classing in Spycraft 2.0.

EXPERT CLASSES

Where base classes provide a broad range of training, allow-
ing characters to remain adaptable, expert classes are focused
exclusively on one or two types of training. Most expert classes
are story-specific specialized occupations, while some are themed
archetypes. Some are obvious extensions of base classes (like the
Guide, an extension of the Scout), while others are entirely new
concepts.

The core Spycraft 2.0 release features eighteen expert classes.

Brawler (Brwl): The Brawler is a master unarmed and melee
combatant. His furious, no-holds-barred attack style can give his
team the edge in any close-quarters situation.

Cleaner (Clnr): The Cleaner’s focus is eliminating all evidence
of an event — even a botched mission — making him one of a
team'’s most valuable assets.

Con Artist (Cona): The Con Artist wraps people around his
fingers and wears them like rings, baubles he collects over the
course of his career. This makes him an excellent first man,
slipping in ahead of the team and preparing the targets for their
last goodbye.

Counter-Terrorist (Cntr): The Counter-Terrorist owns the
urban battleground, and indeed any close-quarters battleground.
He is the first man in during any time-critical strike, and the last
man out during any tense hostage situation.

Field Analyst (Flda): Mystery solver extraordinaire, the Field
Analyst brings a focused mind and crack intuition to his team.

Grunt (Grnt): The Grunt is his team’s combat powerhouse,
a heavy weapons expert with the ability and tools to level any
opposition, no matter how formidable.

Guide (Guid): The Guide is any team’s best bet when the keys
to mission success lie in knowing the terrain and manipulating the
locals. He's every group’s eyes and ears in unfamiliar locales.

Illuminatus (llum): Initiated into the grandest secret designs of
the modern enterprise, the Illuminatus can tap any organization
like most heroes tap their own bank accounts. If the team requires
a master manipulator, they need look no further.

Inventor (Invt): The Inventor stuns and amazes with a seem-
ingly endless supply of ingenious devices, each somehow tailor-
made for the task at hand. How does he do it? He'll never tell...

Politico (Pltc): The Politico wages war on the field of govern-
ment intrigue, swimming with the setting’s biggest sharks in an
effort to change the face of the entire world, one vote at a time.

Raptor (Rptr): The Raptor blends martial arts mastery with
high-tech enhancement, achieving a modern combat synergy few
other classes can match. He is among the most adept at melee
and unarmed combat on any team.

Schemer (Schm): The Schemer’s precision focus, exalted intel-
lect, and near-unparalleled skill versatility make him any team’s
strongest planner — and its best chance when only an insane
option can bring everyone out alive.

Sniper (Snpr): The Sniper’s uncanny accuracy at nearly any
range allows him to dominate any battlefield from on high, and
his secondary emphasis on stealth provides his team with a nice
backup when covert action is called for.

Stuntman (Stnt): A connoisseur of ludicrous mayhem, the
Stuntman brings a sense of irreverent danger to his team, remind-
ing them that they're alive — even when they'd rather be dead.

Tactician (Tact): The Tactician is one of a team’s strongest
strategic assets, making the most of every opportunity and
exploiting every weakness in the enemy. In any small-squad situ-
ation, the Tactician towers above all others.

Transporter (Trns): The Transporter’s natural vigilance helps
out in any battle, but his defensive combat and counter-pursuit
abilities are the true boon, especially to any team with delicate
characters or gear.

Triggerman (Trgr): The Triggerman dominates battles at close
range, outclassing most in unarmed and short-range handgun
warfare.

Virtuoso (Vrtu): The Virtuoso is the ultimate skill maestro,
wielding ideas like formidable weapons. He makes an excellent
code breaker, intelligence analyst, or occult investigator, or even
an eccentric hobbyist.




GAME CONTROL ALERT!

Expert classes are always optional. Some may not meet the
tone or power level the Game Control has set for his campaign,
and so he may choose not to include some or all of them in his
game. Classes banned for characters should also be banned for
NPCs unless the GC creates a valid setting or storyline reason for
the discrepancy.

ENTERING AN EXPERT CLASS

As shown on Table 1.3, the first opportunity for your character
to enter an expert class is Career Level 5. No character may enter
an expert class when he gains Career Levels 1, 2, 3, or 4.

Further, several “requirements” are listed in each expert class
description. Your character must meet all of these requirements
before he may gain his first level in the class. He may not spend
an expert class’s skill points, bonus feats, and other benefits to
qualify to enter the class.

Once your character meets all of an expert class’ requirements,
he may enter the class freely, following the standard rules for
multi-classing (see page 64).

LOSING REQUIREMENTS

Sometimes, a character gains 1 or more levels in an expert class
and then loses one or more of its requirements. For example, a
Sniper might enter old age, causing his Dexterity to fall below
the minimum required score. When this happens, the character
retains the base attack bonus, save bonus, Initiative bonus,
Defense bonus, Wealth, and gear picks granted by the class, as
well as any skills and feats he may have acquired while a member
of the class. He loses all of the abilities granted by the class,
however, and does not regain them until and unless he once again
meets the class requirements.

EXPERT CLASS CORE ABILITIES

As discussed earlier, each character may benefit only from the
core abilities of his first base and first expert class. Master classes
never possess core abilities (see page 28). No additional core
abilities may be gained, no matter how many times the character
multi-classes thereafter.

EXPCRT
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Base Attack Bonus: +3
or higher.

Intimidate: 6+ ranks.

Feats: Improvised Weapon
Basics.

avage bar room bouncer or honorable hand-to-hand cham-
Spion, the Brawler wades in and mixed it up with opponents

at close range. He fights to win, not to show off, his close-
combat skills inspiring comrades and terrifying foes. He uses
anything within his reach to gain an advantage — broken bottles,
trashcans, pool cues — and his superb physical conditioning mini-
mizes the effects of the blows he takes along the way.

Attributes: Strength and Constitution are the Brawler’s essen-
tial attributes; the only questions he needs to ask of himself are
“Can | dish it?” and “Can | take it?"

Vitality: 1d12 + Con modifier per level.

CLASS SKILLS
The Brawler’s class skills are Athletics, Drive, Impress, Intimidate,
Notice, Resolve, Sense Motive, Sleight of Hand, and Streetwise.
Skill Points at Each Additional Level: 4 + Int modifier.

CORE ABILITY

Ferocious: Each time you spend 1 action die to boost a damage
roll when using an unarmed or improvised weapon, you roll and
add the results of 2 dice (e.g. the bonus of a Career Level 8 Brawler,
ordinarily 1d6, becomes 2d6).

CLASS ABILITIES

Whatever's Handy: At Level 1, you gain a +1 bonus to damage
and Defense while using an improvised weapon.

At Level 5, this bonus increases to +2.

At Level 9, this bonus increases to +3.

/ TABLE 1.19: THE BRAWLER

Init Wealth

Abilities

A
[onoonno



aaae

Cheap Shot I: At Level 2, if you score a threat with an unarmed
or melee attack (but do not activate it as a critical hit), you inflict
the maximum possible damage, as if you rolled the highest value
possible with each of your damage dice. If you benefit from any
bonus dice to this attack (e.g. action dice, sneak attack damage,
etc.), they are rolled as standard.

Cheap Shot II: At Level 7, any time you score a threat with an
unarmed or improvised weapon attack (but do not activate it as a
critical hit), the target becomes flat-footed after the attack.

Ploy: At Levels 3, 5, 7, and 9, you may choose 1 of the following
abilities. Each of these abilities may be chosen only once.

o Backhand: You may choose to inflict subdual damage with an
unarmed attack to gain a +4 morale bonus with all Intimidate
checks targeting the same opponent for 1 minute.

o Beat Down: Each time you make a successful unarmed or melee
attack, the target suffers 1 point of stress damage in addition
to any other damage inflicted by the attack.

o Provoke: You gain a +4 synergy bonus with any skill check
made as part of a Taunt or Trick action.

o Quake Strike: As a full action, you may take 1 Trip action
targeting all adjacent opponents. You roll once for this action,
while each opponent rolls to resist separately. If you suffer
a critical failure or any opponent scores a critical success,
you automatically become sprawled.

o Smack Down: When you make a Standard Unarmed Attack
without applying any tricks, your attack gains the takedown
quality.

o Stare Down: When you render an opponent unconscious or
dead, you may take a Threaten action against another oppo-
nent within CQB Range as a free action, even if you have not
yet injured that character.

o Still Standing: You gain a +8 bonus with Fortitude saves
made to remain standing after being hit by an attack with the
takedown quality. Additionally, you gain a +4 bonus with skill
checks made to resist Bull Rush and Trip actions.

o Strut: After scoring a threat or critical hit with an unarmed or
melee attack, you may spend your next half action posturing,
at which point you gain 1 bonus action die (without the
accompanying XP bonus). If not used by the end of the current
combat, this action die is lost.

Bonus Feat: At Levels 4 and 8, you gain 1 additional Melee
Combat or Unarmed Combat feat.

Shrug It Off: At Level 4, your class level is added to your
Constitution score when calculating your subdual damage
thresholds (see page 339).

Buff: At Level 6, your Strength and Constitution scores rise by +1.

Fight Club: At Level 8, once per combat as a free action, you
may choose a Melee Combat or Unarmed Combat feat you pos-
sess. Each of your teammates may gain the chosen feat as a
temporary feat until the end of the current combat.

Juggernaut: At Level 10, when you suffer 1 or more points of
lethal damage, you may choose to convert up to 1/2 of any damage
that overcomes your damage reduction to subdual damage (rounded
down).

EXPCAT
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Falsify: 6+ ranks.

Manipulate: 4+ ranks.

Feats: Hustler.
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ppearances are vital for people in power, from politicians
A to kingpins, but botched missions, ambitious extortionists,

and skeletons in one’s closet can threaten that image.
When-these threats must be eliminated, a Cleaner is called in. This
character is trained to destroy all risks to his employers, as well as
all evidence that the risk even existed (or that he was ever involved).
Though a Cleaner's methods can be violent, he avoids bloodshed
when he can; after all, blood stains.

Attributes: A Cleaner employs a variety of stratagems, making
most attributes useful, but a high Intelligence score is imperative.
Also, Wisdom and Charisma help him spot problems and talk his
way out of them.

Vitality: 1d10 + Con modifier per level.

CLASS SKILLS

The Cleaner's class skills are Analysis, Blend, Bluff, Falsify,
Intimidate, Investigation, Manipulate, Notice, Search, Security,
Sleight of Hand, and Tactics.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Face in the Crowd: You're outwardly unremarkable and rarely
noticed. The error range of each Notice and Search check made to
locate you, or reveal evidence of your presence, increases by 1/2
your class level (rounded up).

CLASS ABILITIES

Glib Explanation: You're an expert at explaining things away
in an offhanded, unhurried manner, and when necessary, you're
the scariest person an inconvenient witness will ever meet.
At Level 1, you gain the Advanced Skill Mastery (Hustler) feat and
your Hustler feat also affects Intimidate checks.

At Level 5, you gain the Grand Skill Mastery (Hustler) feat.

At Level 9, you gain the Perfect Skill Mastery (Hustler) feat.

Priority Request: The importance of your work ensures that
you receive superb support. At Level 2, your Request check bonus
increases by an additional amount equal to your class level when
you request items from the Vehicle or Weapon gear tables.

At Level 7, your Request check bonus increases by an additional
amount equal to your class level when you request items from the
Gadget or Tradecraft gear tables.




Status Quo: At Level 3, once per mission, you may attempt
to convince witnesses to disregard what they've seen. You may
use this ability to target 1 special NPC or a number of standard
NPCs equal to your career level. You must be in direct verbal
contact with these targets (in person, by phone, or otherwise).
Make a Manipulate (Int) check (DC equal to the highest of the
targets’ Wisdom scores). This check possesses the Bribe, Crowd,
Disposition, and Language tags (see page 101). With success,
the targets disregard the event as “normal” and take no special
action in response to it for a number of days equal to the differ-
ence between the DC and the check result. With a critical success,
the targets overlook the event entirely, disregarding it even in the
face of overwhelming evidence.

At Levels 5, 7, and 9, you may use this ability one extra time
per mission.

Red Herrings: You're versed in forensic techniques — and how
to foil them. At Level 4, you may spend 1 full round spoiling a 5-ft.
square. This increases the DC of each skill check made to examine
the target area or locate physical clues within it by 15. Further,
you may spend action dice to activate critical failures with these
skill checks, even when you aren’t present.

Executioner: When you're forced to kill, you do so with remark-
able speed and efficiency. At Level 4, you gain the Executioner
feat.

Merciless: At Level 8, you gain the Merciless feat.

Cleaning Crew: At Level 6, you and each of your teammates
within 30 ft. of you gains a synergy bonus with Blend checks equal
to 1/2 your class level (rounded down).

Must Complete the Mission: You complete your missions even
in the face of horrific injury. At Level 8, when you suffer an injury
that would typically leave you stunned, you are instead nauseated.
Further, you do not fall unconscious when reduced to 0 or fewer
wound points, though you still lose wound points if not stabilized,
and die if reduced to —10 wound points as standard.

Fatal Attack: At Level 10, you may spend 1 action die when
attacking a vulnerable opponent to perform a “fatal” Standard
Attack. If the opponent loses 1 or more vitality or wound points
after damage reduction is applied, he must immediately make a
Fortitude save (DC 10 + the damage inflicted). With failure, he is
immediately reduced to -9 wound points.

Bluff: 6+ ranks.

Feats: Mark, any style

rifter, confidence man, scam artist — the Con Artist
G goes by many different names, none reputable. He is the

modern-day snake oil salesman, a shifty rogue always
readyto part a rube from his hard-earned cash. The Con Artist
plies his trade behind a wink and a smile, all the while scheming
for his next big score. Despite his universally reviled profession,
he makes an excellent friend or ally, his gift of gab making him an
outstanding deceiver, information gatherer, and ‘front man’ for
teams of all stripes.

Attributes: The Con Artist lives and dies by his ability to under-
stand and manipulate people, making high Charisma and Wisdom
scores essential.

Vitality: 1d10 + Con modifier per level.

CLASS SKILLS

The Con Artist’s class skills are Blend, Bluff, Bureaucracy,
Falsify, Impress, Investigation, Manipulate, Notice, Search, Sense
Motive, Sleight of Hand, and Streetwise.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Two-Faced: You're a masterful deceiver, skilled at manipulating
everyone around you. You make all Bluff checks as active checks
(see page 89).

TABLE 1.20: THE CLEANER

Abilities

Face in the crowd, glib explanation
(Advanced)

Priority request (Gadget or Tradecraft), b |
Status quo 3/mission

2T, 2W, 1R
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CLASS ABILITIES

Short Con I: You begin cons by creating a sense of urgency in
your target, and consequently close many deals in just one sitting.
At Level 1, you may increase your error range by 1 to decrease
the time required to make any Impress, Intimidate or Manipulate
check to 1/2 standard (rounded down, minimum 1 round).

Short Con II: At Level 5, you may increase the error range by
2 to decrease the time required to make any Impress, Intimidate
or Manipulate check to 1/4 standard (rounded down, minimum
1 round).

Short Con Ill: At Level 9, you may increase the error range by
3 to decrease the time required to make any Impress, Intimidate
or Manipulate check to 1/10 standard (rounded down, minimum
1 round).

A Sucker Born Every Minute I: You have a keen sense about
others, and can quickly pick the rubes out of the crowd. At Level
2, when you target someone with the Mark feat, your error ranges
with Bluff and Manipulate checks made against that person
decrease by 1 for the duration of the current mission.

A Sucker Born Every Minute II: At Level 7, when you target
someone with the Mark feat, your threat ranges with Bluff and
Manipulate checks made against that person increase by 1 for the
duration of the current mission.

No Hard Feelings: You smooth ruffled feathers in such as way
that you retain your good name even after you've run roughshod
over someone. At Level 3, each time a character’s disposition
toward you is worsened, the disposition shift decreases by
1 grade.

At Level 7, no character’s disposition toward you may be wors-
ened permanently in any way (i.e. all negative disposition shifts
are reversed at the end of each mission).

Cool Customer: Through careful planning and artful negotia-
tion, you ensure that potentially sticky situations don't get out of
hand. At Level 4, once per session at the beginning of a scene,
you may impose the mellow campaign quality until the end of the
scene (see page 407). If the quality is already in play, all stress
damage decreases to 1/4 standard (rounded down, minimum 1).

At Level 8, when you use this ability, this scene is also consid-
ered standard, and may not be converted to a dramatic scene by
any means (see page 424 for more about dramatic scenes).

Shill: You're a valuable ally when deceiving others. At Level
4, when you successfully make any cooperative Charisma-based
skill check (as a helper or leader), you may reduce the number of
action dice required to activate a critical success with that check
by 1 (minimum 0). You may use this ability a number of times per
session equal to your starting action dice.

Bait and Switch: People can never be sure that anything they
discover about you isn't just what you want them to know. At
Level 5, each time an opponent succeeds with an Investigation or
Sense Motive check targeting you, you gain 1 bonus d4 action die.
If this die is not spent by the end of the current scene, it is lost.

AtLevel9, each time an opponent succeeds with an Investigation
or Sense Motive check targeting you, he suffers a -2 insight
penalty with all attack and skill checks targeting you until the end
of the current scene.

Shortest Way to the Heart: You worm your way into people’s
good graces with a variety of ploys. At Level 6, before Strategies
are chosen during each Conflict round of a seduction (see page
387), you may force your opponent to choose a different Strategy
than he chose during the last round. This ability may not be used
if they have no other option available to them. When you use this
ability, you must also choose a different Strategy than you chose
during the last round.

Long Con: While many Con Artists work the short term, most
consider the ability to run a long con — sometimes over weeks
or months — to be the mark of a true master. At Level 8, when
you must make a Charisma-based skill check as part of a Complex
Task or Dramatic Conflict, you may set your result to the check’s
DC + 1. This may not result in an error or threat. Further, if you
have successfully seduced the check’s target, the starting Lead
or the number of Challenges decreases by your Wisdom bonus
(minimum 1). You may use this ability a number of times per Task
or Conflict equal to your Charisma modifier (minimum 1).

100 Moves Ahead: The confidence game is like chess — the
best players can see the end of the game after they've played the
opening moves. At Level 10, when an opponent targets you with
an Investigation or Sense Motive check, that opponent’s threat
range decreases by 2 and the check becomes passive (see page
89). Further, if the check fails, you decide what information is
revealed about you and your activities (if any), and none of this
information needs to be accurate. You may use this ability even if
you're unaware that you're being targeted with the skill check.

/ TABLE 1.21: THE CON ARTIST

Abilities
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Base Attack Bonus: +3
or higher.

Feats: Ambush Basics,
CQB Basics.
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f terrorists are the boogeymen of the 21st century,
Ithe Counter-Terrorist is the latter-day monster hunter.

Possessed of above-average situational awareness and
consummate skill in close-range firefights, this CQB specialist
is trained in a wide array of intelligence tasks. This exper-
tise allows him to locate and neutralize quarry even in the
complex urban jungle, where one false move can strand him
in a sea of crossfire.

Attributes: As with any combatant, the Counter-Terrorist's
physical abilities are important, but due to the chaotic environ-
ment in which he often operates, Wisdom is vital. Charisma is
helpful when dealing with large crowds of panicking civilians.

Vitality: 1d10 + Con modifier per level.

CLASS SKILLS

The Counter-Terrorist's class skills are Analysis, Athletics,
Blend, Intimidate, Investigation, Notice, Resolve, Search, Security,
Sense Motive, Sneak, and Tactics.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Shoot First: Each time you spend 1 action die to boost any
attack check, skill check, damage roll, or save result during the
surprise round or first standard round of any combat, you roll
and add the results of 2 dice (e.g. the bonus of a Career Level 8
Counter-Terrorist, ordinarily 1d6, becomes 2d6).

CLASS ABILITIES

Crowd Control: You get immediate results in a crisis — usually
by ordering uncooperative civilians to get out of the way. At Level
1, as a full action, you may issue instructions to non-combatant
standard NPCs who can hear or see you numbering up to 10 times
your Charisma score. These instructions must be clear, concise,
and possible with 1 round of activity. They may not include any
attack actions. Further, no more than 1 set of instructions may
be provided (i.e. a single crowd cannot be broken into smaller
groups, each receiving separate instructions). Assuming all these
conditions are met, the NPCs act according to the instructions
during the following round. If 2 or more Counter-Terrorists simul-
taneously target the same NPCs with this ability and contradictory
commands, the abilities are all used and canceled.

You may use this ability a number of times per session equal to
your starting action dice.

Precision Takedown I: You frequently engage in combat in
cramped spaces like airliners, subways, and even private homes, and
must deal with panicked crowds and human shields all too often.
At Level 2, each opponent with less than total personal or scenery
cover is considered to possess 1 grade less cover against your attacks
(e.g. a target with 3/4 cover is considered to have 1/2 cover).

Precision Takedown II: At Level 7, each opponent with less
than total personal or scenery cover is considered to possess 2
grades less cover against your attacks (e.g. a target with 3/4
cover is considered to have 1/4 cover).

CQB Mastery: At Level 3, the Counter-Terrorist gains the CQB
Mastery feat.

Armor Use I: You're at home in armor. At Level 4, you gain a
+1 bonus to Defense while wearing armor. Further, your armor
check penalty decreases by 1 (minimum 0). Finally, you gain 1
piece of Caliber | armor at no cost as part of your mission gear
during the Intel Phase of each mission.

Armor Use II: At Level 8, your Defense bonus while wearing
armor increases to +2 and your additional piece of armor may be
chosen from Calibers | to II.

Safe Attack: At Level 4, your opponent must spend 2
additional action dice to cause one of your attacks to strike any
character other than your intended target. Further, when you
attack a character benefitting from cover provided by a human
shield, the Defense bonus granted by the human shield decreases
to 1/2 standard (rounded down).

/ TABLE 1.22: THE COUNTER-TERRORIST
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Abilities

Crowd control, shoot: first
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SWAT: At Level 5, once per mission during the Intel Phase, you
gain 1 temporary covert feat until the end of the current mission.

At Level 9, once per mission during the Intel Phase, you gain 2
temporary covert feats until the end of the current mission.

Hostile Negotiator: You can broker deals under the tensest of
circumstances. At Level 6, you may substitute your Intimidate skill
bonus for your standard skill bonus when making Manipulate or
Networking checks against targets whose disposition toward you
is Neutral or worse.

CQB Supremacy: At Level 7, you gain the CQB Supremacy
feat.

Tactical Commander: At Level 8, once per combat, you may
lead a Joint Action that includes any number of your teammates
without making a Tactics check.

First Strike: At Level 10, once per combat at the beginning of
any combat round in which you would typically be able to act,
you may take your standard 1 full action or 2 half actions before
any other characters act and before any event occurs during the
round. When making any attack or skill check during this round,
you may roll twice, keeping the result you prefer. Further, none
of your attack or skill checks made during this round may cause
an opponent to cease being flat-footed, nor may they trigger a
Ready action. You may not act in any way during the round after
you use this ability.

If 2 or more Counter-Terrorists use this ability during the same
round, they act in order from highest to lowest Initiative Count,
with Initiative bonus and Dexterity breaking any ties (in that
order).

—
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Analysis: 6+ ranks.

Investigation: 4+ ranks.

Feats: Examiner.

reful consideration to unravel even the most tangled myster-
BMe takes many forms — intelligence specialist digesting data
on-thefly, crime scene investigator tapping the specifics of murder,
even a forensic archeologist committed to unearthing man’s oldest
puzzles. Whatever his interest, the Field Analyst is exceptionally well
equipped to answer the world’s most perplexing questions.
Attributes: The Field Analyst relies equally upon education and
instinct, making Intelligence and Wisdom key to his success.
Vitality: 1d8 + Con modifier per level.

heFieldAnalystusesforensicevidence, dedicatedinvestigation,
angilla
ie

CLASS SKILLS

The Field Analyst's class skills are Analysis, Bureaucracy,
Computers, Cultures, Drive, Electronics, Investigation, Mechanics,
Medicine, Notice, Profession, Resolve, Science, Search, and Sense
Motive.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY
Keen: You're eerily aware of your environment at all times.
You make all Notice checks as active checks (see page 89).

CLASS ABILITIES

CSI: Your painstaking attention to detail when collecting and
interpreting evidence is unmatched. At Level 1, you gain the
Advanced Skill Mastery (Examiner) feat.

At Level 5, you gain the Grand Skill Mastery (Examiner) feat.

/ TABLE 1.23: THE FIELD ANALYST
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At Level 9, you gain the Perfect Skill Mastery (Examiner) feat.

Priority Request: The importance of your work ensures that
you receive superb support. At Level 2, your Request check
bonus increases by an additional amount equal to your class
level when you request items from the Electronic or Resources
gear tables.

At Level 7, your Request check bonus increases by an additional
amount equal to your class level when you request items from the
Tradecraft or Vehicle gear tables.

All the Right Questions I: At Level 3, when making any
Analysis, Investigation, or Search check, you may increase your
error range by 1 to decrease the time required to 1/2 standard
(rounded down, minimum 1 round).

All the Right Questions II: At Level 7, when making any
Analysis, Investigation, or Search check, you may increase your
error range by 2 to decrease the time required to 1/4 standard
(rounded down, minimum 1 round).

Bright Idea: At Level 4, twice per session, when making any
Intelligence- or Wisdom-based skill check, you may roll twice,
keeping the result you prefer.

At Level 8, you may use this ability 2 additional times per session.

Plan of Action: You weave diverse details together to avoid
mistakes. At Level 4, once per session as a free action, you may
implement a plan. Until the end of the current scene, it costs 1
additional action die to activate any error suffered by you or any
of your teammates.

All the Right Answers: At Level 6, when you undertake a
Complex Task for which Analysis, Investigation, or Search is the
key skill, the starting number of Challenges decreases by your
Wisdom modifier (minimum 1).

Eye for Detail: At Level 8, each time you make a Search check,
you may roll twice, keeping the result you prefer.

Sum Up (city): Your gift for producing condensed data briefs
ensures your team can always take proper stock and plan accord-
ingly. Once per mission, you may spend 1 hour to create an addi-
tional Intel Phase, during which you may exchange any or all gear
choices you've made during the current mission. This does not
allow you to gain new gear, only replace existing gear. Any abilities
targeting the Intel Phase may apply, however, even if they were
used during the mission’s standard Intel Phase. Further, this Intel
Phase is considered the beginning of a new session, resetting many
abilities — and all action dice.

Strength: 15+.

Weapon Proficiency:

Tactical.

Base Attack Bonus:
+4 or higher.

he Grunt is the heavy hitter on any battlefield, renowned

I for his skill with heavy weapons and masterful command

of fully automatic mayhem. Every Grunt lives for battle,

gracefully wielding the largest and most dangerous weapons.

The Grunts makes an excellent teammate, his unmatched ability

and ever-present support weapons backing the team up in any
dangerous circumstance.

Attributes: Because the Grunt wrangles very large weapons
with heavy recoil, Strength is crucial. It is followed closely by the
raw toughness of a high Constitution score.

Vitality: 1d12 + Con modifier per level.

CLASS SKILLS

The Grunt's class skills are Athletics, Drive, Intimidate,
Mechanics, Notice, Resolve, Search, Survival, and Tactics.

Skill Points at Each Additional Level: 4 + Int modifier.

CORE ABILITY

Hot-Blooded: You thrill to the life-and-death intensity of battle.
At the beginning of each combat, you gain 1 bonus action die (during
a standard scene) or 2 bonus action dice (during a dramatic scene).
You may immediately give 1 die to a teammate involved in the same
battle (this must happen at the start of combat — you may not
give the die to a teammate after the combat begins). A character
may receive only 1 action die from a Grunt at the beginning of each
combat, even if multiple Grunts are present on the team. If not used
by the end of the combat, these bonus action dice are lost.

/ TABLE 1.24: THE GRUNT
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CHARACTER CREATIEN

CLASS ABILITIES

Alpha Strike: At Level 1, once per round, you may take an
Autofire or Strafe action as a half action.

Dead to Rights: You use tactical weapons to their maximum
potential. At Level 2, when you inflict damage with a tactical
weapon, you may inflict an additional +1d4 damage directly to
1 target’s wounds (if you use this ability in conjunction with an
attack that damages multiple opponents, only 1 opponent of your
choice suffers this additional damage). You may use this ability
a number of times per combat equal to your starting action dice,
but never more than once per attack.

At Level 7, the additional damage inflicted by this ability
increases to +2d4.

Bonus Feat: At Levels 3 and 7, you gain 1 additional Basic
Combat or Ranged Combat feat.

Cool-Headed: You're prepared for the most stressful of
battlefield conditions. At Level 4, you gain an amount of dam-
age resistance against stress and subdual damage equal to your
Constitution modifier.

Fire Team: You're a veteran of squad-level assaults, skilled
with massed fire and crossfire tactics. At Level 4, at the beginning
of each combat, you and each of your teammates involved in the
combat gain the Autofire Basics feat as a temporary feat for the
duration of the current combat.

At Level 8, you and each of your teammates involved in the
combat also gain the Autofire Mastery feat as a temporary feat
for the duration of the current combat.

Heavily Armed: At Level 5, you may choose 1 Weapon gear
pick as if the current mission’s Caliber were 1 higher. If the
mission is Caliber V, you instead gain a number of additional
upgrades equal to your starting action dice that may be applied
to any of your Weapon mission gear picks.

At Level 9, this ability targets 1 additional Weapon gear pick.

“Put Your Backs Into It!"”: You're a paragon of raw physical
power. At Level 6, if you fail an Athletics/Power Lift or Athletics/
Forced March check but don’t suffer an error, you succeed as long
as the check’s DC is equal to or less than your class level + 20.

Further, whenever one of your adjacent teammates makes
an Athletics/Power Lifting or Athletics/Forced March check,
you may make the same check. If your teammate's result is lower
than yours, the teammate may substitute your result in place
of his own.

Overkill: At Level 8, the number of action dice required for
you to activate a critical hit with a tactical or indirect weapon
decreases by 1 (minimum 0).

Battle Cry: At Level 10, once per session as a free action, you
may unleash a fearsome battle cry. Until the end of the current
combat, any opponent attempting to attack you must immediately
make a Will save (DC equal to your readied weapon’s maximum
damage, not including non-weapon bonuses). With success, the
attack continues as standard. With failure, the opponent’s attack
inflicts subdual damage instead of lethal damage.

EXPCRT

REQUIREMENTS
Cultures: 6+ ranks.

Streetwise: 4+ ranks.

Feats: Safe House.

—r >,

t home in civilization as much as the wilderness,
A the rough and ready Guide is a person of the world.
This intrepid individual travels extensively, often as
a-cultural attaché or long-term observer for an intelligence
and military outfit, setting up contacts and paving the way
for regional operations. His uncanny skill at navigating the
dangerous streets of the world’s largest cities and the world’s
most remote countries makes him a highly valued asset to any
mission team, particularly one operating in unfamiliar places
or circumstances.
Attributes: Wisdom and Charisma are vital for the Guide, help-
ing him navigate new terrain and work effectively with others.
Vitality: 1d8 + Con modifier per level.

CLASS SKILLS

The Guide's class skills are Athletics, Blend, Bluff, Cultures,
Drive, Falsify, Impress, Investigation, Medicine, Networking,
Notice, Sense Motive, Sneak, Streetwise, and Survival.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Cultured: You pick up all the little details most people miss
— even when you're overwhelmed in a foreign land. You make all
Notice checks as active checks (see page 89).

CLASS ABILITIES

Friends in Low Places I: You can quickly plug into any
local network, scouting the lay of the land. Soon, it's as if
you've been operating there forever. At Level 1, the time
and money required for you to perform any Canvass Area
check are reduced to 1/2 standard (rounded down, minimum
10 minutes and $10). Further, at any time during the same
mission after you've made a successful Canvass Area check,
the time required for you to make a Black Market check in
the same area is reduced to 1/2 standard (rounded down,
minimum 1 hour).




Friends in Low Places II: At Level 5, the time and money
required for you to perform any Canvass Area check are reduced
to 1/4 standard (rounded down, minimum 10 minutes and $10).
Further, at any time during the same mission after you've made a
successful Canvass Area check, the time required for you to make
a Black Market check in the same area is reduced to 1/4 standard
(rounded down, minimum 1 hour).

Friends in Low Places Ill: At Level 9, the time and money
required for you to perform any Canvass Area check are reduced
to 1/10 standard (rounded down, minimum 10 minutes and $10).
Further, at any time during the same mission after you've made a
successful Canvass Area check, the time required for you to make
a Black Market check in the same area is reduced to 1/10 standard
(rounded down, minimum 1 hour).

Home Turf: At Level 2, you gain the Home Turf feat.

Forage: You find useful items in the unlikeliest places. At Level
3, once per session, you may spend 1 hour scouring a 500 ft. x
500 ft. area for useful gear or other items. At the end of this time,
you may make a Gear check. With success, you find 1 Common
Item of your choice. Unless the GC determines otherwise,
the chosen item must be native to the surrounding terrain
(i.e. a flashlight may not be found in an unexplored jungle, and a
roll of tape may not be found in a sealed Mayan temple).

At Level 7, with a successful Gear check, you find either 2
Common Items or 1 Caliber | gear pick, with the same restrictions.

“Any Time, Any Place”: At Levels 4 and 8, once per mission as
a free action you gain a temporary terrain feat of your choice until
the end of the current mission.

Interpreter: You often act as a cultural attaché for their team.
At Level 4, when you're part of a team Cultures, Streetwise, or
Survival check, you may substitute your skill bonus for the bonus
identified by the situation at hand (see page 91). If more than 1
character possesses this ability, the character with the highest
applicable bonus may use it.

Backup I: You maintain a vast circle of diversely qualified
friends who can help out in a pinch. At Level 5, once per session,
you may call upon a friend to assist you. This friend’s disposi-
tion toward you is Supportive. He shows up 1d6 hours after he’s
summoned and helps with 1 task that may be completed by the
end of the current scene.

The friend is a Tier | NPC of any type, chosen when you
summon him (see page 453). He possesses a Grade VIII skill
of your choice (see page 443), as well as 1 Caliber | gear pick
of your choice. This item leaves with the friend at the end
of the current scene.

Backup II: At Level 9, you may use this ability up to 2 times per
session and the friend is a Tier Il standard NPC with a Caliber Il item.

Overland Shortcut: At Level 6, you may always take 10 with
Knowledge checks made to navigate or determine your current
position.

Further, when your team travels over overland, it moves as
if the terrain were 1 grade less rugged (i.e. you move through
jungle/swamp/mountain as if it's arctic/forest, arctic/forest as
if it's plains/desert, and plains/desert at your base travel rate).
For more information about overland travel, consult Table 2.22:
Overland Travel (see page 115).

Local Hero: At Level 7, you gain the Local Hero feat.

Go Native: At Level 8, when you make a Cultures check, you
may roll twice and keep the result you prefer.

Master of Camouflage: At Level 10, any time you're
considered hidden in an area that you've designated as your
home turf, or within non-urban terrain for which you possess
the matching terrain feat, you're instead considered invisible.
This ability is negated for 1 minute when you move faster
than 1/2 your standard speed (rounded up), take any attack
action, or otherwise draw attention to yourself (e.g. shouting,
drawing a weapon).

/ TABLE 1.25: THE GUIDE
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CHARALCTER

REQUIREMENTS
Blend: 6+ ranks.

Bureaucracy: 4+ ranks.

Feats: Superior
Documentation.

CREATIEBN

ruled the world for generations — societies like the Bavarian

Power Brokerage, the Priory of Scion, even Cold War
scientists working with unspeakable alien horrors. One theme is
common to all these string-pullers: whoever they are, they exert
control over world figures using knowledge no one should possess.
The Illuminatus — literally “illuminated one” — has been initiated
with this power. He moves invisibly through any organization he
targets, destroying it slowly from within.

Attributes: Wisdom is essential to the llluminatus, granting him
the patience and foresight to execute long-term plans. Charisma
is also important, allowing him to exploit a wide range of person-
alities in his crafty infiltrations and underhanded dealings.

Vitality: 1d8 + Con modifier per level.

conspiracy buffs believe that secret societies have privately

CLASS SKILLS
The llluminatus’ class skills are Analysis, Blend, Bluff, Bureaucracy,
Computers, Cultures, Falsify, Investigation, Manipulate, Networking,
Profession, Search, Sense Motive, Sleight of Hand, and Streetwise.
Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Perfect Cover: You never go anywhere without an ironclad
cover identity. As a free action, you may spend and roll 1 action
die, adding the result to the Power Rating of any 1 cover identity
you possess (maximum Power Rating 10). This effect lasts until
the end of the current scene.

CLASS ABILITIES

Plausible Deniability 1: You excel at contingency planning,
leaving a trail of red herrings and scapegoats. You gain 1 additional
skill point per level, which must be spent to purchase ranks in the
Bureaucracy skill.

Further, at Level 1, the error range of each attempt to research
you or your activities — including any Analysis, Investigation,
or Knowledge check — increases by 2.

Plausible Deniability 1l: At Level 5, the error range of each
attempt to research you or your activities increases by 3.

Plausible Deniability Ill: At Level 9, the error range of each
attempt to research you or your activities increases by 4.

Permanent Record: Everyone has secrets, and they're all written
down somewhere. You have an uncanny knack for finding them.
At Level 2, each time one of your Advantages (see page 363) or
other options decreases a cover identity’s Power Rating, that Power
Rating decreases by an additional number equal to your Wisdom
modifier (minimum -1).

At Level 7, whenever you request or otherwise gain a dossier,
its Power Rating increases by +1 (see page 286).

Usual Suspects I: At Level 3, whenever you use a cover
identity, each of your teammates also gains a cover identity with
a Power Rating 1 lower than yours. These cover identities must
identity your teammates as relatives, employees, or colleagues of
your cover identity, or otherwise link them directly to your cover
identity.

Usual Suspects lI: At Level 7, each of your teammates benefits
from the Flawless Identity feat with the cover identity provided
by this ability. Any teammate who already possesses the Flawless
Identity feat gains this persona in addition to his standard
choices.

Bonus Feat: At Levels 4 and 8, you gain 1 additional Covert or
Tradecraft feat.

Terminally Harmless: You're sufficiently innocuous that all but
the most hardened opponents dismiss you out of hand. At Level
4, before Initiative checks are made during each combat, you may
make a Blend/Stealth check opposed by a Sense Motive (Wis)
check made by each opponent. This Sense Motive check possesses
the Vision tag (see page 101). Each opponent who fails this check
may not target you with any attack action for a number of rounds
equal to your class level, or until you take any attack action, ready
a weapon, or make an Intimidate skill check during the combat,
whichever comes first.

/ TABLE 1.26: THE ILLUMINATUS
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Circumstantial Evidence: You slither out of blame, so you
can attempt progressively more audacious schemes. At Level
6, whenever you use a cover identity, you benefit from a legal
immunity Resource pick with a Power Rating equal to that of your
cover identity.

Filed in Triplicate: At Level 8, each time you make a Bureaucracy
check, you roll twice and keep the result you prefer.

Shadow Cabinet: Your roots are sunk so deeply into
your Faction that even your superiors can't dislodge them.
At Level 10, each exposure penalty you suffer decreases to 1/2
standard (rounded up). Further, once per session, you may reduce
1 exposure penalty suffered by a teammate by 1 Reputation or
$50,000 Net Worth (minimum penalty 1 Reputation or $50,000
Net Worth).

REQUIREMENTS |
Intelligence: 15+.

Mechanics or Science:
4+ ranks.

Feats: Techie.

he Inventor is a modern-day mad scientist, pushing the
I envelopes of conventional wisdom and current technol-
“0gy. His bizarre affinity for machinery is unparalleled — he
can construct useful replicas of manufactured gear out of any
collection of mismatched parts. Despite his notorious eccentricities,
the Inventor is a worthy ally, his innovative gizmos and solutions
frequently the difference between victory and defeat.
Attributes: Ingenuity is key for the Inventor. Intelligence
underpins most of his skills and abilities.
Vitality: 1d10 + Con modifier per level.

[ S T T

CLASS SKILLS

The Inventor’s class skills are Analysis, Computers, Cultures,
Drive, Electronics, Mechanics, Medicine, Resolve, Science, Search,
Security, and Sleight of Hand.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Technophile: You're an avid collector of technological miscel-
lanea, with a penchant for bleeding-edge technology. You may
spend 1 action die to automatically succeed with any Gear check,
or any Electronic or Gadget Request check.

CLASS ABILITIES

Utility Belt: You're always building doohickeys and gizmos.
At Level 1, you gain an additional number of Reserve Common
Items equal to your class level.

Further, you're assumed to have made ‘improvements’ to all
everyday items you carry. Whenever you make a successful Gear
check to gain a Reserve Common Item in the field, you gain a +1
bonus with all skill checks made using the item.

At Level 5, your bonus with Common Items gained through
successful Gear checks increases to +2.

At Level 9, your bonus with Common Items gained through
successful Gear checks increases to +3.

Field Test: At Level 2, when you request gear during the Intel
Phase, you may declare that a single pick is an experimental
device and ‘under test.” Your error range with each attack and
skill check made using the item decreases by 1 (minimum 0).

At Level 7, you may either declare that 2 picks are ‘under test’
or decrease the error range with attack and skill checks made with
1 pick by 2 (minimum 0). You must make this decision during the
Intel Phase.

Assembly: You're an ingenious tinker, routinely creating
devices on the fly. At Level 3, you may choose 1 gear table. Once
per session, you may assemble any pick of Medium or smaller Size
listed on this table. This requires a number of Reserve Common
Items equal to the target pick’s Caliber and a number of minutes
equal to the pick’s Request DC. The pick’s maximum Caliber may
not exceed 1/2 your class level (rounded up).

Once assembled, the gear pick operates in all ways according
to its standard statistics, except that the error range of each
attack and skill check made using it increases by 2.

/ TABLE 1.27: THE INVENTOR
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You may cannibalize gear assembled with this ability by spending
a number of minutes equal to the item's Request DC. Once the item
is cannibalized, you gain a number of Reserve Common Items equal
to 1/2 the item's Caliber (rounded down, minimum 1).

An item assembled using this ability is lost at the end of the
mission, as standard.

At Levels 5, 7, and 9, you may choose 1 additional gear table to
which this ability applies.

Breakdown: You disable devices as easily as you build them.
At Level 4, when making a Disable check, the item’s Complexity
is considered 10 lower for the purpose of determining the time
required. Further, your error range decreases by 2.

Mark of a Professional: At Level 4, you gain the Mark of a
Professional (Techie) feat.

Wildcard Gadget: At Level 6, once per session as a free action,
you may reveal that you have in your possession any 1 gadget
with a Caliber less than or equal to that of the mission. This device
may possess only 1 gadget Mechanism (see page 278), and its
Housing must be Tiny or smaller. It is assumed to have been in
your possession all along, having been requested during the Intel
Phase with the rest of your standard mission gear. A 'wildcard
gadget’ may not be found in any search until it is revealed, and it
is removed from play at the end of the current mission, along with
the rest of your mission gear.

At Level 10, you may use this ability up to 2 times per session,
and reveal wildcard items of up to Small size.

Practice Makes Perfect: At Level 8, you gain the Practice
Makes Perfect (Techie) feat.

Smart Gun: Through careful tuning and personalizing, you
make weapons that function as if they're part of you. At Level 8,
when making an attack using any Medium or smaller non-tactical
weapon built or modified using your assembly ability, or desig-
nated under test using your field test ability, your base attack
bonus is considered to be equal to your career level.

Edison: At Level 10, you're a font of technical ingenuity and
creativity. The time required to build any device using your assem-
bly ability decreases to 1/2 standard (rounded down, minimum 1
minute).

Charisma: 13+.

Feats: Diplomat, Political
Clout.

espite popular faith in fair and open political processes,
D power generally remains in the hands of a select few,

the Politico among them. This master of the political
arenanavigates the intricate and deceptive world of government
with grace and skill. He's especially helpful to teams that reqularly
tangle with the law and foreign governments, both for his legal
know-how and talent for acquiring necessary resources.

Attributes: Charisma is vital to the Politico, helping him navi-

gate and control social situations. Since he requires a keen insight
into the motivations of others, Wisdom is important as well.
Vitality: 1d8 + Con modifier per level.

CLASS SKILLS
The Politico’s class skills are Bluff, Bureaucracy, Cultures, Falsify,
Impress, Intimidate, Investigation, Manipulate, Networking,
Notice, Profession, Resolve, Science, Search, and Sense Motive.
Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Halls of Power: As a master networker, you can curry favor at
a moment's notice. Each time you spend an action die to make
a Request check, you also roll the die and add its result to your
Request check result.

CLASS ABILITIES

Statesman: In the dog-eat-dog world of politics, you're leader of
the pack. At Level 1, you gain the Advanced Skill Mastery (Diplomat)
feat, and your Diplomat feat also effects Profession checks.

/ TABLE 1.28: THE POLITICO
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At Level 5, you gain the Grand Skill Mastery (Diplomat) feat.

At Level 9, you gain the Perfect Skill Mastery (Diplomat) feat.

Political Favors: At Level 2, you gain the Political Favors feat.

War Chest: You have access to great financial resources,
perhaps from former campaign coffers, perhaps from special
interest groups and lobbies still interested in your activities.
At Level 3, during the Intel Phase, you may spend and roll a
number of action dice up to your Charisma modifier, gaining an
amount of cash equal to the total result x $500.

At Level 7, when you use this ability, each of your teammates
gains an equal amount of cash.

No Hard Feelings: Through media management and sheer force
of personality, your reputation is always pristine — no matter what
skeletons you toss in your closet. At Level 4, each time a character’s
disposition toward you is worsened, the disposition shift decreases
by 1 grade.

At Level 8, no character’s disposition toward you may be wors-
ened permanently in any way (i.e. all negative disposition shifts
are reversed at the end of each mission).

Behind Closed Doors: As many of your deals are made in
public as in back rooms. At Level 4, each time you make an
opposed Charisma-based skill check, you may increase your error
range by 3 to increase your threat range by 3. If the check is
successful, you complete 2 Challenges instead of 1.

Further, each time you make a Charisma-based skill check as
part of a Dramatic Conflict, you may increase the error range by 3.
If the check is successful, you gain 1 additional Advantage.

Security Detail: Your work generates many enemies, but you
come well prepared with a handpicked security detail. At Level 6,
during the Intel Phase, you gain a number of Tier Il bodyguards
equal to your Charisma modifier +2 (see page 453).

Each bodyguard’s disposition toward you is Supportive, and
toward each of your teammates is Friendly. Unless instructed
otherwise, the bodyguards remain within 30 ft. of you at all times,
moving to protect you at the first sign of trouble. They use any
force necessary to ensure your safety.

Should you dismiss your bodyguards, or should they all be killed
or captured, you may attempt to summon a new security detail
with a Request check (DC 15 + 10 per time you've summoned a
new squad during the current mission). With success, a new set of
identical bodyguards arrives in 2d6 hours.

Political Immunity: At Level 7, you gain the Political
Immunity feat.

Diplomatic Solution: Your powers of persuasion are so
great you can talk people out of anything, including open
hostility. At Level 8, once per scene, you may choose a number
of standard NPCs equal to your career level x your Charisma
modifier. As a full action, you may target these NPCs with
an Impress check (DC 10 + the highest Will save among the
targets). With success, a number of targets equal to twice the
amount by which you beat the DC immediately halt all hostile
action towards you, your teammates, and one another, and
take no new hostile action against these people for a number
of minutes equal to your class level, so long as you continue to
speak calmly and no one makes hostile or threatening actions
toward them (e.g. drawing or raising a weapon).
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If a placated NPC group includes all opponents present
during a combat, the combat ends (though a new combat may
begin once the ability ends). Further, if you or any of your
teammates attacks a target you have talked down, your team
benefits from a standard surprise round, but your credibility
is damaged and you may never again use this ability on the
same target.

You may use this ability a number of times per session equal to
your starting action dice.

Executive Decision: You possess enough clout to use govern-
ment assets without supervision. At Level 10, you may choose
1 Resource gear pick as if the mission’s Caliber were 1 higher.
If the mission is Caliber V, you instead gain a number of additional
upgrades equal to your starting action dice that may be applied to
any of your Resource mission gear picks.

Further, once per mission, you may make an ‘executive
decision’, allowing you to automatically succeed with any
1 Request check that can be fulfilled by your Faction or Freelance
network (see Tools, page 394). This check has no action die cost
and can be performed regardless of mission Caliber.

EXPCAT

REQUIREMENTS :

Sneak: 6+ ranks.

Feats: Burglar, any 1
Melee Combat feat.

he Raptor is a next generation “tech-ninja,” a synthesis
I of martial arts expertise and advanced technology. His
unique combination of skills makes him a master infiltrator
and assassin, ready to wage war in any 21%-century shadow.
Attributes: The Raptor's combat and stealth techniques make
Dexterity his most important attribute. Strength is helpful as well,
supporting his unarmed and melee attacks.
Vitality: 1d10 + Con modifier per level.

CLASS SKILLS

The Raptor's class skills are Acrobatics, Athletics, Computers,
Drive, Electronics, Falsify, Notice, Science, Security, Sleight of
Hand, Sneak, and Tactics.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY
Nimble: Once per round, you may spend 1 action die to make a
half-action Acrobatics check or a Feint action as a free action.
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CLASS ABILITIES

Secret Weapon: At Level 1, you may choose 1 type of melee
or hurled weapon as your “secret weapon” (e.g. you may choose
“survival knife” or “fragmentation grenade”). You gain the
Favored Gear feat for this weapon type.

At Level 5, you gain the Signature Gear feat for the chosen
weapon type.

At Level 9, you gain the Trademark Gear feat for the chosen
weapon type.

Wouxia I: At Level 2, your horizontal and vertical Acrobatics/Jump
check results are no longer limited by your height. Further, the dis-
tance you travel when making a Jump check increases by 50%.

Wuxia Il: At Level 7, the distance you travel when making a
Jump check increases by an additional 50% (for a total increase
of 100%). Further, you are considered to weigh only 1 Ib. when
determining if a surface or object can support your weight.

Cutting Edge: At Level 3, you may choose 1 Gadget gear pick
as if the mission’s Caliber were 1 higher. If the mission is Caliber
V, you instead gain a number of additional upgrades equal to your
starting action dice that may be applied to any of your Gadget
mission gear picks.

Cyclone I: At Level 4, when you aren’t bound or held and are
armed with one of your signature weapons, you may make a
“cyclone attack” as a full action. This attack is centered on your
square and inflicts your standard damage with the weapon and
has a blast increment of 1 square (see page 343). Neither you nor
any of your teammates are affected by this attack. Following the
attack, you become flat-footed.

Cyclone IlI: At Level 8, your cyclone attack gains the takedown
quality and inflicts the maximum possible damage within the first
and second blast increments. Damage decreases as standard
outside this area.

Wolf Pack Mastery: At Level 4, you gain the Wolf Pack
Mastery Feat.

Armor Grace: At Level 6, while you're wearing partial armor, the
armor's Defense modifier increases by your starting action dice.

Outrider: At Level 7, once per mission during the Intel Phase, you
gain 1 temporary Chase feat until the end of the current mission.

Wolf Pack Supremacy: At Level 8, you gain the Wolf Pack
Supremacy feat.

Fleeting Shadow: You excel at sudden escapes. At Level 10,
when you are attacked by a character who has been flat-footed
at any time during the current round, your Defense against that
attack increases by your base Reflex save.

REQUIREMENTS
Intelligence: 15+.

Tactics: 4+ ranks.

Feats: | Can Swim.

but what comes out of the Schemer’s mind chills the most
cunning military strategist to the core. The Schemer's
exacting attention to detail and ability to simply outthink oppo-
nents makes him one of the most coveted members of any task
force, especially one repeatedly faced with the unexpected.

Attributes: The Schemer focuses on planning and preparation,
making Intelligence and Wisdom his most valued attributes.
Vitality: 1d8 + Con modifier per level.

Left idle, the brilliant mind is a wellspring of devious ideas,

CLASS SKILLS
The Schemer's class skills are Blend, Bluff, Bureaucracy,
Computers, Electronics, Falsify, Manipulate, Networking, Notice,
Profession, Science, Search, Security, Sense Motive, and Tactics.
Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Calculating: You rarely rely on luck. After rolling 1 or more
action dice to boost a check result, saving throw result, or damage
roll, you may replace the value shown on the single lowest action
die with your Intelligence modifier (before any other modifiers are
applied to the action die's result).

CLASS ABILITIES

Mental Leap: At Level 1, once per session, you may add a
bonus to your Dexterity, Intelligence, or Wisdom score equal to
your starting action dice. This effect lasts 10 rounds, though you
may voluntarily end it as a free action during your Initiative Count.

/ TABLE 1.29: THE RAPTOR
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When this effect ends (whether you end it voluntarily or not), you
become exhausted for twice the number of rounds it was active.

At Levels 5 and 9, you may use this ability 1 additional time
per session.

Cunning Plan: You always have a plan. At Level 2, once per
scene as a free action, you may reduce the error range of any 1 of
your checks by your Intelligence modifier (minimum 0).

At Level 7, you may use this ability up to 2 times per scene.

Renaissance Man: At Level 3, once per mission as a free action, you
gain 1 temporary Basic Skill feat until the end of the current mission.

At Level 7, you may use this ability up to 2 times per mission.

All According to Plan: At Level 4, when making any 1 skill
check, you may substitute your Intelligence for the check’s key
attribute. You may use this ability a number of times per session
equal to your starting action dice.

Cross-Class Ability: Your inquisitive and eclectic mind allows
you to pick up parts of other classes along the way. At Levels 4
and 8, you gain 1 cross-class ability as described in the Pointman
class (see page 39).

Evolved Mind: At Level 6, you gain an additional 12 skill points.
Further, all skills are now considered Schemer class skills for you.

Master Plan: At Level 8, once per mission as a free action, you
gain a number of bonus d4 action dice equal to your Intelligence
modifier. If these dice are not spent by the end of the current
scene, they are lost.

Hyperconscious: Your intellect is without peer. At Level 10, you
gain an additional 24 skill points. Further, when you take 10 with
any Intelligence-based skill, the time required is not doubled.

REQUIREMENTS ™~ |

Dexterity: 15+.

Base Attack Bonus:
+3 or higher.

Feats: Marksmanship
Basics.

marksmen have commanded worldwide attention for decades.

Capable of impossible shots over incredible range, these lethal
individuals offer their teams an advantage in any but the closest
quarters, allowing the characters to forge contingency plans involving
nothing more than a single bullet and a set of crosshairs.

Attributes: With the Sniper’s reliance on stealth and long-
ranged weaponry, Dexterity is his most prized attribute. Wisdom's
emphasis on accurate perception and patience is important, but
secondary.

Vitality: 1d10 + Con modifier per level.

From the fields of World War Il to the grassy knoll, master

/ TABLE 1.30: THE SCHEMER
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CLASS SKILLS
The Sniper’s class skills are Athletics, Blend, Drive, Falsify, Notice,
Profession, Resolve, Search, Security, Sneak, Survival, and Tactics.
Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Eagle Eye: Once per scene, you may spend and roll 1 action die,
adding the result x 10 to the range increment of any 2-handed firearm
or hurled weapon you use for the duration of the current scene.

CLASS ABILITIES

Expert Sharpshooter: At Level 1, you gain the Sharpshooter
Basics feat.

At Level 5, you gain the Sharpshooter Mastery feat.

At Level 9, you gain the Sharpshooter Supremacy feat.

Surprise Shot: At Level 2, when you make a ranged attack
with a 2-handed firearm or hurled weapon against a flat-footed
opponent, your threat range increases by 1.

At Level 7, when you make a ranged attack with a 2-handed fire-
arm or hurled weapon against a flat-footed opponent, your threat
range increases by an additional 1 (for a total increase of 2).

Bonus Feat: At Levels 3 and 7, you gain 1 additional Covert or
Terrain feat.

Perfect Killer: At Levels 4, 6, and 8, you may choose 1 of the
following abilities. Each of these abilities may be chosen only once.

o Nest: So long as you benefit from at least 1/2 cover, you may
substitute your Tactics skill bonus when making any Sneak
check to avoid being spotted.

o Low-Light Vision: You ignore all vision penalties applied by low
ambient light except “None” (see page 350).

o One Shot: Your error range with all ranged attacks when using a
2-handed firearm or hurled weapon decreases by 2 (minimum 0).

o Sprint: Your Speed increases by 10 ft.

o Tunnel Vision: When making a ranged attack with a 2-handed
firearm or hurled weapon, you ignore the effects of the fatigued
condition, as well as attribute and stress damage.

Ranged Sneak Attack:At Level 4, when bracing a 2-handed fire-
arm or hurled weapon , you may inflict 1 die of sneak attack damage
with each successful attack. Further, when using a 2-handed firearm
or hurled weapon, you may inflict sneak attack damage to targets
within a number of range increments equal to your class level, even
if they are beyond CQB range.

At Level 8, when bracing a 2-handed firearm or hurled weapon,
you may inflict 2 additional dice of sneak attack damage with each
successful attack (for a total of 3 sneak attack dice).

Magic Touch: At Level 5, your base attack bonus is considered
to be +1 higher when making any ranged attack with a 2-handed
firearm or hurled weapon, or meeting the prerequisites of any
Ranged Combat feat.

At Level 9, your attack bonus is considered to be an additional
+1 higher when making any ranged attack under these circum-
stances (for a total of +2 higher).

Million Dollar Skill: At Level 10, once per round, when attack-
ing with a 2-handed firearm or hurled weapon against a vulnerable
opponent, you may roll twice, keeping the result you prefer.

EXPCRT
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aring. Macho. Reckless. All of these words describe the
D Stuntman, a death-defying daredevil whose eerie luck and
raw athletic skill permit him to regularly engage in mind-
boggling/acts and over-the-top bedlam. Often the last man standing,
the Stuntman makes an excellent forward agent, leading his team into
and through the most astounding confrontations with absolute calm.
Attributes: The Stuntman regularly faces life-and-death
situations. Quick reflexes (Dexterity) and physical endurance
(Constitution) are critical.
Vitality: 1d12 + Con modifier per level.

CLASS SKILLS

The Stuntman’s class skills are Acrobatics, Athletics, Drive, Impress,
Mechanics, Medicine, Resolve, Sleight of Hand, and Survival.

Skill Points at Each Additional Level: 4 + Int modifier.

/ TABLE 1.32: THE STUNTMAN
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CORE ABILITY

Adrenaline Junkie: You live for danger, and life-or-death
situations inspire you to great accomplishments. Each time you
lose 1 or more wound points due to an opponent’s attack, falling
damage, or explosive damage, you gain 1 bonus action die. If this
die is not spent by the end of the current scene, it is lost. You may
gain only 1 bonus action die per attack or instance of falling or
explosive damage, no matter how many wound points you lose.
Further, this ability may grant a maximum number of bonus action
dice per session equal to your starting action dice.

CLASS ABILITIES

Life on the Edge: At Level 1, your maximum wound points
increase by the number of Chance feats you possess. Further, your
maximum vitality points increase by your class level.

No Fear I: You reqularly stare death in the face — and laugh.
At Level 2, your class level is added to your Wisdom when calcu-
lating your stress damage thresholds (see page 339).

No Fear II: At Level 7, once per session, you gain an amount
of damage resistance against stress damage equal to your class
level for a number of rounds equal to your Wisdom modifier + 1
(minimum 1 round).

Bonus Feat: At Levels 3 and 7, you gain 1 additional Chance
or Chase feat.

Fall Guy: You routinely walk away from crashes and falls with nary
a scratch. At Level 4, each time you suffer falling or collision damage,
it decreases by 2 points per die (minimum 1 point per die).

“Trust Me...": Your unwavering confidence inspires your
teammates to do the impossible. At Level 4, when you're part of
a team Acrobatics, Athletics, or Drive check, you may substitute
your skill bonus for the bonus identified by the situation at hand
(see page 91). If more than 1 character possesses this ability, the
character with the highest applicable bonus may use it.

Insane Stunt: As a committed thrill-seeker, you routinely push your
body to its limits. At Level 5, once per session, while on foot or driving
a personal vehicle, you may make a Maneuver check with a DC up to
your class level + 20 without making a skill check. Alternately, during
a chase Conflict while on foot or driving a personal vehicle, you may
choose the “That's Impossible!” Strategy (see page 367).

At Level 9, you may use this ability up to 2 times per session.

It's All Relative: You quickly acclimate to new vehicles. At Level
6, you may spend 3 full actions getting a feel for a vehicle by playing
with the controls, studying the cockpit, turning knobs, etc. Thereafter,
for the duration of the current mission, all penalties you suffer when
driving that vehicle because you don't possess the appropriate skill
focus are reduced to 1/2 standard (rounded down).

“...1 Know What I'm Doing.”: You have the confidence to pull
off the impossible, and the skill to back it up. At Level 8, once per
scene when making a Strength- or Dexterity-based skill check with a
DC more than 20 higher than your career level, you gain 1 bonus d10
action die, which must be spent to increase the check's result.

School of Hard Knocks: You learn as much by failing as you do from
succeeding. At Level 8, whenever you suffer an error and an opponent
activates it as a critical failure, you gain 1 bonus action die.

Cheat Death: At Level 10, once per session, whenever you fail a
check or save that would result in mission failure or your own death
(e.g. dropping a crucial hostage to his death, failing to escape
a villain's deathtrap, etc.), you are instead considered to have
beat the check or save’s DC by 1. This does not prevent you from
having to make further checks or saves in order to survive — it
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merely enables you to succeed with this particular check. The GC
is encouraged to be creative with his descriptions of this ability in
action, and to reward players with creative descriptions or ideas for
how this ability might apply to any given situation.

EXPCRT

Feats: Surge of Speed,
Tactical Advantage.
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n any celebrated team, at least one character excels at
OSmaII-scale maneuvers, producing remarkable results

from thin air. This is where the Tactician is most in his
element; offering any team a chance against seemingly impossible
odds. His words carry the wisdom of countless successful missions
and his actions are a guiding light to his teammates.

Attributes: The Tactician outwits and outmaneuvers his ene-
mies while encouraging his allies. This makes his mental attributes
— Intelligence, Wisdom, and Charisma — most critical.

Vitality: 1d10 + Con modifier per level.

CLASS SKILLS

The Tactician’s class skills are Bluff, Bureaucracy, Cultures,
Notice, Resolve, Search, Security, Sense Motive, Sleight of Hand,
Streetwise, Survival, and Tactics.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY
Wily: Once per round, you may spend 1 action die to take a
Joint Action or Regroup action as a free action.

CLASS ABILITIES

Tempo: At Level 1, you may use your Surge of Speed feat ability an
additional number of times per session equal to your class level.

At Level 5, each time you gain an additional action from your Surge
of Speed feat, one teammate of your choice who can see or hear you
also gains 1 additional non-attack half action as a free action. This
additional action takes place during your Initiative Count, not the
teammate’s, immediately after your additional action.

At Level 9, you may use the additional actions from your Surge
of Speed feat to take final attack actions (see page 329).

Stratagem: At Level 2, at the start of each round, your
Initiative Count, and that of each of your teammates who can hear
or see you, increases by +1.

At Level 7, at the start of each round, your Initiative Count,
and that of each of your teammates who can hear or see you,
increases by an additional +1 (for a total increase of +2).

Art of War: At Level 3, once per mission during the Intel Phase,
you gain 1 temporary Basic Combat Feat until the end of the
current mission.

P
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At Level 7, once per mission during the Intel Phase, you gain
2 temporary Basic Combat feats until the end of the current mission.

Orders I: Your commands carry incredible weight in the field.
At Level 4, once per session as a free action, you may advise a
number of allies up to your Charisma modifier + 1 (minimum 1).
Theses instructions must be specific, such as “Cover Molly while
she gets the door open!” as opposed to “Help Molly!" While car-
rying out this order, each teammate and ally who can see or hear
you gains a +1 synergy bonus with all skill checks made in support
of the order (per the GC's discretion).

You also gain this bonus when making a skill check that
supports your own order. If you're the only character to benefit,
you need not speak to use this ability.

Orders II: At Level 8, the synergy bonus increases to +2 and
you may use this ability up to 2 times per session.

Blood of Heroes: At Level 4, at the beginning of each combat,
you and all of your teammates who can see or hear you gain
a number of temporary vitality points equal to your class level.

Commanding Presence: At Level 6, your Intelligence and
Charisma scores rise by +1.

Ten Against Ten Thousand: At Level 8, you and each of your team-
mates who can see or hear you may never be flanked or outnumbered.

Seize the Moment: At Level 10, once per combat at the beginning
of any round, you may declare this round to be your “ critical moment.”
If the current scene is dramatic, it is considered standard during this
round (and vice-versa). Further, you and each of your teammates who
can see or hear you gain 2 bonus d6 action dice. If these dice are not
spent by the end of the current scene, they are lost.

4

is called in when something fragile or sensitive absolutely,

positively must get from Point A to Point B in one piece.
Trained to protect his cargo at any cost, the Transporter is the ideal
smuggler in any threatening terrain.

Attributes: Dexterity and Wisdom are of highest importance
to the Transporter, who needs swift reflexes and keen senses to
avoid trouble before it starts. Constitution is also highly valued for
times when the Transporter needs to shield his cargo from harm.

Vitality: 1d10 + Con modifier per level.

p artbodyguard, part courier, all professional, the Transporter

/ TABLE 1.33: THE TACTICIAN
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CLASS SKILLS

The Transporter’s class skills are Acrobatics, Athletics, Cultures,
Drive, Impress, Intimidate, Mechanics, Notice, Profession, Search,
Sense Motive, and Streetwise.

Skill Points at Each Additional Level: 6 + Int modifier.

CORE ABILITY

Watchful: Whenever you spend 1 action die to boost your Defense,
you may roll the action die and add its result to your Initiative Count.

CLASS ABILITIES

Protect the Package: At Level 1, once per session, you may desig-
nate any 1 other character, animal, or Medium or smaller item as your
"cargo.” Whenever a human or animal cargo is within 15 ft. of you and
its Initiative Count and/or Reflex save is lower than yours (before cover
and other effects are applied), whichever of these statistics is lower
than yours become equal to yours.

At Level 5, whenever you receive a cover identity, your cargo
gains a cover identity — or false shipping papers — with an
identical game effect. This benefit is lost if your cover identity is
blown or you designate a new cargo.

At Level 9, whenever your cargo is within 15 ft. of you and its
Defense is lower than yours (before cover and other effects are
applied), its Defense becomes equal to yours.

Take the Hit I: At Level 2, when an adjacent character, animal,
or Medium or smaller item is hit with a melee or unarmed attack,
you may make a Reflex save (DC equal to 1/2 the attack check
result, rounded up). With success, you and the attack’s original
target switch physical places and the attack hits you instead.

Take the Hit Il: At Level 7, when an adjacent character,
animal, or Medium or smaller item is hit with a ranged attack,
you may make a Reflex save (DC equal to the attack check result).
With success, you and the attack’s original target switch physical
places and the attack his you instead.

You Better Think Again: At Level 3, when your cargo is within
15 ft. of you, you gain a bonus with Resolve checks made during
a Stand Off equal to 1/2 your class level (rounded up).

At Level 7, when your cargo is attacked while within 15 ft. of
you, you may take a Stand Off action targeting the attacker as a
free action (thus canceling the attack). You need not spend an
action die to take this action.

For more information about the Stand Off action, see page 359.

Bonus Feat: At Levels 4 and 8, you gain an additional Basic
Combat or Chase feat.

The Getaway: At Level 4, once per session during a chase
Conflict in which you're the Prey, you may choose the “That's
Impossible!” Strategy. Further, if you win the Conflict round with
this Strategy, you gain 2 additional Advantages (see page 367).

At Level 8, you may use this ability up to 2 times per session.
Further, if you win the Conflict round with the “That's Impossible!”
Strategy, you gain a total of 3 additional Advantages.

Evasion I: You can escape many sources of immediate harm.
At Level 6, whenever you aren't flat-footed and may make
a Reflex save to reduce the damage suffered from an attack
or event (such as an explosion or successful grenade attack),
you instead suffer no damage with a successful save.

The Switcheroo: At Level 10, once per session if your cargo
is somehow stolen, kidnapped, destroyed, killed, or otherwise
removed from your presence or eliminated without your consent,
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you may declare that you had previously replaced it with a reason-
ably convincing forgery, duplicate, mannequin, or disguised NPC
(as appropriate). The decoy may be identified with a successful
Analysis (Wis) check (DC 15), though no sooner than 1 minute
after you use this ability. After you use this ability, you must spend
1 hour retrieving the actual cargo from its hiding place (usually a
safe house or an innocuous location like an airport locker).

EXPCRT

Weapon Proficiency:
Handgun.

Feats: Combat Expertise,
Two-Weapon Basics.

he Triggerman is a whirlwind of gunfire, recognized by his
I trademark fighting style — a pistol in each hand and a
non-stop spray of lead hissing through the air. He combines
rapid attacks with lithe defense, making him frighteningly effective
in close quarters and any situation where heavy weapons cannot
be brought to bear.
Attributes: Dexterity is by far the Triggerman's most critical
attribute, providing accuracy and defense during firefights.
Vitality: 1d12 + Con modifier per level.

CLASS SKILLS

The Triggerman’s class skills are Acrobatics, Athletics, Impress,
Intimidate, Investigation, Notice, Resolve, Sleight of Hand, and
Streetwise.

Skill Points at Each Additional Level: 4 + Int modifier.

CORE ABILITY

Trigger-Happy: Once per round as a free action during your
Initiative Count, you may spend 1 action die to make a final attack
with a readied handgun.

CLASS ABILITIES

Two-Weapon Mastery: At Level 1, you gain the Two-Weapon
Mastery feat.

Gunplay: At Level 2, each time you hit an opponent with a
handgun, your Initiative Count increases by 1.

At Level 7, each time you hit an opponent with a handgun, your
Initiative Count increases by an additional 1 (for a total increase of 2).

Gun-Fu: At Level 3, when you successfully disarm an adjacent
opponent of a firearm, you may ready the weapon yourself.
Further, you may make a final attack against the same opponent
as a free action, using the disarmed weapon. Finally, you may pick
up and ready any firearm within 5 ft. as a free action.
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At Level 7, after you're hit by an opponent’s attack, you may
inflict the same amount of damage against the same opponent
with your next attack. Your next attack must hit with an unarmed
strike or handgun to benefit from this ability.

Eye of the Storm: You're at your best in the thick of the fray,
surrounded by opponents and weaving between obstacles. At
Level 4, you gain a +3 dodge bonus against attacks made by
adjacent opponents.

At Level 8, you gain a +6 dodge bonus against attacks made
by adjacent opponents, as well as a +3 dodge bonus against all
other attackers.

Uncanny Dodge I: Your senses are unnaturally sharp, allowing
you to react to danger far faster than others. At Level 4, you retain
your Dexterity bonus to Defense (if any) even when flat-footed
or being attacked by an invisible adversary (though you still lose
your Dexterity bonus to Defense when held).

Uncanny Dodge II: At Level 8, you never become flanked.

Bonus Feat: At Levels 5 and 9, you gain an additional Ranged
or Unarmed Combat feat.

Bag Full of Guns: At Level 6, once per mission, you may
produce 1 bag full of guns Resource gear pick (see page 281).
This pick is considered mission gear and is therefore lost at the
end of the current mission.

Both Guns Blazing: At Level 10, you suffer no penalty with
attack or skill checks, or to your Initiative Count, when making
multiple attacks or final attacks with a handgun.

4

Intelligence: 15+.

Key Skill: 6+ ranks
(see Field of Expertise,
page 85).

Feats: Any 1 Advanced
Skill feat.

possesses unmatched knowledge of a particular subject.

This profound understanding offers a number of impressive
benefits, from precise and rapid skill use to explosive innovations
and advancements. Many of these benefits extend to the Virtuoso's
teammates.

Attributes: Intelligence is far and away the Virtuoso’s most key
attribute, providing him critical skill points and powering many of
his class skills.

Vitality: 1d8 + Con modifier per level.

T hrough intense study and enormous talent, the Virtuoso

/ TABLE 1.35: THAE TRIGGERMAN
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CLASS SKILLS

The Virtuoso's class skills are Analysis, Bureaucracy, Computers,
Cultures, Impress, Investigation, Medicine, Notice, Profession,
Resolve, Science, and Search.

Skill Points at Each Additional Level: 8 + Int modifier.

CORE ABILITY

Meticulous: Perfectionism informs everything you do. The error
range of each skill check made using your key skill decreases
by 2 (minimum 0). Further, once per scene, you may spend 1 action
die to re-roll a check using your key skill, even if the result is an error.
For more information about a Virtuoso's key skill, see below.

CLASS ABILITIES

Field of Expertise: At Level 1, you may choose 1 skill with which
you possess at least 6 ranks. This skill becomes your “key skill” and
is always a class skill for you. If it is a focus skill, all key skill effects
apply only to 1 of its focuses chosen when you gain this ability.

At Level 1 and for each class level gained thereafter, you gain
1 additional skill point that must be spent to purchase ranks in
your key skill. Further, you gain the virtual basic skill feat, “Field
of Expertise,” which grants you a +2 insight bonus with all checks
made with your key skill and a related Profession focus of your
choice. This virtual feat also permits you to set the threat range
of each check you make with your key skill to 19-20.

Example: Kevin gains his first level as a Virtuoso and selects
Science (Engineering) as his key skill and “Architect” as his
related Profession focus. Science is always considered a class skill
for him and he gains 1 skill point that must be spent to purchase
a rank in his Science skill.

Further, Kevin's Field of Expertise virtual feat increases
the result of each Science (Engineering) check and Profession
(Architect) check he makes by +2. It also allows him to set his
threat range with these checks to 19-20.

At Level 3, you gain the Advanced Skill Mastery (Field of
Expertise) feat.

At Level 5, you gain the Grand Skill Mastery (Field of Expertise) feat.

At Level 7, you gain the False Start (Field of Expertise) feat.

At Level 9, you gain the Perfect Skill Mastery (Field of Expertise) feat.

Versatility: One of your greatest strengths is your ability to
pick up new skill sets with minimal effort. At Level 2, you may
choose 2 cross-class skills to become class skills for you.

At Level 7, you may choose an additional 2 cross-class skills to
become class skills for you.

Brain Trust: At Level 4, each time you make a successful
directed check using one of the skills covered by your Field of
Expertise feat, the instructed characters may use your bonus
when making their next check (instead of gaining the standard
+2 synergy bonus).
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Further, when you're part of a team skill check using any skill
covered by your Field of Expertise feat, you may substitute your
skill bonus for the bonus identified by the situation at hand
(see page 91). If more than 1 character possesses this ability,
the character with the highest applicable bonus may use it.

Professional Courtesy: Your talent has earned you the respect
of your peers around the world. At Level 4, the disposition toward
you of any NPC with 8 or more ranks in your key skill is automati-
cally improved by 1 grade.

At Level 8, the disposition toward you of any NPC with 10 or
more ranks in your key skill is automatically improved by 1 addi-
tional grade (for a total increase of 2 grades).

Ph.D.: At Level 6, you may choose 1 Virtuoso class skill.
Your maximum rank in the chosen skill increases to your career
level + 8. This new maximum skill rank may not be further
increased by feats or other abilities (though it rises naturally
with your career level). Further, you gain a synergy bonus with
Knowledge checks relevant to each Ph.D. skill equal to 1/2 your
ranks in the skill (rounded down).

Bamboozle: Your understanding of your field is deep
enough that others take what you say as dogma — whether
it's true or not. At Level 8, when you spend 1 or more
free action, or any number of other actions speaking
on an issue related to your field of expertise, you gain
a synergy bonus with Bluff checks equal to 1/2 your key skill
rank (rounded down).

Further, as a full action, you may pontificate at length about
the nuances of your field of expertise, after which each willing
listener must make a Will save (DC equal to your Profession skill
bonus) or become fixated for a number of rounds equal to your
Intelligence bonus.

Breakthrough: You sit at the peak of your field, devel-
oping revolutionary theories and breaking down the barriers
between disciplines. At Level 10, once per scene when making an
Intelligence- or Wisdom-based skill check, or a Knowledge check,
you may substitute your total skill bonus with your key skill for
your total bonus with the skill being used.

MASTER CLASSES

Beyond expert classes are master classes, far more specialized
occupational and archetypical courses a character may enter for
the first time as he gains Career Level 10. Master classes present
the most exclusive and focused abilities in the Spycraft game.
They are the pinnacle of natural character development and
a symbol of a character’s preeminence in a given field.

Master classes — and many other new character options
— will make their first appearance in World on Fire: The Official
Spycraft Espionage Setting and Toolkit.
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INTRODUCTION

Spycraft 2.0 features a brand new skill list and many new skill
rules, including a strictly defined set of checks for nearly every
common modern activity.

This chapter begins with general rules related to skills, includ-
ing how to purchase skill ranks and how to make skill checks,
then introduces Focus skills and a streamlined and universal
Knowledge check. Finally, every skill and every skill check in the
game receives a detailed description.

PURCHASING
SKILL RANKS

Skills are purchased in ranks. Each rank represents an increment
of training in a skill's use. Your character begins with 0 ranks in
every skill, but you may begin purchasing skill ranks during char-
acter creation at a cost of 1 skill point per rank (for a class skill) or
2 skill points per rank (for cross-class skills). Your character’s class
determines his skill points and class skills (see page 28).

The maximum number of ranks your character may possess
in any skill — whether it's a class skill or a cross-class skill — is
equal to his career level + 3.

Example: Kevin is Level 2. He may purchase up to 5 ranks in any
skill, whether it is a class skill or a cross-class skill.

Special Note: Experienced d20 players will notice the absence
of 1/2 skill ranks and maximum ranks for cross-class skills. This is
an intentional simplification.

SKILL BONUS

Each skill has either one or two key attributes — the attri-
butes that provide the modifiers for each of the skill's uses, or
“checks.”

Example: The Acrobatics skill's key attributes are Strength
and Dexterity. When making a Jump check, the key attribute
is Strength. When making a Skydiving check, however, the key
attribute is Dexterity.

For each skill, your character has a skill bonus for each key
attribute. Each skill bonus is equal to his ranks in the skill +
modifiers from the key attribute + any modifiers gained from
character options or gear. For convenience, when a skill has two
key attributes, the skill bonuses for both are listed together on
your character sheet, separated by a slash.

Example: Kevin has a Strength score of 14, a Dexterity score
of 12, and 2 ranks in the Acrobatics skill. His skill bonus with
Strength-based Acrobatics checks is +4 and his skill bonus with
Dexterity-based Acrobatics checks is +3, so his skill bonus is listed
on his character sheet as +4/+3.

For a quick list of class skills by base class, refer to Table
2.1: Purchasing Skills — Base Classes (see page 88). For expert
classes, refer to Table 2.2: Purchasing Skills — Expert Classes
(see page 89). Each table also lists the most fundamental feat
supporting each skill.

SKILLS VS.
SKILL CHECKS

Skills and skill checks are two different things. A character
purchases skill ranks in a skill, which in turn offers him one or
more named skill checks he can make with those ranks, using one
or two key attributes. For example, the Acrobatics skill governs
Balance, Falling, Jump, Maneuver (Personal Vehicle), Skydiving,
and Tumble checks.

This helpfully provides a shorthand way to refer to any skill
check in the game, but with 30 skills and almost 100 skill checks,
it can become confusing. To ease the burden, we often refer to
skill checks after their parent skill name when they're first intro-
duced in each section (e.g. “Acrobatics/Skydiving”).

Occasionally, the rules call for an undefined skill check. This is
a check without a scripted description — for example, “Falsify
(Int).” In such cases, the check follows all standard skill rules,
using the key attribute in the parentheses, but no scripted check
description applies.

If you ever get confused or don’t know where to find the rules
for a skill check, simply refer to Table 2.3: Skill Check References
(see page 90).

/ LICENSE TO IMPROVISE! \
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Spycraft 2.0 aspires to model the most common situa-
tions and actions encountered in the modern genre, and
does so with precise detail in order to provide the most
comprehensive overview possible. On the other hand,
skill descriptions are often described in broad terms to
support a variety of genres, time periods, and settings.
This dichotomy may leave some players confused about
how to handle situations and actions that aren’t imme-
diately covered.

Don’t panic! As with any RPG, the Game Control
may always change or delete rules as he wishes. Many
aspects of the skill system — such as Knowledge checks
— already allow him to do this. When a skill check isn't
scripted just the right way to handle a situation, or a
player tries to do something outside the scope of these
rules, the GC should feel free to call for one or more skill
checks of any type, using any skill and attribute combina-
tion, with any modifiers and special rules he likes.

As an example, tailing someone in a vehicle might
require a Drive check with a synergy bonus from Sneak
(despite the fact that the scripted rules don’t mention
this relationship).

Ultimately, it's more important that the game match
your vision than the other way around.

o,
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SKILL CHECKS

When a character uses a skill, he makes a “skill check.” Most of
the time, the process of determining success or failure is straight-
forward (see below); other times, additional rules are required.
This section covers the basic rules for all types of skill checks.

THE STANDARD SKILL CHECK

Most of the time, when a character simply tries to accomplish
a set task, he makes a “standard skill check” against a difficulty
number set by the Game Control. This number is referred to as a
Difficulty Class (DC), and it generally falls between 10 and 60.

The player rolls 1d20 and adds his character’s skill bonus to
obtain a skill check result. If the result equals or exceeds the
task’s DC, the character succeeds; otherwise, he fails.

Some skill checks do not have DCs; instead, the result deter-
mines an effect as noted in the check’s description.

RESULT CAPS

At any time, a character’s skill rank determines the maximum
result he may achieve with the skill, otherwise known as his
“result cap,” as shown on Table 2.4: Result Caps (see page 91).
This is a hard limit that may not be exceeded with any character
option, modifier, or other rule, except as follows.

o The result cap is lifted with a threat (see page 96).

o When a character spends one or more action dice to
boost a result that begins above the standard result cap,
the combined action die result is added to the result cap to
determine the check result.

o If the character scores a total result of 75 or higher, no matter
what his skill rank is, he scores a “Triumph” (see page 97).

Example 1: Kevin has an Analysis skill rank of 8. He rolls a 19
and has +14 in miscellaneous modifiers — including his attribute,
insight, synergy, gear, and other bonuses — so his check result
adds up to 41. His result cap is 40, however, so his final result is
reduced to 40.

Example 2: Following Example 1, Kevin spends a number of
action dice, adding the total action die result to 40, not 41.
If Kevin's total result breaks 75, he achieves a skill Triumph.

Result caps are occasionally modified by character options
and other rules. If a character’s result cap with any check
ever drops below 5, he may not use the check under
the scripted circumstances until it once again rises to
5 or higher.

/ TABLE 2.1: PURCHASING SKILLS — BASE CLASSES

Skill Basic Skill Feat Adv

_ Acrobatics




ACTIVE VS. SECRET VS.
PASSIVE SKILL CHECKS

Each skill check is defined in its description as either "active,”
"secret,” or “passive.” Active skill checks represent the character
intentionally doing something that quickly reveals failure (e.qg. trying
to leap over a wide crevasse), while secret skill checks represent him
deliberately doing something with which failure isn't immediately
evident (e.g. attempting to influence someone), and passive skill
checks represent him doing something subconsciously (e.g. noticing
someone sneaking up on him).

When a character makes an active skill check, the player rolls
the die to determine success, and the result is therefore obvi-
ous to him. He may gain a synergy bonus and spend action dice
to boost the result (see page 96 for information about synergy
bonuses). Further, an active skill check always requires a set
amount of time to complete, as noted in the skill description.
Finally, the character may have the option to “take 10" or “take
20" with an active skill check, as defined in the skill description
(see page 102).

When a character makes a secret skill check, the GC rolls
the die to determine success, and the player is not informed of
the result until and unless it becomes obvious (when a presum-
ably sabotaged item is found to function properly, for instance).

The character may gain a synergy bonus with a secret check.
Further, a character may spend action dice to boost a secret check
result, but does so at his own risk, as he isn't aware of the result
before he boosts it. If a secret check results in a threat, the GC is
obliged to ask whether the character wants to activate it. Finally,
like an active check, every secret check requires a set time to
complete, and the character may have the option to “take 10" or
“take 20," as defined in the skill description.

When a character makes a passive skill check, the GC rolls the
die to determine success, and the player is not informed of the
result unless its success informs him of something (depending upon
the GC, the character may not even realize that a failed check,
or a check that provides no information, has occurred). The charac-
ter may not spend action dice to boost a passive skill check result,
though some specific passive checks allow for critical successes
(in which case, the GC will ask the character if he wishes to activate
any threat rolled). The character never gains a synergy bonus from
other skills when making a passive skill check. Further, passive skill
checks are commonly, but not always, free actions (taking no time
to perform and happening as a matter of course). Finally, unless the
GC or a rule states otherwise, the character may not “take 10" or
“take 20" with a passive skill check.

/ TABLE 2.2: PURCHASING SKILLS — EXPERT CLASSES
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Skill Check Skill

Accomplishment Profession

Bureaucracy
Streetwise
Electronics
Mechanics

Electronics
Mechanics
Security

Maneuver
(Crewed Vehicle)

See page 121
See page 163
See page 126
See page 139

See page 126
See page 139
See page 156

Conitnued on right

PLAYERS AND DICE

Some players may rebel against passive and secret checks,
citing that when they stop rolling dice, they stop having fun.
This is a fair argument, and the Game Control is well within
bounds to allow the players to roll their own dice for either or
both check types, though he does so at some risk. Passive checks
are frequently made without the character’s knowledge, and it's
a difficult roleplaying task to ignore their occurrence at the table.
Likewise knowing one’s approximate result in either case (sans
discretionary modifiers).

TABLE 2.3: SKILL CHECK REFERENCES CONT.

skill Check skill Reference.

Maneuver
(Personal Vehicle) Acrobatics See page 108

Electronics See page 127
Mechanics See page 140

Computers See page 122
Electronics See page 127
Mechanics See page 140

Resolve See page 149
Electronics See page 127
Mechanics See page 141

See page 137

Electronics See page 128
Mechanics See page 141

This check is made using the ranks in one of 2-3 different
skills, as demanded by the situation at hand. Each skill
check description defines when and how to use the ranks in
each skill.




But there is an upside. With the GC rolling fewer dice and consult-
ing character sheets less often, the game is likely to speed up a bit.
This is a tradeoff every Game Control must weigh, factoring in house
rules and his own unique tricks of the trade. GCs intending to roll
all passive and secret checks themselves might benefit from taking
down at the start of the evening each character’s skill bonuses in
one or several skills he expects to use. A worksheet is provided on
page 491 for this purpose.

Regardless of the GC's decision concerning who rolls the dice,
all other rules for active, passive, and secret checks are critical to
game balance.

OPPOSED SKILL CHECKS

When a character vies or competes against someone else
with a skill, he makes an "“opposed skill check.” Each character
involved makes a standard skill check with his most relevant skill
(e.g. Athletics for everyone in a foot race, Notice for one person and
Sleight of Hand for another when the second character is trying to
secretly swipe something off a table in the first character’s line of
sight, etc.).

The character with the highest skill check result wins the com-
petition. Equal results are considered a tie unless this provides
no clear result, in which case the winner is the character with the
highest skill bonus. If the characters possess equal skill bonuses,
a random 1d20 die roll determines the winner.

Example 1: Kevin and five others are racing toward a closing
security door. Each makes an Athletics/Maneuver (Foot) check.
The character with the highest result reaches the door first, the char-
acter with the second-highest result arrives next, the character with
the third-highest result comes after that, and so on. If two or more
characters’ results are equal, they reach the door simultaneously.

Example 2: Kevin tries to slip past a minion. He makes a Sneak/
Hide check and the minion (who is on guard and watchful) makes
a Search/Perception check. If Kevin's result exceeds the minion’s,
he slips by unnoticed; otherwise, the minion spots him. In this
case, since equal results produce an unclear result, comparing
skill bonuses breaks the tie.

One last restriction: when making an opposed check, the char-
acter may not take 10 or take 20 (see pages 97 and 98).

COOPERATIVE SKILL CHECKS

When multiple characters work together to perform one task,
the GC may ask for a “cooperative check.” In this case, one char-
acter performing the task must be chosen as the leader of the
attempt. Each other character is called a helper. Determine all
characters involved in a cooperative check and their roles in the
task before rolling any dice.

First, the leader makes the skill check relevant to the task,
generating the base check result.

Then, each helper makes the same skill check with a DC deter-
mined as follows.

o If the skill check has a set DC, each helper’s DC is 15.

o If the skill check has no set DC, each helper’s DC is equal to the
leader’s check result minus 10 (minimum 15).
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The leader gains a synergy bonus to his check result equal to
the number of successful helpers (to a maximum +5 bonus per
check, no matter how many helpers are involved). For each helper
who scores a critical success, the leader gains an additional +1
bonus with his check result (this bonus is unnamed and can
exceed the +5 limit).

If even one helper’s skill check results in a critical failure, the
entire task is ruined and must be started again.

The leader’s final skill check result — after all helper bonuses
are applied — determines the cooperative check’s outcome.

Two additional restrictions: first, only so many characters may
work together to perform each check, as shown in each skill
description and on Table 2.9: Using Skills (see page 103); second,
when making a cooperative check, neither the leader nor any
helper may take 10 or take 20 (see pages 97 and 98).

TEAM SKILL CHECKS

Sometimes, the entire team performs one task as a unit and
individual success is irrelevant. Alternately, allowing each team
member to make his own check might increase the chance of
success above the scripted odds. In these cases, the GC may ask
for a “team check.”

Each time the players ask to make a cooperative check, the
GC may instead force them to make a team check. This is most
common with Investigation, Notice, Search, and other exploratory
skills, when it is more balanced to simply make one roll instead
of many.

A team check operates like a standard skill check, except
that only one character makes the check for the entire team.
The situation at hand determines the character to make the check,
as follows.

o If only one character must succeed for the entire team to reap the
benefit (e.g. one character can make a team Notice/Awareness
check and inform the others of what he finds), the character with
the highest relevant skill bonus makes the check.

o [f every member of the team must succeed to reap the benefit
(e.g. every member of a team must succeed with simultaneous
Security/Disable checks at different locations), the character
with the lowest relevant skill bonus makes the check.

In either case, if two or more characters qualify to make the
check, the team may jointly choose which of the characters
makes it.

A
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DIRECTED SKILL CHECKS

When there's time, it's often a good idea for a character with
a high skill bonus to offer some pointers to the rest of his team.
This is a “directed skill check.”

A directed check operates like a standard skill check, except
that it takes 10 times as long and the GC makes the roll for the
player, in secret (see page 89).

With success, each other character who watched the entire
directed check without interruption — and without taking any
actions of his own — gains a +2 synergy bonus with the next identi-
cal skill check he makes (e.g. producing the same item, performing
the same task, etc.). This bonus lasts until the end of the current
scene, or for a number of minutes equal to the tutoring character’s
ranks in the relevant skill (whichever ends first).

With a threat, the GC informs the player of the result and asks
him whether he wishes to activate it as a critical success. With
a critical success, the bonus lasts until the end of the follow-
ing scene, or for a number of minutes equal to 2 x the tutoring
character’s ranks in the relevant skill (whichever ends first).

With failure, the time is wasted and none of those watching
gain any bonus.

With an error, the GC may secretly spend a number of action
dice to inflict a =1 penalty per die spent upon all identical skill
checks until the end of the current scene.

A character may only benefit from a directed check if the tutor’s
ranks in the relevant skill exceed his own by 4 or more.

Example: Kevin tries to tutor his three teammates in the finer
points of the Analysis skill's Authenticate check. He possesses
8 ranks in the skill and his teammates respectively possess 0,
3, and 7 ranks in it. Only the first two teammates benefit from
Kevin's directed check.

SKILL CHECK MODIFIERS
Unless otherwise stated, the following modifiers may apply to
any skill check of any type.

UNTRAINED SKILL CHECKS

When a character possesses 0 ranks in a skill, he is considered
"untrained” with it. Any character may make an untrained skill
check, simply making the check with a skill bonus calculated with
0 skill ranks. His error range increases by 2.

SKILL SYNERGY

When a character possesses two skills that work well together,
such as Athletics and Acrobatics, his knowledge of one may assist
him when he makes a skill check with the other. This is handled
with a “synergy bonus.”

All synergy bonuses work the same. For every 5 ranks the char-
acter possesses in a skill, he gains a +1 synergy bonus with each
skill check listed in the skill's description (maximum +5).

Example 1: Kevin possesses 7 ranks in the Falsify skill. He
gains a +1 synergy bonus with Ambush, Appraise, Authenticate,
Harassment, and Tracking checks.

Example 2: Kevin possesses 14 ranks in the Analysis skill. He
gains a +2 synergy bonus with the Chemistry, Detect Search,
Forgery, Haggle, Mathematics, Modify, Programming, Research,
and Sabotage checks.

/ STACKING MODIFIERS \
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There are a number of modifiers in Spycraft 2.0, but all
of them are either named or unnamed. This determines

whether one bonus stacks with others — that is, whether
the modifiers are added together before they're applied
to a character’s attack check, skill check, statistic, etc.

&

Synergy bonuses are granted by skills with passive checks, but
they are never granted to passive skill checks (remember that the
player — who typically keeps track of his own synergy bonuses —
is often unaware when a passive skill check is being made).

Table 2.5: Skill Synergies lists all the skills that typically grant
synergy bonuses to each check, though a player may make a case
to his GC to allow a synergy bonus not listed in a skill's descrip-
tion. The GC should only allow synergy bonuses he finds logical
and supportive of the situation at hand.

Like all named bonuses, synergy bonuses do not stack, so
only the best available synergy bonus applies to each skill check
(see Stacking Modifiers, above).

For a quick reference list of every available skill synergy, see
Table 2.5: Skill Synergies (see page 93).

DISCRETIONARY MODIFIERS

The Game Control can apply a “discretionary modifier” to
reflect miscellaneous situations at hand. This modifier may range
from —4 (for the most abject conditions) to +4 (for the most
favorable).

Example: Kevin climbs a cliff in a light wind, so the GC applies
a -2 discretionary penalty.

No more than one discretionary modifier may apply to any
single skill check. When multiple circumstances apply to a single
check, the GC should factor them all into a single discretionary
modifier that doesn't fall outside the —4 to +4 range.

Example: Kevin climbs a cliff in a light wind (-2) during a
tremor (=2), so the GC applies a -4 discretionary penalty.

With interpersonal skills like Impress, the GC is encouraged to
factor good roleplay into his discretionary modifiers, though he
should err on the side of caution. As a rule of thumb, no roleplaying
bonus should exceed +2 (total).

Special Note: Discretionary modifiers replace circumstance
modifiers in Spycraft 2.0. Circumstance modifiers don’t exist
in this edition, nor do discretionary modifiers stack with one
another, as circumstance modifiers did in Spycraft 1.0. For more
information, see Stacking Modifiers, above.

NAMED MODIFIERS

When a character benefits from more than one named modifier
of the same type (discretionary, synergy, etc.), only the best of the
bonuses and the worst of the penalties with the same name apply.

Example: When making a skill check, Kevin gains a +1
synergy bonus from one skill and a +2 synergy bonus from another.
He gains only a +2 synergy bonus with the skill check.




TABLE 2.5: SKILL SYNERGIES

Skill /Checks

Skills That Grant a Synergy Bonus

Acrobatics

Athletics, Resolve, Sneak

Investigation, Medicine (when the mystery involves biological evidence), Science (Chemistry) (when the
mystery involves chemical evidence), Science (Fabrication) (when the mystery involves gear remnants),
Search, Sense Motive

Bureaucracy (in a corporate or government environment), Cultures (in a focus area), Impress (when being
positive), Intimidate (when being negative), Sense Motive, Streetwise (in a city)

Analysis, Bureaucracy (when creating any document, cover identity, or art object native to a corporate

or government environment), Cultures (when creating any document, cover identity, or art object native

to a focus area), Electronics (when creating a simulation of an electronic device), Mechanics (when creating

a simulation of a mechanical device), Science (when creating any simulation of an item created with a Science
focus), Streetwise (when creating any document, cover identity, or art object native to a city)

Continued on page 94
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TABLE 2.5: SKILL SYNERGIES CONTINUED

Skill /Checks

Skills That Grant a Synergy Bonus

Impress

Bureaucracy (when targeting any corporate or government character), Cultures (when targeting any:
character from a focus area), Sense Motive, Streetwise (when targeting any urban character)

Bureaucracy (when targeting any crowd consisting of corporate or government characters), Cultures (when
targeting any crowd from a focus area), Streetwise (when targeting any crowd consisting of urban characters)
Bureaucracy (when targeting any corporate or government character), Cultures (when targeting any
character from a focus area), Resolve, Streetwise (when targeting any urban character)

Bureaucracy (when targeting any corporate or government character), Cultures (when targeting any
character from a focus area), Manipulation, Resolve, Streetwise (when targeting any urban character)
Bureaucracy (when targeting any corporate or government character), Cultures (when targeting any
character from a focus area), Manipulation, Resolve, Streetwise (when targeting any urban character)

Bureaucracy (when in a corporate or government environment), Cultures (when in a focus area),
Impress, Networking, Sense Motive, Streetwise (when in a city)

Bureaucracy (when targeting any corporate or government character), Cultures (when targeting
any character from a focus area), Falsify (when the harassment involves physical props),

Bureaucracy (when targeting any corporate or government contact), Cultures (when targeting any character
from a focus area), Streetwise (when targeting any urban contact), Survival (when targeting any wilderness
contact)

press, Manipulate, Sense Mot
Bureaucracy (when targeting any NPCs from a corporate or government environment), Sense Motive,
Streetwise (when targeting any NPCs from an urban environment), Tactics

Continued on page 95




Example: When making a skill check, Kevin gains a +1 synergy If two or more like-named or same-source modifiers with
bonus and suffers a =3 synergy penalty. He suffers a =2 synergy time limits affect a character at the same time, the best
penalty with the skill. of each bonus and the worst of each penalty apply until each

duration ends, after which the next best bonus or penalty takes
its place. This process continues until no bonuses or penalties
with durations remain.

oQ000000D

TABLE 2.5: SKILL SYNERGIES CONTINUED

Skill /Checks Skills That Grant a Synergy Bonus

Science
Analysis, Medicine, Science (Mathematics)

Computers (when targeting any computerized security device), Electronics (when disabling any electronic
security device), Mechanics (when disabling any mechanical security device), Science (Chemistry) (when

Computers (when targeting any computerized ignition), Electronics (when targeting any electronic ignition),
Mechanics (when targeting any mechanical ignition), Streetwise

Computers (when installing any computerized security device), Electronics (when installing any electronic
security device), Mechanics (when installing any mechanical security device), Science (Fabrication) (when
installing any security weapon)

Athletics, Bureaucracy (in a corporate or government environment), Cultures (in focus area), Falsify, Notice,m
Search, Streetwise (in a city)

Blend (when striking from a crowd), Falsify (when using a disguise), Sense Motive, Sneak, Streetwise
(when preparing an ambush in a city), Survival (when preparing an ambush in the wild)
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UNNAMED MODIFIERS
Unless otherwise stated in their description, unnamed modifiers
stack with all other modifiers all the time.

MODIFIER TYPES

For your convenience, here's a complete list of Spycraft 2.0
modifier types, their ranges, and when they come into play.

Discretionary: The GC applies these modifiers to reflect
miscellaneous circumstances in the situation and environment
(see page 92). Discretionary modifiers range from —4 to +4.

Insight: Origins and special skill checks offer these bonuses, which
represent keen understanding. Insight bonuses range from +1 to +6.

Gear: Gear and gadgets offer or trigger these modifiers, which
range from —4 to +4.

Morale: Class abilities and other effects that bolster or shake
confidence apply these modifiers, which range from -4 to +4.

Size: The Size of a character or object affects its Defense and
attack checks (with modifiers ranging from -16 to +16), as well
as Blend/Stealth and Sneak/Hide checks (with modifiers ranging
from =20 to +20).

/ BEHIND THE CURTAIN: SKILL CHECKS \

IR P -

The skill result scale in Spycraft 2.0 is far from arbi-
trary. The first edition introduced a great many skill check
bonuses, some named and therefore limited and others
unnamed and completely open to abuse. This edition
carefully controls bonuses by establishing a small pool of
strictly limited bonus types.

In general, the 10 to 60 scale produces three tiers
of skill specialty: 10-20 for low-level results, 21-40 for
mid-level results, and 41-60 for high-level results. From
a character’s viewpoint, this roughly corresponds to the
average and extreme progress he might see on the way
to Level 20, where he can theoretically max out with
+23 from skill ranks and +25 in miscellaneous modifiers
(at most, +10 from attribute modifiers, +6 from insight
bonuses, +5 from synergy bonuses, +4 from gear bonus-
es, and +4 from GC-controlled discretionary bonuses).

This produces a smooth scale in which a character gains
access to more and more spectacular skill use outcomes
over the course of his career. For example, when com-
bined with a random 1d20 roll, the scale’s upper end sees
a maximum skill yield of +68 — 8 higher than the topmost
common DC seen in the game. That's a 60% chance of
the most capable Level 20 character achieving the most
incredible outcome possible — a more conservative but
far more manageable ceiling than before.

Of course, this assessment doesn’t take action dice into
account. By Level 20, characters are starting each session
with an additional 6d10 in potential skill boosts, which
translates to roughly 33 more result points. Certainly,
no character is expected to spend all of his action dice
boosting his skill results, but this side pool is one more
tool in his arsenal, another way to circumvent the system
and manage the impossible.

For more information about skill check DCs, see page 88.

Synergy: Complementary skills and special skill checks offer
these modifiers, which represent interlocking utility. Synergy
modifiers range from -5 to +5.

SPECIAL RESULTS
Unless otherwise stated, three special results are possible with
every skill check, as follows.

THREATS AND CRITICAL SUCCESSES

Every skill possesses a threat range. The threat range of all
skills begins at 20, though it may increase or decrease due to
feats, conditions, and other factors.

When a character succeeds with a skill check and rolls a natural
number within his threat range (an actual roll of the number on
a d20), he scores a threat. His result cap is lifted for this check.
Further, he scores a potential critical success.

If a threat range is “reduced beyond” 20, the attacker may not
score a threat with the skill check.

Example 1: A character with the Diplomat feat makes a
Networking/Contact check, which increases his threat range by 1.
The character’s threat range with the check is 19-20.

Example 2: A character makes a Sense Motive/Detect Lie check
targeting a Con Artist with the 700 moves ahead ability, which
reduces the acting character’s threat range by 2. The acting char-
acter has no threat range with this skill check and may therefore
not score a threat.

To activate a threat as a critical success, the character must
spend 1 or more action dice. A critical success overrides a threat,
negating the threat’s effects and replacing them with the effects of
a critical success. A critical success also lifts the check's result cap.

If the character chooses to spend no dice, the skill check
remains a threat.

Unlike in Spycraft 1.0 and most d20 games, a natural 20 is not
an automatic success; a character’s skill result must still equal or
exceed the DC in order to succeed.

Special Note: When a standard NPC scores a threat with a skill
check, it may only be activated as a critical success if the NPC
possesses the prodigy quality (see page 448).

ERRORS AND CRITICAL FAILURES
Every skill possesses an error range. The error range of all skills
begins at 1, though it may increase or decrease due to feats, condi-
tions, and other factors. An error range may not decrease below 0.
When a character fails a skill check and rolls a natural number
within his error range (an actual roll of the number on a d20),
he suffers an error — a potential critical failure.

Example 1: A character makes an untrained skill check, which
increases his error range by 2. The character’s error range with
the check is 1-3.

Example 2: A Snoop with the no worries ability makes a Search/
Perception check while using Tradecraft gear. The ability decreases
his error range by 2. The Snoop’s error range with the check is 0.

To activate an error as a critical failure, the character’s oppo-
nent — usually the GC — must spend one or more action dice.
A critical failure overrides an error, negating the error’s effects and
replacing them with the effects of a critical failure.




If the GC chooses to spend no dice, the skill check remains an error.
Many rules have additional effects when an error is suffered.

Unlike in Spycraft 1.0 and most d20 games, a natural 1 is not
an automatic failure; a character’s skill result must be lower than
the DC in order to fail.

Special Note: Any negative skill check result operates like an
error and may be activated as a critical failure.

TRIUMPHS

When a character succeeds with a skill check and scores a total
result of 75 or higher, he scores a “Triumph.” This is a defining
accomplishment on the order of an Olympic record or a history-
making speech. Scoring a Triumph is the highest possible accolade
in Spycraft 2.0 and reason for reverent celebration.

No Triumph should go by unnoticed; neither should one fade
quickly. Triumphs are the stuff of legend and should find an
honorable home in the GC's setting — perhaps as a recurring
NPC-driven story growing more and more outlandish over time,
maybe as something for which high-ranking NPCs commend the
team when they meet for the first time. The Game Control should
always strive to pay tribute in his own way, using each Triumph
as the gateway to greater roleplaying potential.

But Triumphs are not merely flavor. They also offer the entire
team a number of significant benefits, as follows.

o Once per mission only, the character scoring the Triumph and each
of his teammates gains an additional +10% XP for the current
mission, rounded up (this bonus is applied after the mission’s base
XP reward is multiplied by the character's career level or the team'’s
Threat Level). This bonus stacks with any Crossroads Title benefits
each character may already gain (see page 53).

o Each time a Triumph occurs, the disposition toward the skill user of
each standard character who witnesses the Triumph as it happens
—including each standard villain — increases by 2 grades until
the end of the current mission (see Disposition, page 457).

o Once per session only, the disposition of each special character
toward the skill user who witnesses the Triumph as it happens
— not including villains — increases by 1 grade until the end
of the current mission.

Special Note: During an opposed check when both participants
score results of 75 or greater, only the highest (winning) result
may generate a Triumph.

RETRIES

Some skill checks may be tried over and over again; others offer the
character only one chance to succeed. Refer to each skill check descrip-
tion for the specific circumstances under which it may be retried.

TAKING 10

If the character is reasonably confident in his abilities and
under only marginal pressure, he may choose to “take 10.”
Instead of rolling 1d20 when making his skill check, he calculates
it as though he’s rolled a 10.

Taking 10 requires twice the time listed in each skill description.

Example: Kevin has an Analysis skill bonus of +9. When he
takes 10 with a 1-minute Analysis check, it takes 2 minutes and
his check result is 19.

A few restrictions apply when taking 10.

The character may not take 10 when he’s distracted or endan-
gered (per the GC's discretion).

The character may not take 10 when his error range is 1-2 or
worse (after all modifiers are applied).

The character may not take 10 with any skill check possessing
the Concentration tag (see page 101).

The character’s result cap still applies when he takes 10.
The character may not score a threat when taking 10.

The character may not spend action dice to boost a skill check
result when taking 10.
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TAKING 20

If a character has plenty of time, he may choose to “take 20.”
Instead of rolling 1d20 when making his skill check, he calculates
it as though he’s rolled a 20.

Taking 20 requires 20 x the time listed in each skill description.

Example: Kevin has an Analysis skill bonus of +9. When he
takes 20 with a 1-minute Analysis check, it takes 20 minutes and
his check result is 29.

A few restrictions apply when taking 20.

o The character may not take 20 when he's distracted or endan-
gered (per the GC's discretion).

o The character may not take 20 when his error range is 1-2 or
worse (after all modifiers are applied).

o The character may not take 20 with any skill check possessing
the Concentration tag (see page 101).

o The character’s result cap still applies when he takes 20.
o The character may not score a threat when taking 20.

o The character may not spend action dice to boost a skill check
result when taking 20.

MULTI-TASKING

Sometimes a character must complete more than one action at
once — simultaneously performing two computer-related tasks
or opening a lock while standing on a precarious surface. In these
situations, he may choose to perform up to two actions during the
same time period. At least one of these skill checks must require
at least one full round to complete, and the character must be
able to plausibly complete both tasks together, per the GC's
discretion (e.g. he may not attempt two skill checks that each
require both hands, nor may he drive two vehicles at once).

While multi-tasking, the character may make one additional half
action skill check per round, albeit with the following penalties.

o The character suffers a =5 synergy penalty with each skill check
he makes while multi-tasking, including each of the two skill
checks that prompts the use of these rules. For every 5 ranks
the character possesses in the Resolve skill, this penalty is
reduced by 1 (to a minimum penalty of -2).

o The error range of each skill check made while multi-tasking
increases by 3.

o If the character scores a threat with any skill check made while
multi-tasking, he must spend one additional action die to acti-
vate it as a critical success.

FOCUS SKILLS

Four skills — Cultures, Drive, Profession, and Science — are
sufficiently broad that a character must specify one or more
“focuses” when he acquires ranks in them. Except for Profession,
each of these skills" descriptions includes an exclusive list of
available focuses (in the case of Drive, these focuses correspond
directly to the vehicle categories). A character may not choose a
focus outside these options without GC approval.

Focuses are not tracked separately of their parent skill. Further,
a character never gains ranks in a focus. He either has one or
he doesn’t. Check boxes are provided on the character sheet to
record each character's skill focuses.

At Career Level 1, the character automatically gains one focus
for each focus skill. His Cultures choice must correspond to his
homeland, while his other choices simply represent his personal
background and preferences.

Also at Career Level 1, the character gains an additional
number of focuses equal to his Intelligence modifier (if positive),
which may be distributed between his focus skills as he wishes.

Thereafter, the character gains one additional focus for every
4 ranks he purchases in each parent focus skill.

A character may also gain additional focuses from his Origin,
his class, or other options.

“FORTE” FOCUSES

A forte represents dedicated study of only a part of an existing
focus.

When a character who already possesses one or more focuses
gains one, he may instead flag one part of a previously chosen
focus as a “forte.” The division of each focus differs by skill,
as follows.

Cultures: Each forte represents dedicated study of one country
within the focus region.

Drive: Each forte represents dedicated study of one vehicle
type within the focus vehicle category (e.g. sports car).

Profession: Each forte represents dedicated study of one
task within the focus profession (e.g. murals within the painting
profession).

Science: Each forte represents dedicated study of one gear
type within the focus science (e.g. plastic explosive).

This grants the character a +1 bonus with all skill checks
involving the forte focus. Further, when taking 10 with a skill
check involving the forte focus, the time required is not doubled.

Special Note: A character may never benefit from more than
one forte when making any skill check.

FOCUS SKILL CHECKS

When a character makes a skill check with any focus skill, the
GC chooses which focus is most appropriate. Only one focus may
apply to each check.

If the character possesses the appropriate focus, he applies his
full skill rank.

If the character does not possess the appropriate focus, he
applies only 1/2 his full skill rank (rounded down). The character’s
result cap is nevertheless calculated using his full skill rank.
Further, he is considered untrained (see page 92).

FOCUS SKILLS AND SYNERGY BONUSES
A character’s ranks in a focus skill grant a synergy bonus only if
he possesses the focus listed in the target skill description.

o Example: Kevin has an Intelligence of 10 and 7 ranks in
Cultures, with focuses in Northern America and Oceania.
His Cultures skill grants a +1 synergy bonus only with skill
checks related to these regions.




KNOWLEDGE CHECKS

COMPLEX TASKS

Spycraft 2.0 features no Knowledge skill. Any character may make
a Knowledge check at any time about any topic. Knowledge checks
are made to determine if a character knows something that the play-
er doesn’t (though the GC is within his rights to call for a Knowledge
check even if a player does know something, if he believes the
character might not). Knowledge checks are called for during simple
tasks driven by basic knowledge, such as navigating through an
area. The GC may also call for a Knowledge check when the player
forgets something that his character has been told, representing the
character’s ability to remember things.

Each Knowledge check must focus on one question or simple
task. It operates like a standard skill check, except that each
character’s Knowledge “skill bonus” is equal to his career level +
his Intelligence modifier. This number may be negative.

The base error range of any Knowledge check is 1 and the base
threat range is 20. All Knowledge checks are free actions. Even though
a character may call for one, a Knowledge check is always passive.

Each Knowledge check gains a synergy bonus from any one skill
in the game — whichever skill the GC rules to be most appropriate.
For instance, Security grants the synergy bonus when asking a
question about common alarm systems, while Drive grants the
synergy bonus when navigating in a vehicle.

The DC of any Knowledge check is determined by the complexity or
obscurity of the question asked or task undertaken, as shown on Table
2.6: Knowledge Checks (see below). With success, the character knows
the question’s answer or performs the desired task. In the case of infor-
mation, the character may then relate the information to someone else
by spending the relay time shown on Table 2.6.

With a critical success, the character gains more information
than he asked for, at the rate of one additional question answered
per action die spent. When navigating, the character finds a
shortcut, reducing the travel time by 10% per action die spent
(to a minimum of 60% standard travel time, rounded up). Other
Knowledge check critical success results should follow this same
basic pattern of +1 question or increment per action die spent.

With a critical failure, the GC provides the character with false
information, or a simple task goes astray (e.g. to the wrong desti-
nation when navigating). If one or more characters rely upon this
false information when making another skill check, each suffers a
-2 discretionary modifier per action die spent.

Knowledge checks made to determine if a character has infor-
mation may never be retried, nor may they become opposed,
directed, team, or cooperative checks.

Task-based Knowledge checks may only be retried with GC per-
mission, and only once every 5 minutes. These checks may become
opposed, directed, team, or cooperative checks

Skill tags have no effect upon Knowledge checks (see page 99).

Certain activities require a long and variable period to complete
or demand segmented progress, possibly against a time limit
or while under fire. In the Spycraft 2.0 system, these are called
“Complex Tasks.” Disarming a bomb is an example of a Complex
Task — especially if the bomb is set to go off in a matter of min-
utes or rounds. Though less tense, conducting a thorough study
of the type of mud found at a crime scene is another example.
In both cases, the activity is lengthy enough that a single skill
check is inappropriate, and intricate enough that having several
manageable objectives along the way is helpful.

CHALLENGES

Each Complex Task is comprised of 2 to 10 “Challenges”
(potentially more, in the case of extremely involved activities)
— the higher the number of Challenges, the lengthier and more
intricate the activity.

A Challenge handles 1 discrete objective or step in a Complex
Task activity with 1 skill check. Each Challenge operates exactly
like a skill check, and is subject to all the rules for a standard
skill check, except that it's linked to a larger project, and must
be completed before the character may move on to the Complex
Task’s next Challenge.

With each successful Challenge, a character completes 1 objec-
tive in his Complex Task.

With failure, he makes no progress. Further, the error range
often rises — usually by 1 or 2 — as the pressure of the Complex
Task mounts and the seeds of doubt take root.

Complex Task skills are described throughout this chapter,
along with additional rules, Challenge modifiers, and result
effects.

BREAKTHROUGHS

Each time a Challenge results in a threat, the Task takes a turn for
the better. Often, the current Challenge’s cost or time requirement is
reduced. The specific effect of each threat is detailed in the relevant
skill check description, or determined by the Game Control.

A critical success with a Challenge always has a set effect
— the character finds a shortcut or other way to skip a step,
completing 2 Challenges with the current skill check.

SETBACKS

Each time a Challenge results in an error, the character hits
a serious complication. Often, the character’s tools are ruined,
money is squandered, or the project careens down the wrong
track. The specific effect of each error is detailed in the relevant
skill check description, or determined by the Game Control.

/ TABLE 2.6: KNOWLEDGE CHECKS

Question/Task

. Common/Easy (e.g. information about home security systems/navigating through Las Vegas Free action
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A critical failure with a Challenge always has a set effect —
a number of completed Challenges equal to the number of action
dice spent to activate the critical failure are undone and must be
retried. Should this reduce the number of completed Challenges
below 0, the Complex Task fails and may not be reattempted.

DESCRIBING CHALLENGES

Suggestions for describing each Challenge and its comple-
tion are included in each relevant check description, but the
GC is encouraged to adapt each step to the situation at hand.
For example, when a character is disarming a bomb featuring
5 Challenges, he might have to a) disable the auto-detonator on
the bomb's housing, b) remove the housing, c) identify the bomb’s
core mechanism, d) locate the bomb'’s ground wire, and e) clip the
bomb’s “heart line.” When Challenges are defined in this fash-
ion, the players are much more likely to become invested in the
Complex Task, improving the experience for everyone.

Some GCs may decide to take this a step further, choosing a
separate relevant skill for each Challenge. This greatly enhances
play value and heightens the sense of surprise along the way
— especially if the GC doesn’t inform the players of the nature of
each Challenge until they reach it. It also reduces the chance that
the players become bored with the process, but it increases the
preparation required and makes the Complex Task more difficult
for a poorly rounded team to accomplish.

PRESSURE

Each time a character begins a Complex Task, the GC may decide
the character is “under pressure.” Any palpable threat to the
character's chance of success should prompt this decision. Combat
is considered pressure for nearly all tasks, while other pressures
are conditional. It's commonplace to hear constant nearby shouting
when erecting a building, for instance, but it's distracting when cod-
ing computer software.

When under pressure, any character wishing to attempt a
Challenge must first make a successful Resolve (Con) check
against the Challenge DC. With success, he staves off the strain
of the process and proceeds with the Challenge, suffering no ill
effects. With a critical success, he need not make Resolve (Con)
checks again during the same Complex Task.

With failure, the character suffers 1d6 stress damage, and with
a critical failure, the error range of each Challenge he attempts
during the current Complex Task is increased by 1.

COMPLETING A COMPLEX TASK

When a character completes the final Challenge before the
Complex Task's time limit (if any) elapses, he completes the Complex
Task, with an effect noted in the appropriate section of this chapter,
the appropriate skill check description, or per the GC's discretion.

BEHIND THE CURTAIN: COMPLEX TASKS
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Standard skill checks are often abstract, summarizing
hours or even weeks of effort in a single roll. Thus, some
players might question the necessity of Complex Tasks,
believing the same activity could be accomplished in one
step.

There are several reasons for them. First, Complex
Tasks establish a unified system for tense skill use, a way
for the Game Control to inject prolonged uncertainty into
the game.

Second, by requiring multiple checks, a Complex Task
prevents a character from simply running over a critical or
lengthy segment of a mission, forcing him to settle in for
a bit and get familiar with an important element of the
storyline or setting.

Third, Complex Tasks mitigate some potential abuses
of the action die system. When a mission’s climactic skill
resolution is spread over several checks, the characters
can’t simply hoard their action dice for one obvious high
point; they are encouraged to spend their dice regularly
throughout the game instead of trying to break one oth-
erwise balanced trial.

Fourth, and perhaps most importantly, Complex
Tasks establish parity between the combat system —
which typically involves a large number of rolls — and
the skill system, which is traditionally handled with one
roll per activity. It increases the chance that the GC
and team become invested in skill use, and decreases
the chance that one poor roll sends the characters
wildly off course or randomly hampers their progress.
Finally, it rewards skillful and persistent characters
over lucky ones, encouraging strong, well-rounded
character design.

The GC may refrain from using the Complex Task
system when he feels a series of checks will undermine
the pacing of his story or needlessly bore the players.
Likewise, when he needs to extend a plot point or sim-
ply wants to give the players more chances to roll dice,
he can convert any standard skill check into 2 or more
Challenges. In either case, the time required to complete
the activity remains static — it is either condensed
down to the time requirement for 1 skill check or divided
between Challenges as the GC sees fit.




SKILL DESCRIPTIONS

Each skill's key attributes are listed in parentheses next to its
name, followed by a summary of the way the skill is used. This section
includes an overview of common character archetypes that are most
likely to call upon the skill, and how they typically use it.

Each focus skill description includes a list of available focuses
immediately after its description.

Next is a listing of each combat action and Dramatic Conflicts
made in whole or in part with the skill, along with any relevant
page references. This is followed by a list of the types of Knowledge
checks with which the skill offers a synergy bonus (see page 99).
This is far from a complete list and GCs and players are encour-
aged to establish their own Knowledge check synergy bonuses as
circumstances warrant.

Finally, each skill contains one or more checks, each with the
following information.

SKILL CHECK NAME

Each skill check’s key attribute follows its name in parentheses.
After that comes “Active,” “Passive,” or “Secret” (the basic check
type), and possibly one or more “skill tags.” Each skill tag has an
effect upon the skill check’s use, as follows.

Armor Check Penalty (ACP): When making this check, a char-
acter suffers the highest armor check penalty listed for any armor
he wears (see page 284).

Bribe (BRB): Instead of making this check, a character may
make a Bribe check to achieve the same outcome. In a corporate,
government, or similar environment, the Bureaucracy skill is
used to make the Bribe check; otherwise, it defaults to the
Streetwise skill.

Complex Task (CMT): This check is a Complex Task (see page 99).

Concentration (CNC): The character must dedicate absolute
attention to this check. The following effects apply for the entire
time required to make the check.

o The character may not take 10 nor take 20.

o The character is flat-footed (see page 342). If the character
somehow loses this condition, the skill check is interrupted.

o If the character loses 5 or more vitality, or 1 or more wounds,
the skill check is interrupted.

o If the check requires more than 8 hours, the character must
spend a minimum of 8 hours on the task each day until it is
completed (see page 349 for the effects of sleep deprivation).
All rules for this skill tag apply during this period.

If interrupted, the character may attempt to pick up where
he left off by making a Resolve/Concentration check (see page
147). With success, the character may continue his check with-
out losing any progress (outside the round during which he
was interrupted, which is not counted toward the check’s time
requirement). With failure, the character must begin the check
again from the start.

You cannot attempt more than 1 skill check with the
Concentration tag at any time, even by multi-tasking.

Cross-Check (XCK): This check is typically secret (see page 89),
but if the character takes triple the time required, he may instead
make it as an active check.
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Crowd (CWD): This check may target 10 or more standard
NPCs as a “crowd.” Each crowd possesses a single skill bonus and
error range, as shown on Table 2.7: Crowds (see page 102). Every
crowd has a base threat range of 20. A crowd also possesses a
minimum bribe value that is used when it's targeted by a Bribe
check (see pages 121 and 163).

Disposition (DSP): This check is influenced by the target's
disposition toward the character (see page 457).

Flat-Footed (FLT): If a character fails this skill check, or suffers
an error or critical failure when making it, he becomes flat-footed
(see page 342).

Gear (GER): This check uses one or more pieces of gear — com-
monly one or more kits — as noted in parentheses following this
tag. Making the check without all of the required gear imposes a
—4 gear penalty. All gear options are described in Chapter 4.

Gear Only (GRO): This check requires one or more pieces of
gear — commonly one or more kits — to complete, as noted in
parentheses following this tag. Any attempt to make this check
without all of the required gear automatically fails. All gear
options are described in Chapter 4.

Grasp (GSP): This check requires the character to handle a
target object. When there’s a chance that he might not be able
to touch the object (e.g. it's moving, or out of his reach), he must
make a successful unarmed attack before he may make the skill
check. The object’s Defense is equal to 5 + its Size modifier (if sta-
tionary), 10 + its Size modifier (if moving), or the holder’s Defense
+ the item’s Size modifier (if carried). In all cases, applicable com-
bat modifiers apply, and the attack inflicts no damage.

Hands-On (HDO): This check requires the character to use both
his hands. The character suffers a =4 penalty when he uses only
one hand to make the check.

Hearing (HER): This check requires the character to listen to
the target or his surroundings. All modifiers for the deafened
condition and limited hearing range apply (see pages 340 and 350,
respectively).

Language (LNG): This check is difficult unless the character
and his target share at least one language, or the character
speaks the tongue of the area in which the check is being made. If
this is not the case, the character’s result cap is reduced by 20.

Project Investment (PJI): This check requires a variable invest-
ment of time and money based on its complexity and scope, as
shown on Table 2.8: Project Investments (see page 102). When
the check involves building a Large or bigger item, the skill check
DC, time required, and money required are each multiplied by 2
(if the desired item is Large), by 4 (if the desired item is Huge),
by 8 (if the desired item is Gargantuan), by 16 (if the desired
item is Colossal), by 32 (if the desired item is Enormous), or by 64
(if the desired item is Vast).

Finally, if the check is a Complex Task, this time and money is
spent per Challenge. All time and money spent is assumed to be
lost unless the check result determines otherwise.

Remote (RMT): This check may affect its targets remotely
(e.g. through media, intermediaries, etc.), but when the character
isn't able to communicate directly with his target(s), he suffers a
—6 penalty.

Vision (VIS): This check requires the character to see what he's
doing. All modifiers for the blinded condition and limited visual
range apply (see pages 340 and 350, respectively).
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SKILLS

TIME AND BASE ERROR RANGE

The skill check’s time requirement and error range are listed
in bold beneath its name. A check requiring more than 8 hours
is broken into 8-hour increments. The character completes one
8-hour increment each day until the skill check activity is finished.
The second and each additional 8-hour increment during any
single day counts as 1 full day without sleep (see page 349).

Additional notes follow the time requirement if the character
may take 10 or take 20 with the skill check; without these tags,
the character may not take 10 or take 20 with the check under
any circumstances.

Special Note: Many character options and other game effects
reduce time. Unless otherwise specified, no skill check’s required
time may be reduced by more than one character option or game
effect at a time.

CHECK DESCRIPTION

This section describes the skill check in play — the conditions
under which it is performed, any special modifiers that apply, and
the DC against which the check result is compared.

Each check description contains the following common
entries.

Cooperative: This entry indicates whether the skill check may
be attempted as a cooperative check (see page 91), and if so, the
maximum number of helpers who may support the acting charac-
ter (who is assumed in the check description to be the leader).

Synergy Skills: This entry lists each skill that offers a synergy
bonus to the check, in alphabetical order. Remember that only
one skill at a time may offer a synergy bonus to any check.

Retry: This entry indicates whether the skill check may be retried
when failed, and if so, describes the circumstances and modifiers
of each subsequent check. Unless stated otherwise, you may not
retry a skill check until the time required for the previous check has
expired. Also, many skill checks become more difficult after you fail.
Many skill checks are impossible after a critical failure.

Threat: This entry describes special results that may be
achieved simply by scoring a threat when making the skill check.
All threat effects are subject to GC approval.

Critical Success: This entry describes the effects of a critical
success when making the skill check.

Error: This entry describes special results that may be achieved
by scoring an error when making the skill check. All error effects
are subject to GC approval.

Critical Failure: This entry describes the effects of a critical
failure when making the skill check.

At any time, the Game Control may substitute his own threat,
error, critical success, and critical failure outcomes for those listed
in each description, hopefully to enhance the action or drama,
or to better match the skill use with the situation at hand.

Special Note: Unless specifically stated in its entry, no error,
threat, critical success, or critical failure effect is cumulative.

Size Rating Skill Bonus

Number of People

Fewer than 10 per individual

TABLE 2.7:

CROWDS

Error. Range Modifier*

per individual

Complexity DC Low Investment

1 round/$5

TABLE 2.8: PROJECT INVESTMENTS

Medium Investment

1 hour/$100

High Investment

1 week//$2,500




TABLE 2.9: US

ING SKILLS

(A)ctive/
Key (P) Passive/
Skill /Checks Attribute (S)ecret

Take Take

Base
Error.

200 Range

Cooperative  Retry

Acrobatics

Maneuver
(Personal Vehicle)

Computers
Optimize

CMT, CNC, GER (Electronics Kit),
HDO, PJI (Medium), VIS

CNC, GER (Electronics Kit), GSP,
HDO, PJI (Low), VIS, XCK

CNC, GRO (Upgrade),

GER (Electronics Kit), HDO, VIS

CNC, GER (Electronics Kit), HDO,
PJI (Medium), VIS

CNC, GER (Electronics Kit), GSP,
HDO, PJI (Low), VIS, XCK

Special

Continued on page 104
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TABLE 2.9: USING SKILLS CONTINUED

(A)ctive/ Base
Key (P) Passive/ Take Take Error
Skill /Checks Attribute  (S)ecret 10 20 Range  Tags

Falsify
Per Forensic CNC, GER (Cleaner Kit), VIS
Mystery

CMT, CNC, GER (Mechanics Kit),
PJI (Medium), HDO, VIS

CNC, GER (Mechanics Kit), GSP,
HDO, PJI (Low), VIS, XCK

CNC, GRO (Upgrade),

GER (Mechanics Kit), HDO, VIS

CNC, GER (Mechanics Kit), HDO,
PJI (Medium), VIS

CNC, GER (Mechanics Kit), GSP,
HDO, PJI (Low), VIS, XCK

Continued on page 105




TABLE 2.9: USING SKILLS CONTINUED

oQ000000D

(A)ctive/ Base
Key (P) Passive/ Take Take Error
Skill /Checks Attribute (S)ecret Time 100 20 Range Tags Cooperative.  Retry

Science
CMT, CNC, GER (Demolitions Kit),
HDO, PJI (by Mechanics check), VIS

CMT, CNC, GER (Computer), HDO,
PJI (Medium)

CNC, GER (Electronics or Mechanics Kit),
GSP, HDO, PJI (Low), VIS, XCK

CNC, GER (Electronics or Mechanics Kit),
HDO, PJI (Medium), VIS

CWD, DSP
Original Check

Maneuver
(Crewed Vehicle)

DSP

The GC must approve any attempt to retry this skill check; also, the circumstances of the check may change with each attempt, as noted in
each skill description.

The GC must approve any take 10 or take 20 use with this skill check.

This skill check may only become cooperative if the target item is Small Size or bigger.

The cost of the build must be paid again with each retry.

This skill check may not be retried after a critical failure. If the skill check is a Complex Task, it may not be retried after any critical failure
that reduces the number of Completed Challenges below 0.

This skill check’s error range increases by 2 each time it is retried.

A maximum number of helpers may cooperate with this skill check equal to the leader’s Charisma bonus (minimum 0).
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ACROBATICS (STR/DEX)

The Acrobatics skill is a measure of your learned physical agility, as
opposed to the application of raw physical power seen in Athletics.
It's used to keep one's balance on a narrow, uneven, or unstable
surface, reduce falling damage, leap great distances, maneuver per-
sonal vehicles guided by a character’s equilibrium and body weight
distribution, skydive, and tumble through chaotic scenes (such as
combat). This skill is common to agile, slippery characters, such as
sky-rise thieves and melee and unarmed fighters. It's also extremely
useful to many military types, especially paratroopers.

Combat Actions: Trip (see page 361).

Dramatic Conflict: Chases (see page 364).

Sample Knowledge: Personal vehicle specs; the best path over
shaky terrain; packing a parachute; general information about
various martial arts styles.

BALANCE CHECK
(Dex; Active; Armor Check Penalty, Flat-Footed,
Hearing, Vision)
1 Half Action (Take 10/Take 20) - Base Error Range 1

With one successful Balance check, you may move across a
precarious surface at up to 1/2 your Speed (rounded down).
To move at your full Speed or faster, you must make two Balance
checks. Each Balance check’s DC and error range are determined
by the surface upon which you're standing, as shown on Table
2.10: Balance Checks (see below).

If any Balance check results in a failure, you lose your balance
and must spend the rest of the current round regaining it.

Being Attacked While Off-Balance: Someone who attacks you
while you're off-balance gains a +2 bonus with his attack check.
Additionally, unless you possess 5 or more ranks in Acrobatics,
you lose your Dexterity bonus to Defense, if any. If you suffer any
damage from an attack while off balance (after damage reduction
and other modifiers are applied), you must immediately make
another Balance check, adding 5 to your DC.

Cooperative: No.

Synergy Skills: Athletics, Resolve, Sneak.

Retry: No.

Threat: You find your bearings. Your error range with
each Balance check made on the same surface decreases by 1
(minimum 1). This effect lasts until the end of the current scene or
until you fail a Balance check (whichever comes first).

Critical Success: You may move up to twice your standard
balancing Speed.

Error: You cramp up or lose your bearings. Your DC with each
Balance check made on the same surface increases by 5. This effect
lasts until the end of the current scene or until you succeed with a
Balance check (whichever comes first).

Critical Failure: You fall and become sprawled. If you're posi-
tioned on a surface from which you might conceivably fall at least
10 ft. unless you land precisely, you must make a second Balance
check with the same DC or fall from your perch in a random direc-
tion determined by the Deviation Diagram (see page 346), suffering
damage for the distance fallen (see Falling, below).

Alternately, if you suffer this critical failure within a square
from which you may fall at least 10 ft., the GC may spend 2 action
dice to force you freeze up, after which one of the following con-
ditions must be met before you can perform another action.

© Someone must move into an adjacent square. Then, both of you
must move up to the other character’'s Speed in feet toward
the nearest square without a potential fall on any side. This
reduces both your Initiative Counts to the lowest initiative
count between you.

o You must succeed with 1 Resolve/Concentration check

(see page 147).

FALLING CHECK
(Dex; Active; Armor Check Penalty, Vision)
1 Free Action - Base Error Range 1-3

With a successful Falling check (DC 20), you land on your feet.
Further, your falling damage is reduced by an amount equal to
1/4 your result (rounded down), to a minimum damage equal to 1
point per damage die.

With failure, you suffer the full impact of the fall and become
sprawled (see page 342).

For more information about falling damage, see page 336.

/ TABLE 2.10: BALANCE CHECK

Surface/Circumstance

DG/DC Modifier




Falling Duration: Hitting the ground is instantaneous, but the
fall itself may take some time.

Any fall up to 150 ft. happens instantly (i.e. the fall begins and
ends during the same Initiative Count).

Any fall from 151 to 600 ft. takes 1 full round (see page 346).

Any fall over 600 ft. takes 1 additional full round per additional
400 ft. fallen.

Cooperative: No.

Synergy Skills: Athletics, Sneak, Survival.

Retry: No.

Threat: Your falling damage is reduced by an amount equal to
1/2 your result (rounded down, minimum damage equal to 1 point
per damage die).

Critical Success: Your falling damage decreases by an amount
equal to your result (minimum 1 point of damage per fall).

Error: You suffer a -2 penalty with any Fortitude save made
to resist the effects of a critical injury resulting from your fall
(see page 331).

Critical Failure: Your falling damage increases by 1 point per
die rolled. This may increase the amount of damage inflicted by
each die beyond its typical maximum.

JUMP CHECK
(Str; Active; Armor Check Penalty,
Flat-Footed, Vision)
1 Half Action (Take 10) - Base Error
Range 1

With a successful Jump check (DC 10), you
clear the distance shown on Table 2.11: Jump
Checks (see below). To calculate the distance jumped,
find the difference between your check result and the DC,
then divide that number by the jump interval listed on Table
2.11 (rounding down). Finally, add this result to the minimum
distance listed on Table 2.11 to find the actual jump distance.

When leaping between two moving surfaces (such as two moving
vehicles), you suffer a —4 penalty with your Jump check.

If this distance exceeds the maximum distance listed on Table
2.11, then you jump the listed maximum distance.

Example: Kevin leaps from the outside of a slow-gliding scout
plane to a helicopter hovering nearby (a 20-ft. jump). He has a 20-ft.
running start over the scout plane’s hull and therefore covers a base
distance of 5 ft. with a jump interval of 1.

He scores a Jump check result of 27, which translates to an
additional 17 ft. (17 over his DC, divided by a jump interval of 1).
Added to his base distance of 5 ft., we find that Kevin jumps 22
ft. — just enough to reach the helicopter’s strut.

The distance you jump is counted against your movement for
the round.

Example: In the example above, Kevin jumped 22 ft. If he were
in a position to move after grabbing hold of the helicopter’s land-
ing gear, he might still move 8 additional feet as part of the same
movement action.

/ TABLE 2.11: JUMP CHECKS

heavy armor (see page 284).

jumps a total of 13 ft.

Max. Distance

Height x 6

*You must move 20 ft. before you may make a running jump. You cannot make a running jump with a heavy load or when you're wearing

Character Speed: The distances listed here assume you have a Speed of 30 ft. per round. If feats, abilities, or other conditions cause you to
move faster or slower than that, your jump distances should be modified proportionally (always rounding down).

Example: Kevin gains the Sprint feat, which increases his base Speed to 40 ft. per round. He makes a running jump that clears a total distance of
10 ft. As his Speed is 1/3 higher than average now, the actual distance he jumps is increased by 1/3 (rounded down), or 3 ft. In this case, Kevin
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If, for any reason, your jump distance is not limited by your height
and exceeds your standard Speed, your jump movement replaces
your standard Speed-granted movement during the current round,
and you move the full jump distance in a single leap.

All horizontal jumps involve an arc, the highest point of which
is equal to 1/3 the jump distance (rounded down).

With a failed Jump check, you land poorly and skid to a halt,
suffering 1 point of subdual damage. If you're jumping over a gap,
you skid to a halt just short of the gap’s edge, suffering 1 point
of subdual damage.

A jump always begins and ends during the same Initiative Count.

Cooperative: No.

Synergy Skills: Athletics, Sneak, Survival.

Retry: Yes, with GC permission (some maneuvers are impossible
a second time). Also, the circumstances of a jump may change
with each attempt (if you fail a long jump and fall into a pit, for
instance, you may have to make a high jump to get out).

Threat: The distance you leap
increases by the minimum dis-
tance for your type of jump as
listed on Table 2.11: Jump ™
Checks, over and above the
standard calculated distance.

Critical Success: You leap
the maximum possible dis-
tance for your type of jump,
or the distance indicated by
the result (even if it exceeds
this maximum possible distance),
whichever is greater.

Error: In addition to the standard effects of failure described
above, you become flat-footed.

Critical Failure: If leaping across a gap, you fall in, suffering
damage per the distance fallen. If leaping over solid ground, you
land badly and skid to a halt, suffering 1d4+1 subdual damage
and becoming flat-footed.

MANEUVER CHECK
(Dex; Active; Armor Check Penalty, Flat-Footed, Gear Only
(Vehicle), Hands-On, Vision)
1 Half Action (Take 10 with permission) - Base Error Range 1

This skill check is used to control any personal vehicle (see page
289); non-personal vehicles are controlled with the Drive skill,
vehicles with the crew quality are controlled with the Tactics skill,
animals are controlled with the Survival skill, and foot maneuvers
are handled with the Athletics skill.

No skill check is required to take a standard vehicle move, but
a risky one — made during combat, or other threatening circum-
stances — requires a skill check.

The DC and error range of each Maneuver check are determined
by the driving task you're attempting to perform, as shown on
Table 2.28: Maneuver Checks (see page 125).

With success, you perform the desired maneuver without mishap;
otherwise, you fail to perform the desired maneuver and your vehicle
travels at its current Speed in a random direction determined by the
Deviation Diagram (see page 346). If the result causes the vehicle to
travel in any of the three directions opposite its original facing, it spins
in place instead, coming to a stop at the end of the current round.

Additional Untrained Penalty: All personal vehicle focuses are
gained with the Drive skill (see page 124). When you make this
check untrained, you suffer an additional penalty as described in
Chapter 4 (see page 289).

Cooperative: No.

Synergy Skills: Drive, Sense Motive, Streetwise (in a city).

Retry: Yes, with GC permission (some maneuvers are impossible a
second time). Also, the circumstances of a maneuver may change with
each attempt (if the vehicle becomes broken after a maneuver, for
instance, you won't be able to use it again until it's repaired).

Threat: Your error range with the next Maneuver check made
in the same vehicle decreases by 1 (minimum 1). This effect is lost
at the end of the current scene if unused.

Critical Success: Your error range with each Maneuver check
made in the same vehicle decreases by 1 (minimum 1). This effect
lasts until the end of the current scene or until you fail a Maneuver
check in the same vehicle (whichever comes first).

Error: The vehicle collides

with another object or is badly

strained by the maneuver

and must make a Damage

save against damage equal

to your Maneuver check DC
minus 10.

Critical Failure: The
vehicle collides  with
another object or suffers

catastrophic strain from the

maneuver and must make a
Damage save against your Maneuver check DC + 5 per action die
spent to activate the critical failure (maximum +20).

SKYDIVING CHECK
(Dex; Active; Armor Check Penalty, Flat-Footed, Gear Only
(Parachute), Hands-On, Vision)
Time Varies - Base Error Range 1-3

No skill check is required to leap from a plane, but landing —
and doing so unnoticed — require special rules. There are three
ways you may skydive, each with its own merits and flaws.

o A standard skydive begins at a high altitude and keeps you in
the sky a long time, providing your enemies ample opportunity
to spot you.

o A High-Altitude/Low-Opening (HA/LO) dive begins at a higher
altitude (where the aircraft is less likely to be detected) and
hurtles you toward the ground using special gear that only
deploys at the last possible second, decreasing your time
beneath an open parachute and improving the chance that you
won't be spotted. It requires more expertise.

o A base dive begins at a very low altitude and also requires
special training, in exchange for high speed and stealth.

At the start of any dive, you must choose a 5-ft. x 5-ft.
(1 square) landing zone. Upon landing, you automatically
deviate from this zone by a distance determined by the type of
dive you're attempting, as shown on Table 2.12: Skydiving Checks
(see page 109). You may voluntarily increase your Skydiving
check’s DC to reduce this deviation distance at the rate of +5




to the DC per 1 deviation die lost (minimum 1 deviation die per
character per dive). Further, you may increase your DC by + 10 to
choose a deviation direction; otherwise, it is determined randomly
when you land, using the Deviation Diagram (see page 346).

The amount of time required to skydive varies by dive type, as
shown on Table 2.12. At a random point when your parachute is
open, each person or group on the ground with line of sight to
you may make a Notice or Search check to spot you, against the
DC listed on Table 2.12.

Assuming you survive until the last round of your dive time, you
reach the ground and must make a Skydiving check against your
Modified Landing DC (the Base Landing DC listed on Table 2.12 +
any DC increases you accepted at the start of your dive).

With success, you land without incident, suffering only 1d6
subdual damage. Further, you suffer 1 stress damage per 1,000 ft.
fallen instead of the standard 1 stress damage per 100 ft. fallen.

With failure, you land badly, suffering 1d6 lethal damage per
5 points by which your skill check result is short of the DC
(or fraction thereof).

Cooperative: No.

Synergy Skills: Athletics, Resolve, Survival.

Retry: No.

Threat: Your modified deviation distance is reduced to 1/2
standard (rounded down).

Critical Success: You land precisely in your landing zone and
suffer no lethal or stress damage.

Error: Your modified deviation distance is doubled. Further,
you suffer 1d6 lethal damage per 5 points by which your skill
check result is short of the DC (or fraction thereof), and become
sprawled when you land.

Critical Failure: Your modified deviation distance is tripled.
Further, you become sprawled when you land and you suffer 2d6
lethal damage per 5 points by which your skill check result is short
of the DC (or fraction thereof).

TUMBLE CHECK
(Dex; Active; Armor Check Penalty, Flat-Footed, Vision)
1 Half Action - Base Error Range 1

Typically, you're unable to move through an occupied square
unless the occupant is a teammate, an ally, dead, helpless,
stunned, Size Tiny or smaller, or 3 or more Size categories smaller
than you. Also, you must typically end movement whenever you
enter a square that's adjacent to an enemy. Using this skill, how-
ever, you may attempt to tumble through one or more occupied
squares and move past squares adjacent to enemies without ending
your movement.

Each time you make a half action Tumble check, you may move
up to a number of feet equal to your standard Speed minus 10.
Your DC and error range to accomplish this are determined by the
occupancy of squares through which you wish to move, as well
as enemy-occupied squares adjacent to them, as shown on Table
2.13: Tumble Checks (see below).

With success, you move along the desired path, bypassing all
occupied squares along the way.

With failure, you stop in the first empty square adjacent to an enemy
along your path and lose your Dexterity bonus to Defense, if any, until
the start of your Initiative Count during the following round.

Cooperative: No.

Synergy Skills: Athletics, Blend, Sneak.

Retry: No.

Threat: You tumble a number of feet equal to your standard
Speed minus 5.

Critical Success: You tumble a number of feet equal to your
standard Speed.

Error: In addition to the effects of failure, you trip and become
sprawled.

Critical Failure: In addition to the effects of an error, each
adjacent enemy gains 1 final attack against you (see page 329).
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/ TABLE 2.12: SKYDIVING CHECKS

Base Notice/ Base
Search DC* Deviation

N ELLE HA/LO Dive Base
Skydive Dive i Time Landing DC

_ 1,001+ ft. Fall timet + 3d4 minutestt 8d20 ft.

Applicable DC modifiers within the relevant skill description may further modify this number.
See Falling Duration, page 107.
This second time increment represents the time during which the parachute is open and the character is drifting to earth.

/ TABLE 2.13: TUMBLE CHECKS

Square Occupanc DG/DC Modifier: Error.Range IncF('e‘gs?!il J




ANALYSIS (INT/WIS)

The Analysis skill focuses on dedicated evaluations and quali-
fied critical inquiry. Unlike Investigation and Search, which are
used to find things under different circumstances, this skill is
about working with what you have, further defining and intensely
codifying and qualifying every aspect of an item or scene. Analysis
is used to determine the value of objects and offers, determine the
authenticity of documents and other objects, decipher codes, pick
apart film, video, and other media for clues, and perform forensic
tests. This skill is common to investigative and sharp-thinking
characters, such as criminologists and detectives.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Common cryptographic, forgery, and
forensics techniques; origin points of media based on format,
processing, and printing.

APPRAISE CHECK
(Int; Secret; Gear (Appraisal Kit), Hands-On, Vision)
1 Minute (Take 10/Take 20) - Base Error Range 1

With a successful Appraise check, you can estimate the value or
importance or an item or offer within 1d10% of its actual value, up or
down. Your DC and error range are determined by the item or offer’s
obscurity, as shown on Table 2.14: Appraise Checks (see below).

With failure, however, your estimation is off as shown on
Table 2.14.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Falsify, Investigation, Streetwise (when appraising
something offered on the black market).

Retry: No.

Threat: The amount by which your estimate is off is reduced
to 1d6%.

Critical Success: Your estimate is perfect — you understand
the item or offer’s precise value or importance.

Error: The amount by which your estimate is off is doubled.

Critical Failure: The amount by which your estimate is off is
multiplied by 3d4.

AUTHENTICATE CHECK
(Int; Secret; Gear (Authentication Kit), Hands-On, Vision)
1 Minute (Take 10/Take 20) - Base Error Range 1

With a successful Authenticate check, you determine whether a
document or object is genuine. If the item is genuine, your DC and
error range are determined by the item’s obscurity, as shown on
Table 2.15: Authenticate Checks (see below). If the item is fake,
your Authenticate result opposes that of the Falsify/Forgery check
made to create it.

With failure, you are unable to verify the item’s authenticity.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Falsify, Investigation, Science (Chemistry).

Retry: No.

Threat: You may ask one question about the person who
created the document or item (e.g. “What was the creator’s true
emotional state when he made the item?”).

Critical Success: You may ask one additional question about
the person who created the document or item per action die spent
to activate the critical success (maximum five questions).

Error: You incorrectly verify the item (determining it to be a
fake if genuine and vice-versa).

Critical Failure: Your mistake leaves you feeling falsely secure.
You incorrectly verify the item (determining it to be a fake if
genuine and vice-versa), and your error range with all Authenticate
checks increases by 3. This effect lasts until the end of the current
scene or until you succeed with an Authenticate check (whichever
comes first).

/ TABLE 2.14: APPRAISE CHECKS

Item or Offer. Obscurity/Circumstance

_ Common (e.g. cut diamond fg_\(or from famous NPC, etc.)

Error,Range B
Increase Failed Estimate

(2d4.+“5.x 10)‘.’/9.91‘ actual value

Item Obscurity/Circumstance

_ Common (e.g. cut diamond wg]l-knowp'NPC‘sjour_n_ql_, etc.)

/ TABLE 2.15: AUTHENTICATE CHECKS

ErrorRangel s
Increase




DECIPHER CHECK
(Int; Active; Complex, Concentration, Gear (Computer),
Vision)
Varies Per Challenge - Base Error Range Per Code

Deciphering a code is a Complex Task (see page 99), requiring
you to overcome 1-10 “Challenges” representing the algorithms,
analogues, and other tricks woven into the script. The number of
Challenges is determined when each code is created. Overcoming
each Challenge requires a successful Decipher check with a DC
and error range set by the Science (Mathematics) check or checks
made to create the code (see page 153). The time required for
each check is based on the difference between the code’s Power
Rating and the Power Rating of the computer used to break it, as
shown on Table 2.16: Decipher Time (see below).

Once the last Challenge is overcome, the code is completely
deciphered.

The Game Control is encouraged to plan each code in advance, so
that he can give away a little about its background, its creator, and other
ways it connects to the setting and storyline with each Challenge you
overcome. After you overcome the first Challenge of four, for instance,
you might learn that the code was scripted in Germany (recognizing
some electronic parlance common to German hackers). The second suc-
cessful Challenge might reveal a location where the code was scripted
(pointing to a pre-planned scene where your team might discover other
important information). The third might reveal the hacker's signature,
identifying him, and the fourth might lead to his new lair.

i

/ TABLE 2.16: DECIPHER TIME

Difference Time Required '

Computer greater by 5 or more 15 minutes

S

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Computers (when using a computer),
Investigation, Science (Mathematics).

Retry: Yes, unless a critical failure reduces the number of
Challenges completed below 0.

Threat: You begin to see patterns in the code. Your error range
with each Decipher check targeting the same code decreases by 1
(minimum 1). This effect lasts until the end of the current scene or
until you fail a Decipher check (whichever comes first).

Critical Success: Today you made several breakthroughs
(see Complex Tasks, page 99).

Error: You begin to see patterns in the code — but they're
wrong. Your DC with each Decipher check targeting the same
code increases by 5. This effect lasts until the end of the current
scene or until you succeed with a Decipher check (whichever
comes first).

Critical Failure: Today you were frustrated by the code’s
elegance — and the fact that you've been attacking it in entirely
the wrong way (see Complex Tasks, page 99).

EXAMINE MEDIA CHECK
(Wis; Secret; Concentration, Vision)
1 Hour - Base Error Range 1

With this check, you can glean clues from audio, video, or still
pictures. This requires 1 hour per 1 hour of audio or video, or 1
hour per 60 pictures. If the media is genuine (i.e. it hasn’t been
doctored), your DC and error range are determined by the quality
of the recording gear, as shown on Table 2.17: Examine Media
Checks (see below). If the media has been doctored, your Examine
Media result opposes that of the Falsify/Forgery check made to
modify it.

With success, you glean one remaining clue from the media.

With failure, you gather no intelligence from the media.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Computers, Investigation, Sense Motive (when
gaining clues about people seen on media).

Retry: Yes, but only after enhancing the image by successfully
making an additional Examine Media check. This check requires 1
hour, has a DC equal to your original check DC + 10, and provides
no clues if successful. Should you fail an analysis check to enhance
an image, you may gain no further information from the media.

/ TABLE 2.17: EXAMINE MEDIA CHECKS

Recording Gear

Professional-grade media (e.g. movie studio or military security camera)

DC/DC Modifier*

Error Range Increase
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Threat: The time required to complete the examination is
reduced to 1/2 standard (rounded down, minimum 30 minutes).

Critical Success: You glean one additional remaining clue from
the media per action die spent to activate the critical success
(maximum 5 clues).

Error: You glean an inaccurate clue from the media (per the
GC's discretion).

Critical Failure: Your mistake leaves you feeling falsely secure.
You glean an inaccurate clue from the media (per the GC's
discretion), and your error range with all Examine Media checks
increases by 3. This effect lasts until the end of the current scene
or until you succeed with an Examine Media check (whichever
comes first).

FORENSICS CHECK
(Wis; Active; Complex, Concentration, Gear (Forensics Kit),
Vision)
1 Hour Per Challenge - Base Error Range 1

Piecing together recent events at a location is a Complex Task
(see page 99), requiring you to overcome 1-10 “Challenges” rep-
resenting the smaller puzzles and clues that lead to the truth. The
GC sets the number of Challenges when he plans each mystery.
Overcoming each Challenge requires a successful Forensics check
with a DC and error range set by the scale and complexity of each
Challenge, as shown on Table 2.18: Forensics Checks (see below).
Your DC and error range may be further modified if someone
tries to cover the mystery up, as described in the Falsify/Cover
Up skill check (see page 129).

Once the last Challenge is overcome, the mystery is
completely solved.

The Game Control is encouraged to plan each foren-
sic mystery in advance, so that he can let a little of the
truth unfold with each Challenge you overcome. After
you overcome the first Challenge of four, for instance,
ballistics might reveal the number of people involved at
a gunfight and the weapons they used. The second suc-
cessful Challenge might be blood work proving two of
those present were brothers, while the third might identify
them through AFIS (the Automated Fingerprint Identification
System). Finally, the last successful Challenge might reveal the
nature of a special gadget weapon they used during the combat
— information useful when preparing against the next attack,
and for tracking the gunmen.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Investigation, Medicine (when the mystery
involves biological evidence), Science (Chemistry) (when the
mystery involves chemical evidence), Science (Fabrication) (when
the mystery involves gear remnants), Search, Sense Motive.

Retry: Yes, unless a critical failure reduces the number of
Challenges completed below 0.

Threat: You begin to see patterns in the mystery. Your error
range with each Forensics check made during the same inquiry
decreased by 1 (minimum 1). This effect lasts until the end of
the current scene or until you fail a Forensics check (whichever
comes first).

Critical Success: The day’s inquiries were fruitful (see Complex
Tasks, page 99).

Error: You begin to see patterns in the mystery — but they're
wrong. Your DC with each Forensics check made on the same
surface increases by 5. This effect lasts until the end of the
current scene or until you succeed with a Forensics check (which-
ever comes first).

Critical Failure: The day was spent chasing red herrings
(see Complex Tasks, page 99).

/ TABLE 2.18: FORENSICS CHECKS

Scale/Complexity of Challenge

One room or smaller

DC/DC
Modifier

Error.Range
Increase




ATHLETICS (STR/CON)

The Athletics skill is used to scale vertical surfaces, tie people
up, escape bonds and holds, maneuver on foot, damage doors
and other objects, play sports games, and swim. This skill is com-
mon to physically sturdy characters like military frontline grunts,
powerful henchmen, endurance runners, and wrestlers.

Combat Actions: Bull Rush (see page 354), Grapple (see page 357).

Dramatic Conflicts: Chases (see page 364).

Sample Knowledge: The best path up any vertical surface; the
strength of a door, wall, or other scenery; preparing a SCUBA tank
for use; sports rules; regurgitating sports statistics.

BIND CHECK
(Str; Secret; Cross-Check, Hands-On, Gear Only (Bindings))
1 Full Action (Take 10/Take 20) - Base Error Range 1

This skill check is used to blindfold, gag, or tie up a character
(handcuffing a character or using other static restraints doesn’t
require this skill check — it merely takes 1 half action).

Your Bind check has no DC; instead, your result +10 becomes
the DC opposed by the bound character’'s subsequent Athletics/
Escape checks. A blindfolded character gains the blinded
condition and a gagged character gains the mute condition.
A character whose hands are tied character gains the entangled
condition and a character whose hands and feet are tied gains the
bound condition (see page 340).

Cooperative: No.

Synergy Skills: Notice, Sleight of Hand, Survival.

Retry: Yes, but because the check is secret, you may be replac-
ing a better result.

Threat: The time required to blindfold, gag, or tie the character
up is reduced to 1/2 standard (rounded down, minimum 1 half
action).

Critical Success: When tying a character up, your knot is
expertly tied. The error range of each Escape check made to slip
out of the binding is increased by +2.

Error: The target appears to be bound, but is in fact free.

Critical Failure: In addition to the effects of an error, your
mistake leaves you feeling falsely secure. You automatically fail
any Notice/Awareness or Search/Perception check made to spot
the target trying to free himself.

CLIMB CHECK
(Con; Active; Armor Check Penalty, Flat-Footed, Gear
(Climbing Kit), Hands-On, Vision)
1 Half Action - Base Error Range 1

With a successful Climb check, you may move up, down, or
across any surface with an incline greater than 60° at up to 1/4
your Speed (rounded down). Your Climb check’s DC is determined
by the surface to be scaled and the climbing conditions, as shown
on Table 2.19: Climb Checks (see below).

If any Climb check results in a failure, you make no progress
(you may still move your bonus 5-ft. step without a skill check
— but only to move down). If you fail a Climb check by 5 or more,
you fall from your current height, and may attempt to catch your-
self as described later in this section.

Rappelling: With a climbing kit, a character may rappel down a
vertical surface at up to his full speed. A Climb check is required
as standard, but the DC is 10.

Being Attacked While Climbing: Someone who attacks you
while you're climbing gains a +2 bonus with the attack check.
Additionally, unless you possess at least 5 ranks in Athletics,
you lose your Dexterity bonus to Defense, if any. If you suffer
any damage from this attack (after damage reduction and other
modifiers are applied), you must immediately make another Climb
check, adding 5 to your DC.

/ TABLE 2.19: CLIMB CHECKS

Scale/Climbing Challenge

Surface provides ample hand- and/footholds and opportunities to brace

Surface provides ledges to climb between and hand- and footholds

(e.g. climbing a knotted rope up through a narrow pit with rugged walls)

Surface provides ample hand- and footholds or opportunities to brace (but not both)
(e.g. climbing an unknotted rope up through a narrow pit with rugged walls or the same pit w

(e.g. climbing scaffolding or balconies with gaps no larger than 10 ft. across,

Error:Range
Increase

or a rock face with outcroppings where you can rest at intervals of less than 20 ft.)

Surface provides ledges to climb between without hand- and footholds
(e.g. climbing scaffolding or balconies with gaps larger than 10 ft. across,
..or arock face with outcroppings where you can rest at intervals of 20 ft. ormore) | 025 AL

Surface provides no ledges, but does provide hand- and footholds
| ( imbi | roc|

+5
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Catching Yourself When Falling: 1t's impossible to catch your-
self while falling alongside a surface with a DC of 30 or higher
(i.e. a surface without ledges). Otherwise, catching yourself
requires a successful free action Climb check (DC per the wall's
surface/conditions + 10). With success, you come to a stop at
a random point between where you fell and the ground below
(per the GC's discretion). In the process, you suffer 1d6 subdual
damage that is not reduced by damage reduction.

Lifting Others: As a full action, you may raise or lower one or
more people and/or cargo, up to a weight limit equal to double
your maximum heavy load (see page 217). You may raise or lower
the load a distance equal to 1/4 your Speed per round (rounded
down). If the person being raised helps (making use of any avail-
able handholds and bracing options), the distance raised or low-
ered is increased to 1/2 your Speed per round (rounded down).

Cooperative: No.

Synergy Skills: Mechanics (when using climbing gear), Resolve,
Survival.

Retry: No.

Threat: Your error range with the next Climbing check made on
the same surface decreases by 1 (minimum 1). This effect is lost at
the end of the current scene if unused.

Critical Success: You may move up to 1/2 your Speed, instead
of 1/4.

Error: You cramp up or lose your bearings. Until the end of the
current scene, your DC with each Climb check made on the same
surface increases by 5.

Critical Failure: You fall, suffering damage for the distance
fallen (see pages 106 and 336).

Alternately, the GC may spend 2 action dice to force you freeze
up, after which one of the following conditions must be met
before you can perform another action.

o Someone must move into an adjacent square, after which both
of you must move up to the other character's Speed toward
the nearest square without a potential fall on any side. This
reduces both your Initiative Counts to the lower initiative count
between you.

o You must succeed with 1 Resolve/Concentration check
(see page 147).

ESCAPE CHECK
(Str; Active)
Time Varies (Take 10/Take 20) - Base Error Range 1

With a successful Escape check, you may lose the bound
condition or break or slip out of a tied bond or static restraint

(e.g. handcuffs, a blindfold, a gag). Your DC, error range, and the
time required to make the escape are based on the nature of your
restraints, as shown on Table 2.20: Escape Checks (see below).

Escaping Under Observation: When you try to escape a tied
bond or static restraint without someone spotting you, you may
also make a Sleight of Hand/Conceal Action check opposed by a
Notice/Awareness or Search/Perception check made by each per-
son with line of sight to you, as appropriate. If the Conceal Action
check is successful, the observers don’t notice your attempt.

Cooperative: No.

Synergy Skills: Acrobatics, Bluff (when trying to escape unno-
ticed), Sleight of Hand.

Retry: Yes, unless you suffer a critical failure.

Threat: You escape your bonds in 1/2 the standard time
(rounded up, minimum 1 half action).

Critical Success: If attempting to escape under observation,
you gain 1 half action surprise round during which you may act
before your observers; otherwise, you escape as a free action.

Error: You cramp up or tighten your bonds. Your error range
with each Escape check made against the same hold or restraint
increases by 2. This effect lasts until the end of the current scene or
until you succeed with an Escape check (whichever comes first).

Critical Failure: You're trapped and may make no further Escape
checks to slip out of your current bonds. Someone else must free you.

FORCED MARCH CHECK
(Con; Active)
1 Hour - Base Error Range 1

This skill check is used to temporarily increase your overland
movement limit.

Each Forced March check has a base DC of 20. DC and error
range modifiers are based on how much you're carrying, as shown
on Table 2.21: Forced Marches (see page 115).

With success, your overland travel Speed is boosted by +5 ft.
for 1 hour for the purpose of determining overland travel only, as
shown on Table 2.22: Overland Travel (see page 115). Additionally,
for every 10 by which your check result exceeds the DC (to a maxi-
mum of 50), you may apply one of the following two bonuses.

o Your overland Speed is boosted by an additional +5 ft. for the
same time period.

o The time before your increased Speed wears off is boosted by
1 additional hour.

At the end of every hour or portion thereof during which your
overland Speed is boosted, you suffer 1d6 subdual damage per 5 ft.
of Speed boost.

/ TABLE 2.20: ESCAPE CHECKS

Type of Restraint Time Required

_ Duct Tape/Rope 10 rounds™

Athletics/Bind checlg result

* This time requirement is reduced by a number of rounds equal to the difference between your Escape check result and the DC
(minimum 1 round/full action).

DC




Example: Kevin manages to boost his Speed by +10 ft. for
2 hours for the purpose of determining overland travel. At the
end of the first hour, he suffers 2d6 subdual damage, and at the
end of the second hour, he suffers an additional 2d6 subdual
damage.

This subdual damage is not recovered until you spend at least
1 hour sleeping (see page 342).

Cooperative: No.

Synergy Skills: Resolve, Survival, Tactics.

Retry: Yes, though you may only benefit from one Forced
March check to boost your overland Speed at any time. If you
make a second check to boost your overland Speed when a previ-
ous boost is still active, the new check’s outcome replaces that of
the previous one — even if it's worse.

Threat: You suffer only 1d4 subdual damage at the end of each
hour during which your overland Speed is boosted.

Critical Success: Your base overland Speed boost is increased
to +10 ft. This base Speed boost is not counted when figuring the
subdual damage you suffer at the end of each hour.

Error: You suffer 1d6 subdual damage with no benefit.

Critical Failure: You suffer 1d6 subdual damage and 1d6 lethal
damage with no benefit.

/ TABLE 2.21: FORCED MARCHES w

DC Modifier  Error,Range'Increase r

Circumstance

Encumbrance ™

*

If your encumbrance is pushed higher than usual when you
make your Forced March check, use the increased numbers
to determine these DC and error range modifiers.

MANEUVER CHECK
(Str; Active; Armor Check Penalty, Vision)
1 Half Action - Base Error Range 1

This skill check is used to maneuver on foot. No skill check is
required to take a Standard Move action (see page 354), but a
risky one — made during a chase or other threatening circum-
stances — requires a skill check.

The DC and error range of each Maneuver check are deter-
mined by the activity you're attempting, as shown on Table 2.28:
Maneuver Checks (see page 125).

With success, you perform the desired maneuver without
mishap; otherwise, you fail to perform the desired maneuver and
you become sprawled in your current square.

Additional Untrained Penalty: When you make this check
untrained, you suffer an additional penalty as described in
Chapter 4 (see page 289).

Cooperative: No.

Synergy Skills: Acrobatics, Streetwise (in a city), Survival
(in the wild).

Retry: Yes, with GC permission (some maneuvers are impos-
sible a second time). Also, the circumstances of a maneuver may
change with each attempt (if you become trapped somehow, you
may not be able to continue moving).

Threat: Your error range with your next Maneuver check made
on foot decreases by 1 (minimum 1). This effect is lost at the end
of the current scene if unused.

Critical Success: Your error range with each Maneuver check
made on foot decreases by 1 (minimum 1). This effect lasts until
the end of the current scene or until you fail a Maneuver check on
foot (whichever comes first).

Error: You collide with something or strain yourself. You must
make a Fortitude save against damage equal to your Maneuver
check DC minus 10 or suffer 1d6 subdual damage.

Critical Failure: You collide with something or strain yourself.
You must make a Fortitude save against your Maneuver check DC +
5 per action die spent to activate the critical failure (maximum +20).
With failure, you suffer 1d6 subdual and 1d6 lethal damage.

/ TABLE 2.22: OVERLAND TRAVEL

Base Travel Rate* Plains/Desert*

—

Arctic/Forest* Jungle/Swamp/Mountaims:

WA
[’OEQOQQO




aaae

POWERLIFTING CHECK
(Str; Active, Flat-Footed)
1 Free Action - Base Error Range 1-2

This skill check is used to increase your encumbrance limit
temporarily.

Each Power Lifting check has a base DC of 20. With success, your
Strength score is boosted by +2 for 1 minute — for the purposes of
determining encumbrance only. Additionally, for every 10 by which
your check result exceeds the DC (to a maximum of 50), you may
apply one of the following two bonuses.

o Your Strength score is boosted by an additional +2 for the
same time period.

o The time before your increased encumbrance Strength wears
off is boosted by 1 additional minute.

At the end of every minute or portion thereof during which your
encumbrance Strength is boosted, you suffer 1d6 subdual damage
per +2 of Strength boost.

Example: Kevin manages to boost his encumbrance Strength by
+4 for 2 minutes. At the end of the first minute, he suffers 2d6
subdual damage, and at the end of the second minute, he suffers
an additional 2d6 subdual damage.

This subdual damage is not recovered until you spend at least
1 hour sleeping (see page 342).

Cooperative: No.

Synergy Skills: Resolve.

Retry: Yes, though you may only benefit from one Power Lifting
check to boost your encumbrance Strength at any time. If you
make a second check to boost your encumbrance Strength when
a previous boost is still active, the new check’s outcome replaces
that of the previous one — even if it's worse.

Threat: You suffer only 1d4 subdual damage at the end of each
minute during which your encumbrance Strength is boosted.

Critical Success: Your base encumbrance Strength boost is
increased to +4. Further, this base encumbrance Strength boost
is not counted when figuring the subdual damage you suffer at
the end of each minute.

Error: You suffer 1d6 subdual damage with no benefit.

Critical Failure: You suffer 1d6 subdual and 1d6 lethal damage
with no benefit.

SMASH CHECK
(Str; Active; Grasp)
1 Half Action (Take 10/Take 20) - Base Error Range 1

This skill check represents your brute ability to break one item
or self-contained piece of scenery within a single square (such as
a door), or one 5-ft. piece of scenery (such as part of a wall).

A Smash check can only target an item within your reach with
a Damage save bonus equal to your Strength score or lower;
any item with higher Damage save bonus cannot be broken by
brute force and must be attacked. When an attack is made to
smash an item, the time required to make the attack becomes the
time required to make this check (the Smash check becomes a free
action made with a successful hit).

Your Smash check has no DC; instead, your result becomes the
damage against which the target item must make a Damage save
(see page 224). If an item or self-contained piece of scenery fails its
save, it is broken or destroyed, per the Damage save rules (see page
224). Either way, the item or scenery is rendered useless until repaired
with the Electronics or Mechanics skill (see pages 127 and 141,
respectively). If a 5-ft. piece of scenery fails its save, you punch a hole
through it just large enough for one person of your Size to get through
per half action (usually 5-ft. x 5-ft for a Medium character).

Cooperative: Yes, but only if the target item is Small or larger
(maximum 7 helpers).




Synergy Skills: Resolve.

Retry: Yes, unless you suffer a critical failure.

Threat: Your skill check result is doubled.

Critical Success: The item automatically fails its Damage save.

Error: The item is unaffected and you suffer 1d4 subdual damage.

Critical Failure: You cannot break the item or scenery (though
someone uninvolved in the current check may try to do so).
Further, you suffer 1d4 subdual and 1d4 lethal damage.

SPEED PUSH CHECK
(Con; Active; Armor Check Penalty, Flat-Footed)
1 Free Action - Base Error Range 1-2

This skill check is used to increase your standard tactical Speed
temporarily.

Each Speed Push check has a base DC of 20. With success, your
Speed is boosted by +5 ft. for 1 minute. Additionally, for every 10
by which your check result exceeds the DC (to a maximum of 50),
you may apply one of the following two bonuses.

o Your Speed is boosted by an additional +5 ft. for the same time
period.

o The time before your increased Speed wears off is boosted by 1
additional minute.

At the end of every minute during which your Speed is boosted,
you suffer 1d6 subdual damage per 5 ft. of Speed boost.

Example: Kevin manages to boost his Speed by +10 ft. for 2
minutes. At the end of the first minute, he suffers 2d6 subdual
damage, and at the end of the second minute, he suffers an addi-
tional 2d6 subdual damage.

This subdual damage is not recovered until you spend at least
1 hour sleeping (see page 342).

Cooperative: No.

Synergy Skills: Resolve.

Retry: Yes, though you may only benefit from one Speed Push check
to boost your Speed at any time. If you make a second check to boost
your Speed when a previous boost is still active, the new check’s out-
come replaces that of the previous one — even if it's worse.

Threat: You suffer only 1d4 subdual damage at the end of each
minute during which your Speed is boosted.

Critical Success: Your base Speed boost is increased to +10 ft.
Further, this base Speed boost is not counted when figuring the
subdual damage you suffer at the end of each minute.

Error: You suffer 1d6 subdual damage with no benefit.

Critical Failure: You suffer 1d6 subdual and 1d6 lethal damage
with no benefit.

/ TABLE 2.23: SPORTS CHECKS
Error.Range’

Sport Increase

S

Largely safe (e.g. golf, tennis, track and field)

SPORTS CHECK
(Str or Con; Active; Armor Check Penalty, Gear Only (Per
Sport), Hands-On, Vision)
Time Varies « Base Error Range 1

This skill check is used to resolve competitive sports, from base-
ball to football to soccer to golf. The GC sets the time required
for any Sports check, which can range from a single shot in golf
to a single inning in baseball to an entire game of either. He also
sets the key attribute for the competition, based on whether the
sport in question primarily requires speed (Strength) or endurance
(Constitution).

The error range for each Sports check is determined by the
game being played, as shown on Table 2.23: Sports Checks
(see below).

Any number of participants or participating teams may com-
pete with 1 Sports check each by using the standard opposed
check rules (see page 91).

Finally, the GC may determine that some sports — for instance,
some track and field events — do not require the use of your
hands. This removes the Hands-On skill tag.

Cooperative: Yes — in many cases, it's mandatory (any number
of helpers, but always the same number on both sides in any com-
petition).

Synergy Skills: Resolve, Sense Motive, Tactics.

Retry: No.

Threat: Whether you win or lose the competition, your show-
ing is stellar, improving the dispositions of each onlooker toward
you or your team by 1 grade. This effect lasts until the end of the
current scene, or until you fail a Sports check (whichever comes
first).

Critical Success: If making a standard skill check, you set a
personal record (e.g. fastest 200-yd. dash time, most RBIs, or
most yards gained during one game of football). If making a
cooperative skill check, your team sets the record.

Error: Whether you win or lose the competition, your showing
is poor, worsening the dispositions of each onlooker toward you
or your team by 1 grade until the end of the current scene, or until
you succeed with a Sports check (whichever comes first).

Critical Failure: If making a standard skill check, you're hurt
during the game, suffering 1d8 lethal damage per die spent to
activate the critical failure (maximum 4d8). If making a coop-
erative skill check, the GC determines the character injured at
random.

SWIM CHECK
(Con; Active; Armor Check Penalty, Flat-Footed)
1 Half Action (Take 10/Take 20) - Base Error Range 1

With one successful Swim check, you may move up, down, or
through a body of water at 1/4 your Speed (rounded down). Each
Swim check’s DC and error range are determined by the water
conditions and how much you're carrying, as shown on Table
2.24: Swim Checks (see page 118).

If any Swim check results in a failure, you make no progress
(you may still move your bonus 5-ft. step without a skill check
— but only to move toward the surface). If you fail a Swim check
by 5 or more, you slip another 5 ft. under the surface and must
begin holding your breath (see page 349).
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Being Attacked While Swimming: Someone who attacks you
while you're swimming gains a +2 bonus with the attack check.
Additionally, unless you possess 5 or more ranks in Athletics, you
lose your Dexterity bonus to Defense, if any. If you suffer any
damage from an attack while swimming (after damage reduction
and other modifiers are applied), you must immediately make
another Swim check, adding 5 to your DC.

Dragging Others: You may swim with up to 2 people in tow,
up to a weight limit equal to double your maximum heavy load
(see page 217). You may drag the load a distance equal to 1/8
your Speed per round (rounded down). A character held in tow
may not help you move faster.

Treading Water: A character can dog paddle in place for a number
of hours equal to his Constitution score. At the start of each hour
thereafter, he must make a Fortitude save (DC 10 + 5 per previous
save). With failure, he begins to drown (see Suffocation, page 349).

Long-Term Swimming: After every 30 minutes you spend swim-
ming or 1 hour you spend treading water, you must make a Swim
check (DC 20) or suffer 1d4 points of subdual damage as a result of
growing exhaustion. This subdual damage is not reduced by damage
reduction, and only heals while you're out of the water.

Cooperative: No.

Synergy Skills: Resolve, Survival.

Retry: No.

Threat: You find your rhythm. Your error range with each Swim
check made in the same body of water decreases by 1 (minimum
1). This effect lasts until the end of the current scene or until you
fail a Swim check (whichever comes first).

Critical Success: You may move up to 1/2 your Speed, instead
of 1/4.

Error: You cramp up or lose your bearings. Your DC with each
Swim check made in the same body of water increases by 5. This
effect lasts until the end of the current scene or until you succeed
with a Swim check (whichever comes first).

/ TABLE 2.24: SWIM CHECKS %

Water. Conditions/ DC/DC Error: Range_F
Circumstance Modifier. Increase

_Dragging 1 other
. Draggiige ;
Per round you've spent +1 per minute

underwater beyond 3 minutes after 3 minutes

Critical Failure: You become tangled up in some obstruction
and begin to drown (see page 349).

Alternately, the GC may spend 2 action dice to force you freeze
up. One of the following conditions must be met in order for you
to perform another action.

o Someone must move into an adjacent square, after which
both of you must move up to the other character’s swimming
Speed toward the nearest solid ground. This reduces both your
Initiative Counts to the lower initiative count between you.

o You must succeed with a Resolve/Concentration check
(see page 147).

BLEND (DEX/CHA)

The Blend skill is used to avoid being noticed. Unlike Sneak
(which is an active skill requiring you to dedicate time to avoiding
detection), Blend is passive and therefore used by default unless
specified otherwise. Blend's only check is a free action, making this
the default skill of choice for those who want to be sneaky without
trying.

Characters with a high Blend rank tend to fade into crowds,
unconsciously concealing traces of their presence and otherwise
consistently avoiding attention. This skill is common to spies, who
often spend long periods quietly collecting information in a region
before their latest mission launches. It's also common to socially
unobtrusive sorts, such as quiet diplomats and con artists.

Special Note: Unless you spend one full action actively hiding with
the Sneak/Hide check (see page 161), you must use this skill check
when determining whether someone or something detects you.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: None (all synergy bonuses to Knowledge
concerning covert tactics are derived from the Sneak skill alone).

STEALTH CHECK
(Dex or Cha; Passive; Armor Check Penalty, Disposition,
Flat-Footed)
1 Free Action - Base Error Range 1

Stealth represents your ability to lurk in and out of a crowd.
In any 30-ft. x 30-ft. area occupied by fewer than 10 people, your
key attribute with this check is Dexterity; in a more populated
area, it's Charisma.

If an observer actively seeks something in your area (whether it's
you or not), your Stealth result opposes his Search/Perception result;
otherwise, your Stealth result opposes his Notice/Awareness result.

Your check result and error range — as well as those of the
observer — are modified as shown on Table 2.25: Character
Detection (see page 119).

If your Stealth result exceeds the observer's check result,
you escape detection, gaining the hidden condition against him
(see page 342).

If your Stealth result fails to exceed the observer’s check result, the
observer becomes aware of your presence (and any hidden condition
is lost). If you're within his visual or hearing range, as appropriate,
he also learns your location. Further, the observer may spend 1 free
action communicating your location, after which you lose the hidden
condition against the people whom he tipped off.




TABLE 2.25: CHARACTER DETECTION

oQ000000D

Situation

Actions

Apply the modifiers to the left of each slash to the covert character, and the modifiers to the right of each slash to the observer.

The observer automatically detects the covert character. No skill check is required.

These modifiers assume the covert character is not balancing, climbing, or swimming.

The covert character automatically escapes detection. No skill check is required.

If the covert character moves out of his starting square while making this check, these modifiers become —12/+0 and +4/+0, respectively.
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The Stealth skill check may not be used to escape detection
once someone knows your location, even if they're only casually
paying attention to you. That may be attempted only with the
Sneak/Hide skill check, and only under special circumstances.

Since making a Stealth check is a free action, you may also
use your remaining standard actions to move or perform other
activities, though they may increase the chance of detection,
as shown on Table 2.25. Further, when you're moving, you must
make a Stealth check once per round. When you're stationary
(i.e. you don’t leave your current square), your first successful
Stealth check allows you to avoid detection for 1 minute, and
each subsequently successful Stealth check allows you to avoid
detection for twice as long as the last one.

Example: Kevin feverishly works to open a security door as
guards patrol the area. He escapes detection for 1 minute with his
first successful Stealth check, for 2 minutes with his second, for 4
minutes with his third, for 8 minutes with his fourth, and so on.

Finding Multiple People: If more than one character is hidden
in one 30-ft. x 30-ft. area, the same Notice/Awareness or Search/
Perception result is compared against each Stealth result in turn,
from lowest to highest (i.e. the observer finds the item with the
lowest Stealth result first).

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain a keen sense of your surroundings. When
making a Stealth or Hide check, your result cap increases by 5
and your error range decreases by 1 (minimum 1). This effect lasts
until the end of the current scene, until you move more than 30 ft.
away from the position where you scored your threat, or until you
fail a Stealth or Hide check (whichever comes first).

Critical Success: You're a ghost. When moving, you keep your
current Stealth result for 1 minute per action die spent (maximum
4 minutes per critical success); when stationary, you avoid detec-
tion until the end of the current scene.

Error: A fumble attracts attention to your vicinity. You suffer
a —4 penalty with Stealth and Hide checks, and your error ranges
with these checks are increased by 1, until the end of the current
scene, or until you succeed with a Stealth or Hide check (which-
ever comes first).

Critical Failure: Everyone with line of sight to you, or within hear-
ing range of you, automatically learns your location. You may not
attempt another Stealth or Hide check until you move out of each of
these characters’ lines of sight and hearing ranges (see page 350), or
until the end of the current scene, whichever comes first.

BLUFF (CHA)

The Bluff skill is used to lie. Unlike Manipulate, which represents
calculated and concerted effort to control the actions of others,
Bluff checks are reflexive and defensive actions used to conceal
the truth. This skill is common to characters relying upon false
trust, such as double agents and other undercover personnel, and
those whose professions demand a dubious approach, such as
bureaucrats and politicians.

Combat Actions: Diversion (see page 356).

Dramatic Conflict: None.

Sample Knowledge: Common deceptions through the ages
(e.g. famous military ploys, popular grifts, etc.), and their impact
upon any number of typical social dynamics.

DECEPTION CHECK
(Cha; Secret; Bribe, Crowd, Disposition, Language)
1 Full Action (Take 10/Take 20) - Base Error Range 1

You must make a Deception check each time you try to convince
an NPC that a false statement or action is legitimate. Alternately,
you may simply bribe the NPC to remain quiet about it. If you opt
to convince him, you make a Deception check opposed by your
target’s Sense Motive/Detect Lie check.

Your check result and error range — as well as those of the
target — are modified as shown on Table 2.26: Character
Deception (see page 121).

With success, the target buys into your deception; with failure,
he sees through it.

This check does not allow you to look like someone else — that
requires a Falsify/Disguise check (see page 129).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (in a corporate or government
environment), Cultures (in a focus area), Impress (when being
positive), Intimidate (when being negative), Sense Motive,
Streetwise (in a city).

Retry: No.

Threat: The target's trust in you soars. Your error range of each
Deception check made against the same target decreases by 1
(minimum 1). This effect lasts until the end of the current scene or
until you fail a Deception check (whichever comes first).

Critical Success: The target's trust in you skyrockets. His dispo-
sition toward you improves by 1 grade until the end of the current
scene or until you fail a Deception check (whichever comes first).

Error: The target’s trust in you wavers. Your error range with
each Deception check made against the same target increases by
2. This effect lasts until the end of the current scene or until you
succeed with a Deception check against the same target (which-
ever comes first).

Critical Failure: The target's trust in you plummets. His disposi-
tion toward you worsens by 1 grade until the end of the current
scene or until you succeed with a Deception check against the
same target (whichever comes first).




/ TABLE 2.26: CHARACTER DECEPTION

Situation

Apparent Benefit to Target

Check Modifier* Error'Range:Increas
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BUREAUCRACY
(INT/CHA)

The Bureaucracy skill is used to compromise organizations and
those who work for organizations. This skill is common to spy han-
dlers and corporate pirates who insert fleets of moles into enemy
groups, hoping to bring the groups down or leave them vulner-
able to takeover. Infiltrators and other subversive characters find
it equally helpful.

Combat Actions: None.

Dramatic Conflicts: Infiltration (see page 375).

Sample Knowledge: Law enforcement techniques and proto-
cols; the ‘book answers’ for budgeting, staffing, and running any
organization; profit and loss projections and calculations; com-
mon human resources and procedural techniques.

BRIBE CHECK
(Cha; Active; Crowd, Disposition)
1 Full Action - Base Error Range Per Original Check

You may attempt to bribe any NPC who is the target of a skill
check with the “bribe” tag. When bribing someone in a corporate,
government, or other organizational environment, you use this
Bribe check; otherwise, you use the one under the Streetwise skill.

If the Bribe check targets 1 or more special NPCs, each must be
bribed with a minimum of $250 x his Wealth (minimum $100).

If the Bribe check targets up to 10 standard NPCs, each must be
bribed with a minimum of $50 x his career level.

If the Bribe check targets 10 or more standard NPCs (a "“crowd”),
the entire crowd must be bribed as one unit, with the minimum
amount of money shown on Table 2.7: Crowds (see page 102).
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If you can't provide this base value or higher, in cash or gear
the target wants, the bribe automatically fails and the time spent
attempting it is wasted.

The Bribe check’s DC is equal to the original skill check’s DC +
10, though you may reduce this by 5 each time you increase the
money dedicated to the bribe by the base minimum. This may not
reduce the DC by more than 25.

Example 1: When bribing one standard NPC, reducing the Bribe
check DC by 5 requires a bribe of $100 x the target’s career level;
reducing it by 10 requires a bribe of $150 x the target's career
level; reducing it by 15 requires a bribe of $200 x the target's
career level; reducing it by 20 requires a bribe of $250 x the
target's career level; and reducing it by 25 requires a bribe of
$300 x the target's career level.

Example 2: When bribing an NPC crowd of 50 characters,
reducing the Bribe check DC by 5 requires a bribe of $1,500 x the
crowd’s average career level; reducing it by 10 requires a bribe
of $3,000 x the crowd's average career level; reducing it by 15
requires a bribe of $4,500 x the crowd’s average career level;
reducing it by 20 requires a bribe of $6,000 x the crowd's average
career level; and reducing it by 25 requires a bribe of $7,500 x the
crowd’s average career level.

With success, the target accepts your offer and you achieve the
effects of the original check’s success.

With failure, however, the target refuses your offer and his
minimum bribe value is multiplied by 5 until the end of the current
mission, or until you succeed with a Bribe check.

Honorable NPCs: Unless otherwise specified, all NPCs are
susceptible to bribes, though the GC may make any one charac-
ter immune by spending 1 action die (for a special character) or
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2 action dice (for a standard character). The DC to bribe an
immune character, or a crowd containing an immune character,
rises by 15 and the error range increases by 2. With a failed Bribe
check against an immune NPC or his crowd, the target’s disposi-
tion toward you drops by 1 grade until the end of the current
mission or until you succeed with a Bribe check, and with a critical
failure, the target's disposition toward you permanently drops by
1 grade.

Cooperative: No.

Synergy Skills: Impress, Networking, Science (Economy).

Retry: Yes, though the target's minimum bribe value may have
changed.

Threat: You score the original skill's threat result.

Critical Success: You score the original skill's critical success
result.

Error: The target views you as a tightwad. His minimum bribe
value is multiplied by 20 until the end of the current mission,
or until you succeed with a Bribe check. Further, if the request
involves a crime, the target informs the authorities if questioned.

Critical Failure: The target views you as a miser. His minimum
bribe value is multiplied by 50 until the end of the current mission,
or until you succeed with a Bribe check. Further, if the request
involves a crime, the target informs the authorities at the first
reasonable opportunity.

COMPUTERS (INT)

The Computers skill is used to access computer systems — after
which they may be used to achieve many incredible effects — and
to upgrade computers. This skill is common to hackers and elec-
tronic investigators, and to a lesser degree most anyone living in
the modern age.

Combat Actions: None.

Dramatic Conflicts: Hacking (see page 371).

Sample Knowledge: Important dates, events, and fig-
ures in computer and Internet history; general Internet facts
(how domain names work, HTTP protocols, helpful sites, etc.);
information about various computer architectures, operating
systems, and programming languages; computer component
specs, information about large manufacturers of computer parts;
software data (including current and landmark viruses); hacker
culture; computer gaming information.

Accessing a System: When a user or security software protects
a system, the hacking rules are always used (see page 371);
otherwise, the rules for accessing a system are found under Core
Commands (see page 374).

Computer Searches: Searching a computer for information
is not handled with the Computers skill, but rather with an
Investigation/Research check (see page 137). However, searching
a computer’s files, or searching the Internet through a computer,
requires you to have access, which is a facet of the Computers
skill, and part of a hacking Dramatic Conflict (see page 371).
This makes most common “break in and steal the files off the
machine” missions at least a 3-skill check procedure (and given
the Dramatic Conflict rules, often more).

Building, Repairing, and Sabotaging Computers: All of these
activities are covered by the Electronics skill (see page 126).

OPTIMIZE CHECK
(Int; Active; Gear Only (Electronics Kit), Hands-On, Project
Investment (Low))
Time Varies (Take 10/Take 20 with permission) - Base Error
Range 1

This skill check is used to boost a computer past its standard
processing limit.

The item's complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

Each Optimize check has a base DC of 15 + (the computer’s
original Power Rating x 3). With success, the computer’s Power
Rating is boosted by +1 (maximum 10). This boost lasts until the
computer is powered down, until you restore the system'’s stan-
dard processing level, or until the end of the current scene (which-
ever comes first). However, following each check made using the
optimized Power Rating, the computer must make a Damage save
with a DC of 15 + (the computer’s original Power Rating x 3).

If your check result exceeds the DC by 10 or more, you may
apply one of the following two benefits.

o After the computer succeeds with 1 Damage save forced by use
at the optimized Power Rating, it need no longer make Damage
saves for the same reason until the end of the current scene.

o The computer’'s Power Rating is boosted by an additional +1
for the same time period (maximum 10).




You may not apply both of these bonuses without a critical success.

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Electronics, Science (Programming), Science
(Super-Science).

Retry: Yes, though a computer may only benefit from one
Optimize check at any time. If you make a second check to boost
the same computer’s Power Rating when a previous boost is still
active, the new check’s outcome replaces that of the previous one
— even if it's worse.

Threat: If your check result exceeds the DC by up to 9, you gain
1 benefit listed for exceeding the DC by 10 or more; otherwise,
the time required is reduced to 1/2 standard (rounded down,
minimum 1 half action).

Critical Success: You gain both benefits listed for exceeding
the DC by 10 or more.

Error: The computer must immediately make a Damage save
(DC 15 + (the computer’s original Power Rating x 3)).

Critical Failure: The computer suffers a system failure that
reduces its Power Rating by 2 (minimum 0). Though it can still
be used, the computer is considered broken. If the computer is
repaired with the Electronics skill, its full Power Rating is restored
(see page 127).

CULTURES
(INT — FOCUS SKILL)

The Cultures skill tracks the cultures — and associate languag-
es — with which you're familiar. Except for automatic language
gain, this skill combines all the benefits of Spycraft 1.0°s Cultures
and Languages skills, allowing you to adopt a culture and com-
municate with its natives. This skill is common to traveling charac-
ters, as well as explorers and adventurers of all types.

Focus Options: Central America, Eastern Asia (including China),
Eastern Europe (including Russia), Northern Africa, Northern
America (including Greenland), Oceania (including Australia), South
America, Southern Africa, Southern Asia (including Southeast Asia),
Western Asia (including the Middle East), Western Europe.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Clothing, art, music, literature, and tradi-
tions common to each focus culture; political and social history;
subculture and community information (e.g. hackers, gamers,
truckers, or terrorists within a given region).

COMMUNICATION CHECK
(Int; Secret; Disposition, Hearing)
Time Varies - Base Error Range 1-2

Each time you interact with a character or group that doesn't
share at least one of your Cultures focuses, you must make a
Communication check. The DC and error range of this check are
determined by the listener's home region and the complexity of
the information you want to convey, as shown on Table 2.27:
Communication Checks (see below).

With success, you manage to convey the message in the time
listed on Table 2.27.

With failure, the message is lost in the translation.

Per the GC's discretion, Communication checks are not required
when the characters speaking share a language, even if they're
from different regions (e.g. an American, a UK national, and an
Australian are speaking English).

Relative Linguistics: Individual languages are never tracked;
instead, communication is handled by region, with a character pos-
sessing a focus in a region able to adequately communicate with any
other character possessing the same focus. Further, the modifiers
presented on Table 2.27 do not presume that anyone making or

/ TABLE 2.27: COMMUNICATION CHECKS

Circumstance

Message Complexity

Simple message (“The mercenary has a radio.”)
. Average message (“There are three assassins — one behind each pillarin the roo

Time " ErrorRange
Required DC Increase

1 half action
1 full action
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targeted by a Communication check speaks English. Instead, regions
with fewer recognized languages tend to present less difficulty than
those where dozens — or even hundreds — are in common use. For
example, North America has a +0 DC modifier as the vast majority
of the region speaks only one language, while Northern Africa has a
+10 DC modifier due to its many native languages.

Cooperative: No.

Synergy Skills: Impress, Networking, Sense Motive.

Retry: No.

Threat: If the message is a monologue, the number of full actions
required to convey it is reduced to 1/2 standard (rounded down,
minimum 1 full action). Otherwise, you convey the message as if its
complexity grade were 1 lower (i.e. you convey an average message
with 1 free action, a complex message with 1 half action, etc.).

Critical Success: You discover a rhythm with those in the con-
versation and need not make further Communication checks to
speak with them for the remainder of the current scene, no matter
how complex your messages.

Error: The message is lost in the translation, but comes out as
another plausible — and humorous or distracting — statement
(per the GC's discretion).

Critical Failure: The message is lost in the translation,
but comes out as another plausible — and insulting — statement
(per the GC's discretion).

DRIVE
(DEX — FOCUS SKILL)

The Drive skill is used to pilot any non-personal vehicle (see page
289) — basically, any conveyance with an interface rather than
direct control through balance or animal empathy —in the air,
on the ground, or through the water. This skill is common to racers,
pilots, and sailors of all types, from reckless superspies to air force,
armored, and naval personnel, and many others.

Focus Options: Personal Ground Vehicles, Standard Ground Vehicles,
Heavy Ground Vehicles, Mounts and Animal-Drawn Vehicles, Personal
Aircraft, Performance Aircraft, Service Aircraft, Rotary-Wing Aircraft,
Personal Watercraft, Standard Watercraft, Ships, and Submarines.

When you use a vehicle for which you don’t possess the appro-
priate focus, you suffer an additional penalty as described in
Chapter 4 (see page 289).

Combat Actions: None.

Dramatic Conflicts: Chases (see page 364).

Sample Knowledge: (Non-personal) vehicle specs, including the
limits and tolerances of vehicles for which the character possesses
the appropriate focus; travel routes such as highway systems, flight
paths, and ship routes; information about large vehicle part manu-
facturers; identifying a common or obscure vehicle.

s

UNLIMITED LANGUAGES \\

Spycraft 1.0 featured a Languages skill check that allowed
agents to retroactively know the native language in each area
they visited. This is ideal for the superspy genre, but strains
plausibility in most other genres. Thus it was left out of the core
Spycraft 2.0 design, which presents a broader foundation for any
modern or near future setting.

We expect that many people will still want to include this rule
in their games, however, so here it is, updated to fit into Spycraft
2.0’s Cultures skill. We strongly recommend that if you use this
check in your game, you track cultures and languages separately.
Thus, each character is familiar with the cultures defined by his
skill focuses, but doesn’t arbitrarily gain the associated languages.
Instead, each character begins play with a number of languages
equal to his Intelligence bonus + 1, and gains new languages only
with the following skill check.

This adjustment to the system requires many languages
(at least 20). The division is left up to the Game Control and
players, though excellent lists are available in both the Spycraft
1.0 Espionage Handbook and the Stargate SG-1 Rulebook.

LINGUISTICS CHECK
(Int; Active)
1 Free Action - Base Error Range 1

Each time you come across a foreign language that you don't
already know and that you haven't encountered in the course of
your missions to date, you may make a Linguistics check to see if
you can ‘get by’ using it. The DC and error range for this check is
determined by how common the language is across the globe —
in the real world, as shown on the Linguistics Table (see right).

With success, you may adequately communicate in" the
} i

language for the duration of the current scene.

With failure, you‘re unfamiliar with the language and must
make Communication checks each time you try to speak it.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You may adequately communicate in the language for
the duration of the current mission.

Critical Success: You gain the language permanently.

Error: For the duration of the current scene, your messages
are lost in the translation, but come out as other plausible — and
humorous or distracting — statements (per the GC's discretion).

Critical Failure: For the duration of the current mission, your
messages are lost in the translation, but come out as other plausible
— and insulting — statements (per the GC's discretion).

LINGUISTICS TABLE

Language
Commonality

Error Range
Increase

Common (e.g. English, Spanish, etc.)
Uncommon (e.g. Croatian, Swabhili, et

“(.)bscure/SpeciaIized
(e.g. Ancient Greek, Aramaic, etc.)




MANEUVER CHECK The DC and error range of each Maneuver check are determined
(Dex; Active; Gear Only (Vehicle), Hands-On, Vision) by the driving task you're attempting to perform, as shown on
1 Half Action (Take 10 with permission) « Base Error Range 1 Table 2.28: Maneuver Checks (see below).

With success, you perform the desired maneuver without
mishap; otherwise, you fail to perform the desired maneuver and
your vehicle travels at its current Speed in a random direction
determined by the Deviation Diagram (see page 346). If the result
causes the vehicle to travel in any of the three directions opposite
its original facing, it spins in place instead, coming to a stop at the
end of the current round.

Cooperative: No.

Synergy Skills: Intimidate, Notice, Sense Motive, Streetwise
(in a city).

Retry: Yes, with GC permission (some maneuvers are impossible a
second time). Also, the circumstances of a maneuver may change with
each attempt (if the vehicle becomes broken after a maneuver, for
instance, you won't be able to use it again until it's repaired).

/ TABLE 2.28: MANEUVER CHECKS e

DC/DC
Task/Circumstance Modifier. Increase

This skill check is used to control any non-personal vehicle
without the crew quality; personal vehicles are controlled with the
Acrobatics skill, vehicles with the crew quality are controlled with
the Tactics skill, animals are controlled with the Survival skill, and
foot maneuvers are handled with the Athletics skill.

This skill check is also used to control any drone, using the
appropriate vehicle focus (e.g. fixed-wing air vehicles for a drone
plane, submarines for an underwater drone, etc.). When you make
a Maneuver check with any drone, your result cap is reduced by 10
and your error range increases by 1.

No skill check is required to take a standard vehicle move, but
a risky one — made during combat, or other threatening circum-
stances — requires a skill check.

Maneuvering Room

_ Minor stunt (e.g. moving down a rocky creek or flight of stairs, riding a water vehicle over a sand bar, etc.)
e stu oll, r ju

: :Major stu:n:t'( .g. balancing a'gir'qund vehicle on half its wheels, riding a water vehicle over a waterfall, etc.)

The vehicle must travel at least 30 ft. in a straight line approaching something that can be used as a ramp before its driver may attempt a
jump. With a successful check, the vehicle clears a distance based on the preparation before the jump. If the vehicle traveled in a straight
line during the entire round before the jump, it clears a distance equal to 1/5 its current Speed (rounded up). For every 3 by which the
character’s check result exceeds the DC, the vehicle travels an additional distance equal to 1/10 its current Speed (rounded up).

If the vehicle didn’t travel in a straight line during the entire round before the jump, it clears a distance equal to 1/10 its current Speed
(rounded up). For every 5 by which the character’s check result exceeds the DC, the vehicle travels an additional 1/10 its current Speed
(rounded up).

Vehicles possess a cargo volume (see page 224). Animals and people are subject to encumbrance (see page 217). If a vehicle’s cargo is higher
than usual, or an animal or character’s encumbrance is higher than usual when a Maneuver check is made, use the increased numbers to the
DCs and error range modifiers.
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Threat: Your error range with the next Maneuver check made
in the same vehicle decreases by 1 (minimum 1). This effect is lost
at the end of the current scene if unused.

Critical Success: Your error range with each Maneuver check
made in the same vehicle decreases by 1 (minimum 1). This effect
lasts until the end of the current scene or until you fail a Maneuver
check in the same vehicle (whichever comes first).

Error: The vehicle collides with another object or is badly
strained by the maneuver and must make a Damage save against
damage equal to your Maneuver check DC minus 10.

Critical Failure: The vehicle collides with another object or
suffers catastrophic strain from the maneuver and must make a
Damage save against your Maneuver check DC + 5 per action die
spent to activate the critical failure (maximum +20).

ELECTRONICS (INT/WIS)

This skill offers a basic understanding of electronic principles
and how to apply them. It is used to build, modify, and repair most
electronic items, and when needed, to disable or sabotage them.
Electronics is common among gear-oriented characters, especially
those relying on the technological cutting edge to survive.

Electronic Security: This skill allows you to build, modify, and
repair electronic security devices, but not to disable them. This
activity is handled with the Security/Disable check (see page 156).
Further, setting security is handled with the Security/Installation
check (see page 157).

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Safety when working with or near
electronic devices; determining the power requirements of any
gear item; components required for any electronic construction;
famous pioneers in the electronics field.

BUILD CHECK
(Int; Active; Complex, Concentration, Gear (Electronics
Kit), Hands-On, Vision, Project Investment (Medium))
Time Varies Per Challenge - Base Error Range 1

You may use this skill check to build any electronic item in any
Spycraft 2.0 product, except for items covered by a Science skill
focus. Doing so is a Complex Task (see page 99), requiring you to
overcome 1-10 “Challenges” representing the many smaller projects
involved in the construction. The number of Challenges is equal to
twice the item's Caliber (e.g. a Caliber | item involves 2 Challenges,
a Caliber I item involves 4 Challenges, etc.). Overcoming each
Challenge requires a successful Build check with a DC and error range
determined by the item’s complexity, as shown on the gear tables in
Chapter 4 (see Gear Complexity, page 224).

The item's complexity determines this check’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page 102).

Once the last Challenge is overcome, the item is completely
built and ready to use.

The Game Control is encouraged to describe each build as it
happens, making it a backdrop item throughout the process. Leading
up to the first successful Challenge, for instance, the GC might
mention the growing number of materials, tools, and helpers arriving
on site. After the first successful Challenge, the item’s shell or casing

might appear, while the second and each subsequently successful
Challenge might reveal a new addition to the design. This process is
especially effective when the desired item is Large or bigger.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Computers, Science (Super-Science), Security
(when building a security device).

Retry: Yes, though if an error destroys your materials, you must
pay for them again before you retry.

Threat: You find a cost-cutting measure, gaining back 1/2 of
the money invested in the current Challenge (rounded down,
minimum $50 per Challenge).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: Through trial and error, or simple mishap, you destroy
some of your materials. To continue the current construction, you
must pay an additional amount of money equal to 1/2 the money
invested in the current Challenge (rounded up).

Critical Failure: You realize your initial design is flawed in some
fashion and have to backtrack a bit (see Complex Tasks, page 99).

DISABLE CHECK
(Int; Secret; Concentration, Cross-Check, Gear (Electronics
Kit), Grasp, Hands-On, Project Investment (Low), Vision)
Time Varies - Base Error Range 1

You may use this skill check to disable any electronic item in
any Spycraft 2.0 product, except for items covered by a Science
skill focus or the Security skill.

The item’s complexity determines this check’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page 102).
When making a Disable check, the monetary investment is $0.

When an attack is made to disable an item, the time required to
make the attack is added to the time required to make this check (the
Disable check is made once you have your hands on the device).

Your Disable check’s error range is also determined by the
item’s complexity, as shown on the item tables in Chapter 4.
There is no DC; your result becomes the damage against which the
target item must make a Damage save (see page 224). If the item
fails its save, it is disabled (though not broken).

Finally, when disabling an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Computers, Science (Super-Science), Security
(when building a security device).

Retry: Yes, but because the check is secret, you may be replac-
ing a better result.

Threat: You disable the device in 1/2 the standard time (rounded
down, minimum 1 half action).

Critical Success: You disable the device in 1/4 the standard
time (rounded down, minimum 1 half action).

Error: The item need not make a Damage save against the
result of your check.

Critical Failure: You cannot disable the item. Any attempts
you make to test whether the item is disabled show that you have
succeeded in disabling the device, until an opponent successfully
uses the item or until the end of the scene.




MODIFY CHECK
(Wis; Active; Complex, Concentration, Gear (Electronics
Kit), Gear Only (Upgrade), Hands-On, Project Investment
(Low), Vision)
Time Varies Per Challenge + Base Error Range 1

Unless otherwise specified, you may use this skill check to
attach any upgrade to any electronic item in any Spycraft 2.0
product, except for items covered by a Science skill focus. The DC
and error range modifier are determined by the item or upgrade’s
complexity, whichever DC and error range are higher (see Gear
Complexity, page 224). The cost and time required are listed with
each upgrade.

Non-Integral Upgrades: Some upgrades — like weapon hol-
sters — are used with an item instead of attaching or interlocking
with it. These upgrades require no skill check to use.

Combining Electronic and Mechanical Items and Upgrades:
When you add an electronic upgrade to a mechanical item or vice-
versa, you use either your Electronics or Mechanics skill bonus
(whichever is higher).

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Analysis, Computers, Science (Super-Science),
Security (when building a security device).

Retry: Yes, though if a critical failure damages your upgrade, it
must be repaired or replaced beforehand.

Threat: You complete the modification in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: You complete the modification in 1/4 the
standard time (rounded down, minimum 1 half action).

Error: Through trial and error, or simple mishap, you destroy
some of your materials. To continue the current modification, you
must pay an additional amount of money equal to 1/2 the cost of
the upgrade (rounded up).

Critical Failure: You destroy the upgrade materials and must
pay for them again in full before you may re-try the modification.

Alternately, the GC may spend 1 or more action dice to worsen
the item’s performance, increasing its error range by a number
equal to the action dice spent (maximum error range increase
+4). Though it can still be used, the item is considered broken. If
it is repaired, its original error range is restored (see right).

OPTIMIZE CHECK
(Int; Active; Gear Only (Electronics Kit), Hands-On, Project
Investment (Low))
Time Varies (Take 10/Take 20 with permission) « Base Error
Range 1

This skill check is used to boost an electronic item with a Power
Rating past its standard limits. This check may not be used to
optimize a computer (see page 122).

The item’s complexity determines this check’s time require-
ment and cost, as shown on Table 2.8: Project Investments
(see page 102).

Each Optimize check has a base DC of 15 + (the item's original
Power Rating x 5). With success, the item’s Power Rating is boosted
by +1 (maximum 10). This boost lasts until the item is powered
down, until you restore the item’s standard functionality, or until
the end of the current scene (whichever comes first). However,
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following each check made using the optimized Power Rating,
the item must make a Damage save with a DC of 15 + (the item’s
original Power Rating x 3).

If your check result exceeds the DC by 10 or more, you may
apply one of the following two benefits.

o After the item succeeds with a Damage save forced by use at
the optimized Power Rating, it need no longer make Damage
saves for the same reason until the end of the current scene.

o The item’s Power Rating is boosted by an additional +1 for the
same time period (maximum 10).

You may not apply both of these bonuses without a critical
success.

Further, if an item possesses more than one Power Rating, only
one of its Power Ratings may be optimized at any time.

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Computers, Science (Fabrication), Science
(Super-Science).

Retry: Yes, though an item may only benefit from 1 Optimize
check at any time. If you make a second check to boost the same
item’s Power Rating when a previous boost is still active, the new
check’s outcome replaces that of the previous one — even if it's
worse.

Threat: If your check result exceeds the DC by up to 9, you gain
1 benefit listed for exceeding the DC by 10 or more; otherwise,
the time required is reduced to 1/2 standard (rounded down,
minimum 1 half action).

Critical Success: You gain both benefits listed for exceeding
the DC by 10 or more.

Error: The item must immediately make a Damage save (DC 15
+ (the item’s original Power Rating x 3)).

Critical Failure: The item suffers damage that reduces its
Power Rating by 2 (minimum 0). Though it can still be used,
the item is considered broken. If the item is repaired with the
Electronics skill, its full Power Rating is restored (see below).

REPAIR CHECK
(Int; Active; Concentration, Gear (Electronics Kit), Hands-
On, Project Investment (Medium), Vision)
Time Varies « Base Error Range 1

You may use this skill check to repair any electronic item or
scenery in any Spycraft 2.0 product, except for items covered by
a Science skill focus. The item must be broken — an item that is
destroyed cannot be repaired (see page 224).

The item’s complexity determines this check’s time require-
ment and cost, as shown on Table 2.8: Project Investments
(see page 102).

Your Repair check’s DC and error range are also determined by
the item’s complexity, as shown on the item tables in Chapter 4.

With success, the item is no longer broken and regains its full
functionality.

With failure, you've merely wasted your time.

Finally, when repairing an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).
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Synergy Skills: Computers, Science (Super-Science), Security o At your discretion, you may designate a specific time the device

(when repairing a security device). stops working, after which it is considered broken until some-
Retry: Yes, unless you suffer a critical failure. one makes a successful Repair check to restore its function
Threat: You repair the device in 1/2 the standard time (rounded (see page 127). As you may not be aware that you failed this

down, minimum 30 minutes). secret check, the GC should always ask you if and when you
Critical Success: You repair the device in 1/4 the standard time want the device to shut down.

(rounded down, minimum 15 minutes).
Error: The item must make a Damage save (DC 10 +
3 per Caliber beyond the first).
Critical Failure: You cannot repair the item.
Alternately, if 3 action dice are spent to activate this
critical failure, the item is accidentally destroyed.

Your Sabotage result becomes the DC for any
Notice/Awareness checks made near the device,
or any Search/Perception checks focusing on
the device. If any such check is successful,
the character making the check spots the
sabotage and may attempt to reverse it
with a successful Repair check.
Finally, when sabotaging an item is suf-
ficiently risky or pivotal, the GC may opt to use
the Complex Task rules instead of this streamlined
check.

Cooperative: Yes, but only if the target item is
Small or larger (maxi-
mum helpers equal to
your Charisma bonus,
minimum 0).

Synergy Skills:
Analysis, Computers,
Science (Super-Science),
Security (when sabotaging a
security device).

Retry: Yes, but because the check

is secret, you may be replacing a
better result.

Threat: Yousabotage the device
in 1/2 the standard time (rounded
down, minimum 1 half
action).

Critical Success:

You sabotage the
device in 1/4 the
standard  time
(rounded down,
minimum 1 half

SABOTAGE CHECK
(Wis; Secret; Concentration, Cross-Check,
Gear (Electronics Kit), Grasp, Hands-
On, Project Investment (Low),
Vision)
Time Varies - Base Error Range 1

You may use this skill check to sabotage
any electronic item in any Spycraft
2.0 product, except for items
covered by a Science skill
focus or the Security skill.

When an attack is made
to sabotage an item, the
time required to make the
attack is added to the time
required to make this check
(the Sabotage check is made once
you have your hands on the device).
This attack inflicts no damage. i

The item's complexity determines ) |
this check’s time requirement and \\_\k !-J' .
cost, as shown on Table 2.8: Project “J o
Investments (see page 102). When mak- 0 A
ing a Sabotage check, the monetary ! a
investment is $0. ' ¥ Y

Your Sabotage check’s error range is also
determined by the item’s complexity, “as shown

on the item tables in Chapter 4. There is no DC; action).

your result becomes the damage against which the Error: Your attempt

target item must make a Damage save (see page 224). L] fails, and your

If the item fails its save by up to 4, your sabotage is unsuc- _i\ efforts are immedi-

cessful but you may still leave the item disabled if you like, in [ ately apparent to any opponent who

which case it is considered broken until someone makes a suc- attempts to use the device.

cessful Repair check to restore its function (see page 127). Critical Failure: You cannot sabo-
If the item fails its save by 5 or more, the following effects apply. tage the item. Any attempts you

make to test whether the item is
sabotaged show that you have succeeded in sabotaging the
device, until an opponent successfully uses the item or until the
end of the scene.

o For every 2 by which the item failed its Damage save, the error
range with each skill check made using the device increases by
+1 (maximum +10).

o |f the device's operator suffers an error when using it, you may
spend 1 or more action dice to activate the critical failure, even
if you aren't present.




FALSIFY (INT/WIS)

The Falsify skill is used to manufacture counterfeit scenery and
cover up physical truths, rather than to personally lie (which is the
province of Bluff). This skill is used to cover up evidence at a location,
create physical disguises, and forge documents, cover identities, and
other items. This skill is common among street criminals and those
who prefer to travel discreetly — and not under their own names.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Watermarks, holograms, and other signa-
ture facets of international IDs, money, and documents (and the
ways used to duplicate them); things forensic experts look for at
a scene (and how to thwart them).

COVER UP CHECK
(Wis; Secret; Concentration, Gear (Cleaner Kit), Vision)
1 Minute - Base Error Range Per Forensic Mystery

With a successful Cover Up check against any Analysis/Forensics
Challenge DC, you make it harder for someone to determine what
happened in the area. For every 5 by which your result exceeds the
DC, you may apply one of the following effects to the Challenge.

o You may add 1 Challenge to the mystery (maximum +2
Challenges, or 10 Challenges per mystery).

o You may increase the Challenge’s DC by 5 (maximum increase +20).

o You may increase the Challenge’s error range by 1 (maximum
increase +4).

Your result also becomes the Notice/Awareness or Search/
Perception DC for someone to spot your tampering.

Covering Your Tracks: You may also make a Cover Up check to
cover your tracks, your result opposing any subsequent Survival/
Tracking checks made to trail behind you (see page 167).

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Bluff, Streetwise (in a city), Survival (in the
wild).

Retry: Yes, but because the check is secret, you may be replacing
a better result.

Threat: You're thorough. You may apply two listed effects to
the Challenge.

Critical Success: You're meticulous. You may apply all three
listed effects to the Challenge.

Error: You're sloppy. The GC may apply one of the following
effects: 1 fewer Challenge (minimum 1 Challenge per mystery),
decrease the DC by 5 (minimum DC 10), decrease the error range
by 1 (minimum error range 1).

Critical Failure: You're careless. The GC applies may apply 1
additional error effect per action die spent to activate the critical
failure (maximum 4 error effects).

DISGUISE CHECK
(Wis; Secret; Cross-Check, Gear (Disguise Kit), Hands-On,
Vision)
Time Varies (Take 10/Take 20) - Base Error Range 1

You may use this skill check to change your appearance or
that of someone else, adjusting features, adding or covering
distinguishing marks, altering basic body shape, and the like. This
check does not allow you to act like someone else — that requires
a Bluff/Deception check (see page 120).

The time required to build any Disguise is listed on Table 2.29:
Disguises (see below).

/ TABLE 2.29: DISGUISES

Disguise/Situation

Mimicking a Specific Person

These random times simulate materials at hand in any given situation. The GC may divide the result by 2 in a well-stocked area or multiply
it by 2 or more in a location with few or no options.
Apply the modifiers to the left of the slash to the character creating the disguise, and to the right of each slash to the observer.
These options require a disguise kit.

Time Check Error.Range.
Required™ Modifier** Increase™*

2d4 minutes
3d4 minutes

A
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Your Disguise check has no DC; instead, your result becomes the
DC for anyone to realize you are disguised. Your check modifiers
and error range — as well as those of the target — are modified
as shown on Table 2.29.

Until you do something to draw attention to yourself while
disguised, or move through an observed location (such as an area
under surveillance or anywhere with an active security force), no
one may make a skill check to realize you are disguised. Once
there’s a chance that someone might spot your disguise, the person
or group may make a Notice/Awareness or Search/Perception check
opposed by your Disguise result. The skill used depends on whether
the observer is spending actions to pay attention or not (see pages
145 and 156, respectively).

If the observer succeeds, he realizes you are disguised;
otherwise, he buys your facade — for the moment. The observer
makes another check after he spends 1 hour in the disguise’s
presence, then another after 2 hours in the disguise’s presence,
then another after 4 hours in the disguise’s presence, and so on,
until he realizes you are disguised or suffers a critical failure.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Blend, Bluff, Bureaucracy (in a corporate or
government environment), Sneak, Streetwise (in a city).

Retry: Yes, but because the check is secret, you may be replacing
a better result.

Threat: The time required to prepare the disguise is reduced to
1/2 standard (rounded down, minimum 30 seconds).

Critical Success: Your disguise is highly convincing. The error
range of each skill check made to see through it increases by +2.

Error: At a point of the GM's choosing while the character
wears the disguise, one opponent sees through the facade and
gains 1 half action surprise round against the character.

Critical Failure: Your disguise is highly suspect. The threat
range of each skill check made to see through it increases by +2.

FORGERY CHECK
(Int; Secret; Concentration, Cross-Check, Gear (Forgery
Kit), Hands-On, Vision)
Time Varies « Base Error Range 1

You may use this skill check to create a cover identity,
false document, simulated object, or piece of doctored media.
The time required to do any of these things is listed on Table 2.30:
Forgeries (see page 131).

When creating a cover identity, your Forgery check’'s DC is
based on the identity's Power Rating, as shown on Table 2.30.
When making any other forgery, your Forgery check has no DC;
instead, your result becomes the DC for anyone to see through
the facade, and your check modifiers and error range — as well
as those of the target — are shown on Table 2.30.

Until the forgery comes under scrutiny, or passes through an
observed location (such as the postal service of any government
installation), no one may make a skill check to see through the
facade. Once there’s a chance that someone might see through
your forgery, the person or group may make a Notice/Awareness
or Search/Perception check opposed by your Forgery result. The
skill used depends on whether the observer is spending actions to
pay attention or not (see pages 145 and 156, respectively).

If the observer succeeds, he sees through the facade; other-
wise, he buys it — for the moment. The observer makes another
check after he spends 1 day in the forgery's presence, then
another after 2 days in the forgery's presence, then another after
4 days in the forgery’s presence, and so on, until he sees through
the facade or suffers a critical failure. Also, if the forgery can be
used to do something (e.g. a false katana may be used to attack),
the observer may make an additional check each time someone
uses the forgery.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Analysis, Bureaucracy (when creating any
document, cover identity, or art object native to a corporate or
government environment), Cultures (when creating any document,
cover identity, or art object native to a focus area), Electronics
(when creating a simulated electronic device), Mechanics
(when creating a simulated mechanical device), Science (when
creating any simulated item typically created with a Science
focus), Streetwise (when creating any document, cover identity,
or art object native to a city).

Retry: Yes, but because the check is secret, you may be replac-
ing a better result.

Threat: The time required to complete the forgery is reduced to
1/2 standard (rounded down, minimum 20 minutes).

Critical Success: Your forgery is highly convincing. The error
range of each skill check made to see through it increases by +2.

Error: At a point of the GM's choosing while the character uses
the forgery, one opponent sees through the facade and gains 1
half action surprise round against the character.

Critical Failure: Your forgery is highly suspect. The threat
range of each skill check made to see through it increases by +2.




TABLE 2.30: FORGERIES

Forgery/Situation

Time D j
Required®  Modifier® i

Single minor alteration (e.g. adding a stationary

object of Small Size or smaller to a video or picture)

Multiple minor alterations (e.g. adding several stationary

objects of Small Size or smaller to a video or picture)

Single moderate alteration (e.g. swapping one character for another of same Size and body
proportions in video or picture, changing one word of dialogue spoken away from the camera)
Multiple moderate alterations (e.g. swapping multiple characters for others of same
Size and body proportions in video or picture, changing multiple words of dialogue
spoken away from the camera)

Single major alteration (e.g. changing who shot first, changing one

word spoken directly at the camera, adding one person to a picture)

Multiple major alterations (e.g. adding a CGI character, changing more

than 10 words of dialogue, adding two or more people to a picture)

No knowledge of document or object (Knowledge check result up

to 10 or less than 1 hour spent studying the original document/object)
Fair knowledge of document or object (Knowledge check result

of 11-20 or 1-2 hours spent studying the original document/object)
Strong knowledge of document or object (Knowledge check result

of 21-30 or 3-5 hours spent studying the original document/object)
Extensive knowledge of document or object (Knowledge check result

of 31-40 or 6-8 hours spent studying the original document/object)
Intimate knowledge of document or object (Knowledge check result

of 41+ or more than 8 hours spent studying the original document/object)

4d6x10 minutes

1d6 days
2d6 days
4d6 days
1d6 weeks
2d6 weeks
4d6 weeks

These random times simulate materials at hand in any given situation. The GC may halve the result in a well-stocked area or multiply it by

2 or more in a location with few or no options.

Apply the modifiers to the left of each slash to the character creating the forgery, and the modifiers to the right of each slash to the observer.

These options require a forgery kit.
The character must understand the language in which he is forging any document.

When forging a document or item, you must either spend a minimum of 1 minute studying the original or thinking on the concept (with more
time spent during this stage of the design translating into a greater chance of success), or make a Knowledge check about the document or
object to determine what you know about it (and therefore what level of success you can achieve).

Rounded down.
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IMPRESS (CHA)

The Impress skill is used to influence characters, alone and in
groups, convincing them to do things for you, or seducing them.
This skill is common to politicians, playboys, celebrities, and other
inherently likable or highly respected archetypes.

Player Character Immunity: The Spycraft game system assumes
that all player characters are in charge of their own opinions,
never gaining dispositions and never feeling their effects. Unless
otherwise specified with another rule, Impress checks may target
player characters, but the PCs are not compelled to respond to
them — the GC should instead inform players of the “typical’ reac-
tion most observers would experience based on the check's result
before allowing players to dictate their own reactions.

Combat Actions: None.

Dramatic Conflicts: Seduction (see page 387).

Sample Knowledge: Ways to invoke loyalty, confidence,
and pride; behaviors that work best in trusting environments
(like families, support groups, and small companies with strong,
positive leaders), general information about moving speeches,
art, and literature.

INFLUENCE CHECK
(Cha; Secret; Bribe, Disposition, Language, Remote)
Time Varies (Take 10/Take 20) - Base Error Range 1

This skill check is used to engender loyalty in one NPC.
Alternately, you may simply shower the NPC with gifts to gain
favor — a form of bribery.

A quick Influence check provides a fleeting benefit. With a
successful 1-minute Influence check opposing the NPC's Resolve/
Resist Impress check, his disposition toward you improves by
1 grade until the end of the current scene.

A slow Influence check provides a lasting benefit. With a suc-
cessful 10-minute Influence check opposing the NPC's Resolve/
Resist Impress check, his disposition toward you improves by
1 grade until the end of the current mission.

If you fail either type of Influence check, the target's disposi-
tion toward you remains unchanged.

This skill check may not improve any target's disposition
toward you by more than 2 grades (maximum Supportive).

You may not influence more than one NPC at a time (improving
the disposition of multiple people at once requires a Performance
check).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any corporate or
government character), Cultures (when targeting any character
from a focus area), Sense Motive, Streetwise (when targeting any
urban character).

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Influence error ranges reset at the
start of each mission.

Threat: The time required to make an impression is reduced to
1/2 standard (rounded down, minimum 30 seconds).

Critical Success: With a quick Influence check, the NPC's dis-
position toward you is improved by 1 grade until the end of the
current mission.

With a slow Influence check, the NPC's disposition toward
you is improved by 2 grades until the end of the current mission.
Alternately, you may spend 3 action dice to forge a lasting bond with
him, permanently improving his disposition toward you by 1 grade.

Error: The NPCis annoyed. Your error range with each Influence
check targeting him increases by 2. This effect lasts until the end
of the current scene or until you succeed with an Influence check
(whichever comes first).

Critical Failure: With either Influence check, the NPC's dis-
position toward you is worsened by 1 grade until the end of the
current scene.

Alternately, the GC may spend 2 action dice to forge a lasting
dislike of you, worsening the NPC's disposition toward you by
1 grade until the end of the current mission.

With 3 dice, this disposition shift becomes permanent.

PERFORMANCE CHECK
(Cha; Secret; Bribe, Concentration, Crowd, Disposition,
Language, Remote)
Time Varies - Base Error Range 1

This skill check is used to engender loyalty in a crowd of NPCs,
usually with a speech, musical performance, or another grand
gesture. Alternately, you may simply shower the crowd with gifts
— a form of bribery.

A quick Performance check provides a fleeting benefit. With a
successful 10-minute Performance check opposing the crowd’s
Resolve/Resist Impress check, its disposition toward you improves
by 1 grade until the end of the current scene.

A slow Performance check provides a lasting benefit. With
a successful 1-hour Performance check opposing the crowd’s
Resolve/Resist Impress check, its disposition toward you improves
by 1 grade until the end of the current mission.

If you fail either type of Performance check, the crowd's dispo-
sition toward you remains unchanged.

This skill check may not improve any target's disposition
toward you by more than 2 grades (maximum Supportive).

You may not perform for more than 1 crowd at a time, though
you may perform for a crowd of nearly any practical number, per
the GC's discretion (see page 102).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any crowd consisting
of corporate or government characters), Cultures (when targeting
any crowd from a focus area), Streetwise (when targeting any crowd
consisting of urban characters).

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Performance error ranges reset at the
start of each mission.

Threat: The time required to make an impression is reduced to
1/2 standard (rounded down, minimum 5 minutes).

Critical Success: With a quick Influence check, the crowd’s
disposition toward you is improved by 1 grade until the end of
the current mission.

With a slow Influence check, the crowd’s disposition toward
you is improved by 2 grades until the end of the current mission.
Alternately, you may spend 3 action dice to forge a lasting bond
with each NPC in the crowd, permanently improving each of their
dispositions toward you by 1 grade.




Error: The crowd is displeased. Your error range with each
Performance check targeting it increases by 2. This effect lasts
until the end of the current scene or until you succeed with a
Performance check (whichever comes first).

Critical Failure: With either Performance check, the target
crowd'’s disposition toward you is worsened by 1 grade until the
end of the current scene.

Alternately, the GC may spend 2 action dice to forge a lasting
dislike for you, worsening the crowd’s disposition toward you by
1 grade until the end of the current mission.

With 3 dice, this disposition shift becomes permanent for each
NPC in the crowd.

PERSUASION CHECK
(Cha; Active; Bribe, Crowd, Disposition, Language,
Remote)
Time Varies (Take 10/Take 20) - Base Error Range 1

This skill check is used to convince one or more NPCs to do
something. Alternately, you can simply bribe them to do it.

Persuasion involves tact, influence, social graces, and subtlety.
Forcing an NPC to do something, on the other hand, is handled
with an Intimidate/Coercion check (see page 134).

With a successful Persuasion check opposing the target NPC's or
crowd's Resolve/Resist Impress check, the target performs one action,
or supports one of your actions. The time required to persuade the
target is determined by the nature of the requested action and the
number of people targeted, as shown on Table 2.31: Requesting
Assistance (see below). This table also provides check result and error
range modifiers for both you and your target.

With failure, the target turns you down.

You may not persuade a target to endanger any life (including
his own) — doing so requires an Intimidate/Coercion check (see
page 134).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any corporate or
government character), Cultures (when targeting any character
from a focus area), Resolve, Streetwise (when targeting any urban
character).

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Persuasion error ranges reset at the
start of each mission.

Threat: The time required to persuade the target is reduced to
1/2 standard (rounded down, minimum 1 half action).

/ TABLE 2.31: REQUESTING ASSISTANCE

Circumstances

Number of Targets

Action poses major inconvenience (e.g. committing a misdemeanor,
taking a morally questionable action, giving you $501-1,000)
Action poses extreme inconvenience (e.g. ignoring a felony,
taking a morally objectionable action, giving you $1,001-5,000)1tt

Rounded down.
This modifier applies to Intimidate/Coercion checks only.

Per Size category of difference.

Action poses incredible inconvenience (e.g. committing a felony, taking
an action directly opposing moral code, giving you more than $5,000)t

Apply the modifiers to the left of each slash to the persuading character, and the modifiers to the right of each slash to the target.

This action requires a weapon when demanded with an Intimidate/Coercion check.

Time Check _Wi}

Required Modifier** Increase”

1d4 full actions
fulliactions
4 fqll actions
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Critical Success: The target performs up to two actions, or sup-
ports up to two of your actions.

Error: The target views you as an opportunist. Your error range
with each Persuasion check targeting him or it increases by 2. This
effect lasts until the end of the current scene or until you succeed
with a Persuasion check (whichever comes first).

Further, if the request involves a crime, the target informs the
authorities if questioned.

Critical Failure: The target views you as a parasite. If the check
modifier from Table 2.31 is —6 or less, you cannot attempt to
persuade the target again for the remainder of the current scene;
otherwise, you cannot persuade him again for the remainder of
the current mission.

Further, if the request involves a crime, the target informs the
authorities at the first reasonable opportunity.

INTIMIDATE (STR/WIS)

The Intimidate skill is used to bully characters and to force
them to do things. It's also used to break someone’s spirit,
usually during an interview or interrogation. This skill is common to
thugs, mercenaries, warlords, and other unforgiving or menacing
archetypes.

Player Character Immunity: The Spycraft game system
assumes that all player characters are in charge of their own opin-
ions, never gaining dispositions and never feeling their effects.
Unless otherwise specified, Coercion and Domination checks may
target player characters, but they are not compelled to respond to
them — the GC should instead inform players of the “typical’ reac-
tion most observers would experience based on the check result
before allowing players to dictate their own reactions.

Harassment and Interrogation checks may target player charac-
ters without modification.

Combat Actions: Threaten (see page 361).

Dramatic Conflicts: Interrogation (see page 380).

Sample Knowledge: Ways to invoke allegiance, fear, and
anxiety; behaviors that work best in destructive environments (like
dysfunctional families and relationships, and large companies with
remote, uncaring leaders); historical acts of terror and oppression.

COERCION CHECK
(Str or Wis; Active; Disposition, Gear (weapon), Language)
1 Full Action - Base Error Range 1-2

This skill check is used to force one NPC to do something.
Coercion involves leverage, physical presence, and threats.
Politely convincing an NPC to do something is handled with an
Impress/Persuasion check (see page 133).

When you coerce someone with brute force and harsh physical
threats, Strength is your key attribute. When you do so with clever
reasoning or unspoken threats, Wisdom is your key attribute.

With a successful Coercion check opposing the target NPC's
Resolve/Resist Intimidate check, the target performs one action,
or supports one of your actions. A Coercion check always requires
1 full action, but your check result and error range — as well
as those of your target — are modified by the nature of the
requested action, as shown on Table 2.31: Requesting Assistance
(see page 133). The required time and number of people listed on
this table are ignored when making a Coercion check.

With failure, the target turns you down.

Whether your Coercion check is successful or not, the target's
disposition toward you is automatically reduced by 1 grade each
time you target him with this check. This effect lasts until the end
of the current scene, though once per mission, the GC may spend
2 action dice to make 1 grade shift imposed by a Coercion check
permanent.

You may coerce an NPC to endanger any life (including his
own), but you cannot coerce more than one NPC at a time.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any corporate or
government character), Cultures (when targeting any character
from a focus area), Manipulation, Resolve, Streetwise (when tar-
geting any urban character).

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Coercion error ranges reset at the
start of each mission.

Threat: The time required to intimidate the target is reduced to
1/2 standard (rounded down, minimum 1 half action).

Critical Success: The NPC is cowed, willing to perform any action
for up to twice the time you originally specified. At this point, or at
the first earlier opportunity, the NPC slips away, seeking to get as
far away from you as possible, or to gain help to defend him against
any continued persecution. Also, his disposition toward you perma-
nently worsens by 2 grades.

Finally, the GC may spend 2 action dice to launch the target
into a revenge campaign for the duration of the current sea-
son. This leaves an ideal opening for you to choose a Subplot
(see page 53).

Error: The NPC makes a stand. Your error range with each
Coercion check targeting him increases by 1. This effect lasts until
the end of the current scene or until you succeed with a Coercion
check (whichever comes first).

Further, if the request involved a crime, the NPC informs the
authorities if questioned.

Critical Failure: The NPC actively stonewalls you. If the total
check modifier from Table 2.31 is —6 or less, he refuses to speak
with you about any topic for the remainder of the current scene;
otherwise, he refuses to speak with you until the end of the cur-
rent mission.

Further, if the request involved a crime, the NPC informs the
authorities at the first reasonable opportunity.

Finally, the GC may spend 3 action dice to reduce the NPC's dis-
position toward you to Adversarial and launch him into a revenge
campaign for the duration of the current mission.

DOMINATION CHECK
(Str or Wis; Secret; Disposition)
Time Varies (Take 10/Take 20) - Base Error Range 1

This skill check is used to instill fear in one NPC. When you
approach this goal with brute force and harsh physical threats,
Strength is your key attribute. When you approach it with clever
verbal jabs and calculated cruelty to undermine the target's self-
esteem, Wisdom is your key attribute.

A quick Domination check provides a fleeting benefit. With
a successful full-action Domination check opposing the NPC's
Resolve/Resist Intimidate check, the NPC's disposition toward




you improves by 1 grade until the end of the current scene
— at which point, it permanently worsens to 1 grade below
its starting point.

Example: Kevin quickly dominates an NPC whose starting dis-
position toward him is Neutral. Until the end of the current scene,
the NPC's disposition toward Kevin is Intrigued, after which it
permanently drops to Aloof.

A slow Domination check provides a lasting benefit. With
a successful 1-minute Domination check opposing the NPC's
Resolve/Resist Intimidate check, his disposition toward you
improves by 1 grade until the end of the current mission —
at which point, it permanently worsens to 2 grades below its
starting point.

Example: Kevin slowly dominates an NPC whose starting dispo-
sition toward him is Neutral. Until the end of the current mission,
the NPC's disposition toward Kevin is Intrigued, after which it
permanently drops to Unfriendly.

If you fail either type of Domination check, the NPC's disposi-
tion toward you worsens by 1 grade until the end of the current
mission.

This skill check may not improve
any target’s disposition toward
you by more than 2 grades
(maximum Friendly).

You cannot dominate more
than one NPC at a time.

Cooperative: Yes (maximum
helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy
(when targeting any corporate
or government character), Cultures
(when targeting any character from a
focus area), Manipulation, Resolve,
Streetwise (when targeting any
urban character).

Retry: Yes, but your error range
increases by 2 each time.
Unless otherwise stat-
ed, all Domination
error ranges reset
at the start of
each mission.

Threat: The NPC is troubled. Your error range with each
Domination check targeting him decreases by 1 (minimum 1). This
effect lasts until the end of the current scene or until you fail a
Domination check (whichever comes first).

Critical Success: With a quick Domination check, the NPC's
disposition toward you is improved by 1 grade until the end of
the current mission — at which point, it permanently worsens to
2 grades below its starting point.

With a slow Domination check, the NPC's disposition toward
you is improved by 2 grades until the end of the current mission.
Alternately, you may spend 3 action dice to instill a lasting dread,
permanently improving the NPC's disposition toward you by
1 grade.

Error: The NPC is amused. Your error range with each
Domination check targeting him increases by 2. This effect lasts
until the end of the current scene or until you succeed with a
Domination check targeting him (whichever comes first).

Critical Failure: With either Domination check, the NPC's
disposition toward you is worsened by 1 grade until the end of
the current mission.

Alternately, the GC may spend 2 action dice to form a grudge, per-
manently worsening the NPC's disposition toward you by 1 grade.

If the GC spends 3 dice, the disposition shift is permanent and
the target immediately attacks you.
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INVESTIGATION
(WIS/CHA)

The Investigation skill spotlights large-scale inspections, rang-
ing from wide collections of interviews to long information tours.
The Investigation skill is used to “canvass” an area (i.e. interview
many people in a short time, seeking information about specific
topics or suspicious behavior). It's also used to tell whether some-
one has searched an area or body before you, and to research top-
ics. This skill is common among police, field operatives, amateur
and professional researchers, and other inquisitive archetypes.

Combat Actions: None.

Dramatic Conflicts: Manhunts (see page 382).

Sample Knowledge: Police procedure, criminology, informa-
tion databases and think tanks around the world; mystery novels;
effective web surfing and navigating the Dewey Decimal system.

CANVASS AREA CHECK
(Cha; Secret; Language)
Time Varies (Take 10/Take 20) - Base Error Range 1

This check is used to hit any area or gathering in search of
information. When you make this check, you must define the
area to be canvassed and whether you're seeking information
about one or more topics or just general rumors (the latter would
include a heads-up about suspicious behavior). This information,
coupled with the danger the public faces for answering truthfully,

determines the time required to make the Canvass Area check, as
well as your DC and error range, as shown on Table 2.32: Canvass
Area Checks (see below).

You may reduce your Canvass Area DC by 5 and error range
by 1 each time you increase the money dedicated to eliciting
responses from the populace by its base minimum. This may not
reduce the DC below 20 or the error range below 1.

Example 1: When canvassing a narrow area for general rumors
and information that presents extreme danger to anyone who
reveals it, the base DC is 40, the base error range is 1-5, and
the base cost is $1,000. Reducing this to DC 35 and error range
1-4 costs $2,000, reducing it to DC 30 and error range 1-3 costs
$3,000, and so on.

With success, you gain 1 statement from the people in the area.
Further, for every 5 by which your result beats the DC, you gain
1 additional statement. These statements contain the most
pressing or prevalent information about your specified topic or
happenings in the area (from the public’'s perspective). The GC is
encouraged to have a short list of statements and rumors on hand
each time the action shifts to a new location, so he doesn't have
to make these statements up on the fly.

Availability of Information: The Game Control or the mission
outline determines whether any desired piece of information is
available from a target area or gathering before this check is made.
The GC never tells the players whether the information is available;
they only find out for sure if it is and their check succeeds.

/ TABLE 2.32: CANVASS AREA CHECKS

Scope/Circumstance

Area or Gathering
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Rounded down.

Time DG/DC Error: Range_ -
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Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Bureaucracy (when in a corporate or govern-
ment environment), Cultures (when in a focus area), Impress,
Networking, Sense Motive, Streetwise (when in a city).

Retry: Yes, unless you suffer a critical failure.

Threat: You gain a friend or two in the community. Your error
range with each Canvass Area check made within the target area
decreases by 1 (minimum 1). This effect lasts until the end of the
current mission or until you fail a Canvass Area check in the same
area (whichever comes first).

Critical Success: If you're asking about general information,
you find all available information that won't put anyone at more
than mild risk. If you're asking about a specific topic, you find all
available information, even if it might threaten the public’s lives.

Error: You gain a few enemies in the community. Your error
range with each Canvass Area check made within the target area
increases by 2. This effect lasts until the end of the current mission
or until you succeed with a Canvass Area check in the same area
(whichever comes first).

Critical Failure: You rub community leaders or busybodies the
wrong way. You may not make a Canvass Area check within the
target area for the duration of the current mission.

DETECT SEARCH CHECK
(Wis; Secret; Vision)
Time Varies (Take 10/Take 20) - Base Error Range 1

This skill check is used to look for signs that someone has
searched one or more 5-ft. x 5-ft. squares or frisked one or more
characters. It requires 1 full action + 1 additional full action per
square or character to be inspected beyond the first.

With a successful Detect Search check, you determine whether the
character or square was disturbed and if so, locate any relevant clues
about who or what caused the disturbance. Your base DC for this check
is 15 + 5 per square or character to be inspected beyond the first.

If the square or body was searched more than once, this check
reveals only the most recent search.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Analysis, Notice, Search.

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Detect Search error ranges reset at
the start of each mission.

Threat: The time required to complete your inspection is
reduced to 1/2 standard (rounded down, minimum 1 half action).

Critical Success: You determine the time elapsed since the
search — to the day (if the search occurred more than 1 day ago)
or to the hour (if the search occurred within the last 24 hours).

Error: You incorrectly determine whether a search was made
in the target area (determining there was a search if there wasn't
and vice-versa).

Critical Failure: You're oblivious. You may not attempt another
Detect Search check until the end of the current scene.

RESEARCH CHECK
(Wis; Secret; Concentration, Language, Vision)
Time Varies - Base Error Range 1

This check is used to scour remote, unused, or uncataloged
parts of libraries, computers, and the Internet for information
(i.e. clues). Any clue that the GC decides is easily found simply

/ TABLE 2.33: RESEARCH CHECKS %
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by sifting through the result of standard web and index searches
requires no check, but is rather found using a core command
(see page 374), or with triple the same time using manual
methods (e.g. paper, card, or book indexes).

The time required and your DC are determined by the nature
of the information and where you're looking for it, as shown on
Table 2.33: Research Checks (see below).

The Game Control or the mission outline determines whether
any desired piece of information is available from a target source
before this check is made. The GC never tells the players whether
the information is available; they only find out for sure if it is and
their check succeeds.

With success, you glean one remaining clue from the informa-
tion source.

With failure, you gather no intelligence from the information
source.

Availability of Information: The Game Control or the mission
outline determines whether any desired piece of information is
available from a target source before this check is made. The GC
never tells the players whether the information is available; they
only find out for sure if it is and their check succeeds.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Analysis, Computers (when using a computer),
Investigation, Notice, Search.

Retry: No (though you may attempt to find the same informa-
tion from a different source).
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Threat: The time required to complete the research is reduced
to 1/2 standard (rounded down, minimum 10 minutes).

Critical Success: You glean 1 additional remaining clue from
the information source per action die spent to activate the critical
success (maximum 5 clues).

Error: You glean 1 inaccurate clue from the information source
(per the GC's discretion).

Critical Failure: Your mistake leaves you feeling falsely secure.
In addition to the effects of an error, your error range with all
Research checks increases by 3. This effect lasts until the end
of the current scene or until you succeed with a Research check
(whichever comes first).

MANIPULATE (WIS/CHA)

The Manipulate skill is used to control opinion through ploys and
complex mind games. It's also used to subvert a person’s whims
to your agenda. This skill is common to moles, “black widows,”
and other devious or controlling archetypes.

Player Character Immunity: The Spycraft game system assumes
that all player characters are in charge of their own opinions, never
gaining dispositions and never feeling their effects. Unless other-
wise specified with another rule, Slander checks may target player
characters, but they are not compelled to respond to them — the
GC should instead inform players of the ‘typical’ reaction most
observers would experience based on the result of the check before
allowing players to dictate their own reactions. Brainwashing
checks may target a player character without modification.

Combat Actions: Taunt (see page 361).

Dramatic Conflicts: Brainwashing (see page 368).

Sample Knowledge: Ways to invoke disconnection, fear, and
loneliness; behaviors that work best in alienating environments
(like high schools, clubs, and large “cube farm” companies with
leaders who never appear to their subordinates); famous ploys
and scams throughout history; taunts.

HARASSMENT CHECK
(Wis or Cha; Active; Remote)
1 Day (Take 10/Take 20) - Base Error Range 1

This skill check is used to slowly break a character, either using
closed quarters “softening” techniques or by introducing persis-
tent emotional turmoil into the target'’s life.

In order to target a character with this check, one of the
following two conditions must be met during the entire time
you're making this check.

o The target is trapped in a location with no apparent exit (e.g. a
cell, an interrogation room, a house with bars on all the doors
and windows, or a subterranean death maze with lethal traps
at every turn).

o You must have absolute control over one aspect of the target's
life (e.g. his finances, his identity, or his spouse or another
loved one).

In both cases, you must also be able to access the target or make a
showing of your control over his life at least once every 8 hours while
making this check (e.g. visiting him in his cell, cleaning out his bank
accounts, sending him a videotape of a kidnapped loved one).

When you harass a target remotely, Wisdom is your key attri-
bute. When you visit him in captivity to harass him, Charisma is
your key attribute.

With a successful Harassment check opposing the target's
Resolve/Resist Manipulate check, he suffers an amount of stress
damage equal to 1d6 + your key attribute modifier (minimum 1).
The target may not heal this stress damage so long as the triggering
condition persists (e.g. so long as he remains trapped in a location
or a loved one isn't returned home). No more than one triggering
condition may apply to any target at any time; when multiple trig-
gering conditions exist simultaneously, only one must be removed
in order for the target to heal all stress damage inflicted.

You cannot harass more than 1 NPC at a time.

Stress damage inflicted by a Harassment check is not recovered
until no Harassment checks are made against the target for 3
days.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any corporate or
government character), Cultures (when targeting any character
from a focus area), Falsify (when the harassment involves physical
props), Streetwise (when targeting any urban character).

Retry: No, though you may continue to make new checks as
long as the triggering conditions continue to be met.

Threat: The target wallows in desperation. Your error range
with each Harassment check targeting him decreases by 1 (mini-
mum 1). This effect lasts until the end of the current scene or until
you fail a Harassment check (whichever comes first).

Critical Success: The target begins to realize his awful pre-
dicament. He suffers an amount of stress damage equal to 2d6 +
twice your key attribute modifier (minimum 3).

Error: The target is defiant. Your error range with each
Harassment check targeting him increases by 2. This effect lasts
until the end of the current scene or until you succeed with a
Harassment check targeting him (whichever comes first).

Critical Failure: The target finds his emotional center. You
cannot target him with Harassment checks for the duration of the
current mission.

SLANDER CHECK
(Wis or Cha; Secret; Bribe, Crowd, Language, Remote)
1 Hour (Take 10/Take 20) - Base Error Range 1

This skill check is used to prompt one NPC or crowd of NPCs
to dislike another. When you approach this goal with trickery,
Wisdom is your key attribute. When you approach it with open
anger, Charisma is your key attribute.

Alternately, you may simply shower the first target with money
or gifts in exchange for a promise to support your slander —a
form of bribe.

Slander doesn’t work quickly. With a successful Slander check
opposing the first target’s Sense Motive/Resist Manipulate check,
the first target's disposition toward the second worsens by
1 grade until the end of the current mission.

With failure, the first target's disposition toward the second
remains unchanged.

This skill check may not worsen any target's disposition toward
another past Hostile.




Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Impress, Networking, Sense Motive.

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Slander error ranges reset at the start
of each mission.

Threat: Your tactic deeply penetrates the first target’s psyche.
Your error range with each Slander check targeting him or it
decreases by 1 (minimum 1). This effect lasts until the end of the
current scene or until you fail a Slander check (whichever comes
first).

Critical Success: The first NPC or crowd’s disposition toward
the second is worsened by 2 grades until the end of the current
mission, as desired. Alternately, you may spend 3 action dice to
forge a lasting grudge, permanently worsening the first NPC or
crowd'’s disposition toward the second by 1 grade.

Error: The first NPC or crowd shrugs off your feeble disparage-
ment. Your error range with each Slander check targeting him or it
increases by 2. This effect lasts until the end of the current scene or
until you succeed with a Slander check (whichever comes first).

Critical Failure: The first NPC or crowd may not be targeted
with another Slander check during the same mission.

MECHANICS (INT/WIS)

This skill offers a basic understanding of mechanical principles
and how to apply them. It is used to build, modify, and repair
most mechanical items, and to disable or sabotage some of them.
Mechanics is common among maintenance staff, craftsmen, blue-
collar tradesmen, and other gear-oriented characters, especially
those relying on their weapons, armor, and other mechanical
devices to survive.

Setting and Bypassing Mechanical Security: This skill allows
you to build, modify, and repair mechanical security devices, but
not to disable them. This activity is handled with the Security/
Disable skill check (see page 156). Further, setting security is
handled with the Security/Installation check (see page 157).

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Safety when working with or near
mechanical devices; reading mechanical blueprints; famous
mechanical pioneers throughout the ages, tools and their manu-
facturers.

BUILD CHECK
(Int; Active; Complex, Concentration, Gear (Mechanics
Kit), Hands-On, Vision, Project Investment (Medium))
Time Varies Per Challenge + Base Error Range 1

You may use this skill check to build any mechanical item in any
Spycraft 2.0 product, except for items covered by a Science skill
focus. Doing so is a Complex Task (see page 99), requiring you
to overcome 1-10 “Challenges” representing the many smaller
projects involved in the construction. The number of Challenges
is equal to twice the item’s Caliber (e.g. a Caliber I item involves
2 Challenges, a Caliber Il item involves 4 Challenges, etc.).
Overcoming each Challenge requires a successful Build check with a
DC and error range determined by the item’s complexity, as shown
on the gear tables in Chapter 4 (see Gear Complexity, page 224).

The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

Once the last Challenge is overcome, the item is completely
built and ready for use.

The Game Control is encouraged to describe each build as
it happens, making it a backdrop item throughout the process.
Leading up to the first successful Challenge, for instance, the
GC might mention the growing number of materials, tools, and
helpers arriving on site. After the first successful Challenge, the
item’s shell or casing might appear, while the second and each
subsequently successful Challenge might reveal a new addition to
the design. This process is especially effective when the desired
item is Large or bigger.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Drive (when building a vehicle), Science
(Fabrication), Security (when building a security device).

Retry: Yes, though if an error destroys your materials, you must
pay for them again before you retry.

Threat: You find a cost-cutting measure, gaining back 1/2 of
the money invested in the current Challenge (rounded down,
minimum $50 per Challenge).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: You inadvertently destroy some of your materials. To
continue the current construction, you must pay an additional
amount of money equal to 1/2 the money invested in the current
Challenge (rounded up).

Critical Failure: You realize your initial design is flawed in
some fashion and have to backtrack a bit (see Complex Tasks,
page 99).

DISABLE CHECK
(Int; Secret; Concentration, Cross-Check, Gear (Mechanics
Kit), Grasp, Hands-On, Project Investment (Low), Vision)
Time Varies - Base Error Range 1

You may use this skill check to disable any mechanical item in
any Spycraft 2.0 product, except for items covered by a Science
skill focus or the Security skill.

When an attack is made to disable an item, the time required
to make the attack is added to the time required to make this
check (the Disable check is made once you have your hands on
the device).

The item’'s complexity determines this check’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page 102).
When making a Disable check, the monetary investment is $0.

Your Disable check’s error range is also determined by the
item’s complexity, as shown on the item tables in Chapter 4.
There is no DC; your result becomes the damage against which the
target item must make a Damage save (see page 224). If the item
fails its save, it is disabled (though not broken).

Finally, when disabling an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Drive (when disabling a vehicle), Science
(Fabrication).
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Retry: Yes, but because the check is secret, you may be replacing
a better result.

Threat: You disable the device in 1/2 the standard time (rounded
down, minimum 1 half action).

Critical Success: You disable the device in 1/4 the standard
time (rounded down, minimum 1 half action).

Error: The item need not make a Damage save against the
result of your check.

Critical Failure: You cannot disable the item. Further, any
attempts you make to test that the item is disabled show that you
have succeeded in disabling the device until an opponent success-
fully uses the item, or until the end of the scene.

MODIFY CHECK
(Wis; Active; Complex, Concentration, Gear Only
(Upgrade), Gear (Mechanics Kit), Hands-On, Project
Investment (Low), Vision)
Time Varies Per Challenge « Base Error Range 1

Unless otherwise specified, you may use this skill check to
attach any upgrade to any mechanical item in any Spycraft 2.0
product, except for items covered by a Science skill focus. The DC
and error range modifier are determined by the item or upgrade’s
complexity, whichever DC and error range are higher (see Gear
Complexity, page 224). The cost and time required are listed with
each upgrade.

Non-Integral Upgrades: Some upgrades — like weapon hol-
sters — are used with an item instead of attaching or interlocking
with it. These upgrades require no skill check to use.

Combining Electronic and Mechanical Items and Upgrades:
When you add a mechanical upgrade to an electronic item or vice-
versa, you use either your Electronics or Mechanics skill bonus
(whichever is higher).

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Analysis, Drive (when modifying a vehicle),
Science (Fabrication).

Retry: Yes, though if a critical failure damages your upgrade, it
must be repaired or replaced beforehand.

Threat: You complete the modification in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: You complete the modification in 1/4 the
standard time (rounded down, minimum 1 half action).

Error: Through trial and error, or simple mishap, you destroy
some of your materials. To continue the current modification, you
must pay an additional amount of money equal to 1/2 the cost of
the upgrade (rounded up).

Critical Failure: You destroy the upgrade materials and must
pay for them again in full before you may re-try the modification.

Alternately, the GC may spend 1 or more action dice to worsen
the item’s performance, increasing its error range by a number
equal to the action dice spent (maximum error range increase +4).
Though it can still be used, the item is considered broken. If it is
repaired, its original error range is restored (see page 141).

OPTIMIZE CHECK
(Int; Active; Gear Only (Mechanics Kit), Hands-On, Project
Investment (Low))
Time Varies (Take 10/Take 20 with permission) - Base Error
Range 1

This skill check is used to boost a mechanical item with a Power
Rating past its standard limits.

The item’s complexity determines this check’s time require-
ment and cost, as shown on Table 2.8: Project Investments
(see page 102).

Each Optimize check has a base DC of 15 + (the item’s original
Power Rating x 5). With success, the item’s Power Rating is boosted
by +1 (maximum 10). This boost lasts until the item is shut off,
until you restore the item's standard functionality, or until the end
of the current scene (whichever comes first). However, following
each check made using the optimized Power Rating, the item must
make a Damage save with a DC of 15 + (the item's original Power
Rating x 3).

If your check result exceeds the DC by 10 or more, you may
apply one of the following two benefits.

o After the item succeeds with 1 Damage save forced by use at
the optimized Power Rating, it need no longer make Damage
saves for the same reason until the end of the current scene.

o The item’s Power Rating is boosted by an additional +1 for the
same time period (maximum 10).

You may not apply both of these bonuses without a critical
success.

Further, if an item possesses more than 1 Power Rating, only 1
of its Power Ratings may be optimized at any time.

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Computers, Science (Fabrication), Science
(Super-Science).

Retry: Yes, though an item may only benefit from one Optimize
check at any time. If you make a second check to boost the same
item’s Power Rating when a previous boost is still active, the new
check’s outcome replaces that of the previous one — even if it's
worse.

Threat: If your check result exceeds the DC by up to 9, you gain
one benefit listed for exceeding the DC by 10 or more; otherwise,
the time required is reduced to 1/2 standard (rounded down,
minimum 1 half action).

Critical Success: You gain both benefits listed for exceeding
the DC by 10 or more.

Error: The item must immediately make a Damage save (DC 15
+ (the item’s original Power Rating x 3)).

Critical Failure: The item suffers damage that reduces its Power
Rating by 2 (minimum 0). Though it can still be used, the item is
considered broken. If the item is repaired with the Mechanics skill,
its full Power Rating is restored (see page 141).




REPAIR CHECK
(Int; Active; Concentration, Gear (Mechanics Kit), Hands-
On, Project Investment (Medium), Vision)
Time Varies - Base Error Range 1

You may use this skill check to repair any mechanical item or
scenery in any Spycraft 2.0 product, except for items covered by
a Science skill focus. The item must be broken — an item that is
destroyed cannot be repaired (see page 224).

The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

Your Repair check’s DC and error range are also determined by
the item’s complexity, as shown on the item tables in Chapter 4.

With success, the item is no longer broken and regains its full
functionality.

With failure, you've merely wasted your time.

Finally, when repairing an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Drive (when repairing a vehicle), Science
(Fabrication), Security (when repairing a security device).

Retry: Yes, unless you suffer a critical failure.

Threat: You repair the device in 1/2 the standard time (rounded
down, minimum 30 minutes).

Critical Success: You repair the device in 1/4 the standard time
(rounded down, minimum 15 minutes).

Error: The item must make a Damage save (DC 10 + 3 per
Caliber beyond the first).

Critical Failure: You cannot repair the item. Alternately, if 3
action dice are spent to activate this critical failure, the item is
accidentally destroyed.

SABOTAGE CHECK
(Wis; Secret; Concentration, Cross-Check, Gear (Mechanics
Kit), Grasp, Hands-On, Project Investment (Low), Vision)
Time Varies - Base Error Range 1

You may use this skill check to sabotage any mechanical item
in any Spycraft 2.0 product, except for items covered by a Science
skill focus or the Security skill.

When an attack is made to sabotage an item, the time required to
make the attack is added to the time required to make this check (the
Sabotage check is made once you have your hands on the device).

The item’s complexity determines this check’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page 102).
When making a Sabotage check, the monetary investment is $0.

Your Sabotage check's error range is also determined by the item’s
complexity, as shown on the item tables in Chapter 4. There is no DC;
your result becomes the damage against which the target item must
make a Damage save (see page 224). If the item fails its save by up
to 4, your sabotage is unsuccessful but you may still leave the item
disabled if you like, in which case it is considered broken until someone
makes a successful Repair check to restore its function (see above).

If the item fails its save by 5 or more, the following effects apply.

o For every 2 by which the item fails its Damage save, the error
range with each skill check made using the device increases by
+1 (maximum +10).

o [f the device's operator suffers an error when using it, you may
spend 1 or more action dice to activate the critical failure, even
if you aren’t present.

o At your discretion, you may designate a specific time the
device stops working, after which it is considered broken until
someone makes a successful Repair check to restore its
function (see left). As you may not be aware that you failed this
secret check, the GC should always ask you if and when you
want the device to shut down.

Your Sabotage result becomes the DC for any Notice/Awareness
checks made near the device, or any Search/Perception checks
focusing on the device. If any such check is successful, the char-
acter making the check notices the sabotage and may attempt to
reverse it with a successful Repair check.

Finally, when sabotaging an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Analysis, Drive (when sabotaging a vehicle),
Science (Fabrication).

Retry: Yes, but because the check is secret, you may be replac-
ing a better result.

Threat: You sabotage the device in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: You sabotage the device in 1/4 the standard
time (rounded down, minimum 1 half action).

Error: Your attempt fails, and your efforts are immediately
apparent to any opponent who attempts to use the device.

Critical Failure: You cannot sabotage the item. Further,
any attempts you make to test that the item is sabotaged
show that you have succeeded in sabotaging the device until
an opponent successfully uses the item, or until the end of
the scene.

MEDICINE (INT/WIS)

The Medicine skill is used to provide emergency aid and
assist long-term healing for both humans and animals.
It is also used to create anti-toxins that help fight off poison
and disease. This skill is common to doctors, veterinarians,
medical researchers, chemical terrorists, and others focusing
on human biology.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Human and animal anatomy; diagnosis;
disease, drug and poison effects; medical ethics; famous physicians
and medical crises through history; history of animal husbandry.

FIRST AID CHECK
(Wis; Active; Concentration, Gear Only (First Aid Kit),
Hands-On, Vision)
1 Minute - Base Error Range 1

This check is used to quickly patch up another character or
animal in the field, allowing him or it to quickly recover a small
number of vitality and wound points. The type of character being
healed determines your DC, as follows.

o,
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o When healing a standard character or animal, your DC is equal
to 15 + the amount of damage accumulated (see page 331).

o When healing a special character, your DC is equal to 15 + 1/2
the total number of vitality points the target has lost (rounded up,
maximum 30). If the target has lost 1 or more wounds, this DC
rises by 10.

Further, if you perform this check in combat, your error range
increases by +2.

With success, a targeted standard character or animal recovers
1/2 his or its accumulated damage (rounded down); a targeted
special character recovers 1d4+1 subdual damage, 1d4+1 wound
points, and a number of vitality points equal to his career level.

With failure, the target makes no meaningful recovery.

A target must be stable before you may attempt this skill check.

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Science (Pharmacology), Search, Survival.

Retry: No. Each character or animal may be targeted by this
check only once per scene, no matter how many characters are
available to attempt it.

Threat: You complete your field triage in 1/2 the standard time
(rounded down, minimum 30 seconds).

Critical Success: The targeted standard character or animal
recovers all his or its accumulated damage; or the targeted special
character recovers 2d4 wounds and a number of vitality points
equal to twice his career level.

Error: The targeted standard character’s or animal’s accumu-
lated damage rises by 1d8; or the targeted special character suf-
fers 1 point of lethal damage and 1d6 subdual damage.

Critical Failure: The targeted standard character’s or animal’s
accumulated damage rises by 1d8+2; or the targeted special
character suffers 1d4 lethal damage and 1d6 subdual damage.

STABILIZE CHECK
(Wis; Active; Concentration, Gear Only (First Aid Kit),
Hands-On, Vision)
1 Full Action - Base Error Range 1-2

This check is used to administer emergency aid to a dying or
poisoned character.

When stabilizing a dying special character, your DC is 15. With
success, the target stabilizes at 0 wound points (unconscious).
With failure, the target continues to die.

When treating a poisoned standard or special character, your DC
is equal to 5 + the poison’s current save DC, as described in Chapter
4 (see page 289). With success, the current onset time remains
unchanged at the end of the current round and its save DC decreases
by 1. You may stave off the effects of poison in this fashion up to 10
times (i.e. you may freeze the effects of a poison within a patient for
up to 10 rounds), after which the patient must either be given an
antidote or ride out the poison’s remaining effects.

In both cases, if you perform this check in combat, your error
range increases by +2.

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Resolve, Science (Pharmacology), Search,
Survival.

Retry: Yes, unless the target dies.

Threat: If stabilizing a dying character, the target is restored to
1 wound point (conscious). If treating a poisoned character, the
current onset time remains unchanged for a number of rounds
equal to the difference between your result and the DC.

Critical Success: If stabilizing a dying character, he's restored
to 1d4+1 wound points (conscious). If treating a poisoned char-
acter, your patient completely recovers; the poison is completely
neutralized.

Error: If stabilizing a dying character, the target loses 1 addi-
tional wound point. If treating a poisoned character, the current
onset time runs out at the end of the current round.

Critical Failure: If stabilizing a dying character, he goes into shock
and immediately dies. If treating a poisoned character, the contagion
spreads out of your control and you are exposed (see page 335).
You may make no further First Aid checks to stave off its effects.

SURGERY CHECK
(Int; Active; Concentration, Gear Only (Surgery Kit),
Hands-On, Vision)
8 Hours - Base Error Range 14

This check is used to methodically patch another character
up in a controlled environment, such as a hospital. This allows a
target special character to heal quickly from attribute damage or
a critical injury (see page 332).

When performing surgery to help with attribute damage, your DC
is equal to 10 + 5 per point of damage to one target attribute that
the target character has suffered. With success, the target character
heals 1d4 points of temporary damage to the target attribute, or 1
point of permanent damage to the target attribute.

When performing surgery to help with a critical injury, your DC
is equal to the Surgery check DC listed on Table 5.5: The Table of
Ouch (see page 332). With success, the critical injury’s healing
time decreases by 2. If a critical injury’s healing time decreases to
0 as a result, the critical injury is considered fully healed.




In both cases, if any combat occurs within your line of sight at
any time during this check, your error range increases by +6.

After a Surgery check, the target remains sickened for a base
1d4+1 days. This time is reduced by 1 day per 5 by which your
result beats the DC (minimum 1 day).

Cooperative: Yes (maximum 1 helper).

Synergy Skills: Notice, Science (Chemistry), Science (Genetics),
Search.

Retry: No. Each attribute or critical injury may be targeted by
this check only once per mission, no matter how many characters
are available to attempt it.

Threat: The target recovers from surgery in 1/2 the standard
time (rounded down, minimum 12 hours).

Critical Success: If helping with attribute damage, the target
character heals all temporary damage to the target attribute, or
1d4+1 points of permanent damage to the target attribute. If
helping with a critical injury, the critical injury’s healing time is
reduced to 0.

Error: The target recovers from surgery in twice the standard time.

Critical Failure: If helping with attribute damage, the target
character suffers 1 point of permanent damage to the target
attribute. If helping with a critical injury, the critical injury’s
healing time increases by 1 per action die spent to activate the
critical failure.

THERAPY CHECK
(Wis; Active; Concentration, Disposition)
4 Hours - Base Error Range 1

This check is used to help another standard or special character
recover from stress damage or mental conditioning. In order to
perform this check, you must be located in a quiet, comforting
location for the duration of your skill check (per the GC's discre-
tion). This check may never be made during combat or while
anyone is performing a Complex Task or Dramatic Conflict in your
presence.

Your Therapy DC is determined by the target character’s cur-
rent stress or mental condition, as shown on Table 2.34: Mental
Recovery (see below).

With success, the target recovers from the effects of one men-
tal conditioning episode (e.g. one brainwashing, seduction, etc.),
or recovers an amount of stress damage equal to 1d6 + your
Wisdom modifier (minimum 1). If the target is not drained and

/ TABLE 2.34: MENTAL RECOVERY "

Error Range
Increase

this reduces his stress damage below his current stress condition’s
minimum threshold, success also improves his stress condition by
1 grade (e.g. shaken Ill becomes shaken Il).

With failure, the target has no meaningful recovery.

This check requires the target to concentrate as well
(see page 101).

Cooperative: No.

Synergy Skills: Manipulate, Science (Pharmacology), Sense
Motive.

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Therapy error ranges reset at the start
of each scene.

Threat: You complete your session in 1/2 the standard time
(rounded down, minimum 2 hours).

Critical Success: The target recovers from the effects of 2 men-
tal conditioning episodes, or recovers an amount of stress dam-
age equal to 2d6 + twice your Wisdom modifier (minimum 3).

Error: The target suffers an additional 1d6 stress damage.

Critical Failure: The target suffers an additional 2d6 stress damage.

TREATMENT CHECK
(Wis; Active; Gear (First Aid Kit), Hands-On, Vision)
5 Minutes - Base Error Range 1

This check is used to provide long-term aid to an injured or
diseased character.

When treating an injured special character, your DC is 15.
With success, the target’s natural healing rate is doubled for the
current day. This check may not target a standard character.

When treating a diseased standard or special character, your
DC is equal to the disease’s current save DC, as described in
Chapter 4 (see pages 287-288). With success, the current onset
time remains unchanged at the end of the disease’s current
increment and its save DC decreases by 1. You may stave off the
effects of disease in this fashion up to 5 times (i.e. you may freeze
the effects of a disease within a patient for up to 5 increments),
after which the patient must either be given a vaccine or ride out
the disease’s remaining effects.

You may not perform this skill check in combat.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Notice, Resolve, Science (Pharmacology), Sense
Motive.

Retry: Yes, but only once per hour.

Threat: If treating an injured character, the target’s natural
healing rate is tripled for the current day. If treating a diseased
character, the current onset time remains unchanged for a number
of days equal to the difference between your result and the DC.

Critical Success: If treating an injured character, the target's
natural healing rate is quintupled (x5) for the current day. If treat-
ing a diseased character, your patient completely recovers; the
disease is completely neutralized.

Error: If treating an injured character, the target cannot heal
naturally during the current day. If treating a diseased character,
the current onset time runs out immediately.

Critical Failure: If treating an injured character, he suffers 1d6+1
lethal damage. If treating a diseased character, the contagion
spreads out of your control and you are exposed (see page 335). You
may make no further Treatment checks to stave off its effects.
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NETWORKING (WIS/CHA)

The Networking skill tracks the contacts upon whom you regularly
call for assistance. It can also be used to adjust one NPC group’s opin-
ion of another. This skill is common to characters with firmly estab-
lished “favor” networks and those who rely upon their reputations.

Contacts: At Career Level 1, you automatically gain one stan-
dard contact — also known as an acquaintance — at no cost.
Thereafter, you gain 1 additional contact, or improve your rela-
tionship with an existing contact, for every 4 ranks you purchase
in the Networking skill.

You should describe each of your contacts in a few words
(e.g. “Data Analyst,” “Weapons Dealer,” "“Fence,” etc.). These
descriptions should support your character concept and back-
ground (e.g. a mercenary likely knows a weapons dealer, while a
street thief likely knows a fence). They also help the GC determine
what your contacts can do for you.

For more information about contacts, see page 458.

Favored Contacts: Each time you gain a new contact, you
may instead improve your relationship with an existing contact.
Improving an acquaintance makes him an associate, improving
an associate makes him a confederate, and improving a confed-
erate makes him a partner. As a contact improves, so does what
he can offer you. Likewise, an improved contact takes a more
prominent role in the setting, showing up more often and playing
into more of the plot (see page 458).

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Street scenes across the world; places
where every character type should go in a city (and where they
shouldn’t); clubs and other social groups.

nou

CONTACT CHECK
(Cha; Active)
Time Varies - Base Error Range 1

In order to call upon a contact, you must first spend an amount
of time “putting the word out” that you need to speak with him, as
shown on Table 2.35: Approaching a Contact (see below). Thereafter,
you may make a Contact check to access any of your contact’s con-
sultants or specialists (see page 458). The contact’s grade and the
current mission’s conditions determine your DC and error range, also
as shown on Table 2.35.

With success, the contact responds by phone or in person
after the time listed on Table 2.35, offering the services of the
requested consultant or specialist.

With failure, the contact either never receives word that you
need him, or refuses to respond. He is unavailable for the duration
of the current scene.

Cooperative: No.

Synergy Skills: Bureaucracy (when targeting any corporate
or government contact), Cultures (when targeting any character
from a focus area), Streetwise (when targeting any urban con-
tact), Survival (when targeting any wilderness contact).

Retry: Yes, but only once per scene.

Threat: The contact returns your call in 1/2 the standard time
(rounded down, minimum 15 minutes).

Critical Success: The contact returns your call in 1/4 the stan-
dard time (rounded down, minimum 5 minutes).

Error: The contact is dodging you. Your DCs with all checks made
to contact him during the current mission increase by 5. Further,
your error ranges with all checks made to contact him during the
current mission increase by 1. This effect is cumulative.

Critical Failure: The contact is unavailable for the duration of
the current mission.

ENDORSEMENT CHECK
(Wis or Cha; Secret; Bribe, Crowd, Disposition, Language,
Remote)
1 Hour (Take 10/Take 20) - Base Error Range 1

This skill check is used to prompt one NPC or crowd of NPCs to
like another. When you approach this task with trickery, Wisdom
is your key attribute. When you approach it by exploiting the
target’s existing emotions, Charisma is your key attribute.

Alternately, you may simply shower the first target with money
or gifts in exchange for a promise to support your endorsement
— a form of bribe.

With a successful Endorsement check opposing the first
target’s Sense Motive/Resist Manipulate check, the first target's
disposition toward the second improves by 1 grade until the end
of the current mission. With failure, the first target’s disposition
toward the second remains unchanged.

This skill check may not improve any target's disposition toward
another by more than 1 grade (maximum Supportive).

/ TABLE 2.35: APPROACHING A CONTACT

Contact Type/Circumstance Summon, Time

Contact Grade
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Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Impress, Manipulate, Sense Motive.

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Endorsement error ranges reset at the
start of each mission.

Threat: Your tactic deeply penetrates the first target’s psyche. Your
error range with each Endorsement check targeting him or it decreases
by 1 (minimum 1). This effect lasts until the end of the current scene or
until you fail an Endorsement check (whichever comes first).

Critical Success: The first NPC or crowd’s disposition toward
the second is improved by 2 grades until the end of the current
mission, as desired. Alternately, you may spend 3 action dice to
forge a lasting bond, permanently improving the first NPC or
crowd'’s disposition toward the second by 1 grade.

Error: The first NPC or crowd shrugs off your feeble endorse-
ment. Your error range with each Endorsement check targeting
him or it increases by 2. This effect lasts until the end of the
current scene or until you succeed with an Endorsement check
(whichever comes first).

Critical Failure: The first NPC or crowd may not be targeted
with another Endorsement check during the same mission.

MEDIATION CHECK
(Wis or Cha; Active; Bribe, Crowd, Disposition, Language,
Remote)
Time Varies - Base Error Range 1-2

This skill check is used to sell two or more NPCs or crowds
of NPCs on the same decision or action. When you approach
this goal with trickery, Wisdom is your key attribute. When you
approach it with complements and compromise, Charisma is your
key attribute.

Alternately, you may simply shower both targets with money or
gifts to satisfy their concerns — a form of bribe.

With a successful Mediation check opposing each target's
Sense Motive/Resist Manipulate check, the targets jointly perform
1 action, or support one action you propose. Your check modifier
and error range are provided on Table 2.36: Mediation Checks
(see below).

When targeting fewer than 10 people on both sides, the time
required to make a Mediation check is 15 minutes. Each side in
a mediation consisting of fewer than 10 people makes one team
check opposing your Mediation result, using the higher bonus
between them.

When targeting 10 or more people (a “crowd”) on either side,
this check requires a number of hours equal to the crowd'’s skill
bonus, as shown on Table 2.7: Crowds (see page 102).

Each side in a mediation consisting of 10 or more people makes
one check opposing your Mediation result using the skill bonus
and error range provided by its Personnel Rating.

Unless you win this opposed check, no common ground is reached.

You may not use this check to convince an NPC or crowd to
endanger any life (including his own).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy (when targeting any NPCs from a
corporate or government environment), Resolve, Sense Motive,
Streetwise (when targeting any NPCs from an urban environ-
ment), Tactics.

Retry: Yes, but your error range increases by 2 each time.
Unless otherwise stated, all Mediation error ranges reset at the
start of each mission.

Threat: The talks are completed in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: The talks are completed in 1/4 the standard
time (rounded down, minimum 1 half action).

Error: Both targets view you as an opportunist. Your error range
with each Mediation check targeting either NPC or crowd increases
by 2. This effect lasts until the end of the current scene or until you
succeed with a Mediation check (whichever comes first).

Further, if the request involves a crime, one or both targets
inform the authorities if questioned.

Critical Failure: The targets view you as a parasite. If the check
modifier from Table 2.36 is —4 or less, you cannot target the same
NPC or crowd with a Mediation check again for the remainder
of the current scene; otherwise, you cannot do so again for the
remainder of the current mission.

Further, if the request involves a crime, one or both targets
inform the authorities at the first reasonable opportunity.

NOTICE (WIS)

Notice represents a character’s situational awareness — a con-
sistent sensitivity to sudden or subtle changes in his environment.
Unlike Search, which demands deliberate attention to detail,
the Notice skill is used to effortlessly to detect things. Notice is
passive and therefore “on” all the time, making this the skill for
those who want to be generally aware.

This skill is common to spies, who often spend long periods
quietly collecting information in a region before their latest mis-
sion launches. It's also common to highly perceptive individuals
like hunters or animals, trained observers such as surveillance
specialists, and professional researchers such as photographers
and journalists.

/ TABLE 2.36: MEDIATION CHECKS
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Special Note: Unless you spend 1 full action actively observing with
the Search/Perception skill (see page 156), you must use this skill when
determining whether you detect someone or something.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: None (all synergy bonuses to Knowledge con-
cerning detection techniques are derived from the Search skill alone).

AWARENESS CHECK
(Wis; Passive; Hearing, Vision)
1 Free Action - Base Error Range 1

When someone actively tries to escape your detection, your
Awareness result opposes his Sneak/Hide result; otherwise, your
Awareness result opposes his Blend/Stealth result.

When an item is hidden in the scenery within your line of
sight, your Awareness result opposes the Sneak/Stash Item result
generated when the item was concealed, as appropriate to the
surrounding terrain.

When an item is hidden on the person of an adjacent character
within your line of sight, your Awareness result opposes the Sleight of
Hand/Stash Item result generated when the item was concealed.

When you encounter a disguised person or forged item (and pay
at least marginal attention to it), your Awareness result opposes
the Falsify/Disguise or Falsify/Forgery result generated when the
disguise or forgery was created.

Refer to the skill description for the relevant opposing check
to determine your Awareness check modifiers, error range, and
the effects of standard success or failure. The results of a threat,
critical success, error, or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain a keen sense of your surroundings. When
making an Awareness or Perception check, your result cap
increases by 5 and your error range decreases by 1 (minimum 1).
This effect lasts until the end of the current scene, or until you fail
an Awareness or Perception check (whichever comes first).

Critical Success: You're a hawk, aware of everything around
you. You keep your current Awareness result for the next minute
(without rolling).

Error: You're distracted. Your Awareness and Perception result
caps are decreased by 5 and your Awareness and Perception
error ranges are increased by 1 until the end of the current scene,
or until you succeed with an Awareness and Perception check
(whichever comes first).

Critical Failure: You've oblivious. You may not attempt another
Awareness or Perception check until the end of the current scene.

PROFESSION
(CHA — FOCUS SKILL)

The Profession skill measures your competence in a career.
Nearly everyone has this skill.

Focus Options: Unlike other focus skills, Profession doesn’t
have a dedicated list of options. Instead, you may define each of
your focuses as any job or career you like (per the GC's discre-
tion). Sample professions include computer technician, diplomat,
hunter, mechanic, military officer, spy, teacher, terrorist, or web
programmer.

Disguises and Cover ldentities: When you assume a disguise
or cover identity as a member of a profession in which you possess
1 or more ranks, you may use your Profession skill bonus in place
of your Bluff/Deception or Falsify/Disguise bonus. Likewise, when
attempting to detect someone using a disguise or cover identity
as a member of a profession in which you possess 1 or more
ranks, you may use your Profession skill bonus in place of your
Notice/Awareness, Search/Perception, or Sense Motive/Detect
Lie bonus.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Positions within each profession; tools
and tasks common to each profession; professional etiquette;
navigating work environments.

ACCOMPLISHMENT CHECK
(Cha; Active)
1 Free Action - Base Error Range 1-2

At the beginning of each mission, a Freelance character may
make an Accomplishment check to negotiate his mission contract.
Likewise, at the end of each mission, a Faction character may
make an Accomplishment check to make the most of his mission
reputation.

In both cases, the DC is equal to 15 + (2 x the mission’s Threat
Level).

With success, the character’s Net Worth reward increases
by $50,000 (if Freelance), or his Reputation reward increases by
1 (if Faction).

A character may voluntarily refuse to make this check.

Pushing Your Luck: Before making this check, a character may
voluntarily increase his threat range by up to his Charisma bonus
(minimum 1), but his error range increases by the same number.

Cooperative: No.

Synergy Skills: Bureaucracy (for a Faction character), Streetwise
(for a Freelance character).

Retry: No.

Threat: The character’s Net Worth reward increases by
$100,000 (if Freelance), or his Reputation reward increases by 2
(if Faction).

Critical Success: At a cost of 2 action dice, the character’s
Net Worth reward increases by $200,000 (if Freelance), or his
Reputation reward increases by 4 (if Faction). This critical success
may not be activated with 1 action die.

Error: The character’s Net Worth reward decreases by $100,000
(if Freelance), or his Reputation decreases by 2 (if Faction).

Critical Failure: None.




RESOLVE (WIS/CON)

The Resolve skill is used to focus under duress, remain cool dur-
ing chaos, make the most of downtime, and resist social pressure.
It is common to soldiers, craftsmen, hackers, and other characters
whose methods require dedicated attention or personal focus.

Combat Actions: Tire (see page 361).

Dramatic Conflict: None.

Sample Knowledge: Luxury vacation spots; meditation and
time management techniques; how to handle troublesome friends
and colleagues; speed-reading techniques.

CONCENTRATION CHECK
(Con; Passive)
1 Free Action - Base Error Range 1

You must make a Concentration check each time you're inter-
rupted when making a skill check with the Concentration tag
(see page 101). The GC may demand a Concentration check any
time you're interrupted during a delicate procedure.

Each Concentration check’s DC is equal to 10 + 5 per consecu-
tive round during which you've been interrupted + 1 per point
of damage you've suffered during the last minute. Several DC
and error range modifiers may apply, as shown on Table 2.37:
Concentration Checks (see right).

With success, the round during which you're interrupted does
not count toward the check'’s time requirement, but you may con-
tinue where you left off during the following round.

With failure, you must begin the check again from the start.

Example: During combat, Kevin makes a delicate Electronics/
Repair check. The GC decides that the check requires 1 full minute
(10 rounds) to complete. During Round 5, Kevin is hit by enemy
fire, losing 8 vitality points. His check is interrupted and he must
make a Concentration check (DC 10 + 8 for damage, or 18). He
scores a result of 21, enough to continue without losing his prog-
ress (though the check will now take 11 rounds to complete).

During the following round, Kevin is interrupted with another
hit, this time losing 5 wounds. He must make a Concentration
check (DC 10 + 5 for the second consecutive interruption + 13 for
damage, or 28). He barely scrapes by with a result of 29, but his
Electronics check will now take 12 rounds to complete.

Another round, another hit. This time, Kevin loses 12 vitality
points, making his Concentration check DC a whopping 45 (10
+ 10 for the third consecutive interruption + 25 for damage)!
He scores a 22 — not enough to continue his Electronics check
— so he falls back behind cover and waits for his teammates to
lay down some suppressive fire before he tries again.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You've got blinders on. Each time you make a
Concentration check during the current task, you ignore all
damage not inflicted by the most recent injury.

Critical Success: You're a rock. You may ignore further inter-
ruptions during the same skill check.

Error: Your attention is shaky. Your error range with each
Concentration check targeting him increases by 2. This effect
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lasts until the end of the current scene or until you succeed with
a Concentration check (whichever comes first).

Critical Failure: You're completely distracted. You may not
continue the current skill check (though someone else may do so,
beginning from the start).

/ TABLE 2.37: CONCENTRATION CHECKS i\\

DC  Error.Range

Modifier. Modifier

Situation

Combat Condition

_ Moti er

Mildly distracting (e.qg. fighter cockpit
during DC 20 Maneuver, moderate rain)

Moderately distracting (e.g. fighter cockpit
during DC 30 Maneuver, heavy rain)

Extremely distracting (e.g. fighter cockpit
during DC 40 Maneuver, storm)

Violently distracting (e.g. fighter cockpit
during air combat, hurricane, tornado)

One person shouting
_or chanting within 20 ft.

or more people shouting
. .or chanting within 20t 10
Minor (e.g. nearby explosion inflicting
up to 20 points of damage with Ground
 Zerowithin 30 ft, 10:ft x 10t fire) 45 40
Moderate (e.g. nearby explosion inflicting
21-40 points of damage with Ground
. Zero within 30 ft., 30°ft. x 30:ft. fire) | F10 . F.....
Major (e.g. nearby explosion inflicting
41 or more points of damage with Ground

Zero within 30 ft., 60-ft. x 60-ft. fire)

T T

MORALE CHECK
(Wis; Passive; Crowd)
1 Free Action - Base Error Range 1

You must make a morale check at the start of each round
during which one or more triggering effects apply, as shown on
Table 2.38: Morale Checks (see page 148). Your DC and error
range are determined by current events and your state of mind,
as shown on Table 2.38.

With success, you suffer no impact.

With failure, however, you suffer one of the following effects,
as determined by the difference between your result and the DC.
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SKILLS

Reservation (Difference 1-5): You suffer 1d6 stress damage.

Extraction (Difference 6—10): Unless you spend 1 action die to
suffer 1d6 stress damage, you must use one standard move
action or your bonus 5-ft. step to close on a position that
provides at least one-half cover, after which you may continue
acting without restriction.

Retreat (Difference 11-15): Unless you spend 1 action die to suffer
2d4 stress damage, you must take at least 1 standard move action
during each round that you begin adjacent to any opponent, or
within the first range increment of any opponent’s ranged attack.
This move action must take you away from all opponents; if this is
not possible, this result elevates to surrender.

Rout (Difference 16-20): Unless you spend 2 action dice to
suffer 2d6 stress damage, you must dedicate every action to
moving toward the nearest total cover.

Surrender (Difference 21+): Unless you spend 3 action dice
to suffer 2d6 stress damage, you may not perform any attack
action targeting any opponent, nor take any move action.

Each morale effect lasts until the end of the combat, or until
you succeed with a Morale check.

The GC may choose to have any NPC fail a morale check at
any time.

Cooperative: No (though the GC may make one morale check
for multiple NPCs, applying the same result to each).

Synergy Skills: None.

Retry: No.

Threat: You're as steady as they come. Your error range with
each Morale check decreases by 1 (minimum 1). This effect lasts
until the end of the current scene or until you fail a Morale check
(whichever comes first).

Critical Success: You're unflappable. You need not make
Morale checks for the duration of the current scene.

Error: You're a bundle of raw nerves. Your error range with
each Morale check increases by 2. This effect lasts until the end
of the current scene or until you succeed with a Morale check
(whichever comes first).

Critical Failure: You're an emotional train wreck. You suffer
the effect and the stress damage listed for the difference between
your result and the DC.

Apply the base DC and error range modifier for only the most severe trigger event. The GC may rule that a Morale check isn’t required when a

triggering event poses no palpable threat (e.g. a team of characters in a tank is outnumbered by o

TABLE 2.38: MORALE CHECKS

DC/DC Modifier; Error'R

nts on foot).




RER CHECK
(Con; Active; Bribe, Concentration)
1 Hour - Base Error Range 1

This check is used to recover from stress damage on your own.
In order to perform this check, you must be located in a quiet,
comforting location for the duration of your skill check (per the
GC's discretion). This check may never be made during combat or
while anyone is performing a Complex Task or Dramatic Conflict in
your presence. Alternately, you may splurge on personal amuse-
ments — a form of bribe.

Your R&R DC is determined by your current stress condition, as
shown on Table 2.34: Mental Recovery (see page 143).

With success, you recover 1d4 stress damage.

With failure, you recover no stress damage.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: None (though Interests are exceptionally helpful
— the GCis encouraged to allow a +1 bonus from an Interest with
each R&R check).

Retry: No.

Threat: Your skill check requires only 30 minutes.

Critical Success: You recover 2d4 stress damage.

Error: You're anxious, suffering an additional 1d4 stress damage.

Critical Failure: The experience is anything but restful. You
suffer an additional 2d4 stress damage.

RESIST IMPRESS CHECK
(Wis; Passive)
1 Free Action « Base Error Range 1

When someone targets you with an opposed Impress skill check,
your Resist Impress result opposes his check result. Refer to the
relevant Impress skill check description for the effects of standard
success or failure. The results of a threat, critical success, error,
or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You shrug off the irksome advances. Your error range
with each “Resist” check decreases by 2 (minimum 1). This effect
lasts until the end of the current scene, or until you succeed with
one of these checks (whichever comes first).

Critical Success: You're dedicated to resisting temptation.
You keep your current Resist Impress result for the next minute
(without rolling). Further, it applies to any “Resist” check you
make during this period.

Error: You're swept up in the excitement of the moment. This
result operates as if your opponent scored a threat. He may acti-
vate this threat as a critical success per the standard rules.

Critical Failure: You're a puddle of shivering adoration. You
suffer a -4 penalty with all “Resist” checks and your error range
with each of these skill checks increases by 1 until the end of
the current scene, or until you succeed with one of these checks
(whichever comes first).

RESIST INTIMIDATE CHECK
(Wis; Passive)
1 Free Action - Base Error Range 1

When someone targets you with any opposed Intimidate skill
check, your Resist Intimidate result opposes his check result. Refer
to the relevant Intimidate skill check description for the effects of
standard success or failure. The results of a threat, critical success,
error, or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain the strength to stand up for yourself. Your
error range with each “Resist” check decreases by 2 (minimum
1). This effect lasts until the end of the current scene, or until you
succeed with one of these checks (whichever comes first).

Critical Success: You're dedicated to rising above the opposi-
tion. You keep your current Resist Intimidate result for the next
minute (without rolling). Further, it applies to any “Resist” check
you make during this period.

Error: Something breaks inside you. This result operates as if
your opponent scored a threat. He may activate this threat as a
critical success per the standard rules.

Critical Failure: You're a puddle of quivering angst. You suf-
fer a —4 penalty with all “Resist” checks and your error range with
each of these skill checks increases by 1 until the end of the current
scene, or until you succeed with one of these checks (whichever
comes first).

SCIENCE
(INT — FOCUS SKILL)

The Science skill represents your talent with a number of
specialized disciplines, each of which allows you to create a spe-
cific type of gear. Each focus is common to anyone who regularly
makes use of, or comes into contact with, its gear (e.g. the Super-
Science focus is common to gadgeteers, while the Chemistry focus
is common to demolitions experts).

Focus Options: Chemistry, Economy, Engineering, Fabrication,
Genetics, Mathematics, Pharmacology, Programming, Super-
Science.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Any information relating to the focus or
the gear it creates (e.g. the Chemistry focus offers insight about
the periodic elements as well as laboratory chemicals and bomb
parts and techniques).

CHEMISTRY CHECK
(Int; Active or Secret; Complex, Concentration, Gear
(Demolitions Kit), Hands-On, Project Investment (By
Mechanics Check), Vision)
Time Varies - Base Error Range 1

This skill check may be used to build, modify, repair, or sabotage
any acid or explosive (including any bomb), using the standard
rules for the relevant Mechanics checks (see page 139).
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This check does not handle placing/setting explosives (an attack
check — see page 312), or disarming bombs (a Security/Disable
check — see page 156).

The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

Cooperative: Per relevant Mechanics skill check.

Synergy Skills: Analysis, Medicine, Science (Mathematics).

Retry: Per relevant Mechanics skill check.

Threat: Per relevant Mechanics skill check.

Critical Success: Per relevant Mechanics skill check.

Error: Per relevant Mechanics skill check.

Critical Failure: Per relevant Mechanics skill check. Further, if
the critical failure reduces the number of successful Challenges
below 0, you spill the acid or set off the explosive, suffering its
full effects.

ECONOMY CHECK
(Int; Active)
1 Month (Take 10/Take 20) - Base Error Range 1

You may use this skill check to build an organization. The base
cost to build an organization is $100,000 per Economy check,
though you may spend more to improve the chances that each
expansion will thrive.

With each expansion (i.e. with each Economy check), your DC,
check modifier, and error range are set by the amount of money
you invest and the circumstances surrounding the effort, as
shown on Table 2.39: Organization Expansion (see below).

If this is the first check made to build any organization,
its success establishes the following Ratings: Goals: 1, History: 1,
Image: 1, Sites: 1, Tools: 1.

If this is the second or later check made a build any organiza-
tion, you may increase any one of the organization's Ratings by 1
(e.g. you could raise the organization’s Tools from 1 to 2, or its

A ‘

TABLE 2.39: ORGANIZATION EXPANSION \\

Check  Error.Range’

Modifier. Increase

DC/DC

Circumstance Modifier

Organization's Current Value™

At any time, each organization has a market value

(i.e. street value) equal to $20,000 x the sum of all its
Ratings (e.g. an organization with an Goals of 1, a History
of 3, an Image of 2, a Sites of 2, and a Tools of 1 has a

History from 5 to 6). Each organization may possess a maximum
value of 10 in each Rating. For details about using these Ratings
in play, see page 389.

With failure, you do not create/advance your organization
and you recover 1/2 your investment during this Economy check
(rounded down).

The flavor of your organization(s) is yours to define, though the
GC may prohibit certain options in order to make your organiza-
tion a part of his setting.

Subsidiaries: When an organization has a minimum of 5 in each
Rating, it may “spin off” a subsidiary organization. This reduces
each of the organization’s Ratings by 2 and creates a new organi-
zation that answers to the parent operation. This new organization
begins with 1 in every Rating and is built up using the standard
Economy check. For more information about organizations in play,
consult Infiltration in Chapter 6 (see page 375).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Bureaucracy, Networking, Profession.

Retry: Yes, though you have to pay $100,000 each time.

Threat: You find a cost-cutting measure, spending only 1/2 your
investment during this Economy check (rounded down, minimum
$50,000).

Critical Success: Your expansion is more effective than you
expected. You may increase any two of the organization’s statis-
tics by 1 each. You may not increase any one Rating by 2.

Error: Through trial and error, you lose most of your invest-
ment, recovering only 1/4 your investment during this Economy
check (rounded down).

Critical Failure: Your current expansion effort is deeply flawed.
Your organization’s highest Rating is reduced by 1 (in the case
of a tie, you choose the affected rating), and you lose all money
invested in the current expansion.




ENGINEERING CHECK
(Int; Active; Complex, Concentration, Gear (Architect’s
Kit), Hands-On, Vision)
Time Varies - Base Error Range 1

You may use this skill check to erect any structure, such as
a trench, fortification, or building. Doing so is a Complex Task
(see page 99), requiring you to overcome 1-10 “Challenges” rep-
resenting the many smaller projects involved in the construction.
The number of Challenges is equal to 1/10 the number of “floor”
squares in the structure, including the second and subsequent
levels, but not including staircases and other multi-floor surfaces
(rounded down, minimum 1). Overcoming each Challenge requires
a successful Engineering check with a DC and error range deter-
mined by the item’s scope and construction, as shown on Table
2.40: Engineering Checks (see right).

With a quick Engineering check, there is no cost to erect each
structure but the GC must determine that the construction is
possible given the materials available (e.g. you can dig an effec-
tive trench pretty much anywhere, but setting up a fortification
in a wasteland likely isn't possible). Further, structures erected
quickly are temporary, vanishing at the end of the current mis-
sion. The time required to quickly erect a structure is 1 minute
per 5-ft. square.

With a slow Engineering check, the base cost to erect each struc-
ture is equal to $1,000 per 5-ft square. This cost includes all the
miscellaneous things required of a structure (e.g. wiring and plumb-
ing), as well as the cost of special equipment needed in the process
(e.g. cement mixers and cranes). This cost must be paid only once per
construction, unless you suffer an error. Structures erected slowly are
permanent, but require 1 week per Challenge to complete.

In either case, once the last Challenge is overcome, the struc-
ture is completed.

The Game Control is encouraged to describe each construction
as it happens, making it a backdrop item throughout the process.
Leading up to the first successful Challenge, for instance, the GC
might mention the growing number of materials, tools, and helpers

arriving on site. After the first successful Challenge, the super-
structure might appear, while the second and each subsequently
successful Challenge might reveal a new addition to the design.

Repairing a Structure: Some or all of a structure may be damaged
by an attack or an Athletics/Smash check (see page 116). Repairing
a structure costs $250 per 5-ft. square and requires 4 hours per
5-ft. square. No skill check is required to repair a broken structure.
However, when every 5-ft. square of a structure is broken, the
structure is destroyed and may not be repaired; it must be rebuilt.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Electronics, Mechanics, Science (Fabrication).

Retry: Yes, though if an error destroys your materials, you must
pay for them again before you retry.

Threat: You find a cost-cutting measure, gaining back an
amount of money equal to 1/4 the structure’s total cost (rounded
down, minimum $1,000).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: Through trial and error, you destroy a small number of
your materials. To continue the current construction, you must
pay an additional amount of money equal to 1/4 the structure’s
total cost (rounded up).

Critical Failure: You realize your initial design is flawed in
some fashion and have to backtrack a bit (see Complex Tasks,
page 99). Further, if the critical failure reduces the number of
successful Challenges below 0, the materials are lost and must be
replaced if you want to retry the Engineering check.

A Ko

TABLE 2.40: ENGINEERING CHECKS i\\

DC/DC Error Range'
Structure Modifier.

With a multiple-floor structure, count every square on every
floor, excluding staircases and other multi-floor surfaces.
This structure may only be built using a slow Engineering
check.

For Damage saves and other information about each con
struction material, see page 216.
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FABRICATION CHECK
(Int; Active or Secret; Complex, Concentration, Gear
(Construction Kit), Hands-On, Project Investment (By
Mechanics Check), Vision)
Time Varies - Base Error Range 1

This skill check may be used to build, disable, modify, repair,
or sabotage any weapon, weapon upgrade, armor, or ammuni-
tion, using the standard rules for the relevant Mechanics checks
(see page 139).

The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

Cooperative: Per relevant Mechanics skill check.

Synergy Skills: Electronics, Mechanics, Science (Engineering).

Retry: Per relevant Mechanics skill check.

Threat: Per relevant Mechanics skill check.

Critical Success: Per relevant Mechanics skill check.

Error: Per relevant Mechanics skill check.

Critical Failure: Per relevant Mechanics skill check. Further, if
the critical failure reduces the number of successful Challenges
below 0, you discharge or slip with the weapon, suffering its full
damage (if this happens with armor or ammunition, you suffer no
ill effect).

GENETICS CHECK
(Int; Active; Complex, Concentration, Hands-On, Project
Investment (High))
Time Varies Per Challenge -+ Base Error Range 1-2

You may use this skill check to create any disease in any
Spycraft 2.0 product. Doing this is a Complex Task (see page 99),
requiring you to overcome 1-10 “Challenges” representing the
many smaller projects involved in the disease’s development. The
number of Challenges is equal to 1/3 the disease’s highest save
DC (rounded down, minimum 2). Overcoming each Challenge
requires a successful Genetics check with a DC and error range
determined by the disease’s complexity, as described in Chapter
4 (see page 224).

Alternately, you may use this skill check to create an original dis-
ease. This is also a Complex Task involving 2—10 Challenges, as shown
on Table 2.41: Contagion Invention (see page 153). Overcoming each
Challenge requires a successful Genetics check with a base DC of 20
and error range of 1-2. The DC and error range are modified the by
the desired effects, also as shown on Table 2.41.

The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

You may reduce your Genetics DC by 5 and error range by
1 each time you increase the money and time dedicated to the
project by their minimums. This may not reduce your DC below 20
or your error range below 1-2.

Example: A new disease with a Primary Onset Time of 1d4 days,
a Primary Save DC of 26, a Primary Damage/Effect of 1d2 Con
damage, and a Secondary Damage/Effect of 1d4 Con damage has
a DCof 70, an error range of 1-9, and takes 4d4 months and costs
$500,000 per Challenge to culture. Reducing the Genetics DC to
65 and the error range to 1-8 takes 4d4 x 2 months and costs
$1,000,000 per Challenge, reducing the Genetics DC to 60 and the
error range to 1-7 takes 4d4 x 3 months and costs $1,500,000 per
Challenge, and so on.

Once the last Challenge is overcome, the disease is completely
developed. You must determine the delivery method upon comple-
tion. Each disease may be delivered by ingestion, contact/injury,
or inhalation (see page 335).

The Game Control is encouraged to describe each development
as it happens, making it a backdrop item throughout the process.
Leading up to the first successful Challenge, for instance, the GC
might mention the lab coming together. After the first successful
Challenge, data and test evidence might appear, while the second
and each subsequently successful Challenge might reveal new
properties or side effects of the disease.

New Diseases as Gear: Once a disease is created, it becomes
a new item on the Tradecraft gear table for the character who
created it and each member of his team. The disease’s Caliber
is equal to 1/2 the number of Challenges required to culture it
(rounded up).

Growing Food: You may also use this skill check to grow food.
This is a 1-month Genetics check against no DC, the result of
which is the number of man-days’ worth of food produced. This
check has no cost. With a threat, the check’s time requirement
drops to 2 weeks, and with an error, it rises to 2 months. With a
critical success, you gain a number of man-days’ worth of food
equal to 2 x your result. With a critical failure, however, you
waste the time with no yield.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Medicine, Science (Chemistry), Science
(Pharmacology).

Retry: Yes, but the error range increases by 2 each time you
try. Unlike most skill check error range modifiers, those for the
Genetics check linger until each Challenge is accomplished.

Threat: You attempt the Challenge in 1/2 the standard time
(rounded down, minimum 1 day).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: You are accidentally exposed to an early culture and
suffer your contagion’s lowest secondary damage effect. You may
not save to avoid this injury.

Critical Failure: You realize your initial design is flawed in
some fashion and have to backtrack a bit (see Complex Tasks,
page 99). Further, if the critical failure reduces the number of
successful Challenges below 0, the materials are lost and must be
replaced if you want to retry the Genetics check.

MATHEMATICS CHECK
(Int; Active; Complex, Concentration, Gear (Computer),
Project Investment (High), Vision)
Time Varies Per Challenge < Base Error Range 1-2

You may use this skill check to create codes. Creating a code is a
Complex Task (see page 99), though instead of working to overcome
Challenges, you're working to set them up, weaving algorithms,
analogues, and other tricks into the code along the way.

Setting each Challenge up requires a Mathematics check with
no DC and an error range of 1-2.

You may continue to set up Challenges until you score a
result of 20 or less, suffer a critical failure, or settle on your last
Challenge. However, your error range rises by 1 each time you
retry a Challenge, or set up a new Challenge.




TABLE 2.41: CONTAGION INVENTION

Grade Desired Effect Number of Challenges DC/DC Modifier

Primary Phase — Onset Time

oQ000000D

How To Use This Table: Four choices are made at the start of any Genetics Complex Task — Primary Onset Time, Primary Save DC, Primary Damage/Ef-
fect, and Secondary Damage Effect. Each contagion features only one Primary Onset Time and one Primary Save DC; any number of Damage/Effects may
be included in either phase (minimum one per phase). The number of Challenges required to complete the Task, as well as each Challenge’s DC and error
range, is determined by summing the modifiers provided by each of these choices.

The Secondary Onset Time is automatically 2 grades higher (i.e. faster) than the Primary Onset Time (maximum grade 9). For each grade that you reduce
the Secondary Onset Time, the Genetics check DC decreases by 5 and its error range decreases by 1.

The Secondary Save DC is automatically 1 grade higher than the Primary Save DC (maximum grade 9). For each grade that you reduce the Secondary Save
DC, the Genetics check DC decreases by 5 and its error range decreases by 1.

No Genetics Complex Task may involve more than 10 Challenges. Contagions requiring more than 10 Challenges are theoretically impossible.

You may make half of this damage permanent by adding +10 to the DC, +2 to the error range, and doubling the time required. You may make all of
this damage permanent by adding +20 to the DC, +4 to the error range, and quadrupling the time required.

Even after the bleeding is stopped, there is a 1 in 6 chance per hour thereafter that it begins again.

The base duration for any condition inflicted by a contagion is 1d6 days (if a disease) or 1d6 rounds (if a poison). This duration may be increased to
1d6 weeks (if a disease) or 1d6 minutes (if a poison) by adding 2 Challenges and increasing the DC by +15; alternately, it may be increased to

1d6 months (if a disease) or 1d6 hours (if a poison) by adding 4 Challenges and increasing the DC by +30.

These effects may not be chosen as part of the Primary Phase Damage/Effect.

The second and each subsequent time this Damage/Effect is applied during the same Phase, the DC increases by 5 and the error range each increase by 1.
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Example: Kevin scores a Mathematics result of 22 with his first
Mathematics check. Wanting a higher result, he retries the check.
This increases his error range to 1-3. After scoring a 31, he moves
on to the second Challenge, for which his error range rises to 1-4.
If he retries the second check as well, his error range rises to 1-5;
if he sets up a third Challenge thereafter, his error range rises to
1-6, and so on.

The item’s complexity determines this check’s time require-
ment and cost, as shown on Table 2.8: Project Investments
(see page 102).

Once you're done creating a code, or at any time during its
development, you may use it to encrypt something (e.g. a document,
a radio transmission, etc.). A completed code’s Power Rating is equal
to the number of Challenges set up when creating it. Each person
who tries to crack the code must make a number of Analysis/Decipher
Challenges equal to the number of Mathematics checks made to
create it. Each Decipher check is made against a DC equal to the
lowest single result you scored when creating the code. Further,
the base error range of each Decipher check is equal to 1/2 the
number of Challenges you set up (minimum 1).

Example: Kevin closes his code out at 4 Challenges. His
Mathematics results along the way were 32, 28, 25, and 18.
When someone later tries to crack the code, they must make 4
successful Decipher checks (DC 18). Each of these checks has an
error range of 1-2.

If a person trying to crack one of your codes suffers an
error with any of his Decipher checks, you may always spend 1
action die to activate it as a critical failure, even when you're
not present.

When making a Mathematics check, the monetary investment
is $0.

New Codes as Gear: Once a code is created, it becomes a new
item on the Tradecraft gear table for the character who created it
and each member of his team. The code’s Caliber is equal to 1/2
the number of Challenges required to create it (rounded up).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Analysis, Computers, Manipulate, Science
(Super-Science).

Retry: See skill check description.

Threat: You find new ways to confound potential code-
crackers. Your error range with each Mathematics check made
when creating the same code decreases by 1 (minimum 1). This
effect lasts until the end of the current scene or until you fail a
Mathematics check (whichever comes first).

Critical Success: You not only set up the current Challenge,
you also set up the next, each with the same result (to a maximum
of 10 Challenges, or your computer’'s Power Rating, whichever
is lower). Further, at a cost of 2 additional action dice, you may
spend 1 die and boost the lowest Mathematics result you've made
to create the code by the action die’s result.

Error: You think you find new ways to confound potential
code-crackers — but you're wrong. Your error range with
each Mathematics check made when creating the same code
increases by 2.

Critical Failure: You can make no further progress with the
same code — it's as secure as it's going to get.

PHARMACOLOGY CHECK
(Int; Active; Complex, Concentration, Hands-On, Project
Investment (Low))
Time Varies Per Challenge - Base Error Range 1

You may use this skill check to create any drug or poison in
any Spycraft 2.0 product. Doing this is a Complex Task (see page
99), requiring you to overcome 1-10 “Challenges” representing
the many smaller projects involved in the drug or poison’s devel-
opment. The number of Challenges is equal to 1/3 the poison’s
highest save DC (rounded down, minimum 2). Overcoming each
Challenge requires a successful Pharmacology check with a DC
and error range determined by the drug or poison’s complexity,
as described in Chapter 4 (see page 224).

Alternately, you may use this skill check to create an original poi-
son. This is also a Complex Task involving 2—10 Challenges, as shown
on Table 2.41: Contagion Invention (see page 153). Overcoming each
Challenge requires a successful Pharmacology check with a base DC
of 20 and error range of 1. The DC and error range are modified by
the by the desired effects, also as shown on Table 2.41.

The item's complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

You may reduce your Pharmacology DC by 5 and error range
by 1 each time you increase the money and time dedicated to the
project by their minimums. This may not reduce your DC below 20
or your error range below 1-2.

Example: A new poison with a Primary Onset Time of 1d4
rounds, a Primary Save DC of 26, a Primary Damage/Effect of
1d2 Con damage, and a Secondary Damage/Effect of 1d4 Con
damage has a DC of 70, an error range of 1-9, and takes 4d4
minutes and costs $1,000 per Challenge to develop. Reducing
the Pharmacology DC to 65 and the error range to 1-8 takes
4d4 x 2 minutes and costs $2,000 per Challenge; reducing the
Pharmacology DC to 60 and the error range to 1-7 takes 4d4 x 3
minutes and costs $3,000 per Challenge, and so on.

Once the last Challenge is overcome, the poison is completely
developed. You must determine the delivery method upon comple-
tion. Each poison may be delivered by ingestion, contact/injury, or
inhalation (see page 335).

The Game Control is encouraged to describe each development
as it happens, making it a backdrop item throughout the process.
Leading up to the first successful Challenge, for instance, the GC
might mention the lab coming together. After the first successful
Challenge, data and test evidence might appear, while the second
and each subsequently successful Challenge might reveal new
properties or side effects of the poison.

New Poisons as Gear: Once a poison is created, it becomes a new
item on the Tradecraft gear table for the character who created it
and each member of his team. The poison’s Caliber is equal to 1/2
the number of Challenges required to brew it (rounded up). When
a poison created by a team member is gained with a gear pick, the
character choosing it acquires 3 uses of the poison.

Creating a Vaccine: Every vaccine targets a specific disease.
Creating a vaccine is a Complex Task with the same DC, error range,
and number of Challenges as the Science (Genetics) check made to
create the target disease. All rules for making a Science (Genetics)
check apply, but the Science (Pharmacology) focus is used instead.
Using a vaccine automatically cures the target disease.




Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Medicine, Science (Chemistry), Science (Genetics).

Retry: Yes, but the error range increases by 2 each time you
try. Unlike most skill check error range modifiers, those for the
Pharmacology check linger until each Challenge is accomplished.

Threat: You attempt the Challenge in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: You are accidentally exposed to an early iteration of the
drug or poison and suffer its lowest secondary damage effect. You
may not save to avoid this injury. If you're developing a vaccine,
you are instead exposed to the disease you're working to stop,
suffering its lowest secondary damage effect.

Critical Failure: You realize your initial design is flawed in
some fashion and have to backtrack a bit (see Complex Tasks,
page 99). Further, if the critical failure reduces the number of
successful Challenges below 0, the materials are lost and must be
replaced if you want to retry the Pharmacology check.

PROGRAMMING CHECK
(Int; Active; Complex, Concentration, Gear (Computer),
Hands-On, Project Investment (Medium))
Time Varies Per Challenge « Base Error Range 1

This skill check may be used to script any computer software,
using the standard rules for the Mechanics skill's Build check
(see page 139). The one exception to this check’s rules is that
there is no cost to program software other than time.

The item’s complexity determines this check'’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page
102). When making a Programming check, the monetary invest-
ment is $0.

Cooperative: Per Mechanics/Build skill check.

Synergy Skills: Analysis, Computers, Science (Mathematics),
Science (Super-Science).

Retry: Yes.

Threat: The time required to attempt the Challenge is reduced
to 1/2 current (rounded down, minimum 1 hour).

Critical Success: Per Mechanics/Build check.

Error: The time required to attempt the Challenge is doubled.

Critical Failure: Per Mechanics/Build check.

SUPER-SCIENCE CHECK
(Int; Active; Complex, Concentration, Hands-On, Project
Investment (High))
Time Varies Per Challenge « Base Error Range 1-2

You may use this skill check to create any gadget possible with
the options in any Spycraft 2.0 product. Doing this is a Complex
Task involving 1-10 Challenges, representing the many smaller
projects involved in the construction. The number of Challenges
is equal to twice the item’s Caliber (e.g. a Caliber | item involves
2 Challenges, a Caliber Il item involves 4 Challenges, etc.).
Overcoming each Challenge requires a successful Super-Science
check with a base DC of 20 and error range of 1-2. Each housing
option and desired effect may also modify this DC and error range.
Housing options and effects are cumulative when calculating the
number of Challenges, DC, and error range.
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The item’s complexity determines this check’s time requirement and
cost, as shown on Table 2.8: Project Investments (see page 102).

You may reduce your Super-Science DC by 5 and error range
by 1 each time you increase the money and time dedicated to the
project by their minimums. This may not reduce your DC below 20
or your error range below 1-2.

Example: A new gadget whose combined options generate a
Super-Science DC of 60 and error range of 1-6 takes 4d4 months
and costs $500,000 per Challenge to develop. Reducing the
Super-Science DC to 55 and the error range to 1-5 takes 4d4
x 2 months and costs $1,000,000 per Challenge; reducing the
Pharmacology DC to 50 and the error range to 1-6 takes 4d4 x 3
months and costs $1,500,000 per Challenge, and so on.

Once the last Challenge is overcome, the gadget is completely
developed.

You may attempt no more than 10 Challenges to build any gad-
get; gadgets requiring more than 10 Challenges are (theoretically)
impossible. Further, no gadget constructed with this check may
violate the basic rules and limitations for gadgets (see page 278).

The Game Control is encouraged to describe each development
as it happens, making it a backdrop item throughout the process.
Leading up to the first successful Challenge, for instance, the GC
might mention the lab coming together. After the first successful
Challenge, data and test evidence might appear, while the second
and each subsequently successful Challenge might gradually reveal
the gadget's uses in action.

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Computers, Electronics, Mechanics, Science
(Fabrication), Science (Mathematics).

Retry: Yes, but the error range increases by 2 each time you try.
Unlike most skill check error range modifiers, those for the Super-
Science check linger until each Challenge is accomplished.

Threat: The time required to attempt the Challenge is reduced
to 1/2 standard (rounded up, minimum 1 week).

Critical Success: You make impressive progress (see Complex
Tasks, page 99).

Error: Even if your project involves no combustibles, you
somehow manage to become Ground Zero for an explosion that
inflicts 1d6 explosive damage per Challenge completed and a
blast increment of 1.

Critical Failure: You realize your initial design is flawed in
some fashion and have to backtrack a bit (see Complex Tasks,
page 99). Further, if the critical failure reduces the number of
successful Challenges below 0, the materials are lost and must be
replaced if you want to retry the Super-Science check.
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SEARCH (INT)

The Search skill spotlights small-scale inspections, undertaken
in a brief time solely with your primary physical senses. This skill
is used to intentionally detect things. The word “intentionally” is
critical here — unlike Notice (which is a passive skill requiring no
time to use), Search offers more control at the expense of a time
investment. The Perception check is a full action, but pays off with
all the benefits of active skill use (see page 89).

This skill is common to assassins, who practice a variety of
techniques for locating their hapless prey. It is also common
among special operations troops, whose strategic attacks are
legendarily precise.

Special Note: Unless you spend 1 full action actively using
this skill's Perception check, you must use the Notice/Awareness
check when determining whether you detect someone or some-
thing.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Common methods someone might use to
review an area (including the quickest); frisking techniques; the
seven hiding places that will defeat a strip search; how to toss a
room without letting anyone know you were there; invisible inks
through history; last week's episode of CSI.

PERCEPTION CHECK
(Int; Active; Hearing, Vision)
1 Full Action - Base Error Range 1

When someone actively tries to escape your detection, your
Perception result opposes his Sneak/Hide result; otherwise, your
Perception result opposes his Blend/Stealth result.

When an item is hidden in any 30-ft. x 30-ft. area you're
searching, your Perception result opposes the Sneak/Stash Item
result generated when the item was concealed, as appropriate to
the surrounding terrain.

When an item is hidden on the person of an adjacent character
you're “frisking,” your Perception result opposes the Sleight of
Hand/Stash Item result generated when the item was concealed.

When you encounter a disguised person or forged item
(and pay at least marginal attention to it), your Perception result
opposes the Falsify/Disguise or Falsify/Forgery result generated
when the disguise or forgery was created.

Refer to the skill description for the relevant opposing check
to determine your Perception check modifier, error range, and
the effects of standard success or failure. The results of a threat,
critical success, error, or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain a keen sense of your surroundings. When
making an Awareness or Perception check, your result cap
increases by 5 and your error range decreases by 1 (minimum 1).
This effect lasts until the end of the current scene, or until you fail
an Awareness or Perception check (whichever comes first).

Critical Success: You're a hawk, aware of everything around
you. You keep your current Perception result for the next minute
(without rolling).

Error: You're distracted. Your Awareness and Perception result
caps are decreased by 5 and your Awareness and Perception
error ranges are increased by 1 until the end of the current scene,
or until you succeed with an Awareness and Perception check
(whichever comes first).

Critical Failure: You've oblivious. You may not attempt
another Awareness or Perception check until the end of the
current scene.

SECURITY (INT)

The Security skill is used to install and disable security devices
and traps (including locks and explosives). It is not used to collect
information with these security devices, however, as this is almost
always the purview of Notice and Search, as appropriate. This skill
is common to guards, private investigators, and thieves.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Security systems (and their strengths,
weaknesses, and limits); alarm and security procedures; privacy
and surveillance laws; capabilities of non-alarm sensors (e.g. smoke
detectors); camera and surveillance gear information (e.g. digital
vs. film, SLR vs. dual-lens); framing effective shots.

DISABLE CHECK
(Int; Secret; Concentration, Cross-Check, Gear (Electronics
or Mechanics Kit), Grasp, Hands-On, Project Investment
(Low), Vision)
Time Varies - Base Error Range 1

You may use this skill check to disable any piece of electronic
or mechanical security gear in any Spycraft 2.0 product, including
any explosive. When disabling (opening) a lock, a lockpicking kit
is required. When disabling (disarming) a bomb, a demolitions kit
is required. In all other cases, either an electronic or mechanics kit
is required, as appropriate to the target device.

When an attack is made to disable an item, the time required
to make the attack is added to the time required to make this
check (the Disable check is made once you have your hands on
the device).

The item’s complexity determines this check’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page 102).
When making a Disable check, the monetary investment is $0.

Your Disable check’s error range is also determined by the
item’s complexity, as shown on the item tables in Chapter 4.
There is no DC, however; instead, your result becomes the dam-
age against which the target item must make a Damage save
(see page 224). If the item fails its save, it is disabled (though
not broken).

Finally, when disabling an item is sufficiently risky or pivotal,
the GC may opt to use the Complex Task rules instead of this
streamlined check.

Security Power Ratings: When a security item has a Power
Rating of 2 or more, a Disable check made against it becomes
a Complex Task with a number of Challenges equal to the
Power Rating.




Cooperative: Yes, but only if the
target item is Small or larger (maximum
helpers equal to your Charisma bonus, mini-
mum 0).

Synergy Skills: Computers (when targeting any computer-
ized security device), Electronics (when disabling any electronic
security device), Mechanics (when disabling any mechanical
security device), Science (Chemistry) (when disabling an explosive
security device), Science (Fabrication) (when disarming a security
weapon).

Retry: Yes, but because the check is secret, you may be replac-
ing a better result.

Threat: You disable the device in 1/2 the standard time (round-
ed down, minimum 1 half action).

Critical Success: You disable the device in 1/4 the standard
time (rounded down, minimum 1 half action).

Error: The item need not make a Damage save against the result
of your check. Also, if the device is linked to a security system, an
alarm is triggered or security device is activated (see page 437).

Critical Failure: In addition to the effects of an error, you can-
not disable the item. Further, any attempts you make to test that
the item is disabled show that you have succeeded in disabling
the device until an opponent successfully uses the item, or until
the end of the scene.

HOTWIRE CHECK
(Int; Active; Hands-On)
4 Full Actions (Take 10/Take 20) - Base Error Range 1

With a successful Hotwire check against a vehicle's Complexity
DC, you start the vehicle.

Cooperative: No.

Synergy Skills: Computers (when targeting any computerized
ignition), Electronics (when targeting any electronic ignition),
Mechanics (when targeting any mechanical ignition), Streetwise.

Retry: Yes, but your error range increases by 2
each time. Unless otherwise stated, all Hotwire error
ranges reset at the start of each scene.

Threat: You hotwire the car in 1/2 the standard time (rounded
down, minimum 1 full action).

Critical Success: You hotwire the car in 1/4 the standard time
(rounded down, minimum 1 half action).

Error: The ignition is damaged and the vehicle can no longer
be started with the keys. The ignition must be taken apart,
requiring a second Hotwire check with a DC equal to the first
check’s DC +10. This second check requires a base time of 1
minute.

Also, if the ignition is linked to a security system, an alarm is
triggered or security device is activated (see page 437).

Critical Failure: You may not attempt another Hotwire check
targeting the same vehicle (though someone uninvolved in the
current check may do so).

Also, if the ignition is linked to a security system, an alarm is
triggered or security device is activated (see page 437).

INSTALLATION CHECK
(Int; Active; Concentration, Gear (Electronics or Mechanics
Kit), Hands-On, Project Investment (Medium), Vision)
Time Varies - Base Error Range 1

You may use this skill check to install any electronic or mechani-
cal security device or system featured in any Spycraft 2.0 product.
This check does not handle placing/setting explosives — that
activity requires an attack check (see page 312).

An electronic or mechanics kit is required, as appropriate to
the target device.

The item’s complexity determines this check'’s time requirement
and cost, as shown on Table 2.8: Project Investments (see page
102). Your Installation check’s error range is also determined by
the item’s complexity, as shown on the item tables in Chapter 4.
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With success against the device's Complexity DC, the device
is installed properly and ready for use. If the device is a sensor,
you must determine where its alerts are issued and what happens
when an alert is triggered (see page 437).

With failure, you cannot install the device or system (though
someone uninvolved in the current check may try to do so).

Finally, when a security installation is sufficiently invasive or
labor-intensive, the GC may opt to use the Complex Task rules
instead of this streamlined check.

Cooperative: Yes, but only if the target item is Small or larger
(maximum helpers equal to your Charisma bonus, minimum 0).

Synergy Skills: Computers (when installing any computerized
security device), Electronics (when installing any electronic security
device), Mechanics (when installing any mechanical security device),
Science (Fabrication) (when installing a security weapon).

Retry: Yes.

Threat: You complete the installation in 1/2 the standard time
(rounded down, minimum 1 half action).

Critical Success: The security system’'s Power Rating is
increased by 1 (maximum 10).

Error: Through trial and error, or simple mishap, you destroy
some of your materials. To continue the current construction, you
must pay an additional amount of money equal to 1/2 the money
invested in the check (rounded up).

Critical Failure: The GC may spend 1 or more action dice to worsen
the device or system's performance, increasing its error range by a
number equal to the action dice spent (maximum error range increase
+4). Though it can still be used, the item is considered broken. If it is
repaired, its original error range is restored (see page 141).

SENSE MOTIVE
(WIS/CHA)

The Sense Motive skill focuses on second-guess people and pick
up on subtle clues and inferences. It's used to detect lies, convey
and understand hidden signals and brief messages, and resist
manipulation. It is common to negotiators and those who rely
upon a keen understanding of human behavior.

Combat Actions: Anticipate (see page 354).

Dramatic Conflict: None.

Sample Knowledge: Common tells; basic behavioral science;

psychology.

DETECT LIE CHECK
(Wis; Passive; Hearing, Vision)
1 Free Action - Base Error Range 1

When someone tries to lie to you, your Detect Lie result opposes
his Bluff/Deception result. Refer to the Bluff skill description to
determine your Detect Lie check modifier, error range, and the
effects of standard success or failure. The results of a threat, criti-
cal success, error, or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain a keen sense of the target. When making a
Detect Lie check against the same target, your base error range
decreases by 1 (minimum 1). This effect lasts until the end of the
current scene, or until you fail a Detect Lie check against the same
target (whichever comes first).

Critical Success: Nothing fishy is getting by you. You keep your
current Detect Lie result for the next minute (without rolling).
Further, you learn one thing the target fears, is protecting, or that
otherwise motivates him (e.g. he’s brainwashed or otherwise not
in control of his own actions).

Error: You can't get a read on the target. When making a
Detect Lie check against the same target, your base error range
increases by 2. This effect lasts until the end of the current scene,
or until you succeed with a Detect Lie check against the same
target (whichever comes first).

Critical Failure: You've oblivious. You may not attempt
another Detect Lie check against the same target until the end of
the current scene. Further, you incorrectly identify one thing the
target fears, is protecting, or that otherwise motivates him.

INNUENDO CHECK
(Cha; Secret; Disposition, Language, Vision)
Time Varies (Take 10 with permission) + Base Error Range 1

You may use this check to convey or receive (and understand)
a secret message.

Conveying a message involves a combination of body lan-
guage, doubletalk, hand signals, and your own personal code,
and attaches the Hands-On tag to this skill check.

In order for a message to be conveyed and understood, the
character sending it and each character to receive it must make
an Innuendo check against the same DC and with the same error
range, as shown on Table 2.42: Innuendo Checks (see page 159).

With a successful Innuendo check to convey a message, every
recipient with a successful Innuendo check understands the mes-
sage. With failure, every recipient with a successful Innuendo
check knows there was a message, but can’t make sense of it.

Any potential recipient who fails his Innuendo check doesn’t
notice there was a message at all.

The GC may spend 1 or more action dice to prompt any NPC
with line of sight to the conveying character (including hostile
ones) to make an Innuendo check. With success against the DC,
the NPC notices and understands the message.

Cooperative: No.

Synergy Skills: Blend, Impress, Networking.

Retry: Yes if communicating; no if receiving.

Threat: You discover a rhythm with the others making the Innuendo
check. You keep your current Innuendo check when interacting with
the same character for the next minute (without rolling).

Critical Success: You're inside the others’ heads. You keep
your current Innuendo check when interacting with the same
character for the duration of the current scene (without rolling).

Error: The message is lost in the translation, but comes out as
another plausible — and humorous or distracting — statement
(per the GC's discretion).

Critical Failure: The message is lost in the translation,
but comes out as another plausible — and insulting — statement
(per the GC's discretion).




Message Complexity

. Simple message (“The mercenary has a radio.”
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TABLE 2.42: INNUENDO CHECKS
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1 free action

RESIST MANIPULATE CHECK
(Wis; Passive)
1 Free Action - Base Error Range 1

When someone targets you with an opposed Manipulate skill
check, or as part of a crowd with an opposed Networking skill
check, your Resist Manipulate result opposes his check result.
Refer to the relevant Manipulate skill check description for the
effects of standard success or failure. The results of a threat, criti-
cal success, error, or critical failure follow.

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You see the goading for what it is. Your error range
with each “Resist” check decreases by 2 (minimum 1). This effect
lasts until the end of the current scene, or until you succeed with
one of these checks (whichever comes first).

Critical Success: You're impervious to the endless personal
attacks. You keep your current Resist Manipulate result for the
next minute (without rolling). Further, it applies to any “Resist”
check you make during this period.

Error: Something dark is growing within you, and one of your
eyes has started to twitch. This result operates as if your oppo-
nent scored a threat. He may activate this threat as a critical suc-
cess per the standard rules.

Critical Failure: You're a tower of rage. You suffer a =4 penalty
with all “Resist” checks and your error range with each of these
skill checks increases by 1 until the end of the current scene, or until
you succeed with one of these checks (whichever comes first).

SLEIGHT OF HAND (DEX)

The Sleight of Hand skill is used to conceal actions (like picking
a pocket), stash items on your person, and use items on another
character’s person. This skill is common to card sharks and other
gamblers, as well as petty thieves and double agents.

Combat Actions: Feint (see page 357).

Dramatic Conflict: None.

Sample Knowledge: Magic tricks; search and seizure laws;
flashy but useless poker chip manipulation; siteswap terminology
for juggling.

CONCEAL ACTION CHECK
(Dex; Secret)
1 Free Action - Base Error Range 1-2

This check is made simultaneously with one other action you
wish to conceal (e.g. picking someone’s pocket, dealing from
the bottom of a deck, slipping a tracking device into another
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character’s clothes, etc.). If the action involves an item, this check
is only possible with an object at least 2 Size categories smaller
than you (i.e. Tiny, assuming you're Medium).

If an observer is actively watching you or the 30-ft. x 30-ft. area
in which you're located (whether they're looking for a concealed
action or not), your Conceal Action result opposes the observer’s
Search/Perception result; otherwise, your Conceal Action result
opposes his Notice/Awareness result.

Your check modifier and error range — as well as those of the
observer — are modified as shown on Table 2.43: Action/Item
Detection (see page 160).

If your Conceal Action result exceeds the observer's check result,
your action escapes detection; otherwise, the observer spots it.

Finding Multiple Items: If more than one action is concealed
in the same 30-ft. x 30-ft. area, the same Notice/Awareness or
Search/Perception result is compared against each Conceal Action
result in turn, from lowest to highest (i.e. the observer finds the
item with the lowest Conceal Action result first).

Cooperative: Yes (max. helpers equal to your Cha bonus, min. 0),
but only when 2 or more characters are taking the action to be con-
cealed (e.g. passing an object from one character to another).

Synergy Skills: Blend, Bluff, Impress.

Retry: Yes, but your error range increases by 2 each time. Also,
because the check is secret, you may be replacing a better result.

Threat: You gain a sense of the location. When making a
Conceal Action check in the same 30-ft. x 30-ft. area, your base
error range decreases by 1 (minimum 1). This effect lasts until the
end of the current scene, or until you fail a Conceal Action check
in the same 30-ft. x 30-ft. area (whichever comes first).

Critical Success: You keep your current Conceal Action result
for the next minute (without rolling).

Error: Your fumbling costs you not only secrecy, but also suc-
cess. The target action fails.

Critical Failure: You're all thumbs. The target action fails and
you cannot make another Conceal Action check until you move
at least 30 ft. from your current position, or until the end of the
current scene (whichever comes first).

STASH ITEM CHECK
(Dex; Active; Hands-On)
1 Half Action - Base Error Range 1

This skill check is used to conceal an item on your person, or the
person of another character. This is only possible with objects at
least 1 Size category smaller than the target character (i.e. Small
for most Medium Spycraft characters).

If an observer actively frisks or otherwise inspects the person con-
cealing the item (whether they're looking for the item or not), your
Stash Item result opposes the observer's Search/Perception result;
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SKILLS

otherwise, your Stash Item result opposes his Notice/Awareness.

Your check result and error range — as well as those of the
observer — are modified as shown on Table 2.43: Action/Item
Detection (see below).

If your Stash Item result exceeds the observer’s check result, the item
escapes detection, gaining the hidden condition against him (see page
342); otherwise, the observer spots it (and any hidden condition is lost).

Finding Multiple Items: If more than one item is concealed on
one person, the same Notice/Awareness or Search/Perception
result is compared against each Stash Item result in turn, from
lowest to highest (i.e. the observer finds the item with the lowest
Stash Item result first).

Retrieving a Stashed Item: Once an item is stashed, a character
must spend 1 full action to retrieve it.

Cooperative: No.

Synergy Skills: Blend, Bluff, Search.

Retry: No.

Threat: You locate an excellent hiding place. When making a
Stash Item check to conceal an item on the same person, your
base error range decreases by 1 (minimum 1). This effect lasts
until the end of the current scene, or until you fail a Stash Item
check targeting the same character (whichever comes first).

Critical Success: You find the perfect hiding place in no time.
Your Stash Item check requires only 1 free action.

Error: The attempt to hide the item fails with a result of 0.

Critical Failure: You can't seem to find a place to hide the
object. You cannot make another Stash Item check to conceal an
object in the same 30 ft. x 30 ft. area during the current scene.

TABLE 2.43: ACTION/ITEM DETECTION

Action/Situation

Action™*

Minor (e.g. nearby explosion inflicting up to 20 points of

damage with Ground Zero within 30 ft.; 10-ft. x 10-ft. fire)
Moderate (e.g. nearby explosion inflicting 21-40 points of
damage with Ground Zero within 30 ft.; 30-ft. x 30-ft. fire)
Major (e.g. nearby explosion inflicting 41 or more points of
damage with Ground Zero within 30 ft.; 60-ft. x 60-ft. fire)

Apply the modifiers to the left of each slash to the concealing character, and the modifiers to the right of each slash to the observer.

This modifier applies only when concealing an action.
This modifier applies only when stashing an item.
The action automatically goes unnoticed.




SNEAK (DEX/CHA)

The Sneak skill is used to avoid being seen or heard, and to
hide objects in the surrounding scenery. Unlike Blend (which is a
passive skill requiring no time to use), Sneak offers more control
at the expense of a time investment. Sneak’s primary check is a
full action, but pays off with all the benefits of active skill use
(see page 89).

This skill is common to assassins, who practice a variety of
techniques for lingering just out of sight until they can bring their
lethal talents into play. It is also common among Special Forces
troops, whose strategic attacks are legendarily silent.

Special Note: Unless you spend 1 full action actively using this
skill's Hide check, you must use the Blend/Stealth check when
determining whether someone or something detects you.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: The best hiding places in any given location;
common methods someone might use to remain unnoticed in an area;
how to light an area to create optical illusions useful for hiding.

HIDE CHECK
(Dex or Cha; Active; Armor Check Penalty, Flat-Footed)
1 Full Action - Base Error Range 1

Hide represents your ability to consciously lurk in and out of
a crowd. In any 30-ft. x 30-ft. area occupied by fewer than 10
people, your key attribute with this check is Dexterity; in a more
populated area, it's Charisma.

If an observer actively seeks something in your area (whether it's
you or not), your Hide result opposes his Search/Perception result;
otherwise, your Hide result opposes his Notice/Awareness result.

Your result cap and error range — as well as those of the
observer —are modified as shown on Table 2.25: Character
Detection (see page 119).

If your Hide result exceeds the observer's check result,
you escape detection, gaining the hidden condition against him
(see page 342).

If your Hide result fails to exceed the observer's check result,
the observer becomes aware of your presence (and any hidden
condition is lost). If you're located within his visual or hearing
range, as appropriate, he also learns your location. Further, the
observer may spend 1 free action communicating your location,
after which you lose the hidden condition against the people
whom he tipped off.

The Hide skill check may be used to escape detection even if
someone knows where you are, though only if there's an oppor-
tunity to duck away when they look in another direction, speak to
another character, or otherwise become distracted (e.g. with the
Diversion action).

Since making a Hide check is a full action, you may not take
additional actions. However, as part of any Hide check, you may
also move a number of feet up to your Speed (though doing
so may make you easier to detect, as shown on Table 2.25).
When you're moving, you must make a Hide check once per round.
When you're stationary (i.e. you don't leave your current square),
your first successful Hide check allows you to avoid detection for
1 minute, and each subsequently successful Hide check allows you
to avoid detection for twice as long as the last one.

Example: Kevin remains still beneath a staircase in a master-
mind'’s lair, waiting for the new guard shift to start. He escapes
detection for 1 minute with his first successful Hide check, for 2
minutes with his second, for 4 minutes with his third, for 8 min-
utes with his fourth, and so on.

Finding Multiple People: If more than one character is hidden
in one 30-ft. x 30-ft. area, the same Notice/Awareness or Search/
Perception result is compared against each Hide result in turn,
from lowest to highest (i.e. the observer finds the item with the
lowest Hide result first).

Cooperative: No.

Synergy Skills: None.

Retry: No.

Threat: You gain a keen sense of your surroundings. When
making a Stealth or Hide check, your result cap increases by 5
and your error range decreases by 1 (minimum 1). This effect lasts
until the end of the current scene, until you move more than 30 ft.
away from the position where you scored your threat, or until you
fail a Stealth or Hide check (whichever comes first).

Critical Success: You're a ghost. When moving, you keep your
current Hide result for 1 minute per action die spent (maximum
4 minutes per critical success); when stationary, you keep it for 1
hour per action die spent (maximum 4 hours per critical success).

Error: A fumble attracts attention to your vicinity. You suffer
a —4 penalty with Stealth and Hide checks, and your error ranges
with these checks are increased by 1, until the end of the current
scene, or until you succeed with a Stealth or Hide check (which-
ever comes first).

Critical Failure: Everyone with line of sight to you, or within
hearing range of you, automatically learns your location. You
may not attempt another Stealth or Hide check until you move
out of each of these characters’ lines of sight and hearing ranges
(see page 350), or until the end of the current scene, whichever
comes first.

STASH ITEM CHECK
(Dex; Active; Hands-On)
1 Half Action - Base Error Range 1

This skill check is used to conceal a vehicle or item within the
local scenery. This is only possible in an area with scenery larger
than the vehicle or item to be concealed.

If an observer actively seeks something in the square
concealing the item (whether he's looking for the item or not),
your Stash Item result opposes the observer’s Search/Perception
result; otherwise, your Stash Item result opposes his Notice/
Awareness result.

Your check result and error range — as well as those of the
observer — are modified as shown on Table 2.43: Action/Item
Detection (see page 160).

If your Stash Item result exceeds the observer’s check result,
the item escapes detection, gaining the hidden condition against
him (see page 342); otherwise, the observer spots it (and any hid-
den condition is lost).

Finding Multiple Items: If more than one item is concealed in
one 30-ft. x 30-ft. area, the same Notice/Awareness or Search/
Perception result is compared against each Stash Item result in
turn, from lowest to highest (i.e. the observer finds the item with
the lowest Stash Item result first).
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SKILLS

Retrieving a Stashed Item: Once an item is stashed, a character
must spend 1 full action to retrieve it.

Cooperative: No.

Synergy Skills: Blend, Bluff, Search.

Retry: No.

Threat: You gain a feel for the location. When making a Stash
Item check in the same 30-ft. x 30-ft. area, your base error range
decreases by 1 (minimum 1). This effect
lasts until the end of the current scene,
or until you fail a Stash Item check
targeting the same 30-ft. x 30-ft.
area (whichever comes first).

Critical Success: You find the
perfect hiding place in no time.
Your Stash Item check requires
only 1 free action.

Error: The attempt to
hide the item fails with a
result of 0.

Critical Failure: You can't
seem to find a place to hide
the object. You cannot make
another Stash Item check to
conceal an object in the scen-
ery until you move at least 30
ft. from your current position,
or until the end of the current
scene (whichever comes first).

STREETWISE (WIS/CHA)

Streetwise is the definitive skill for getting along in both the big
city and criminal underworld. This skill is used to access the black
market, bribe people outside organizations, gamble, and haggle.
Streetwise is common to gangsters, cops, street urchins, and any-
one else who spends a good deal of time in cities.

Combat Actions: None.

Dramatic Conflict: None.

Sample Knowledge: Districts, police, crime, and merchandise
common in most cities; street personalities common in each spe-
cific city; hideouts and smuggling routes.

BLACK MARKET CHECK
(Cha; Secret; Bribe, Language)
Time Varies (Take 10/Take 20) - Base Error Range 1

This skill check is used to locate a buyer or seller on the black
market. Your base DC with a Black Market check is determined by the
area you sweep, which also sets the upper Caliber limit in gear that a
buyer or seller may traffic, as shown on Table 2.44: Black Market Checks
(see below). This table also provides the base cost, error range modi-

fier, and time required for each Black Market check.
Alternately, you may bribe the locals to find a convenient
black market dealer.
In either case, with success, you find a dealer. Negotiating
a purchase or sale is handled with the Streetwise/Haggle check
(see page 164).

Area/Circumstance

s" between local criminals

ribut

** This modifier applies only for the most rare item to be bought or sold.
Rounded down.

TABLE 2.44: BLACK MARKET CHECKS
Time

Required

1d6 hours

You may not make a Black Market check targeting more than 1 continent at a time.

Max.  Error: Range“

Caliber. Increase Cost

DCG/DC
Modifier




Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Cultures (in focus area), Investigation,
Networking.

Retry: No. Each team may make only 1 Black Market check
per scene.

Threat: You gain a friend or two among the local dealers. Your
error range with each Black Market check made in the same area
decreases by 1 (minimum 1). This effect lasts until the end of the
current mission or until you fail a Black Market check within the
same area (whichever comes first).

Critical Success: You locate a dealer in 1/2 the standard time
(rounded down, minimum 1 hour).

Error: You bother the local dealers. The error range of Black
Market checks made within the area searched increases by 2.
This effect lasts until the end of the current mission or until you
succeed with a Black Market within the same area (whichever
comes first).

Critical Failure: You seriously irritate prominent local dealers.
You may not make a Black Market check within 100 miles of your
current position for the duration of the current mission.

BRIBE CHECK
(Cha; Active; Crowd, Disposition)
1 Full Action - Base Error Range Per Original Check

You may attempt to bribe any NPC who is the target of a skill
check with the "Bribe” tag. When bribing someone in an urban
environment, you use this Bribe check; otherwise, you use the one
under the Bureaucracy skill.

If the Bribe check targets 1 or more special NPCs, each must be
bribed with a minimum of $250 x his Wealth (minimum $100).

If the Bribe check targets up to 10 standard NPCs, each must be
bribed with a minimum of $50 x his career level.

If the Bribe check targets 10 or more standard NPCs (a “crowd”),
the entire crowd must be bribed as one unit, with the minimum
amount of money shown on Table 2.7: Crowds (see page 102).

If you can't provide this base value or higher, in cash or gear
the target wants, the bribe automatically fails and the time spent
attempting it is wasted.

The Bribe check’s DC is equal to the original check DC + 10, though
you may reduce this by 5 each time you increase the money dedicated
to the bribe and the time spent to perform the check by their base
minimums. This may not reduce the DC by more than 25.

Example 1: When bribing one standard NPC, reducing the Bribe
check DC by 5 requires a bribe of $100 x the target’s career level;
reducing it by 10 requires a bribe of $150 x the target's career
level; reducing it by 15 requires a bribe of $200 x the target's
career level; reducing it by 20 requires a bribe of $250 x the
target’s career level; and reducing it by 25 requires a bribe of
$300 x the target's career level.

Example 2: When bribing an NPC crowd of 50 characters,
reducing the Bribe check DC by 5 requires a bribe of $1,500 x the
crowd'’s average career level; reducing it by 10 requires a bribe
of $3,000 x the crowd's average career level; reducing it by 15
requires a bribe of $4,500 x the crowd’s average career level;
reducing it by 20 requires a bribe of $6,000 x the crowd'’s average
career level; and reducing it by 25 requires a bribe of $7,500 x the
crowd's average career level.
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With success, the target accepts your offer and you achieve the
effects of the original check'’s success.

With failure, the target refuses your offer and his minimum
bribe value is multiplied by 5 until the end of the current mission,
or until you succeed with a Bribe check.

Honorable NPCs: Unless otherwise specified, all NPCs are
susceptible to bribes, though the GC may make any one character
immune by spending 1 action die (for a special character) or 2
action dice (for a standard character). The DC to bribe an immune
character, or a crowd containing an immune character, rises by 15
and the error range rises by 2. With a failed Bribe check against
an immune NPC of his crowd, the target’s disposition toward you
drops by 1 grade until the end of the current mission or until you
succeed with a Bribe check, and with a critical failure, the target’s
disposition toward you permanently drops by 1 grade.

Cooperative: No.

Synergy Skills: Impress, Networking, Resolve, Science (Economy).

Retry: Yes, though the target’s minimum bribe value may have
changed.

Threat: You benefit from the original skill's threat result.

Critical Success: You benefit from the original skill’s critical
success result.

Error: The target views you as a tightwad. His minimum bribe
value is multiplied by 20 until the end of the current mission, or
until you succeed with a Bribe check.

Further, if the request involves a crime, the target informs the
authorities if questioned.

Critical Failure: The target views you as a miser. His minimum
bribe value is multiplied by 50 until the end of the current mission,
or until you succeed with a Bribe check.

Further, if the request involves a crime, the target informs the
authorities at the first reasonable opportunity.

GAMBLING CHECK
(Wis or Cha; Active)
Time Varies - Base Error Range 1

This skill check is used to gamble against “the House"” or one or
more opponents. The game sets the key attribute, based on whether
it's a House game (Wisdom) or a competitive game (Charisma).

Each Gambling check corresponds to one “round” of play,
with one payout. The time required for one round of play in most
common real-world games is provided on Table 2.45: Gambling
Checks (see page 164).

When playing any house game (e.g. baccarat, craps, roulette),
each character's Gambling result opposes a result generated by
the GC (“the House"”). The House has a total Streetwise/Gambling
skill bonus equal to the mission’s Threat Level + 15, a result cap
equal to its skill bonus + 20, and an error range of 1. The House's
error range does not change due to the game played, but each
player’s error range is modified as shown on Table 2.45. Each
character whose result exceeds that of the House wins the game’s
standard payout (in addition to recouping his bet).

When playing any competitive game (e.g. billiards, chemin de
fer, poker), each character’'s Gambling result opposes each other
opponent’s Gambling result. Each player’s error range is modified
as shown on Table 2.45, and the highest result wins the game’s
standard payout (in addition to recouping his bet). The House claims
5% of every payout (rounded down) as “rent” for the table.

--r’kﬂf
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/ TABLE 2.45: GAMBLING CHECKS

Key Attribute

Rounded down.
The payout is your bet x the number of other players at the table.

(3 action dice), or 35 x your bet (4 action dice).

ce),

N

Time Per. Round

In a no-limit game, everyone's result cap increases by 20, but the error range increases by 4 as well.

The payout is your bet x twice the number of other players at the table, though you may spend 2 or more action dice to activate this critical,
achieving a larger payout: 2 x critical payout (2 action dice), 4 x critical payout (3 action dice), 8 x critical payout (4 action dice).
You may spend 2 or more action dice to activate this critical, achieving a larger payout: 8 x your bet (2 action dice), 17 x your bet

You may spend 2 or more action dice to activate this critical, achieving a larger payout: 10 x your bet (2 action dice), 20 x your bet

Error. Range Increase Payout CriticallPayout

/4

Bluffing: At the start of each Gambling check during a competi-
tive game, you may declare that you're bluffing. In this case, you
make a Bluff/Deception check in place of your Gambling check.
Further, you may voluntarily increase your check’s threat range
by a number up to your Charisma modifier (minimum 1), but your
error range increases by the same amount.

Each time you suffer an error when bluffing, the maximum
amount by which you may increase your threat range is reduced by
1. With a critical failure when bluffing, this amount is reduced by 2.
If your maximum threat range increase amount is reduced to 0, you
may not bluff again at the same table during the same scene.

Cheating: At the start of each Gambling check, you may declare
that you're cheating. In this case, you make a Sleight of Hand/
Conceal Action check in place of your Gambling check. Further,
you may voluntarily increase your check’s threat range by a num-
ber up to your Wisdom modifier (minimum 1), but your error range
increases by the same amount.

Each time you suffer an error when cheating, the maximum
amount by which you may increase your threat range is reduced
by 1. With a critical failure when cheating, this amount is reduced
by 2. If your maximum threat range increase is reduced to 0, you
are found out by the House or the other players (per the GC's
discretion).

Cooperative: No.

Synergy Skills: Bluff (in a competitive game), Science
(Mathematics), Sense Motive (in a competitive game).

Retry: No.

Threat: You're hot. Your error range with each Gambling check
made at the same table decreases by 1 (minimum 1). This effect
lasts until the end of the current scene or until you fail a Gambling
check at the same table (whichever comes first).

Critical Success: You hit the game's ultimate jackpot (e.g. a 21
in blackjack, a single number in roulette, a ‘natural’ in chemin de
fer, the best hand after heavy betting in poker, etc.). You earn the
game's critical payout (in addition to recouping your bet), and in
some cases, you may spend more than 1 action die to yield an even
more impressive win.

Error: You're cold. Your error range with each Gambling check
made at the same table increases by 2. This effect lasts until the
end of the current scene or until you succeed with a Gambling
check at the same table (whichever comes first).

Critical Failure: You lose big. Not only do you lose your bet, but you
also owe an additional amount equal to 3 x your bet per action die
the GC spends to activate your critical failure (maximum 12 x your bet
— unless you cheated, in which case no maximum applies).

HAGGLE CHECK
(Wis; Active; Disposition, Language)
1 Minute (Take 10/Take 20) « Base Error Range 1

This skill check is used to convince one character to sell you
something at less than his asking cost, or to buy something from
you for more than he's initially willing to pay. Your Haggle result
is opposed by the target NPC's Haggle result.

After a Haggle check, each character agrees that the asking
price is fair as modified by the check. Player characters need not
move forward with the transaction, but NPCs do, unless they can’t
afford the modified asking price.

Buying/Selling Multiple Items: When you want to buy and/or
sell multiple items as a lot, you make only 1 Haggle check with a
—1 penalty per item beyond the first. The buying or selling price of
each item is set by the one Haggle check made.




Selling Possessions and Mission Gear: Selling personal
Possessions decreases the character’s Wealth. Selling items that
are to be returned at the end of the mission hurts the character’s
Reputation with his organization or his Net Worth within his
Freelance network. For full details, see the Liquidating Assets
section, page 220.

Restricted Items: When the characters try to sell one or more
Restricted items (see page 225), they must first make a team Impress
(Cha) check opposed by the potential buyer’s Resolve/Resist Impress
skill. The characters suffer a -5 penalty per Caliber of gear they're
trying to sell (minimum -5). Only the highest Caliber gear amongst
all restricted items is factored into this penalty.

With success, the characters may attempt the Haggle check,
but there is no base asking price; instead, the final asking price is
determined by the Haggle check result, as shown on Table 2.46.

With failure, the characters cannot attempt a Haggle check
with the current buyer.

Cooperative: No.

Synergy Skills: Analysis, Networking, Sense Motive.

Retry: No.

Threat: If the seller, the final asking price is doubled. If the buyer,
the final asking price is reduced to 1/2 standard (rounded down).

Critical Success: If the seller, the final asking price is quadru-
pled. If the buyer, the final asking price is reduced to 1/4 standard
(rounded down).

Error: If the seller, the price is the final asking price is reduced
to 1/2 standard (rounded down). If the buyer, the final asking
price is doubled.

Critical Failure: If the seller, the final asking price is the price
is reduced to 1/4 standard (rounded down). If the buyer, the final
asking price is quadrupled.

/ TABLE 2.46: HAGGLING RESULTS %

* As a percentage of the item’s street value. If an item
doesn’t possess a street value, it cannot be bought
with this check (more than likely, it must be bartered,
per the GC's discretion).

SURVIVAL (WIS/CHA)

The Survival skill focuses on exclusively outdoor activities. It is
used to train and care for animals, forage in the wild, predict the
weather, ride animals, and track prey. It is common to most military
units (especially Special Forces troops), as well as hunters and other
outdoorsmen.

Healing Animals: The Survival skill is used to train and ride animals;
healing animals is a facet of the Medicine skill (see page 141).

Combat Actions: None.

Dramatic Conflicts: Chases (see page 364).

Sample Knowledge: Flora and fauna by territory; geography;
hunting laws and methods; trail signs; animal psychology.
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ANIMAL TRAINING CHECK
(Cha; Active)
Time Varies (Take 10/Take 20) - Base Error Range 1

When an animal is ridden,
it operates like a vehicle (see
page 289); otherwise, it oper-
ates like an NPC (see page 441).
In either case, when an animal pos-
sesses 1 or more NPC qualities with
the ‘trained’ tag, it is considered
“domesticated.” An animal possess-
ing none of these qualities is
considered “wild."”

This skill check is used to
grant an animal 1 or more
NPC qualities with the
‘trained’ tag. Each time
you want to grant an
animal a new quality,
you make an Animal
Training check against
the animal’s Training
DC (see page 445).

When targeting
a domesticated ani-
mal, your error range
is only modified as
listed with the ani-
mal’s Training DC.
The time required to
train a domesticated
animal is 2 weeks.

When targeting a
wild animal, your error
range increases by 2 after
it is modified as listed with
the animal’s Training DC.
The time required to train a wild
animal is 4 weeks.

Cooperative: Yes (maximum 5 helpers).




Synergy Skills: Impress, Resolve, Sense Motive.

Retry: Yes, unless you suffer a critical failure.

Threat: You gain a rapport with the animal. Your error range
with each Animal Training check targeting the same animal
decreases by 1 (minimum 1). This effect lasts until the end of the
current mission or until you fail an Animal Training check targeting
the same animal (whichever comes first).

Critical Success: The training time is reduced to 1/2 standard
(rounded down, minimum 1 week).

Error: You earn the animal’s fear or anger. Your error range
with each Animal Training check targeting the same animal
increases by 2. This effect lasts until the end of the current mission
or until you succeed with an Animal Training check targeting the
same animal (whichever comes first).

Critical Failure: Some animals simply never learn. The target
animal may never gain additional trained qualities. If the animal
possesses no trained qualities, it remains wild forever.

FORAGING CHECK
(Wis; Active)
4 Hours (Take 10/Take 20) - Base Error Range 1

You may make a Foraging check at the end of each day
during which you're traveling through the wilderness without food
and shelter. Your DC and error range are determined by the local
terrain, your movement rate, and the number of people for whom
you're responsible, as shown on Table 2.47: Foraging Checks
(see below).

With success, each character in your party has the food and
shelter necessary to heal at his standard rate for the day.

With failure, each character in your party is undernourished
and poorly sheltered, healing at 1/2 the standard rate (rounded
down). If this result occurs 3 days in a row, and no alternate sup-
plies are available, each character in the party begins to starve
(see page 349.

Cooperative: Yes (maximum 5 characters).

Synergy Skills: Cultures (in focus area), Notice, Search.

Retry: No.

Threat: Each character in your party has the food and shelter nec-
essary to heal at his standard rate for both today and tomorrow.

Critical Success: Each character in your party has the food and
shelter necessary to heal at his standard rate for the next 7 days.

Error: Your overland travel drops to 1/2 standard (rounded down).

Critical Failure: Your overland travel is reduced to 1/4 standard
(rounded down).

FORECASTWEATHER CHECK
(Wis; Secret)
1 Full Action - Base Error Range 1-3

With a successful Forecast Weather check (DC 20), you accu-
rately predict the weather within the next 24 hours (per the GC's
discretion).

Cooperative: No.

Synergy Skills:
(Mathematics).

Retry: No.

Threat: You accurately predict the weather within the next
36 hours (per the GC's discretion).

Critical Success: You accurately predict the weather within the
next 72 hours (per the GC's discretion).

Error: You inaccurately predict the weather within the next
24 hours (per the GC's discretion).

Critical Failure: Your inaccurate prediction leads you to plan
poorly. Your error range with all Survival checks increases by
2 for the next 24 hours.

Cultures (in focus area), Science

MANEUVER CHECK
(Cha; Active; Armor Check Penalty, Gear Only (Mount),
Hands-On, Vision)
1 Half Action (Take 10 with permission) « Base Error Range 1

This skill check is used to control any animal you are riding
(see page 289). Personal vehicles are controlled with the
Acrobatics skill, non-personal vehicles are controlled with the
Acrobatics skill, vehicles with the crew quality are controlled
with the Tactics skill, and foot maneuvers are handled with the
Athletics skill.

No skill check is required to take a standard animal move, but
a risky one — made during combat, or other threatening circum-
stances — requires a skill check.

/ TABLE 2.47: FORAGING CHECKS

Terrain/Circumstance

Terrain

—.

DC/DC Modifier, Error; Rang;é Increase




The DC and error range of each Maneuver check are determined
by the riding task you're attempting to perform, as shown on
Table 2.28: Maneuver Checks (see page 125).

With success, you perform the desired maneuver without
mishap; otherwise, you fail to perform the desired maneuver and
your animal travels at its current Speed in a random direction
determined by the Deviation Diagram (see page 346). If the result
causes the animal to travel in any of the three directions opposite
its original facing, it wheels in place instead, coming to a stop at
the end of the current round.

Additional Untrained Penalty: The Mounts and Animal-Driven
vehicles focus is gained with the Drive skill (see page 124). When
you ride a mount or use an animal-driven vehicle without this
focus, you suffer an additional penalty as described in Chapter 4
(see page 289).

Morale: Mounts are subject to morale checks (see page 147). The
rules for animal skill checks are found in Chapter 7 (see page 445).

Cooperative: No.

Synergy Skills: Impress, Resolve, Sense Motive.

Retry: Yes, with GC permission (some maneuvers are impos-
sible a second time). Also, the circumstances of a maneuver may
change with each attempt (e.g. due to weather, combat, and
similar circumstances).

Threat: Your error range with the next Maneuver check made
on the same animal decreases by 1 (minimum 1). This effect is lost
at the end of the current scene if unused.

Critical Success: Your error range with each Maneuver check
made in the same animal decreases by 1 (minimum 1). This effect
lasts until the end of the current scene or until you fail a Maneuver
check while riding the same animal (whichever comes first).

Error: The animal collides with another object or is badly
strained by the maneuver and must make a Damage save against
damage equal to your Maneuver check DC minus 10.

Critical Failure: The animal collides with another object or
suffers catastrophic strain from the maneuver and must make a
Damage save against your Maneuver check DC + 5 per action die
spent to activate the critical failure (maximum +20).

TRACKING CHECK
(Wis; Secret; Vision)
Time Varies - Base Error Range 1

This skill check is used to follow any prey across nearly any terrain.

When following a target outside buildings or structures, you
must succeed with 1 Tracking check per mile. When tracking a tar-
get inside a building or vessel, you must succeed with 1 Tracking
check every 300 feet. A Tracking skill check is also required each
time the target's tracks become more difficult to follow (e.g. when
the target deliberately tries to cover his trail, when other tracks
cross the target’s trail, when the target backtracks, etc.).

While following someone, you must move no faster than 1/2
your Speed (rounded down), unless you accept a +2 error range
penalty with all skill checks made at the same time.

Your DC and error range are determined by the trail surface
and other conditions, as shown on Table 2.48: Tracking Checks
(see below).

With success, you may continue to follow the target; with fail-
ure, you temporarily lose him.

Concealing Tracks: When a target makes an effort to conceal
his tracks, your result is opposed by his Falsify/Cover Up result
(see page 129). The effects of success and failure remain
unchanged, except that if you fail two opposed Tracking checks in
arow, you lose the target and may not make any further Tracking
checks targeting him. When concealing his tracks, a target may
move no faster than 1/2 his Speed (rounded down).

Cooperative: Yes (maximum helpers equal to your Charisma
bonus, minimum 0).

Synergy Skills: Athletics, Bureaucracy (in a corporate or gov-
ernment environment), Cultures (in focus area), Falsify, Notice,
Search, Streetwise (in a city).

Retry: Yes, but only after 1 hour of additional searching (out-
doors), or 10 minutes of additional searching (indoors). If you fail
three Tracking checks in a row, you lose the target and may not
make any further Tracking checks targeting him.

/ TABLE 2.48: TRACKING CHECKS

Terrain/Circumstance

DC/DC Modifier.
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Threat: You have the target directly in your sights. Your error
range with each Tracking check targeting the same character or
group decreases by 1 (minimum 1). This effect lasts until the end
of the current scene or until you fail a Tracking check targeting the
same character or group (whichever comes first).

Critical Success: The target isn't losing you anytime soon. You keep
your current Tracking result for the next 10 miles (without rolling).

Error: You find the target slippery. Your error range with each
Tracking check targeting the same character or group increases
by 2. This effect lasts until the end of the current scene or until
you succeed with a Tracking check targeting the same character
or group (whichever comes first).

Critical Failure: The local terrain confuses you. You may not
make a Tracking check within 10 miles of your current position for
the duration of the current scene.

TACTICS (WIS/CHA)

The Tactics skill is used to prepare ambushes, improve team
actions, command crewed vehicles (like aircraft carriers and sub-
marines), and rally troops suffering from adverse morale effects.
It is common to military and non-military leaders, as well as urban
and other close-quarters combatants.

Combat Actions: Joint Action (see page 358).

Dramatic Conflicts: Chases (see page 364).

Sample Knowledge: Military history; famous battles and mili-
tary tactics; war games; crewed vehicle statistics.

AMBUSH CHECK
(Wis; Secret; Vision)
Time Varies (Take 10/Take 20 with permission) < Base Error
Range 1

This skill check is used to prepare an ambush. You may pre-
pare an ambush quickly or slowly. Preparing an ambush quickly
increases your error range by 2.

A quick Ambush check provides a minor benefit. With a
successful 1-minute Ambush check opposing the NPC's Notice/
Awareness or Search/Perception check, as appropriate, you and
each helper benefit from a standard half action surprise round
(see page 323). Further, you and each helper gain a +2 bonus
to Initiative. Finally, each attack made by you or any helper dur-
ing the surprise round gains 1d6 sneak attack damage (see page
338). These benefits apply to helpers even if they fail their part of
the cooperative check.

A slow Ambush check provides a major benefit. With a suc-
cessful 10-minute Ambush check opposing the NPC's Notice/
Awareness or Search/Perception check, as appropriate, you and
each helper benefit from a standard half action surprise round.
Further, you and each helper gain a +5 bonus to Initiative. Finally,
each attack made by you or any helper during the surprise round
gains 2d6 sneak attack damage. These benefits apply to helpers
even if they fail their part of the cooperative check.

If you fail either type of Ambush check, Initiative is determined
and combat commences as standard.

You may take this action during combat only if you and all
helpers are hidden (see page 342). With success, this action cre-
ates 1 additional surprise round at the beginning of the following
combat round.

Cooperative: Yes (maximum 5 helpers).

Synergy Skills: Blend, Falsify, Sense Motive, Sneak, Streetwise
(when preparing an ambush in a city), Survival (when preparing
an ambush in the wild).

Retry: No.

Threat: The Initiative bonus granted to you and each helper is
doubled.

Critical Success: You and each helper may take 2 free or half
actions during the surprise round.

Error: The enemy is on to you. Each member of the target group
benefits from a standard half action surprise round.

Critical Failure: The enemy is on to you — and they’re using
your tactics against you. Each member of the target group ben-
efits from a standard half action surprise round. Further, each
member of the target group gains a +5 bonus to Initiative.

MANEUVER CHECK
(Cha; Active; Gear Only (Vehicle))
1 Half Action (Take 10 with permission) « Base Error Range 1

This skill check is used to command any vehicle with the crew
quality (see page 292). Non-personal vehicles are controlled
with the Drive skill, personal vehicles are controlled with the
Acrobatics skill, animals are controlled with the Survival skill, and
foot maneuvers are handled with the Athletics skill.

No skill check is required to take a standard vehicle move, but
a risky one — made during combat, or other threatening circum-
stances — requires a skill check.

The DC and error range of each Maneuver check are determined
by the piloting task you're attempting to perform, as shown on
Table 2.28: Maneuver Checks (see page 125).

With success, you perform the desired maneuver without mishap;
otherwise, you fail to perform the desired maneuver and your vehicle
continues to travel at its current Speed in its current direction.

Additional Untrained Penalty: Vehicle focuses are gained with
the Drive skill (see page 124). When you use a vehicle for which
you don't possess the appropriate focus, you suffer an additional
penalty as described in Chapter 4 (see page 289).

Cooperative: No.

Synergy Skills: Intimidate, Networking, Resolve.

Retry: Yes, with GC permission (some maneuvers are impos-
sible a second time). Also, the circumstances of a maneuver may
change with each attempt (if the vehicle becomes broken after
a maneuver, for instance, you won't be able to use it again until
it's repaired).

Threat: Your error range with the next Maneuver check made
in the same vehicle decreases by 1 (minimum 1). This effect is lost
at the end of the current scene if unused.

Critical Success: Your error range with each Maneuver check
made in the same vehicle decreases by 1 (minimum 1). This effect
lasts until the end of the current scene or until you fail a Maneuver
check in the same vehicle (whichever comes first).

Error: The vehicle collides with another object or is badly
strained by the maneuver and must make a Damage save against
damage equal to your Maneuver check DC minus 10.

Critical Failure: The vehicle collides with another object or
suffers catastrophic strain from the maneuver and must make a
Damage save against your Maneuver check DC + 5 per action die
spent to activate the critical failure (maximum +20).




RALLY CHECK
(Cha; Active; Crowd, Disposition)
1 Full Action (Take 10) - Base Error Range 1

When you're free of adverse morale effects, you may make a
Rally check to help others suffering from an adverse morale effect.
Except for opponents, you may not selectively target certain
characters within hearing range of you — you must target all of
them or none.

Your base Rally check DC is equal to 10 + the crowd’s skill
bonus, as shown on Table 2.7: Crowds (see page 102). This DC
and your error range are modified by the crowd'’s current morale
effect, as shown on Table 2.49: Rally Checks (see below).

b

/ TABLE 2.49: RALLY CHECKS R

Morale Effect

Withdrawal

With success, each target may immediately make a Morale
check against a reduced DC. The DC is reduced by an amount
equal to 1/2 the difference between your result and your DC
(rounded down). This modifier applies to this check only; any and
all subsequent Morale checks are made against the standard DCs,
with the standard modifiers (see page 147).

This bonus Morale check may not result in a worse morale effect
than that from which the targets are currently suffering (e.g. if the
targets are currently suffering from a withdrawal effect, this bonus
Morale check cannot result in a retreat or worse effect).

Cooperative: No.

Synergy Skills: Impress, Intimidate, Resolve.

Retry: Yes.

Threat: The targets’ bonus Morale check DC is reduced by a
number equal to the full difference between your Rally check
result and DC.

Critical Success: Each target automatically succeeds with his
bonus Morale check, shrugging off all adverse morale effects.

Error: The targets’ error ranges with Morale checks increase by
2. This effect lasts until the end of the current scene or until you
succeed with a Morale check (whichever comes first).

Critical Failure: The targets do not make a bonus Morale check;
instead, their morale effect immediately worsens by 1 grade
(e.g. a withdrawal effect becomes a retreat result).
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INTRODUCTION

Feats are special abilities or enhancements to existing abilities.
They're one of your most powerful tools for becoming highly pro-
ficient at specific tasks. Feats have no rank or grade; a character
either possesses a feat or he doesn’t.

ACQUIRING FEATS

Many feats have other, less powerful, feats as prerequisites. This
ensures that a character’s feat ability improves as he specializes.
Your character may gain feats from 3 sources.

@ A character gains 1 feat from his Specialty (see page 21).
This feat may be specific or chosen from a designated feat tree,
as noted in the Specialty description.

o Level-granted feats are gained as a character’s career level
increases, as shown on Table 1.3: Level-Dependent Benefits
(see page 27). These may be chosen from any feat tree.

@ Many classes grant bonus feats. These are usually specific feats.

Unless otherwise specified, no feat may be gained more than once.

PREREQUISITES

A character must meet a feat's prerequisites before he may
choose it. A feat may be gained immediately after its prerequisites
are met (e.g. as a character applies the effects of a new level).

Example: As Kevin applies the effects of Level 12, he raises his
Strength score to 13. If he also gains a Melee Combat feat, he may
take the All-Out Attack feat.

If a character loses one or more prerequisites for one of his
feats — due to attribute damage, for example — he keeps the
feat but may not benefit from it or use its abilities again until he
regains all of its prerequisites.

TEMPORARY FEATS

Some class abilities grant a character one or more “temporary
feats.” Unless otherwise specified, a character must meet all
prerequisites for a temporary feat before he may benefit from it
or use its abilities.

Further, while a temporary feat may be used to meet the pre-
requisites of another temporary feat, it may never be used to
meet the prerequisites for any permanent or virtual feat. Neither
may a temporary feat be used to meet expert class requirements.

Finally, if another character’s ability grants you a temporary
feat that you already possess, you gain no additional benefit
— even if the feat in question may be chosen multiple times.

VIRTUAL FEATS

Some feats and class abilities grant a character one or more
"virtual feats.” All virtual feats feature some restriction (e.qg. its
abilities apply only to attacks with a specific weapon, or to skill
checks with a specific vehicle).

A virtual feat may be used to meet the prerequisites of other
feats, but any restrictions that apply to a virtual feat also apply to
each feat for which it is fulfilling a prerequisite.

Virtual feats may never be used to meet expert class requirements.

FEATS AS CLASS ABILITIES

When a class ability grants a choice of feats (usually from a
feat tree), the character must meet all of a feat's prerequisites
before choosing it.

When a class ability grants a specific feat, the feat’s prerequisites
are waived. If the character already possesses a feat granted by a
newly acquired class ability, he may choose 1 feat from the same
tree. He must meet all of this feat's prerequisites before choosing it.

Example: At Career Level 8, Kevin multi-classes as a Faceman.
This typically grants him the Flawless Identity feat, but since he
already chose that feat at Career Level 6, he instead gains any
1 Tradecraft feat for which he meets all listed prerequisites. He
chooses Career Agent.

FEATS AND ACTION DICE
When a feat grants a character 1 or more action dice, the char-
acter never gains XP as a result.

FEAT TREES

Spycraft 2.0 breaks feats into categories, or “trees:” Combat
(further broken down into Basic Combat, Melee Combat, Ranged
Combat, and Unarmed Combat), Chance, Chase, Covert, Gear,
Skill (further broken down into Basic Skill and Advanced Skill),
Style, Terrain, and Tradecraft.

In the following sections, all feat tree page references are listed
in parentheses.

Basic Combat Feats (pages 172-176): These feats focus on
combat fundamentals, and are often prerequisites for feats in
other categories.

Melee Combat Feats (pages 176-180): These feats focus on
fighting with knives, axes, and other hand-held weapons.

Ranged Combat Feats (pages 180-183): These feats focus on
the use of firearms and hurled weapons.

Unarmed Combat Feats (pages 183-189): These feats focus
on brawling and Hong Kong “wire fu” martial arts.

Chance Feats (pages 189-191): These feats focus on extraor-
dinary luck: good (for you) and bad (for others).

Chase Feats (pages 191-193): These feats focus on vehicle
and chase expertise.

Covert Feats (pages 193-196): These feats focus on stealth,
evasion, and subterfuge.

Gear Feats (pages 196-198): These feats focus on the acquisi-
tion and use of equipment.

Basic Skill Feats (pages 198-199): These feats focus on small
clusters of related skills, granting bonuses with their use and
increasing their threat ranges.

Advanced Skill Feats (pages 199-201): These feats focus on
broad skill applications, granting large bonuses and special abilities
with small clusters of skills, or supporting many skills at once.

Style Feats (pages 201-205): These feats focus on savoir-faire
and social interaction.

Terrain Feats (pages 206-207): These feats focus on manipu-
lating and surviving in specific environments.

Tradecraft Feats (pages 208-209): These feats focus on many
activities common to world of espionage.
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FEAT DESCRIPTIONS

Each feat description includes the following information. Not
all feat descriptions contain every entry.

FEAT NAME

This section presents a general summary of the feat's func-
tion.

Prerequisites: This entry, if present, lists the requirements a
character must meet before he may choose the feat.

Benefit: This entry describes how the feat affects a character,
or what it allows him to do.

Special: This entry contains any important information about
the feat not covered elsewhere in its description.

BASIC COMBAT FEATS

These feats feat represent a broad array of essential combat
training and knowledge.

Special Note: When a feat ability requires a character to pos-
sess a numerical advantage (e.g. a “2-to-1 advantage”), it is only
triggered if the character and his teammates and allies physically
outnumber their opponents by at least the listed ratio.

ARMOR BASICS

You've trained with body armor and are quite comfortable in
it, even during combat.

Benefits: Choose 1 armor type: partial, moderate, or full. While you
wear armor of the chosen type, its statistics are adjusted as follows.

© Partial Armor: DR vs. melee weapons increases by 1, Defense
penalty decreases by 2 (minimum 0), ACP decreases by 1
(minimum 0), Notice/Search DC increases by 4.

© Moderate Armor: DR vs. ranged weapons increases by 1, ACP
decreases by 2 (minimum 0), Speed penalty decreases by 5 ft.

© Full Armor: DR vs. melee and ranged weapons increases by 2,
ACP decreases by 1 (minimum 0).

ARMOR MASTERY

You're casually comfortable in body armor, instinctively moving
to protect your vulnerable points.

Prerequisites: Base Defense bonus +3 or higher, Armor
Basics.

Benefits: Choose 1 additional armor type to be affected by your
Armor Basics feat. Further, while wearing armor of any chosen
type, your Defense increases by 1 and you may not be targeted
with a Coup de Grace action unless you're helpless, even if other
character options would typically allow you to be so targeted.

ARMOR SUPREMACY

You wear body armor more comfortably than a turtle wears his
shell, and probably receive more benefits, too.

Prerequisites: Base Defense bonus +6 or higher, Armor Mastery.

Benefits: You gain the benefits of Armor Basics and Armor
Mastery with all armor types. Further, the DR of any armor you
wear increases by 1 against melee and ranged attacks. Finally,
you're immune to sneak attack damage while wearing armor.

BANDAGE

You spent some time learning first aid.

Benefit: Medicine is always considered a class skill for you.
Further, your Medicine/First Aid and Medicine/Stabilize checks do
not possess the Gear (First Aid Kit) tag. If you do possess a first
aid kit when you succeed with one of these checks, your career
level is added to the target special character's career level when
determining how many vitality points he recovers. Finally, your
error range with Medicine checks made during combat increases
by only 1/2 the standard amount (+1 for First Aid and Stabilize
checks, and +3 for Surgery checks).

BATTLE HARDENED

You're not the least bit shaken by bullets speeding past you.
In fact, that's when you feel most at home.

Benefit: You gain 2 points of stress damage resistance, and
suffer only a —1 penalty when you're the target of a Cover Fire or
Suppressive Fire action.

COMBAT EXPERTISE

You handle fights with consummate grace and skill.

Prerequisites: Base Defense bonus +1 or higher.

Benefit: During your Initiative Count, as a free action, you
may accept a penalty with all your attack and skill checks up to
your base Defense bonus to gain an equal dodge bonus to your
Defense for 1 full round (maximum +6).

COMBAT INSTINCTS

You react instinctively when opportunities present themselves
in combat.

Benefit: Once per round, if you aren't flat-footed when an adja-
cent opponent’s attack roll misses you by 5 or more, you may imme-
diately make a final attack against that opponent as a free action.

COMBAT MOBILITY

You're always in the right place for just the right attack or
defense in combat.

Benefit: You may take Standard Move actions away from
adjacent opponents during combat. Further, when taking a Total
Defense action, you may move up to twice your Speed with a
Standard Move. Finally, when taking a Run action, you may make
a number of turns equal to your Dexterity modifier (minimum 1).
None of these turns may exceed 90 degrees.

CONTAINMENT BASICS
There is no better way to start a fight than with a nasty surprise.
Benefit: When you or any of your teammates benefit from a
successful Ambush check, the check benefits apply during the
surprise round and the first 3 rounds of combat. You must possess
a 2-to-1 or greater advantage to use this ability.

CONTAINMENT MASTERY

Nobody's leaving yet. This party’s just getting started!

Prerequisites: Containment Basics.

Benefit: Once per round, you may take a Diversion or Taunt
action as a free action. You must possess a 2-to-1 or greater
advantage to use this ability.




BASIC COMBAT FEATS
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ARMOR BASICS CONTAINMENT BASICS

ARMOR MASTERY CONTAINMENT MASTERY RUICK DRAW

ARMOR SUPREMACY CONTAINMENT SUPREMACY SNAKE STRIKE

BDB +6

BANDAGE SURGE OF SPEED

Level 6+

BATTLE HARDENED

EXPLOSIVE BASICS

TAC-SQQUAD BASICS

Proficiency (Explosives)

SUPERIOR COVER FIRE-TEAM BASICS TAC-SQUAD MASTERY

COMBAT EXPERTISE FIRE-TEAM MASTERY TAC-SQIUAD SUPREMACY

EXPERT DISARM FIRE-TEAM SUPREMACY TACTICAL ADVANTAGE

Tactics 3+ ranks

COMBAT INSTINCTS GREAT FORTITUDE

OPPORTUNIST TWO-WEAPON BASICS

COMBAT MOBILITY RQUICK HEALER TWO-WEAPON MASTERY

BAB +9

MOBILE DEFENSE HORDE BASICS WEAPON FOCUS

MOBILE OFFENSE HORDE MASTERY WOLFPACK BASICS

Level 1+

HORDE SUPREMACY

WOLFPACK MASTERY

Level 6+

WOLFPACK SUPREMACY

Level 12+




CONTAINMENT SUPREMACY

You keep your opponents off balance and disoriented.

Prerequisites: Containment Mastery.

Benefit: The Speed of each opponent within your line of sight
decreases to 1/2 standard (rounded up to the nearest 5 ft.). You
must possess a 2-to-1 or greater advantage to use this ability.

CONTEMPT

You have no time for lesser foes.

Prerequisite: Career Level 6+.

Benefit: Once per round, you may make a final attack against
a standard character as a free action. You may use this ability a
number of times per combat equal to your starting action dice.

EXPERT DISARM

An unarmed opponent is so much easier to handle...

Prerequisites: Combat Expertise.

Benefit: You gain a +2 bonus with all attack checks made as
part of a Disarm action. Further, if you lose a Disarm attack check,
you do not become flat-footed and your opponent does not gain
a bonus Disarm action against you. Finally, your action die cost
to activate a critical hit as part of a Disarm action decreases by
1 (minimum 0).

EXPLOSIVE BASICS

You have little trouble finding just the right spot for your explo-
sive creations.

Prerequisites: Weapon proficiency (Explosives).

Benefit: The DC to locate mines and other explosives you place
increases by 4. Further, your error ranges with attack checks made
to set a mine or other explosive decreases by 2 (minimum 1).
Finally, the DCs of Reflex saves made to avoid damage from mines
and other explosives you place increase by 2.

FIRE-TEAM BASICS

Your friends always have your back.

Benefit: Once per round, you may take a Cover Fire action as
a free action. You must possess a 2-to-1 or greater advantage to
use this ability.

FIRE-TEAM MASTERY

You always watch out for your own.

Prerequisites: Fire-Team Basics.

Benefit: Once per round, you may make a Medicine/Stabilize
check as a free action. Further, if you successfully leave a com-
bat, each of your injured and dead teammates is automatically
brought with you. You must possess a 2-to-1 or greater advan-
tage to use this ability.

FIRE-TEAM SUPREMACY

Your team finishes off foes with swift professionalism.

Prerequisites: Fire-Team Mastery.

Benefit: Once per round, you may make 1 final attack as a free
action. You must possess a 2-to-1 or greater advantage to use
this ability.

GREAT FORTITUDE

You're much tougher than usual.

Benefit: You gain 3 extra wound points and your base Fortitude
save bonus increases by +3.

GUTS

You push yourself hard and shake off incredible damage
effects.

Benefit: You gain a +4 bonus with all Forced March, Power
Lifting, and Speed Push checks, and ignore all fatigued condition
penalties. Further, when directed to the Table of Ouch, you roll
1d10 + the damage suffered (see page 332). Finally, if you're
killed in a game featuring the revolving door campaign quality,
you return to play 2d10 rounds after the start of the next dramatic
scene, rather than at the beginning of the next mission (see page
408).

HORDE BASICS
You often overwhelm your enemies with sheer numbers.
Benefit: You and each of your teammates gain 1/4 personal
cover when you possess a 2-to-1 advantage, and 1/2 personal
cover when you possess a 3-to-1 or greater advantage. Any attack
that hits this cover is ignored.

HORDE MASTERY

Your enemies are driven before you and crushed beneath your
allies’ heels.

Prerequisites: Horde Basics.

Benefit: Once per round, you and each of your teammates may
take a Pummel action as a half action. Further, you and each of
your teammates gain a +1 morale bonus with all skill checks made
as part of a Grapple action. You must possess a 2-to-1 or greater
advantage to use this ability.

HORDE SUPREMACY

When you show up in force, you show up in force!

Prerequisites: Horde Mastery.

Benefit: You and each of your teammates gain a +2 morale
bonus with the damage of each attack made within CQB Range.
Further, if the Initiative Count of an opponent within your line of
sight increases, the increase is reduced to 1/2 standard (rounded
down). You must possess a 2-to-1 or greater advantage to use
this ability.

IRON WILL

You have a legendary strength of will.

Benefit: Your base Will save bonus increases by +3. Further,
your Constitution and Wisdom scores are each considered 3 higher
when determining your subdual and stress damage thresholds.

LIGHTNING REFLEXES

Your reflexes are much faster than most people’s.

Benefit: Your base Reflex save bonus increases by +3. Further,
when you make an Initiative check, you may roll twice, keeping
the result you prefer.




MOBILE DEFENSE

Duck and weave, man, duck and weave!

Prerequisites: Base Defense bonus +1 or higher, Combat Mobility.

Benefit: You do not become flat-footed when you take a Run
action. Further, each time you take a Standard Move or Run action,
you may decrease your Initiative Count by 2 to gain a +2 dodge
bonus to Defense for 1 full round.

MOBILE OFFENSE
You're always on the go in a fight.
Prerequisites: Base attack bonus +1 or higher, Combat

Mobility.

Benefit: Once per round when you take a
Standard Move action, you may make 1
final attack as a free action. This final
attack may happen at any point during
your Standard Move.

OPPORTUNIST
You seize every oppor-
tunity in a fight.
Prerequisites:
Base attack bonus
+6 or higher,
Combat Instincts.
Benefit: Once
per round when
you and an oppo-
nent both possess line
of sight to a second opponent
who becomes stunned or whose wound points become negative,
you may immediately make 1 final attack against the first oppo-
nent as a free action. If this attack hits, it inflicts only 1/2 standard
damage (rounded up).

QUICK DRAW

You handle your weapons with amazing speed.

Benefit: Twice per round, you may take a Draw Weapon, Holster
Weapon, Pick Up Weapon, or Reload action as a free action.

QUICK HEALER

You bounce back from injury very quickly.

Prerequisites: Guts.

Benefit: The time required for you to recover vitality points
or wound points, and to lose stress damage or subdual damage,
decreases to 1/2 standard (rounded down).

SNAKE STRIKE

You often take deadly advantage of an opponent’s surprise.

Prerequisites: Base attack bonus +6 or higher, Quick Draw.

Benefit: Once per opponent per combat, as a free action,
you may draw 1 weapon you have not yet used during the
current combat and take a Feint action. If this action is successful,
you also inflict 1 die of sneak attack damage with your next
successful attack against the opponent using the weapon drawn.
This benefit is lost at the end of the current round.

SUPERIOR COVER

You're adept at staying out of harm's way.

Prerequisites: Base Defense bonus +3 or higher, Battle
Hardened.

Benefit: When you benefit from cover during your Initiative
Count, you may accept a -2 penalty with all attack and skill checks
for 1 full round to gain an amount of DR equal to your cover Reflex
save bonus for 1 full round or until you no longer benefit from
cover, whichever comes first.

SURGE OF SPEED

You really excel under pressure.
Benefit: Once per round, you may
take 1 additional non-
attack half action as
a free action. You
may use this ability a
number of times per
session equal to your
starting action dice.

TAC-SQUAD
BASICS
Opponents often submit to
your team's superior numbers.
Benefit: Once per round, you
may take a Threaten action as a free
action, or make an Intimidate/Coercion
check as a half action. You must possess a 2-to-1 or
greater advantage to use this ability.

TAC-SQUAD MASTERY

You can pin down enemies for ages.

Prerequisites: Tac-Squad Basics.

Benefit: Once per round, you may take a Suppressive Fire
action as a half action. You must possess a 2-to-1 or greater
advantage to use this ability.

TAC-SQUAD SUPREMACY

Your foes often find themselves caught in vicious crossfires.

Prerequisites: Tac-Squad Mastery.

Benefit: All opponents within your CQB Range and line of sight
are considered flanked. You must possess a 2-to-1 or greater
advantage to gain this benefit.

TACTICAL ADVANTAGE

You're a veteran of way too many one-sided engagements.

Prerequisites: Tactics skill 3+ ranks.

Benefit: You and each of your teammates count as if you were
exactly 2 characters when determining numerical advantage (see
page 172). This effect does not stack when multiple characters in a
team possess this feat, and has no effect when a character already
counts as 2 or more characters due to another feat or ability.

Further, the DC of any Joint Action in which you participate
decreases by 10 (minimum 0).

Finally, you may lead a Joint Action as a half action.
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TOUGHNESS

You soak up hits like a sponge.

Benefit: Your vitality points increase by your base Fortitude
save bonus.

Special: You may choose this feat up to 3 times.

TWO-WEAPON BASICS

You fight effectively with a weapon in each hand.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You only suffer a -2 penalty when you use 1 hand with
a skill check possessing the Hands-On tag. Further, at the start
of your Initiative Count when you‘re armed with two different
1-handed weapons, you may choose to gain 1 final attack with the
weapon you've used to attack the least number of times during the
current round (your choice in the case of a tie). If you do so, you
suffer a =2 penalty with all attack and skill checks — including the
final attack — for 1 full round.

TWO-WEAPON MASTERY

You're especially deadly with a weapon in each hand.

Prerequisites: Base attack bonus +9 or higher, Two-Weapon
Basics.

Benefit: When you use your Two-Weapon Basics feat ability to
gain 1 final attack, you may increase your attack and skill check
penalty to —4 in order to gain 1 additional final attack with the
weapon you've used to attack the least number of times during
the current round (your choice in the case of a tie).

WEAPON FOCUS

You've put in extra hours with your favorite weapons.

Benefit: Choose 1 weapon proficiency you possess other than
Unarmed. You gain the forte for that weapon proficiency and the
DCs for all Build, Modify, and Repair checks made targeting weapons
covered by the proficiency decrease by 10 (minimum 5).

Special: You may choose this feat multiple times, each time
gaining its benefits with 1 additional weapon proficiency.

WOLF PACK BASICS

You work well with a combat partner.

Prerequisites: Career Level 1+.

Benefit: When attacking a flanked opponent, you gain an addi-
tional +2 bonus (for a total bonus of +4).

WOLF PACK MASTERY

You're an expert at close-combat teamwork.

Prerequisites: Career Level 6+, Wolf Pack Basics.

Benefit: An adjacent opponent becomes flanked so long as
you and at least 1 of your teammates are adjacent to him in any
configuration. Further, when you hit a flanked character, you
inflict 1 die of sneak attack damage.

WOLF PACK SUPREMACY

Your close-combat teamwork is unmatched.

Prerequisites: Career Level 12+, Wolf Pack Mastery.

Benefit: When attacking a flanked opponent, your threat range
increases by 1. Further, when you hit a flanked character, you inflict
1 additional die of sneak attack damage (for a total of 2 dice).

MELEE
COMBAT FEATS

Melee weapon have fallen out of favor in the modern age, but
some melee experts own the battlefield.

Stances: Many Melee Combat feats allow a character to enter
a named “stance.” A character may benefit from only one stance
at a time. Characters without a Stance feat, or not using a stance
feat ability, are considered to be in "normal stance,” which
offers no special benefits or modifiers. Entering a stance requires
1 half action, while returning to normal stance is a free action.
Characters who become helpless, prone, or sprawled, or who
make any attack other than a melee attack, immediately return
to normal stance.

Tricks: Many Melee Combat feats grant additional tricks that
the character may use in conjunction with certain attack actions
(see Actions, page 352). Unlike standard tricks, a character may
benefit from only 1 trick granted by a Melee Combat feat at any
time. Further, you may only apply 1 trick granted by a Melee
Combat or Unarmed Combat feat to each action. This includes the
Full Defense Action.

ALL-OUT ATTACK

You hit hard. Really hard.

Prerequisites: Str 13+.

Benefit: Before making a melee attack, you may accept a
penalty with your attack check up to your Strength modifier + 2 to
gain a bonus to the attack’s damage equal to twice that number.
If the attack misses, you become flat-footed.

AXE BASICS

You're formidable with any sort of axe.

Prerequisites: Weapon proficiency (Edged).

Benefit: While you hold a readied axe, the weapon gains the
armor-piercing (2) quality and you gain a +1 gear bonus with
skill checks made as part of a Trip action and melee attack checks
made as part of a Disarm action. Further, you gain the following
stance and trick.

Menacing Stance (Stance): While you're in this stance, each of
your melee attacks inflicts 2 points of stress damage (in addition
to any other damage inflicted).

Chop! (Trick): You may make a full-action Standard Attack with
an axe, gaining a +3 bonus with your attack check and damage.
This attack gains the takedown quality.

BATTERING BLOWS

You can unleash a devastating combo if you can get close to
your opponent.

Benefit: You gain the following grapple trick.

Clobber (Grapple Trick): While you hold a readied melee weapon,
you may make an Athletics (Str) check with a -2 penalty if the
weapon is 1-handed, or a —4 penalty if the weapon is 2-handed.
With success, you inflict your standard unarmed damage, followed
by the weapon'’s standard damage. If you also possess the Darting
Weapon feat, you inflict the weapon's damage a second time.
If you also possess the Flashing Weapon feat, you inflict the
weapon'’s damage a third time. Further, each time the target suffers
the weapon's damage, he is subject to the takedown quality. Finally,




your opponent is moved into any adjacent unoccupied square
(of your choice). Whether your Athletics check is successful or not,
the grapple immediately ends and you may not target the same
opponent with attack actions for the duration of the current round.

CLEAVE BASICS

Your blows can be terrifyingly powerful.

Prerequisites: Base attack bonus +1 or higher.

Benefit: Once per round, if one of your melee attacks renders an
opponent unconscious or dead, you may immediately make 1 “cleave”
melee attack with the same weapon against another opponent.

CLEAVE MASTERY

“Surrounded” is just another way of saying “you're about to
get yours.”

Prerequisites: Base attack bonus +6 or higher, Cleave Basics.

Benefit: Any number of times per round, if one of your melee
attacks renders an opponent unconscious or dead, you may
immediately make 1 “cleave” melee attack with the same weapon
against another opponent. Further, your threat range with melee
attacks against standard characters increases by 1.

CLEAVE SUPREMACY

You casually mow down lesser foes.

Prerequisites: Base attack bonus +12 or higher, Cleave
Mastery.

Benefit: You may move 5 ft. before each "cleave” attack you
make, so long as the total distance you travel does not exceed
your Speed. Further, your action die cost to activate a critical hit
with a melee attack against a standard character decreases by
1 (minimum 0).

CLUB BASICS

You're here to administer some severe blunt trauma.

Prerequisites: Weapon proficiency (Blunt).

Benefits: When holding a readied club, you may convert lethal
damage to subdual damage and vice versa at no penalty. Further,
you may use an improvised club without suffering the standard
-2 penalty with your attack checks. Finally, you gain the following
stance and trick.

Furious Stance (Stance): At the end of each round while you're
in this stance, your Initiative Count increases by the number of
melee attacks you made during the round.

MELEE COMBAT FEATS

ALL-OUT ATTACK

Str13+

DUELING BASICS

GREAT SWORD BASICS

Proficiency (Exotic Edged)

AXE BASICS

Proficiency (Edged)

DUELING MASTERY

HAMMER BASICS

Proficiency (Blunt)

BATTERING BLOWS

DUELING SUPREMACY

IMPROVISED WEAPON BASICS

CLEAVE BASICS

FENCING BASICS

Proficiency (Edged)

IMPROVISED WEAPON MASTERY

CLEAVE MASTERY

FINESSE BASICS

Proficiency (Edged)

CLEAVE SUPREMACY

BAB +12

FINESSE MASTERY

POLEARM BASICS

Proficiency (Exotic Edged)

CLUB BASICS

FINESSE SUPREMACY

SPEAR BASICS

BAB +12 Proficiency (Exotic Edged)

Proficiency (Blunt)

DARTING WEAPON

BAB +3, 1 other Melee Combat feat

FLAIL BASICS

Proficiency (Exotic Blunt)

STAFF BASICS

Proficiency (Exotic Blunt)

FLASHING WEAPON

BAB +12, 2 other Melee Combat feats

GARROTE BASICS

Proficiency (Blunt)

SWORD BASICS

Proficiency (Edged)

WHIP BASICS

Proficiency (Exotic Blunt)
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Out of the Park (Trick): You may make a full-action Standard
Attack with a club, gaining a +2 bonus with your attack check and
damage. Your threat range with this attack increases by 2.

DARTING WEAPON

Your strikes are almost too fast to follow.

Prerequisites: Base attack bonus +3 or higher, at least 1 other
Melee Combat feat.

Benefit: At the start of your Initiative Count, you may choose
to gain 1 final melee or hurled attack. If you do so, you suffer a
-2 penalty with all attack and skill checks — including the final
attack — for 1 full round.

DUELING BASICS

You're a master of one-on-one combat.

Prerequisites: Base Defense bonus +1 or higher.

Benefit: During your Initiative Count, you may choose 1
opponent of whom you're aware. You gain a +2 dodge bonus
to Defense against all attacks made by that opponent for 1 full
round. If you do not choose an opponent, you gain a +1 dodge
bonus against all attacks for 1 full round. Further, once per round
when making a melee attack, you may target an opponent 5 ft.
beyond your Reach. If the attack misses, however, you become
flat-footed.

DUELING MASTERY

Your weapon is an extension of your body, and you incorporate
it into your martial arts techniques.

Prerequisites: Base Defense bonus +2 or higher, Dueling
Basics.

Benefit: You gain a +1 bonus to Defense while you hold a
readied melee weapon. Further, any time an adjacent opponent
misses you with an attack, his Initiative Count decreases by 2.
Finally, you may attack with a melee weapon while benefiting
from an unarmed combat stance.

DUELING SUPREMACY

Your melee weapon attacks are fluid and flawless.

Prerequisites: Base Defense bonus +4 or higher, Dueling
Mastery.

Benefit: You gain a +2 dodge bonus to Defense. Further, any
time you hit an opponent with a melee weapon, your Initiative
Count increases by 1.

FENCING BASICS

You're as graceful and poised as your blade.

Prerequisites: Weapon proficiency (Edged).

Benefit: While holding a readied 1-handed sword possessing
the finesse quality, you gain a +2 gear bonus with skill checks
made as part of a Feint action, and with melee attack checks
made as part of a Disarm action. Further, you gain the following
stance and trick.

Side Stance (Stance): While in this stance, you gain 1 die of
sneak attack damage with your next attack against an oppo-
nent upon whom you've successfully performed a Feint action.
However, your Defense decreases by 1 and you may not move
farther than 20 ft. during any round.

Remiss (Trick): When you miss with a Standard Attack action
using a 1-handed sword possessing the finesse quality, but do not
suffer an error, you may immediately make 1 final attack against
the same opponent with the same weapon.

FINESSE BASICS

Your control of melee weapons is exceptional.

Prerequisites: Base attack bonus +1 or higher.

Benefit: Any 1-handed melee weapon you use may gain the
finesse quality. Further, when attacking with a 2-handed melee
weapon possessing the massive quality, your Initiative Count does
not decrease as standard.

FINESSE MASTERY
You're quite good at hitting tiny targets.
Prerequisites: Base attack bonus +6 or higher, Finesse Basics.
Benefit: Your threat range with melee attacks increases by 1.

FINESSE SUPREMACY

When you draw steel, people have a tendency to die abruptly.

Prerequisites: Base attack bonus +12 or higher, Finesse
Mastery.

Benefit: Your threat range with melee attacks increases by an
additional 1 (for a total increase of 2). Further, your action die
cost to activate a critical hit with a melee attack decreases by
1 (minimum 0).

FLAIL BASICS

Your opponents have to watch really closely to see the swing
that takes them out.

Prerequisites: Weapon proficiency (Exotic (Blunt)).

Benefit: While holding a readied flail, you gain a +2 gear bonus
with melee attack checks made as part of a Cheap Shot trick,
or skill checks made as part of a Feint action. Further, you gain the
following stance and trick.

Punishing Stance (Stance): While you're in this stance, each of
your melee attacks inflicts 2 points of subdual damage (in addition
to any other damage inflicted).

Double Twirl (Trick): When you miss with a Standard Attack
action using a flail, but do not suffer an error, you may imme-
diately make 1 final attack against the same opponent with the
same weapon.

FLASHING WEAPON

Your weapon is a blur.

Prerequisites: Base attack bonus +12 or higher, Darting
Weapon, at least 2 other Melee Combat feats.

Benefit: When you use your Darting Weapon feat ability to
gain 1 final attack, you may increase your attack and skill check
penalty to —4 in order to gain 1 additional final melee or hurled
attack (for a total of 2 final attacks).

GARROTE BASICS

You've choked the life from your strongest enemies.

Prerequisites: Weapon proficiency (Blunt).

Benefit: While you hold a readied garrote, your threat range with
skill checks made as part of a Grapple action increase by 2. Further,
each opponent you successfully hold automatically becomes mute.
Finally, you gain the following stance and grapple trick.




Stalking Stance (Stance): While in this stance, you gain a +3
bonus with Sneak checks made in combat. However, you may not
move farther than 20 ft. during any round.

Tighten the Noose (Grapple Trick): If you score a threat or
critical hit against one of your held opponents, the target must
immediately begin making Fortitude saves as if he'd already held
his breath for a number of rounds equal to twice his Constitution
score (see page 349). This continues until you release him, until
he escapes the hold, or until the target dies.

GREAT SWORD BASICS

You swing the mightiest of weapons with ease.

Prerequisites: Weapon proficiency (Exotic (Edged)).

Benefit: While holding a readied 2-handed sword, you gain a
+2 gear bonus to Defense against melee attacks, and with skill
checks made to defend against a Trip action. Further, you gain the
following stance and trick.

Power Stance (Stance): While in this stance, your Initiative
Count increases by your Strength score. However, you may not
move farther than 10 ft. during any round.

Hack! (Trick): You may make a full-action Standard Attack with
a 2-handed sword, gaining a +1 bonus with your attack check
and a +4 bonus with damage. Your threat range with this attack
increases by 1.

HAMMER BASICS

You often finish enemies with one crushing blow.

Prerequisites: Weapon proficiency (Blunt).

Benefit: While you hold a readied hammer, the weapon gains
the armor-piercing (2) quality and you gain a +2 gear bonus with
Intimidate checks. Further, you gain the following stance and
trick.

Driving Stance (Stance): Each time you hit with a melee attack
while in this stance, your opponent is pushed 5 ft. away from you
(unless the square is occupied or blocked, in which case he suffers
1d4 subdual damage). If your opponent is pushed back, you may
move 5 ft. toward him.

Crush! (Trick): You may make a full-action Standard Attack
with a hammer, gaining a +2 bonus with your attack check and a
+5 bonus with damage.

IMPROVISED WEAPON BASICS

You can turn almost anything into a deadly weapon.

Benefit: You gain a +3 bonus with Gear checks made to find
improvised weapons. Further, you suffer no gear penalty with
attack checks or damage when using an improvised weapon.

IMPROVISED WEAPON MASTERY

Your ability to find and exploit improvised weapons is so
impressive, it's a wonder you even carry weapons.

Prerequisites: Base attack bonus +3 or higher, Improvised
Weapon Basics.

Benefit: When you make a successful Gear check to find an
improvised weapon, you may choose the improvised weapon type
found, and the weapon is always located in an adjacent square.
Further, you may make a Gear check to find an improvised weap-
on once per combat without spending an action die.
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KNIFE BASICS

Knives dance in your hands.

Prerequisites: Weapon proficiency (Edged).

Benefit: You may draw a knife as a free action, and any knife
on your person is always considered readied. Further, you gain the
following stance and trick.

Circling Stance (Stance): While you're in this stance, if at least
1 square adjacent to you is unoccupied, and you make a melee
attack, your target's dodge bonus to Defense decreases to 1/2
standard (round up). Following this attack, you automatically
move into an unoccupied adjacent square of your choice.

Between the Ribs (Trick): You may make a full-action Standard
Attack with a knife, inflicting 1 die of sneak attack damage with
a hit.

POLEARM BASICS

You twirl polearms with deadly velocity.

Prerequisites: Weapon proficiency (Exotic (Edged)).

Benefit: While holding a readied polearm, you gain a +1 gear
bonus to Defense. Further, you may attack adjacent opponents
with a polearm without suffering the standard -5 penalty. Finally,
you gain the following stance and trick.

Striking Stance (Stance): Once per round while you're in this
stance, you may make 1 melee final attack against any opponent
who moves into a square adjacent to you. However, you may not
move farther than 5 ft. during any round.

Fend (Trick): You may immediately move 5 ft. after any
Standard Attack action with a polearm, whether the attack is
successful or not.

SPEAR BASICS

You're a master spear combatant.

Prerequisites: Weapon proficiency (Exotic (Edged)).

Benefit: While holding a readied spear, you gain a +2 gear
bonus with skill checks made as part of a Bull Rush or Trip action.
Further, you gain the following stance and trick.

Gripping Stance (Stance): While in this stance, you may use
2-handed weapons with 1 hand, but you suffer a -2 penalty with
attack checks when doing so.

Spear Charge (Trick): You may make a full-action Standard
Attack with a spear. You may move up to your Speed — and must
move at least 10 ft. toward your target — immediately before
making this attack. You suffer a -2 penalty with this attack check,
but your threat range increases by 3 and you gain a +3 bonus
with damage.

STAFF BASICS

A simple stick is transformed into a brutal weapon in your
hands.

Prerequisites: Weapon proficiency (Exotic (Blunt)).

Benefit: While holding a readied staff, you gain a +3 gear bonus
with Acrobatics/Jump checks. Further, you gain the following
stance and trick.

Whirling Stance (Stance): While in this stance, you may not
become flanked by characters with lower career levels.
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Thread the Needle (Trick): You may make a Standard Attack
using a staff. With a hit, the target suffers the weapon’'s stan-
dard damage and becomes held, retaining this condition until he
escapes, you release him, or you move farther than 5 ft. from him.

SWORD BASICS

All swords are sweeping arcs of death in your hands.

Prerequisites: Weapon proficiency (Edged).

Benefit: After hitting an opponent using a 1-handed sword
without the finesse quality, you may immediately move to the
opposite side of the opponent (though only if the square is unoc-
cupied). Further, you gain the following stance and trick. If a
weapon you're wielding ever gains the finesse quality, all of this
feat’s benefits are immediately lost until the weapon loses the
finesse quality.

Unbeatable Stance (Stance): While in this stance, you gain a +1
morale bonus with all attack checks made against opponents who
have suffered damage from one of your melee weapons during
the current combat.

Impale (Trick): You may make a Standard Attack with a 1-handed
sword without the finesse quality, inflicting 1 additional point of
damage per 2 points by which your attack result exceeds your
opponent’s Defense.

WHIP BASICS

You do a fine job of keeping up with the Joneses.

Prerequisites: Weapon proficiency (Exotic (Blunt)).

Benefit: While holding a readied whip, you gain a +2 gear
bonus with Acrobatics/Jump checks and skill checks made as part
of a Trip action. Further, you gain the following stance and trick.

Intense Stance (Stance): While in this stance, you may make no
attack checks for 1 full round to gain a +2 bonus with all melee
attack checks and damage during the following full round.

Entwine (Trick): You may make a Standard Attack using a whip.
With a hit, the target suffers the weapon’s standard damage
and becomes held, retaining this condition until he escapes, you
release him, or you move farther than 10 ft. from him. Further, at
the end of each round during which the target remains held, you
may shift him into an unoccupied square adjacent to him.

RANGED
COMBAT FEATS

These feats concentrate on the use of hurled weapons, fire-
arms, and many heavy weapons.

AUTOFIRE BASICS

You've got a light touch with automatic weapons.

Prerequisites: Base attack bonus +1 or higher.

Benefit: You may use a “Two-Shot Burst” trick when firing a
weapon in Single-Shot or Burst modes. This trick is identical to
the standard Burst trick, except that it increases the shots used by
only 1, and you don't hit a third time if your attack result exceeds
your target’s Defense by 10 or more. Further, once per round, you
may take the Cover Fire action as a half action.

AUTOFIRE MASTERY

You lead by example during firefights.

Prerequisites: Base attack bonus +3 or higher, Autofire Basics.

Benefit: Once per round per opponent, when you hit an oppo-
nent with a ranged attack, each of your teammates gains a +2
bonus with ranged attack checks against the same opponent for
1 full round. Further, your error range does not increase when you
use a Burst or Two-Shot Burst trick.

AUTOFIRE SUPREMACY

Your automatic weapons are devastating at full tilt.

Prerequisites: Base attack bonus +9 or higher, Autofire
Mastery.

Benefit: When taking an Autofire action, you score 1 additional
hit per 3 points by which your attack result exceeds the target's
Defense. When taking a Strafe action, each target gains a cumula-
tive +1 bonus to Defense rather than the standard cumulative +2
bonus to Defense.

BOMBARD

You can plot indirect fire in your sleep.

Prerequisites: Weapon proficiency (Indirect).

Benefit: When you make an indirect attack, your range incre-
ment is doubled and your error range decreases by 1 (minimum
1). Further, the DC to reduce damage inflicted by your indirect
attacks increases by 2. Finally, if you miss with an indirect attack,
you may roll deviation twice, keeping the result you prefer.

BULLSEYE

Your flamboyant shots are especially lethal.

Prerequisites: Dex 13+.

Benefit: Before making a ranged Standard Attack that uses
only 1 shot, you may accept a penalty with your attack check of up
to your Dexterity modifier + 2 to gain an equal bonus to damage.
If the attack misses, you become flat-footed.

COB BASICS

You've trained extensively with “up close and personal”
weapons.

Prerequisites: Base attack bonus +1 or higher.

Benefit: You gain a +1 bonus with ranged attack checks and
damage against targets within CQB Range. Further, when you
hold a readied ranged weapon, you gain a +2 gear bonus with
skill checks made as part of a Threaten action. Finally, you don't
suffer the standard —4 penalty and your error range does not
increase when making a ranged attack out of melee.

COB MASTERY

You can seize control of any CQB situation.

Prerequisites: Base attack bonus +6 or higher, CQB Basics.

Benefit: Your threat range with ranged attack checks made
against opponents within CQB Range increases by 1. Further, when
you hold a readied ranged weapon, you may take a Threaten action
against an uninjured target. Also, if your Intimidate (Wis) check
fails, the target’s bonus when next attacking you is negated, and if
it results in a critical failure, the target’s bonus when next attacking
you decreases to +1. Finally, you don't suffer the standard —4 penalty
and your error range does not increase when making a ranged attack
into melee.




RANGED COMBAT FEATS

AUTOFIRE BASICS

FOLLOW-UP SHOT

BAB +3, 1 other Ranged Combat feat

ROCK AND ROLL!

Proficiency (Rifle or Tactical)

AUTOFIRE MASTERY

HAIL OF FIRE

BAB +12, 2 other Ranged Combat feats

SHARPSHOOTER BASICS

AUTOFIRE SUPREMACY

GRENADE BASICS

Proficiency (Hurled)

SHARPSHOOTER MASTERY

BOMBARD

Proficiency (Indirect)

GUIDED WEAPON BASICS

SHARPSHOOTER SUPREMACY

Proficiency (Guided) BAB +15

Dex 13+ 2 other Ranged Combat feats BAB +3

CQRB BASICS

MARKSMANSHIP BASICS

Proficiency (Hurled)

CQRB MASTERY

MARKSMANSHIP MASTERY

STYLE OVER CALIBER

Proficiency (Handgun)

CRQB SUPREMACY

BAB +12

MARKSMANSHIP SUPREMACY

“THIS... IS MY BOOM STICK!"

Proficiency (Shotgun)

FLAMETHROWER BASICS

REVOLVER BASICS

Proficiency (Tactical)

Proficiency (Handgun)

Proficiency (Hurled)

COB SUPREMACY

Everyone wants you watching their back in a room-to-room fight.

Prerequisites: Base attack bonus +12 or higher, CQB Mastery.

Benefit: When you make a ranged attack against an oppo-
nent within CQB Range who benefits from up to 3/4 cover, his
cover decreases by 1/4 against your attack. Further, you gain a
+5 bonus with Initiative checks when holding a readied ranged
weapon. Finally, if you hold a readied ranged weapon when you
fail a skill check made as part of a Threaten action, you may
immediately make 1 final attack with that weapon against the
opponent targeted by the Threaten action.

FLAMETHROWER BASICS

You do wonderful, horrible things with flamethrowers.

Prerequisites: Weapon proficiency (Tactical).

Benefits: Each of your attacks with a flamethrower ignores the
imprecise quality and consumes only 1/2 the standard number of
shots (rounded up). Further, you may apply the Bounce trick when
attacking with a flamethrower.

FOLLOW-UP SHOT

You fire guns with startling speed.

Prerequisites: Base attack bonus +3 or higher, at least 1 other
Ranged Combat feat.

Benefit: At the start of your Initiative Count, you may choose to
gain 1 final attack with a firearm or heavy weapon. If you do so,
you suffer a —2 penalty with all attack and skill checks — including
the final attack — for 1 full round.

GRENADE BASICS

You're quite handy with grenades.

Prerequisites: Weapon proficiency (Hurled).

Benefits: Your range increment with any thrown grenade
increases by 5 ft., and your error range with a thrown grenade
decreases by 2 (minimum 1). Further, when using the Bounce
trick, your attack check penalty decreases by 2. Finally, you
gain 1 additional grenade each time you request any number of
grenades.

GUIDED WEAPON BASICS

You play video games pretty well, too.

Prerequisites: Weapon proficiency (Guided).

Benefit: When you make a guided attack, your range increment is
doubled and your error range decreases by 1 (minimum 1). Further,
each time you request a guided weapon or guided weapon ammo, the
number of shots you gain is doubled. Finally, if you miss with a guided
attack, you may roll deviation twice, keeping the result you prefer.
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GUNSLINGER’S EYE

As a professional shooter, you can quickly evaluate opponents.

Prerequisites: At least 2 other Ranged Combat feats.

Benefit: You may “size up” any character as a free action,
learning his ranged attack bonus, Initiative bonus, and the num-
ber of Ranged Combat feats he possesses (though the target may
spend 1 action die per detail he wishes to conceal). You may use
this ability a number of times per session equal to the number of
Ranged Combat feats you possess, but you may not target the
same character with it more than once per mission.

HAIL OF FIRE

You routinely fill the air with incredible amounts of lead.

Prerequisites: Base attack bonus +12 or higher, Follow-Up
Shot, at least 2 other Ranged Combat feats.

Benefit: When you use your Follow-Up Shot feat ability to gain
1 final attack, you may increase your attack and skill check pen-
alty to —4 in order to gain 1 additional final attack with a firearm
or heavy weapon (for a total of 2 final attacks).

MARKSMANSHIP BASICS

You're well versed with the fundamental use of firearms.

Prerequisites: Base attack bonus +1 or higher.

Benefit: Each time you take an Aim action, you may also Brace
as a free action. Further, you may take a Brace action even when
no obvious surface is available to brace against. Finally, you suffer
only a -1 penalty with Reflex saves while braced instead of the
standard —4.

MARKSMANSHIP MASTERY

Your ranged combat technique is carefully honed.

Prerequisites: Base attack bonus +3 or higher, Marksmanship
Basics.

Benefit: Your attack check bonuses from the Aim action
increases by +1. Further, your range increment with any firearm
or heavy weapon increases by 50% (rounded up to the nearest
5 ft.). Finally, your range increment with any hurled weapon is
doubled.

MARKSMANSHIP SUPREMACY

Your ranged attacks break records.

Prerequisites: Base attack bonus +6 or higher, Marksmanship
Mastery.

Benefits: Your CQB Range extends to 60 ft. Further, your range
increment with any firearm or heavy weapon is doubled and your
range increment with any hurled weapon is tripled (these benefits
replace those of Marksmanship Mastery).

REVOLVER BASICS

People shudder every time you spin that cylinder.

Prerequisites: Weapon proficiency (Handgun).

Benefit: When you hold a readied revolver, it may be fired in
Burst mode. Further, you gain a +4 gear bonus with all Intimidate
checks when you hold a readied revolver containing only 1 shot.
Finally, once per round, you may completely reload a revolver as
a free action.

ROCK AND ROLL!

Your control over Full Auto weapons is extraordinary.

Prerequisites: Weapon proficiency (Rifle or Tactical).

Benefit: When taking an Autofire or Strafe action, each of your
volleys uses only 2 shots, and the maximum number of volleys you
may fire is equal to 1/2 the ammunition remaining in your weapon
(rounded down). Further, you may use a rifle or machine gun with
1 hand, but suffer a =2 penalty with all attack checks when doing
so. Finally, each time you request a weapon that may be used in
Autofire mode, or ammunition for such a weapon, the number of
shots you gain is doubled.

SHARPSHOOTER BASICS

Your shots are precise and accurate.

Prerequisites: Base attack bonus +3 or higher.

Benefit: When you make a ranged attack against an oppo-
nent benefiting from up to 3/4 cover, his cover decreases by 1/4
against your attack. Further, when you make a ranged attack
against an opponent whose Size grants a bonus to Defense, that
bonus decreases to 1/2 standard (rounded down).

SHARPSHOOTER MASTERY

All of your shots count.

Prerequisites: Base attack bonus +9 or higher, Sharpshooter
Basics.

Benefit: When you make a braced ranged attack, your threat
range increases by 1. Further, when you use the Called Shot trick,
your attack check penalty decreases by 3 (minimum 0).

SHARPSHOOTER SUPREMACY

Right between the eyes...

Prerequisites: Base attack bonus +15 or higher, Sharpshooter
Mastery.

Benefit: When you make an aimed ranged attack, your threat
range increases by 2. Further, your action die cost to activate a
critical hit with a ranged attack decreases by 1 (minimum 0).

SNAP SHOT

Shoot first, ask questions later. Maybe.

Prerequisites: Base attack bonus +3 or higher.

Benefit: Once per round, if one of your ranged attacks renders
an opponent unconscious or dead, you may immediately make
1 “snap shot” ranged attack with the same weapon against
another opponent.

STEEL RAIN

You tend to put a /ot of blades in the air.

Prerequisites: Weapon proficiency (Hurled).

Benefit: You may draw a hurled weapon as a free action, and
any hurled weapon on your person is always considered readied.
Further, you may use the Burst trick and take Cover Fire and
Suppressive Fire actions with hurled weapons. Finally, you gain a
+4 gear bonus with Stash Item checks targeting hurled weapons.
This feat's effects may not be applied to any weapon possessing
a blast increment or any weapon containing ammunition that pos-
sesses a blast increment.




STYLE OVER CALIBER

People tend to underestimate your punch with small firearms.

Prerequisites: Weapon proficiency (Handgun).

Benefit: When attacking with any pistol, you may choose to
inflict 1d10+2 damage instead of the weapon’s standard dam-
age. This effect replaces only the weapon's standard damage; all
other damage, qualities, and special effects, such as sneak attack
damage and the takedown quality, are retained.

Further, when you use a Cheap Shot trick with a pistol, you
suffer only a -2 penalty with your attack check as opposed to the
standard —4, and if you miss, you do not become flat-footed.

Finally, each time you request a pistol or pistol ammunition, the
number of shots you gain is doubled.

“THIS... ISMY BOOM STICK!”

You cut your teeth on a shotgun barrel.

Prerequisites: Weapon proficiency (Shotgun).

Benefit: When holding a readied shotgun, you may make a
melee attack with it using the heavy club statistics. Further, you
may use a shotgun with 1 hand, but suffer a =2 penalty with all
attack checks when doing so. Also, the DCs of
any Damage or Fortitude saves prompted
by your shot- gun attacks increase
by 4. Finally, each time you hit with a
shotgun, your opponent is pushed 5
ft. away from you (unless the square
is occupied or blocked, in which case
he suffers 1d4 subdual damage).

TRICK SHOT

You pull off amazing stunts with thrown weapons.

Prerequisites: Weapon proficiency (Hurled).

Benefit: With a successful attack using a non-grenade hurled
weapon that inflicts lethal damage, you may cause an opponent
to become held instead of inflicting damage. The target may only
escape with a half-action Athletics (Str) check (DC equal to your
attack’'s damage). If a character suffers this feat effect multiple
times during the same round, he must make only 1 Athletics (Str)
check to resist all of these feat effects. This check’s base DC is
determined by the total damage inflicted by all successful attacks
made using this feat ability during the same round.

Further, you may take Strafe actions with any non-grenade
hurled weapon, but the damage with each hit decreases to 1/2
standard (rounded up). Further, the attack uses only 1 shot
regardless of the number of targets.

UNARMED
COMBAT FEATS

Whether you are a basic brawler, a square-jawed pugilist, or
a martial arts master, these feats hone your body into a living
weapon, enhancing your unarmed attacks and grappling abilities.

Stances: Many Unarmed Combat feats allow a character to enter
a named “stance.” A character may benefit from only one stance at
a time. Characters without a Stance feat, or not using a stance feat
ability, are considered to be in “normal stance,” which offers no
special benefits or modifiers. Entering a stance requires 1 half action,
while returning to normal stance is a free action. Characters who
become helpless, prone, or sprawled, or who make any attack other
than an unarmed attack, immediately return to normal stance.

Tricks: Many Unarmed Combat feats grant additional tricks
that the character may use in conjunction with certain attack
actions (see Actions, page 352). Unlike standard tricks, a charac-
ter may benefit from only 1 trick granted by an Unarmed Combat
feat at any time. Further, you may only apply 1 trick provided by
a Melee Combat or Unarmed Combat feat to each action. This
includes the Full Defense Action.

BERSERKER BASICS

When you see red, wise men run!

Prerequisites: Base attack bonus +1 or higher.

Benefit: As a full action, you may work yourself into a “ber-
serker rage” for 2d4+2 rounds, during which your Strength and
Constitution scores rise by 3 each and you gain the enraged
condition. You may choose to end your rage at any time by taking
1 half action to calm down. Immediately following your rage, you
become exhausted for a number of minutes equal to the number
of rounds you were enraged. You may enter a berserker rage a
number of times per session equal to your starting action dice.

BERSERKER MASTERY

Your fury is as deadly as any gun.

Prerequisites: Base attack bonus +6 or higher, Berserker Basics.

Benefit: You may enter a “berserker rage” as a free action.
Further, your rages may last for up to 3d4+3 rounds. Also, your
Strength and Constitution scores rise by 5 each during your rage
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UNARMED COMBAT FEATS

BERSERKER BASICS

KICKING BASICS

SUBMISSION BASICS

BERSERKER MASTERY

KICKING MOVES

SUBMISSION MOVES

BERSERKER SUPREMACY

BAB +12

KICKING SUPREMACY

BAB +12, Kicking Basics, Kicking Moves

SUBMISSION SUPREMACY

BAB +12, Submission Basics, Submission Moves

BOXING BASICS

Level 6+, proficiency (Unarmed), 1 other Unarmed Combat feat

MARTIAL ARTS

TWO-HIT COMBO

BAB +3, 1 other Unarmed Combat feat

BOXING MOVES

MASTER'S ART

Level 15+, 2 other Unarmed Combat feats

WARRIOR'S GRACE

BAB +12, 2 other Unarmed Combat feats

BOXING SUPREMACY

BAB +12, Boxing Basics, Boxing Moves

ROLLING BASICS

VITAL POINTS BASICS

BRAWLING BASICS

ROLLING MOVES

VITAL POINTS MOVES

BRAWLING MOVES

ROLLING SUPREMACY

BAB +12, Rolling Basics, Rolling Moves

VITAL POINTS SUPREMACY

BAB +12, Vital Points Basics, Vital Points Moves

BRAWLING SUPREMACY

BAB +12, Brawling Basics, Brawling Moves

SPIRIT BASICS

WRESTLING BASICS

DIRTY FIGHTING BASICS

SPIRIT MOVES

WRESTLING MOVES

DIRTY FIGHTING MOVES

SPIRIT SUPREMACY

BAB +12, Spirit Basics, Spirit Moves

WRESTLING SUPREMACY

BAB +12, Wrestling Basics, Wrestling Moves

DIRTY FIGHTING SUPREMACY

BAB +12, Dirty Fighting Basics, Dirty Fighting Moves

(this replaces the Berserker Basics benefit). Finally, while in a
rage, you may make Intimidate checks as if you were armed with
a deadly weapon.

BERSERKER SUPREMACY

Your legendary fury gives even the sternest combatants
pause.

Prerequisites: Base attack bonus +12 or higher, Berserker
Mastery.

Benefit: You may end a “berserker rage” as a free action.
Further, your rages may last for up to 4d4+4 rounds. Also, while
in a rage, you gain a +4 bonus with all saves made to resist
becoming frenzied. Finally, when your rage ends, you become
fatigued instead of exhausted.

BOXING BASICS

You're a formidable pugilist, able to dish out and absorb
incredible punishment.

Benefit: You gain 2 additional wound points and the following
stance and trick.

Closed Stance (Stance): While in this stance, you may end your
movement in an opponent’s square. While you and your opponent
remain in the same square, you are considered adjacent to each
other. Further, while you remain in the same square as your oppo-
nent, you gain DR 2/— against the opponent’s attacks, as well as
a +2 bonus with your unarmed damage against the opponent.
Finally, the opponent may not take bonus 5-ft. steps.

Double Jab (Trick): As a half action, you may make 2 unarmed
Standard Attacks, suffering a —2 penalty with each attack check
and inflicting 2 fewer points of damage per die rolled (minimum 1
point of damage per die).




BOXING MOVES

When people call you “champ,” they mean it.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Knock Out (Trick): If one of your unarmed Standard Attacks
inflicts more damage upon a standard character than his
Constitution score, he becomes unconscious for 1d4 minutes.

Wallop (Trick): With a successful unarmed Standard Attack, your
opponent must also make a Reflex save (DC 10 + the damage
inflicted) or become drunk for 1d4 rounds.

Weather the Storm (Trick): Twice per round when benefiting
from a Total Defense action, you may take a Tire action as a free
action against any opponent who attacks you (whether the attack
hits or not).

BOXING SUPREMACY

Comparisons to Ali are inevitable.

Prerequisites: Base attack bonus +12 or higher, Boxing Basics,
Boxing Moves.

Benefit: Your Constitution score increases by 1. Further, you
gain the following tricks.

Driving Punch (Trick): You may make a full-action unarmed
Standard Attack, moving up to your Speed — and you must move
at least 10 ft. toward your target — immediately before the
attack. Your threat range increases by 2, but if the attack misses,
you become flat-footed.

Turning Punch (Trick): You may make a full-action unarmed
Standard Attack, against which the target’s dodge bonus to
Defense, if any, is doubled. If the attack hits, you inflict triple
damage.

BRAWLING BASICS

You learned how to fight on the streets, and benefit from a
bizarre mish-mash of abilities.

Benefit: You gain a +2 bonus with all Initiative checks. Further,
you gain the following stance and grapple trick.

Coiled Stance (Stance): While in this stance, you gain a +2
bonus with unarmed attack checks against opponents with lower
Reflex save bonuses. Further, you may take a second bonus 5-ft.
step during each round.

Head Butt (Grapple Trick): When you inflict unarmed dam-
age upon an opponent currently held or pinned by you, you may
also inflict twice the same amount of flash damage. Further,
when pinned, you may take 1 full action to inflict an amount of
flash damage upon your grappler equal to double your standard
unarmed damage.

BRAWLING MOVES

You're a true street scrapper, crushing opponents with simple,
powerful moves.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Body Slam (Trick): With a successful Trip action, you may
become sprawled to inflict an additional amount of subdual
damage upon the target equal to double your standard unarmed
damage.

Fake Out (Trick): When you make a successful Feint action,
your Defense against the target’s attacks increases by 2 for 1 full
round.
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Haymaker (Trick): When you make a successful unarmed
Standard Attack, your target must make a Fortitude save (DC 10
+ the damage inflicted) or become nauseated for 1 round.

BRAWLING SUPREMACY

You're a legend in fight clubs and street brawling communi-
ties.

Prerequisites: Base attack bonus +12 or higher, Brawling
Basics, Brawling Moves.

Benefit: When you hit an opponent with 2 or more non-final
unarmed attacks during a single round, you may immediately
make 1 final attack against that opponent. Further, you gain the
following tricks.

One-Two (Trick): When you make a successful unarmed
Standard Attack with a result exceeding the target’s Defense by 4
or more, you inflict double damage.

Sleeper Hold (Grapple Trick): As a free action, you may force
1 opponent currently held or pinned by you to make a Fortitude
save (DC 15 + 1 per consecutive round you‘ve used this ability).
With failure, the target begins sleeping for a number of minutes
equal to your Strength modifier + 1d6.

DIRTY FIGHTING BASICS

You're a wily, treacherous fighter who uses any advantage that
presents itself.

Benefit: Any sneak attack damage you suffer decreases to 1/2
standard (rounded up). Further, you gain the following stance
and trick.

Ready Stance (Stance): When you hit a target with 1 or more
unarmed attacks while in this stance, the target suffers a -2
penalty with all attack checks made until the end of the current
round.

Low Blow (Trick): When you make a successful unarmed
Standard Attack, your target must make a successful Fortitude
save (DC 10 + the damage inflicted) or become sickened for 1d4
rounds.

DIRTY FIGHTING MOVES

You hit foes where it hurts the most.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Eye Gouge (Trick): When you make a successful unarmed
Standard Attack, your target must make a successful Reflex
save (DC 10 + the damage inflicted) or become blinded for 1d4
rounds.

Mud in Your Eye (Trick): Once per opponent per combat, you
may gain a +4 bonus with all skill checks made as part of 1 Feint
action.

Rabbit Punch (Trick): You may make an unarmed Standard
Attack, suffering a -4 penalty with your attack check. Your threat
range increases by 1, and if you score a threat or critical success,
the target becomes nauseated for 1 round.

DIRTY FIGHTING SUPREMACY

You make underhanded fighting look like high art.

Prerequisites: Base attack bonus +12 or higher, Dirty Fighting
Basics, Dirty Fighting Moves.

Benefit: When you hit with an unarmed attack, you inflict 1 die
of sneak attack damage. Further, you gain the following tricks.
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Curb Stomp (Trick): You may make an unarmed Coup de Grace
action, even against a sprawled target.

Work the Head (Grapple Trick): You may inflict double your
standard unarmed damage against an opponent currently pinned
by you.

KICKING BASICS

You use solid footwork and innate balance to pummel foes
with your feet.

Benefit: Your Initiative Count does not decrease when you take
a Kick action. Further, you gain the following stance and trick.

Shifting Stance (Stance): When you make an unarmed attack
in this stance, your target's dodge bonus to Defense decreases
to 1/2 standard (rounded up). Further, if you score a threat or
critical hit with an unarmed attack while in this stance, you may
immediately move to the opposite side of the opponent (though
only if the square is unoccupied).

Sweep (Trick): You do not become flat-footed when you miss
with an attack check made as part of a Trip action. You do become
flat-footed if you suffer a critical failure, but your opponent may
not take a Trip action against you as a free action.

KICKING MOVES

Your bone-shattering kicks propel you — and your opponents
— about the battlefield.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Back Flip (Trick): You may take a Kick or unarmed Standard
Attack action. With a hit, you may move 5 ft., and gain a +1
dodge bonus to Defense for 1 full round. With a miss, you become
flat-footed.

Guillotine Kick (Trick): You may take a Kick action, suffering a
—4 penalty with your attack check. Your threat range increases by
1, and if you hit, your target must make a Fortitude save (DC 10
+ the damage inflicted) or be sent reeling.

Power Kick (Trick): You may take a Kick action. This attack
gains the armor-piercing (2) and takedown qualities.

KICKING SUPREMACY

Your dizzying kicks mercilessly batter nearby opponents.

Prerequisites: Base attack bonus +12 or higher, Kicking
Basics, Kicking Moves.

Benefit: Your Dexterity score increases by 1. Further, you gain
the following tricks.

Hurricane Kick (Trick): Once per round, you may spend 1 full
action to take 5 Kick attacks. These attacks may be divided among
adjacent opponents in any combination. Each of these attacks
suffers a -2 penalty with damage (minimum 1). After the last Kick
attack is resolved, each opponent who was hit is pushed 5 ft.
away from you (unless the square is occupied or blocked, in which
case he suffers 1d4 subdual damage).

Thrust Kick (Trick): You may take a Kick action. With a hit,
you may immediately take a Bull Rush action targeting the same
opponent as a free action.

MARTIAL ARTS
You hand-to-hand fighting talents are black-belt caliber.
Prerequisites: Career Level 6+, Weapon proficiency (Unarmed),
at least 1 other Unarmed Combat feat.

i Y
MARTIAL ARTS STYLES

Spycraft 2.0°s unarmed combat feats are designed to
provide a modular, interchangeable system for modeling
many types of hand-to-hand fighting. The foundation of
the system is the Unarmed weapon proficiency, which
makes any character a passable fighter. After that, a
character can easily mix and match various “basics” and
“moves” feats to capture the feel of real world styles or
create his own original blends.

By Career Level 3, most characters can easily combine
2 basics feats in any of 45 combinations. Characters with
a high base attack bonus already have access to the
moves feats by then, increasing their options to well over
100 two-feat combinations. Add in a feat or two from
the melee combat tree for styles that also teach the use
of weapons and the number of possibilities skyrockets.
Dedicated martial artists can continue to build their feat
pools or multiply the effectiveness of all of their unarmed
combat feats by taking Martial Artist or Two-Hit Combo.

Because many, many different real world martial arts
moves are grouped into unarmed Standard Attacks (most
hand techniques), Bull Rushing (most overbearing tech-
niques), Kicks (most foot techniques), Trips (a variety or
sweeps and sudden take downs), or Grappling (including
throws), it's important to remember that not every move
requires a unique mechanic. Likewise, the many stances
and tricks in this section may represent more than just the
body positions and strikes for which they're named.

In general, when a real world style is examined for
its signature moves and characteristics, its essentials
can be reasonably presented in 4 feats or less. This flex-
ibility allows even characters with non-combat classes
to become formidable and stylish combatants in short
order. Many unarmed combat supremacy feats represent
extreme displays of skill, training, or ruthlessness. These
feats only come into play when characters devote them-
selves to one particular aspect of unarmed combat, but
they provide considerable advantages.

Several feat suggestions follow for those interested
in modeling a real world martial arts style. These feats
are listed in the order in which they might typically be
taught (or chosen). They‘re only suggestions, as many
styles — kung-fu in particular — include countless
variations and sub-schools. GCs and players are actively
encouraged to go beyond these lists to experience to full
potential of this powerful system.

(Continued on pg. 187)
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Benefit: Your base unarmed attack threat range becomes
19-20 and your unarmed combat damage increases to 1d6.
Further, when you gain this feat, you may choose 1 attribute. If
you choose Strength, your Strength modifier is applied to your
Defense and Initiative bonuses in place of your Dexterity modifier.
If you choose any other attribute, its modifier is applied to your
unarmed attack bonus and unarmed damage rolls in place of the
standard modifier. Finally, you're always considered to be armed
with a deadly weapon when making Intimidate checks.
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Aikido: Wrestling Basics, Equilibrium Basics, Submission
Moves, Martial Arts (Wisdom).

Capoeira: Rolling Basics, Kick Basics, Rolling Moves,
Martial Arts (Dexterity).

Karate: Spirit Basics, Boxing Moves, Kicking Moves,
Martial Arts (Strength)

Kung-Fu: Boxing Basics, Spirit Basics, Vital Point
Basics, Two-Hit Combo.

Judo: Submission Basics, Submission Moves, Wrestling
Moves, Two-Hit Combo.

Muay Thai (Kickboxing): Dirty Fighting Basics, Kicking
Moves, Boxing Basics, Spirit Basics.

Pro-Boxing: Boxing Basics, Boxing Moves, Two-Hit
Combo, Martial Arts (Constitution).

Pro-Wrestling: Wrestling Basics, Wrestling Moves,
Brawling Moves, Spirit Moves.

Savate: Kicking Basics, Rolling Moves, Fencing Style,
Dueling Basics.

Tae Kwon Do: Kicking Basics, Kicking Moves, Rolling
Basics, Two-Hit Combo.
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MASTER’S ART

Your fighting skills are the stuff of legend.

Prerequisites: Career Level 15+, Martial Arts, at least 2 other
Unarmed Combat feats.

Benefit: Your base unarmed attack threat range becomes
17-20, and your unarmed damage increases by +1d6. Further, the
attribute chosen as part of the Martial Arts feat is applied to your
unarmed attack bonus and damage in addition to your Strength
modifier. Finally, the attribute chosen as part of the Martial Arts
feat is applied to your Defense and Initiative bonuses in addition
to your Dexterity modifier. This may result in the same attribute
modifier being applied twice.

ROLLING BASICS

Your twisting, swirling, acrobatic moves gracefully power your
formidable attacks.

Benefit: The Stand Up action is a free action for you and does not
cause you to become flat-footed. Further, you gain the following
stance and trick.

Forward Stance (Stance): Each time you hit an opponent while
in this stance, your Initiative Count increases by 1. However, you
may not take move actions other than Acrobatics/Jump checks or
your bonus 5-ft. step.

Roll (Trick): You may move 5 ft. before taking a Kick or unarmed
Standard Attack action. Further, you gain a +1 bonus with this
attack’s damage.

ROLLING MOVES

You're a nimble, agile opponent who tends to avoid damage
rather than soak it.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Circle (Trick): You may take a Kick or unarmed Standard Attack
action. With a hit, you may move to any unoccupied square adja-
cent to that opponent.

Leap (Trick): Before you take a Kick or unarmed Standard
Attack action, you may move up to your Speed, passing freely
through squares adjacent to or occupied by opponents.

Sway (Trick): You may take a Kick or unarmed Standard Attack
action. With a hit, you gain a +1 dodge bonus to Defense against
attacks made by the target for 1 full round.

ROLLING SUPREMACY

Your speed and agility are unreal.

Prerequisites: Base attack bonus +12 or higher, Rolling Basics,
Rolling Moves.

Benefit: Your Speed increases by 10 ft. Further, you gain the
following tricks.

Sticky Fingers (Trick): When you take a Total Defense action,
you also gain DR 5/— against all adjacent opponents.

Torpedo (Trick): You may take a full-action Bull Rush action,
gaining a +2 bonus with your Athletics (Str) check and inflicting
double your standard unarmed damage with a hit.

SPIRIT BASICS
Your martial arts channel internal power for great effects.
Benefit: Once per combat, you may decrease the lethal
damage you suffer from 1 source by your base attack bonus (mini-
mum 1 point). Further, you gain the following stance and trick.
The benefits of this feat are not lost when you're forced to move
(e.g. when you're the target of a successful Bull Rush action).
Rooted Stance (Stance): While in this stance, you gain a +1
bonus with all saves, but may not leave your current square.
Palm Strike (Trick): You may make an unarmed Standard
Attack. With a hit, your opponent is pushed 5 ft. away from you
(unless the square is occupied or blocked, in which case he suffers
1d4 subdual damage).

SPIRIT MOVES

It's not supernatural... it's just an awful lot of practice.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

One Warning (Trick): Once per opponent per combat, you may
make a Threaten action targeting an uninjured target. With a
success, you inflict an additional amount of stress damage equal
to the amount by which your base attack bonus exceeds the
target’s base attack bonus (minimum 0).

Shatter Weapon (Trick): Once per round when benefiting from
a Total Defense action, you may make an Athletics/Smash check
targeting an adjacent opponent’s weapon used to attack you. This
Smash check occurs after the opponent’s attack is resolved.

Vitalize (Trick): Once per teammate per scene, you may make
an unarmed Standard Attack. With a hit, the target immediately
recovers 1 wound point and 1d6 vitality points.

SPIRIT SUPREMACY

On the other hand, maybe it is supernatural.

Prerequisites: Base attack bonus +12 or higher, Spirit Basics,
Spirit Moves.

Benefit: Your Wisdom score increases by 1. Further, you gain
the following tricks.

Hand of God (Trick): Once per round when benefiting from
a Total Defense action, you may inflict an adjacent opponent’s
damage upon him when he misses you with an attack.
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Shadow Walk (Trick): Before you take a Pummel action, you
may move up to your Speed, passing freely through squares adja-
cent to or occupied by opponents.

SUBMISSION BASICS

You're intimately familiar with ground fighting and savage pins.

Benefit: When you use a Cheap Shot trick as part of a successful
unarmed attack, the target's penalties are doubled. Further, you
gain the following stance and trick.

Prone Stance (Stance): While in this stance, you gain a +1
bonus with all skill checks made as part of a Grapple action and
suffer no penalties with attack checks for being prone. Further,
any effect that would cause you to become sprawled instead
makes you prone. Finally, becoming prone does not return you to
normal stance.

Snap! (Grapple Trick): When you inflict your standard unarmed
damage upon an opponent currently pinned by you, you may
also try to break a limb of your choice. The opponent must make
a Fortitude save (DC 10 + 1/2 the damage inflicted) or suffer a
broken limb critical injury (see page 332).

SUBMISSION MOVES

If someone slips into your grasp, they never leave without
something to show for their trouble.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following grappling tricks.

Bone Grind (Grapple Trick): You may inflict 1 point of tempo-
rary Strength or Dexterity damage upon 1 opponent currently held
or pinned by you (your choice of attribute). This may not reduce
the target attribute below 1/2 standard (rounded up).

Joint Lock (Grapple Trick): You may inflict a —4 penalty with all
skill checks made to escape upon 1 held or pinned opponent.

Reversal (Grapple Trick): While pinned, you may become held
to make your opponent pinned.

SUBMISSION SUPREMACY

Only the doomed know your grip.

Prerequisites: Base attack bonus +12 or higher, Submission
Basics, Submission Moves.

Benefit: You may target an opponent with the Cheap Shot trick
multiple times per scene, but must choose a different penalty each
time. Further, you gain the following grappling tricks.

Death Grip (Grapple Trick): You may make a Coup de Grace
action against an opponent currently pinned by you.

Breathtaking Hold (Grapple Trick): As a free action, you may
cause an opponent currently pinned by you to suffocate until you
release him, he escapes the pin, or he dies.

TWO-HIT COMBO

...and the hits just keep on coming.

Prerequisites: Base attack bonus +3 or higher, at least 1 other
Unarmed Combat feat.

Benefit: At the start of your Initiative Count, you may choose to
gain 1 final unarmed attack. If you do so, you suffer a =2 penalty
with all attack and skill checks — including the final attack — for
1 full round.

VITAL POINTS BASICS

You've learned exotic techniques for striking and protecting the
body's most vulnerable points.

Benefit: You gain 6 points of sneak attack damage resistance.
Further, you gain the following stance and trick.

Guard Stance (Stance): While you're in this stance, the threat
ranges of all hurled, melee, and unarmed attacks made against
you decrease by 2 (minimum 20). However, you may not take Run
actions or make Acrobatics/Tumble checks while in this stance.

Atemi (Trick): You may make an unarmed Standard Attack.
With a hit, you inflict 1d6 subdual damage instead of your stan-
dard damage. With a threat or critical hit, the target also suffers
1 point of temporary Strength, Dexterity, or Wisdom damage until
the end of the current scene (your choice of attribute). This may
not reduce the target attribute below 1/2 standard (rounded up).

VITAL POINTS MOVES

You can strike nerve points, controlling your opponent’s body
for a short time.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Nerve Jam (Trick): You may make an unarmed Standard Attack,
suffering a —4 penalty with your attack check. Your threat range
increases by 1. If you score a threat or critical hit, the target
becomes stunned for 1 full round.

One Finger (Trick): You may make an unarmed Standard Attack
against a flat-footed opponent, suffering a -4 penalty with your
attack check. Your threat range increases by 4.

Spike (Trick): You may make an unarmed Standard Attack, with
which your threat range increases by 1.

VITAL POINTS SUPREMACY

You can stun or kill an opponent with a single touch... and
that's when you're in a good mood.

Prerequisites: Base attack bonus +12 or higher, Vital Point
Basics, Vital Point Moves.

Benefit: With a successful unarmed attack, you gain 1 die of
sneak attack damage. Further, you gain the following tricks.

Bar the Gates (Trick): You may make an unarmed Standard
Attack. With a hit, the target must make a Fortitude save (DC 10
+ the damage inflicted) or become paralyzed for 1d4 rounds.

Black Palm (Trick): You may make an unarmed Standard Attack,
with which your error range increases by 2. With a hit, you may
spend 1 action die to expose the target to an exotic poison with
the following statistics — Primary Phase Onset Time: Instant;
Primary Phase Save DC: 20; Primary Phase Damage/Effect:
1d2 Con; Secondary Phase Onset Time: 12 hrs.; Secondary Phase
Save DC: 20; Secondary Phase Damage/Effect: drained (1 level).
A person may only suffer from 1 black palm poison at a time;
a character suffering from this poison is immune to all black
palm effects until he heals all damage, including the drained
condition.




WARRIOR'S GRACE

When you kick butt, it's a thing of beauty.

Prerequisites: Base attack bonus +12 or higher, Two-Hit
Combo, at least 2 other Unarmed Combat feats.

Benefit: When you use your Two-Hit Combo feat ability to
gain 1 final attack, you may increase your attack and skill check
penalty to —4 in order to gain 1 additional final unarmed attack
(for a total of 2 final attacks).

WRESTLING BASICS

You prefer to tackle opponents at close range.

Benefit: You gain a +1 bonus to Defense against adjacent
opponents. Further, you gain the following stance and trick.

Open Stance (Stance): Once per round while you're in this
stance and an opponent within your Reach misses you with an
attack, you may draw the opponent into your square and imme-
diately target him with a Grapple or Trip action as a free action.
However, you may not take Run actions while in this stance.

Brush (Trick): You may make an unarmed Standard Attack. With
a hit, you inflict 1d6 subdual damage instead of your standard
damage. The target's Initiative Count decreases by the amount of
subdual damage inflicted.

WRESTLING MOVES

In the ring, in the dojo, or on the street, you've always got the
moves to finish the job.

Prerequisites: Base attack bonus +3 or higher.

Benefit: You gain the following tricks.

Clothesline (Trick): You may take an unarmed Standard Attack.
This attack gains the takedown quality, the Fortitude save DC of
which increases by 4.

Hip Toss (Trick): You may take a Trip action. With success, you
also inflict your standard unarmed damage and the target must
make a Fortitude save (DC 10 + the damage inflicted) or become
fatigued for 1d4 rounds.

Fling (Grapple Trick): As your first grapple benefit during any
grapple, you may throw a held character into an unoccupied square
up to 15 ft. away, inflicting double your standard unarmed damage.
The formerly held or pinned character becomes sprawled.

WRESTLING SUPREMACY

Your fight-ending moves are spectacular.

Prerequisites: Base attack bonus +12 or higher, Wrestling
Basics, Wrestling Moves.

Benefit: Your Strength score increases by 1. Further, you gain
the following tricks.

Double Hurl (Trick): You may take a Trip action. With success,
you also inflict double your standard unarmed damage and an
equal amount of flash and bang damage.

Back Breaker (Grapple Trick): As a free action, you may take a Coup
de Grace action targeting an opponent currently pinned by you.

CHANCE FEATS

Some characters display extraordinary luck, often without their
conscious control. Many of these feats simulate this phenomenon.

ALL ORNOTHING

Win or lose, life is never dull when you're around.

Benefit: Once per session, before making a roll, you may
increase the roll’s error and threat ranges by 5. If you suffer an
error, your opponent may activate it as a critical failure or miss
even if the result would normally be a success.

BETTER LUCK NEXT TIME

Lady Luck likes you — because you try so hard.

Prerequisites: All or Nothing.

Benefit: Whenever you spend and roll 1 action die to boost a die
roll made as part of a skill check or save and the action die result is
a natural 1, you gain the action die back after the action is resolved.

BLACK CAT
Strange and unfortunate accidents seem to plague your enemies.
Benefit: Once per scene as a free action, you may target a number
of opponents within your line of sight up to the number of Chance
feats you possess. The error ranges of all checks made by these oppo-
nents increase by 2 until the end of the current scene. No single char-
acter may be affected by more than 1 Black Cat feat at any time.

THE DICE ARE HOT

It's not a system — it’s just luck.

Benefit: Your result cap is lifted with Streetwise/Gambling
checks. Further, you gain a synergy bonus with Gambling checks
equal to the number of action dice you currently possess. Finally,
your Lifestyle increases by 1.

FORTUNATE

You always seem to luck out when you really need it.

Benefit: As a free action, you may request 1 additional d4
action die from the GC, at which point the GC or an opponent of
the GC's choice also gains 1 additional d4 action die. These action
dice are lost if not used by the end of the current scene. You may
use this ability a number of times per session equal to the number
of Chance feats you possess.

FORTUNE FAVORS THE BOLD

Your permanent address reads, “On the edge.”

Prerequisites: Career level 3+, Fortunate.

Benefit: Each time you gain action dice from any source —
including those you receive at the start of each session — the
action die type improves by 1 (i.e. you gain 1d6 for every d4, 1d10
for every d8, etc.). If this increases your action die type above
d12, you instead gain 2 separate 1d6 action dice.

FORTUNE'’S FOOL

Sometimes you snatch victory from the very jaws of defeat.

Prerequisites: Better Luck Next Time.

Benefit: Each time you suffer an error and your opponent
spends an action die to activate it as a critical failure, you may
trade 1 of your action dice of any type for 1 of the action dice your
opponent just spent to activate the error.
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CHANCE FEATS

ALL OR NOTHING

THE DICE ARE HOT

LUCKY BREAK

BETTER LUCK NEXT TIME

FORTUNATE

MISFORTUNE

Level 6+

FORTUNE'S FOOL

FORTUNE FAVORS THE BOLD

Level 3+

PECULIAR DODGE

Level 12+

BLACK CAT

LADY LUCK'S SMILE

Level 9+

MARK OF CONFLICT

Level 1 only

Level 3+

TOUGH LUCK

Level 9+

JINX

You're a walking disaster area — for your enemies.

Prerequisites: Career level 3+, Black Cat.

Benefit: Your cost to activate an opponent's error as a criti-
cal failure decreases by 1 action die (minimum 0). You may use
this ability a number of times per session equal to the number of
Chance feats you possess.

LADY LUCK’S SMILE

Your winning streak is about a mile wide.

Prerequisites: Career level 9+, Fortune Favors the Bold.

Benefit: When you roll an action die, it explodes on its
highest or second highest natural result (e.g. 5-6 on a d6, 9-10
on ad10, etc.).

LUCKY BREAK

Sometimes it's almost too easy.

Benefit: Once per scene, when an attack or skill check targeting
you hits or succeeds by 1 or less, you may cause it to fail instead.

MARK OF CONFLICT
Your luck is considerable, but it always leads to violence.
Prerequisites: Career level 1 only (when the feat is chosen).
Benefit: You gain a +1 bonus with each ranged damage roll.
Further, your base attack bonus and career level are each considered
3 higher for the purpose of meeting Ranged Combat feat prerequi-
sites. Finally, the starting disposition toward you of any character
possessing 2 or more Ranged Combat feats worsens by 2 grades.

MARK OF STRIFE

You were born to punch people.

Prerequisites: Career level 1 only (when the feat is chosen).

Benefit: You gain a +1 bonus with each unarmed damage
roll. Further, your base attack bonus and career level are each
considered 3 higher for the purpose of meeting Unarmed Combat

MARK OF STRIFE

Level 1 only

MARK OF TURMOIL

Level 1 only

TROUBLE MAGNET

feat prerequisites. Finally, the starting disposition toward you
of any character possessing 2 or more Unarmed Combat feats
worsens by 2 grades.

MARK OF TURMOIL
You've got a gift, but it really seems to piss people off.
Prerequisites: Career level 1 only (when the feat is chosen).
Benefit: You gain a +1 bonus with each melee damage roll.
Further, your base attack bonus and career level are considered
3 higher for the purpose of meeting Melee Combat feat prerequi-
sites. Finally, the starting disposition toward you of any character
possessing 2 or more Melee Combat feats worsens by 2 grades.

MISFORTUNE

Something bad is always happening around you, but rarely to you.

Prerequisites: Career level 6+, Lucky Break.

Benefit: Each time you score a threat with an attack check
targeting a player or special character and don't activate it as a
critical hit, you may spend 1 action die to force the target to dis-
card 1 action die. If the target is an NPC, the GC must discard this
die. You may use this ability a number of times per session equal
to the number of Chance feats you possess.

PECULIAR DODGE

You come away from the most explosive conflicts oddly
unscathed...

Prerequisites: Career level 12+, Misfortune.

Benefit: When you're hit by an attack but before any threat
is activated, you may spend and roll 1 non-exploding action die.
If its result is odd, the attack misses you instead. You may use
this ability a number of times per session equal to the number of
Chance feats you possess, and no more than once per hit.




CHASE FEATS

BABY IT

Athletics 3+ ranks

DUCT TAPE AND BUBBLEGUM

Mechanics 3+ ranks

DEMOLITION DERBY

Level 3+

SPRINT

GET RADICAL!

DEATH RIDE

Level 9+, Con 15+

DEFENSIVE DRIVING

NEED FOR SPEED

BAIL OUT!

Acrobatics 6+ ranks

JACKRABBIT START

OFFENSIVE DRIVING

DAREDEVIL

DRIVING INSTINCTS

Level 6+ 1 other Chase feat

RELENTLESS PURSUIT

PROFESSIONAL DRIVER
— CLOSED COURSE

Tactics 3+ Impress 6+ ranks, 2 other Chase feats

ONE HAND ON THE WHEEL

LANE DANCER

Drive focus (any 1 ground)

Survival 3+

Drive focus (any 1 water)

Drive focus (any 1 air)

TOUGH LUCK

You're more than a jinx — you attract unlucky breaks.

Prerequisites: Career level 9+, Jinx.

Benefit: Each opponent you target with your Black Cat feat
ability must spend 1 additional action die to activate each threat
he scores.

TROUBLE MAGNET

You live in interesting times... according to the Chinese.

Benefit: You may undertake 1 additional Subplot at any time.
Additionally, you must have at least 1 Subplot in play at any
time.

Special: You may choose this feat up to 2 times.

SIMULATOR JOCKEY

Drive 4+ ranks

CHASE FEATS

Characters who choose Chase feats tend to own the road,
or the airways, or the deep blue sea.

BABY IT

You can coax a damaged vehicle to continue beyond its logical
limitations.

Benefit: Once per scene when a vehicle you're operating
suffers a critical hit, you may cause it to ignore the hit's effects
until the end of the current scene. Unless repaired, the vehicle
suffers the critical hit result at the start of the following scene.
This does not prevent the vehicle from suffering the same critical
hit result a second time.

BAIL OUT!

You spare yourself the worst of any crash.

Prerequisites: Acrobatics 6+ ranks.

Benefit: When you succeed with a Reflex save made to reduce
damage from a crash, you suffer only 1 point of damage per die.
Even if you fail, the damage decreases by 1 point per die (mini-
mum 1 point per die). Further, when you're the Prey in a chase,
you may attempt the Long Gone strategy at any time, but auto-
matically suffer a crash at the end of the current Conflict round.

CREW DOG

You're accustomed to working as part of a close-knit vehicle
crew.

Prerequisites: Tactics 3+ ranks, Daredevil.

Benefit: Once per scene when you're in a vehicle requiring a
crew of 3 or more, you gain 1 additional d6 action die. You may
only spend this die to increase a result directly related to the
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vehicle (e.g. a Mechanics/Repair check targeting the vehicle, or an
attack check with one of the vehicle’'s weapons). Alternately, you
may give this die to another member of the vehicle's crew with
the same restrictions. This die is lost when you exit the vehicle or
the scene ends, whichever comes first.

DAREDEVIL

You're a wild man at any speed.

Prerequisites: Career level 6+.

Benefit: You may choose chase Strategies as if your vehicle’s
(or your own, if you're on foot) Acceleration and Turning Ratings
were each 2 higher. Further, you may choose the Stunt Strategy
(see page 367).

DASH

Feet don’t fail me now!

Prerequisites: Athletics 3+ ranks.

Benefit: When you take the Run action, you may move up to
your Speed x 5. Further, when making a running jump, your jump
distance increases by 25% (rounded up). Finally, while on foot in
a chase, you may treat tight maneuvering room as close, or close
maneuvering room as open, and gain a +2 synergy bonus with
skill checks and saves made due to a Crisis Advantage.

DEATH RIDE

There's no stopping you once you're behind the wheel.

Prerequisites: Career level 9+, Con 15+, Demolition Derby.

Benefits: While operating a vehicle or riding a mount, you gain
DR equal to the number of Chase feats you possess. Further, if
your wound points decrease to 0 or below while you're operating a
vehicle or riding a mount, you remain alive and conscious until the
vehicle or mount stops moving, until your wound points decrease
to a negative total equal or higher than your Constitution score
(at which point you are immediately killed), or until it's destroyed
or killed (at which point you suffer the standard consequences of
your injuries).

DEFENSIVE DRIVING

You're adept at losing pursuers.

Benefit: Each Maneuver check penalty you suffer due to a
Prey chase Strategy decreases by 1/2 standard (rounded down).
Further, once per chase, you may force 1 opponent to suffer the
effects of a Crisis Advantage.

DEMOLITION DERBY

Your vehicles soak up damage without losing performance.

Prerequisites: Career level 3+, Baby It.

Benefit: When you're operating a vehicle, it gains a +2 bonus
with Damage saves. Further, each time a vehicle you're operating
suffers collision damage, the damage decreases by 1 point per die
(minimum 1 point per die).

DRIVING INSTINCTS

You leave predictable drivers in the dust.

Prerequisites: At least 1 other Chase feat.

Benefit: During a chase, after Strategies are chosen but before
they're revealed, you may guess which Strategy your opponent

chose. If you're correct, your opponent suffers a penalty with his
next Maneuver check equal to the number of Chase feats you
possess.

DUCT TAPE AND BUBBLEGUM

You can patch any vehicle back together... while it's moving.

Prerequisites: Mechanics 3+ ranks.

Benefit: While you're piloting or inside a vehicle, the vehicle
gains a bonus with Damage saves equal to 1/2 your ranks in the
Mechanics skill (rounded up). Each vehicle may only benefit from
1 Duct Tape and Bubblegum feat ability at any time.

GET RADICAL!

You always push your ride’s performance envelope.

Benefit: When you make a Maneuver check involving a stunt,
your DC decreases by 5 and your error range decreases by 1.
Further, when you make a Maneuver check to jump a vehicle, the
vehicle's jump distance increases by 50% (rounded up). Finally,
your vehicle suffers only 1/2 falling damage (rounded down).

JACKRABBIT START

When it's time to start running, you're already long gone.

Prerequisites: Defensive Driving.

Benefit: When you're the Prey in a chase or manhunt, the starting
Lead increases by 2. Further, all chase and manhunt Strategies offer
you the Lead Advantage.

LANE DANCER

Others see traffic. You see an opportunity.

Prerequisites: Drive skill focus (any 1 ground), Daredevil.

Benefit: While operating a ground or personal ground vehicle,
you may treat tight maneuvering room as close, or close maneu-
vering room as open. Further, while operating a ground vehicle in
a chase, you gain a +2 synergy bonus with skill checks and saves
made due to a Crisis Advantage.

MOUNT UP

You have a natural affinity with domesticated animals.

Prerequisites: Survival 3+ ranks, Daredevil.

Benefit: The Defense and Reflex save bonus of any mount
you ride become equal to your own (if your bonuses are higher).
Further, while mounted, you may treat tight maneuvering room
as close, or close maneuvering room as open. Further, while
mounted in a chase, you gain a +2 synergy bonus with skill checks
and saves made due to a Crisis Advantage.

NEED FOR SPEED
You like going fast... really fast. As fast as possible, really.
Benefit: You suffer no penalty with Maneuver checks for trav-
eling faster than 1/2 your vehicle or mount’'s maximum MPH.

OFFENSIVE DRIVING

Very few opponents manage to escape you.

Benefit: Each Maneuver check penalty you suffer due to a
Predator chase Strategy decreases to 1/2 standard (rounded
down). Further, once per chase, you may ignore 1 Crisis without
making a skill check or save.




ONE HAND ON THE WHEEL
You've had a lot of practice driving with only one hand.
Benefit: You suffer no Maneuver check penalty when operating
a vehicle with only one hand. Further, you may make a Maneuver
check as a free action a number of times per scene equal to the
number of Chase feats you possess.

PHOTO FINISH

Sometimes leveling the playing field's plenty.

Prerequisites: Daredevil.

Benefit: During a chase, you may voluntarily decrease your
Acceleration and Turning — or those of your vehicle — by 2,
at which point the Acceleration and Turning of each other partici-
pant decreases by 2 as well.

PROFESSIONAL DRIVER — CLOSED
COURSE

You make the impossible look positively... commercial.

Prerequisites: Impress 6+ ranks, Driving Instincts, at least 2
other Chase feats.

Benefit: You gain a synergy bonus from your Impress skill with
Maneuver checks. Further, you gain a synergy bonus from your
Acrobatics or Drive skills with your Impress skill, so long as your
target has line of sight to you and your vehicle.

RELENTLESS PURSUIT

Once you're on the trail, you never give up the hunt.

Prerequisites: Offensive Driving.

Benefit: When you're the Predator in a chase or manhunt, the
starting Lead decreases by 2. Further, all Strategies offer you the
Lead Advantage.

SIMULATOR JOCKEY

You handle drones as if you were in them.

Prerequisites: Drive 4+ ranks.

Benefit: You ignore the standard penalty with attack and skill
checks made through a drone. Further, you may take the Regroup
action while operating a drone.

SPRINT
Your raw running speed is amazing.
Prerequisites: Dash.
Benefit: Your Speed increases by 10 ft.

WAVE RUNNER

You're completely undaunted on the high seas, in narrow chan-
nels, or in churning rapids.

Prerequisites: Drive skill focus (any 1 water), Daredevil.

Benefit: You Constitution increases by a number equal to the
number of Chase feats you possess for the purpose of determin-
ing how long you can hold your breath. Further, while operating a
water vehicle, you may treat tight maneuvering room as close, or
close maneuvering room as open. Finally, while operating a water
vehicle in a chase, you gain a +2 synergy bonus with skill checks
and saves made due to a Crisis Advantage.

WIND RIDER

You're a natural in the air, able to read the wind and ride
turbulence like a gentle wave.

Prerequisites: Drive skill focus (any 1 air), Daredevil.

Benefit: Your Notice check penalty due to visual range decreases
to 1/2 standard (rounded down). Further, when gliding, your
lateral distance multiplier increases by 2. Also, while operating an
air vehicle, you may treat tight maneuvering room as close, or close
maneuvering room as open. Finally, while operating an air vehicle
in a chase, you gain a +2 synergy bonus with skill checks and saves
made due to a Crisis Advantage.

COVERT FEATS

Covert feats focus on secretive activities, including surprise,
stealth, unconventional movement, and precision attacks.

AMBUSH BASICS

When you get the drop on someone, you finish him quickly.

Prerequisites: Tactics 3+ ranks.

Benefit: You gain the ability to inflict 1 die of sneak attack
damage (see page 338). Further, when you're the leader or a
helper in a Tactics/Ambush check, the check gains the Cross-
Check tag.

AMBUSH MASTERY

You spring complex ambushes in mere moments.

Prerequisites: Tactics 9+ ranks, Ambush Basics.

Benefit: When making a Tactics/Ambush check, you gain a
synergy bonus from your Sense Motive skill. Further, your threat
range with Tactics/Ambush checks increases by 1. Finally, you
may prepare a 1-minute ambush in 1 round, but your error range
increases by 2.

AMBUSH SUPREMACY

You can turn any situation into a devastating ambush with only
minimal preparation.

Prerequisites: Tactics 18+ ranks, Ambush Mastery.

Benefit: You gain the ability to inflict 1 additional die of sneak
attack damage (for a total of 2 dice). Further, you may prepare a
1-hour ambush in 1 minute, but your error range increases by 2.
Finally, your action die cost to activate a threat with a Tactics/
Ambush check decreases by 1 (minimum 0).

BLUDGEON
You're extremely well versed in common subdual techniques.
Prerequisites: Ability to inflict 1 die of sneak attack damage.
Benefit: You may convert lethal damage to subdual damage or
vice-versa without suffering the standard —4 attack check penalty.
When converting lethal damage to subdual damage, you may also
convert sneak attack damage to subdual damage.

CONCEALED CARRY

You're never without a weapon, even after you've been patted
down by the best.

Benefit: When someone frisks you, each item stashed on your
person is considered 2 Size categories smaller.
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COVERT FEATS

AMBUSH BASICS

Tactics 3+ ranks

CRIPPLING STRIKE

3+ dice sneak attack

GHOST BASICS

Sneak 3+ ranks

AMBUSH MASTERY

Tactics 9+ ranks

EQUILIBRIUM BASICS

Acrobatics 3+ ranks

GHOST MASTERY

Sneak 9+ ranks

AMBUSH SUPREMACY

Tactics 18+ ranks

EQUILIBRIUM MASTERY

Acrobatics 6+ ranks

GHOST SUPREMACY

Sneak 15+ ranks

BLUDGEON

1+ dice sneak attack

EQUILIBRIUM SUPREMALCY

Acrobatics 12+ ranks

MINGLING BASICS

Blend 3+ ranks

3+ dice sneak attack

EXECUTIONER

Level 9+, 1+ dice sneak attack

MINGLING MASTERY

Blend 9+ ranks

CONCEALED CARRY

MERCILESS

Level 15+

MINGLING SUPREMACY

Blend 15+ ranks

DEADLY PRECISION

Level 9+, 2+ dice sneak attack

FACELESS

Blend 3+ ranks

SPIDER BASICS

Athletics 3+ ranks

NO QUARTER

Level 15+

TRACELESS

Blend 6+ ranks

SPIDER MASTERY

Athletics 6+ ranks

ZEROED

Blend 12+ ranks

SPIDER SUPREMACY

Athletics 12+ ranks

CRIPPLING STRIKE

You cripple foes with well-placed strikes.

Prerequisites: Ability to inflict 3 dice of sneak attack damage.

Benefit: When you successfully use the Cheap Shot trick
against a vulnerable opponent, your opponent suffers an addi-
tional -1 penalty with all affected attack and skill checks, or an
additional =5 ft. penalty with his Speed, as appropriate.

DEADLY PRECISION

You instinctively direct your attacks at vulnerable spots.

Prerequisites: Career level 9+, ability to inflict 2 dice of sneak
attack damage.

Benefit: When you hit with an attack that inflicts sneak attack
damage, you inflict 1 additional point of sneak attack damage
per die.

EQUILIBRIUM BASICS

You're always poised and graceful.

Prerequisites: Acrobatics 3+ ranks.

Benefit: When taking the Total Defense action, you gain a
dodge bonus to Defense equal to the number of Covert feats you
possess. Further, you need to make only 1 Acrobatics/Balance
check to move across a precarious surface at your full Speed or
faster. Finally, any time you fall, the distance fallen is considered
20 ft. shorter (e.g. when you fall 30 ft., you only suffer damage
for falling 10 ft.).

EQUILIBRIUM MASTERY

Precarious terrain isn't an obstacle — it's a dance partner!

Prerequisites: Acrobatics 6+ ranks, Equilibrium Basics.

Benefit: You gain a dodge bonus with all skill checks made to
resist a Trip action equal to the number of Covert feats you possess.
Further, when making an Acrobatics/Balance check on a narrow or
uneven surface, you ignore the Vision tag, your DC decreases by 5,
and your error range decreases by 1. Finally, you may move at full
Speed while making an Acrobatics/Tumble check.

EQUILIBRIUM SUPREMACY

Pinning you down is next to impossible.

Prerequisites: Acrobatics 12+ ranks, Equilibrium Mastery.

Benefit: When Fighting Defensively, you gain a dodge bonus
to Defense equal to 1/2 the number of Covert feats you possess
(rounded up).

Further, you may move through squares adjacent to or occupied by
opponents, and end your movement in a square occupied by an oppo-
nent. If the opponent has no adjacent allies, he becomes flanked.

EXECUTIONER

When necessary, you're as ruthless as they come.

Prerequisites: Career Level 9+, ability to inflict 1 die of sneak
attack damage.

Benefit: Once per round, you may target a helpless character
with a Coup de Grace action as a half action.



FACELESS

You're totally forgettable, a hole in the social landscape.

Prerequisites: Blend 3+ ranks.

Benefit: When making a Blend check, you gain a synergy bonus
from your Sneak skill. Further, the time required for any class
ability, skill check, Request check, or other character option to
research your past or determine your current location, intentions,
or motives is tripled.

GHOST BASICS

You use every available advantage when hiding.

Prerequisites: Sneak 3+ ranks.

Benefit: You may move a number of feet up to double your Speed
as part of Hide/Sneak checks. Further, when making a Sneak/Hide
check to evade a security sensor, you gain a synergy bonus from
your Acrobatics skill. Also, when making a Hide check to evade a
living opponent, you gain a synergy bonus from your Sense Motive
skill. Finally, when making a Hide check while moving up to your full
Speed, you suffer no penalty.

GHOST MASTERY

You're swift, silent, and difficult to pin down.

Prerequisites: Sneak 9+ ranks, Ghost Basics.

Benefit: When you make a Sneak/Hide check while moving
faster than your full Speed, you suffer a —4 penalty instead of
the standard 8. Further, if the observer is distracted, he suffers
an additional —4 penalty with his Notice/Awareness or Search/
Perception check. Finally, when you're hidden and benefit from
3/4 scenery cover against an opponent, you're considered invis-
ible to that opponent.

GHOST SUPREMACY

You're almost literally a ghost, effortlessly slipping from
shadow to shadow.

Prerequisites: Sneak 15+ ranks, Ghost Mastery.

Benefit: You may make Sneak/Hide checks without any apparent
place to hide (e.g. in an open field with low grass, in an empty parking
lot, etc.). Further, when you make a Sneak/Hide check while moving
faster than your full Speed, you suffer no penalty. Finally, when you're
hidden and benefit from 1/2 scenery cover against an opponent, you
are considered invisible to that opponent.

MERCILESS

No mistake goes unnoticed or unpunished.

Prerequisites: Career level 15+, Executioner.

Benefit: Once per round, you may target a helpless character
with a Coup de Grace action as a free action.

MINGLING BASICS

You fade into any crowd.

Prerequisites: Blend 3+ ranks.

Benefit: When making a Blend/Stealth check, you may always
use Dexterity as your key attribute. Further, when making a
Stealth check in public, you gain a synergy bonus equal to the
crowd'’s Size Rating (see page 102). Finally, if you fail this check,
you do not become flat-footed.

MINGLING MASTERY

Weaving unnoticed through crowds is second nature to you.

Prerequisites: Blend 9+ ranks, Mingling Basics.

Benefit: When making a Blend/Stealth check, each pen-
alty for balancing, moving, or speaking decreases to 1/2 stan-
dard (rounded down). Further, your Stealth checks lose the
Disposition tag. Finally, when you're located in a crowd of 500
or more people, you become invisible instead of hidden with a
successful Stealth check.

MINGLING SUPREMACY

One blink and you're lost in the crowd.

Prerequisites: Blend 15+ ranks, Mingling Mastery.

Benefit: When making a Blend/Stealth check, you suffer no
penalty for balancing, moving, or speaking, and each penalty for
your team, or sparse or barren terrain, decreases to 1/2 standard
(rounded down). Further, when you're located in a crowd of 50
or more people, you become invisible instead of hidden with a
successful Stealth check.

NO QUARTER

Your attacks are rarely forgiving.

Prerequisites: Career level 15+, Deadly Precision.

Benefit: Before you make an attack that inflicts sneak attack
damage, you may sacrifice 1 or more sneak attack damage dice to
increase your threat range by the number of dice sacrificed.
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GEAR FEATS

CLEAN AND POLISHED

FAVORED GEAR

PACK RAT

MOTHER HEN

SIGNATURE GEAR

PERSONAL STASH

Level 6+

EXTRA GEAR

TRADEMARK GEAR

SILVER SPOON

Level 12+

ELECTRONIC WARRIOR

Extra Gear (Electronics)

HOME SWEET HOME

WELL-FUNDED

MICRO-MINIATURIZED

Extra Gear (Gadgets)

TOOL SHED

TRAP MASTER

Extra Gear (Security)

SPIDER BASICS

You're most at home a few inches away from a sheer vertical
surface — and several hundred feet up.

Prerequisites: Athletics 3+ ranks.

Benefit: Opponents do not gain a bonus to attack you while
you're climbing. Further, you suffer no penalty from the Hands-On
or Vision tags, or when climbing without a kit. Finally, if you're
climbing at the start of a combat, you gain a bonus with your
Initiative check equal to the number of Covert feats you possess.

SPIDER MASTERY

Given a choice, you'd come in through the skylight every time.

Prerequisites: Athletics 6+ ranks, Spider Basics.

Benefit: When climbing, you may ascend at up to 1/2 your full
Speed and descend at your full Speed. Further, you may attempt
to catch yourself while falling along any surface with a DC of up
to 40. Finally, all falling damage you suffer decreases by 1 point
per die (minimum 1 point per die).

SPIDER SUPREMACY

0Old school wall-crawling; no radioactive spider required.

Prerequisites: Athletics 12+ ranks, Spider Mastery.

Benefit: When climbing, you may ascend at up to your full
Speed and descend at double your full Speed. Further, you are not
required to make an additional Athletics/Climb check when you
suffer damage. Also, when you possess a climbing kit, your Climb
check DC decreases by 5 and your error range decreases by 1.
Finally, if you're climbing at the start of a combat, each opponent
suffers a morale penalty with skill checks made to determine the
surprise round equal to number of Covert feats you possess.

TRACELESS

You habitually remove signs of your presence.

Prerequisites: Blend 6+ ranks, Faceless.

Benefit: When making any Falsify check, you gain a synergy
bonus from your Blend skill.

Further, the DCs of all skill checks made to learn of your
presence or passage increase by the number of Covert feats you
possess. If you're no longer present and this increases the DC to 20
or more, the Tracking Basics feat is required to trace your steps.

Finally, the number of Challenges involved in any Complex
Analysis Task undertaken to examine your actions increases by 2
(maximum 10).

WHACK

With one well-placed strike, you can bring down even the
largest opponent.

Prerequisites: Bludgeon, ability to inflict 3 dice of sneak attack
damage.

Benefit: When you hit with an attack that inflicts subdual damage
against a flat-footed opponent, your target does not lose the flat-
footed condition. Further, when you hit with an attack that inflicts
subdual sneak attack damage (e.g. as converted by the Bludgeon
feat), you inflict 1 additional point of damage per die.

ZEROED

Your permanent address is a cemetery plot, which tends to
throw off background checks.

Prerequisites: Blend 12+ ranks, Traceless.

Benefit: All public records indicate that you're deceased;
physical evidence to the contrary may only be found with an appro-
priate Analysis/Examine Media, Analysis/Forensics, Investigation/
Canvass Area, or Investigation/Research check resulting in a
threat or critical success. Further, the error ranges of all Analysis
and Investigation checks targeting you increase by a number
equal to the number of Covert feats you possess.




GEAR FEATS

These feats help characters make the most of their equipment.

CLEAN AND POLISHED

You spend a lot of downtime making sure your gear remains in
perfect condition.

Benefit: The number of action dice required to activate an
error with one of your Possessions (personal gear) increases by
1. If one of your Possessions leaves your person for more than 24
hours, it loses this benefit until you spend 1 hour cleaning and
readjusting it.

ELECTRONIC WARRIOR

You can squeeze the most out of any signal.

Prerequisites: Extra Gear (Electronics).

Benefit: The Signal Rating of any item in your Possessions
or mission gear increases by 2, and the range increment of any
Electronic item in your Possessions or mission gear increases by
25% (rounded up).

EXTRA GEAR

You always load up on your favorite equipment.

Benefit: When you gain this feat, you may choose 1 gear
category (Electronics, Gadgets, Resources, Security, Tradecraft,
Vehicles, or Weapons). During each Intel Phase, you gain
1 additional gear pick from the chosen category.

Special: You may choose this feat multiple times, each time
choosing 1 new gear category.

FAVORED GEAR

Your always keep your favorite equipment handy.

Benefit: You gain 1 additional Possession (personal gear). This
item’s Caliber may not exceed 1/3 your career level (rounded up).

o |If the item’s Caliber exceeds the current mission caliber, you
must discard a number of action dice equal to the difference
between these Calibers at the start of each session or you lose
access to the item for the duration of the current mission.

o |[f the item's Caliber is lower than the current mission caliber, you
gain a number of action dice equal to the difference between
these Calibers at the start of each session. These bonus action dice
may only be spent to boost skill checks and activate threats using
your favored gear item.

You may re-choose your favored gear item each time you apply
the benefits of a new level.

Special: You may choose this feat multiple times, each time
gaining 1 piece of favored gear. Any action dice gained for 1 piece
of favored gear may only be spent to boost skill checks and activate
threats using that specific piece of favored gear, not any other.

HOME SWEET HOME
You've invested a lot in your home and appearance.
Benefit: Your Lifestyle increases by 2 (maximum 10).

MICRO-MINIATURIZED
You get the best gadgets taxpayer money can provide.
Prerequisites: Extra Gear (Gadgets).

Benefit: When you build or request a gadget, each Mechanism
is 1 Size category smaller and you may include 1 additional
Mechanism per gadget.

MOTHER HEN

You're extremely protective of all your gear.

Prerequisites: Clean and Polished.

Benefit: The Damage save bonus of each of your Possessions
(personal gear) increases by +4. Further, when one of your
Possessions suffers damage while you're in contact with it, you may
make a Reflex save (DC equal to the damage inflicted) to transfer
1/2 the damage to yourself (rounded up). Your DR applies to this
damage as standard unless the item is armor you're wearing.

PACK RAT
You accumulate lots and lots of stuff, some of it useful.
Benefit: Your Possessions increase by 2 (maximum 10).

PERSONAL STASH

Whatever your team needs, you might just have.

Prerequisites: Pack Rat.

Benefit: While in your home, you gain a bonus with Gear
checks equal to the number of Gear feats you possess. Further,
once per session while at home, you may make a Gear check
without spending a Reserve Common Item.

SIGNATURE GEAR

You're starting to get a reputation — for the gear you use.

Prerequisites: Career level 6+, Favored Gear.

Benefit: Choose 1 item gained from your Favored Gear feat.
You gain a +1 morale bonus with all skill checks and damage rolls
made using that item. Further, the item cannot be destroyed due
to a critical failure (though it may still be destroyed by damage).

Special: You may choose this feat multiple times, each time
applying it to 1 different item gained from your Favored Gear feat.

SILVER SPOON

Through hard work or lineage, you've got money to burn.
Benefit: Your Spending Cash increases by 2 (maximum 10).

TOOL SHED
Rummaging around at home, you can find almost anything.
Prerequisites: Home Sweet Home.
Benefit: Once per mission as a 1-hour action at home, you may find
any 1 Grade Il kit. This kit is lost at the end of the current mission.
Special: You may choose this feat multiple times, each time
gaining the ability to find 1 additional Grade IlI kit in your home
per mission.

TRADEMARK GEAR

Everyone associates one specific item with you.

Prerequisites: Career level 12+, Signature Gear.

Benefit: Choose 1 item targeted by your Signature Gear feat.
You gain an additional +1 morale bonus with all skill checks
and damage rolls made using that item (for a total bonus of
+2). Further, any time you spend action dice to boost one of
these rolls, you roll 2 dice per action die spent, adding both to
the result.
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BASIC SKILL FEATS

—

-

ADVISOR

o —

SPEED DEMON

BURGLAR

OBSERVER

—

DIPLOMAT

—

——

i

o —

TRAP MASTER

You are always building better mousetraps.

Prerequisites: Extra Gear (Security).

Benefit: The Power Rating of any lock, sensor, or trap in your
Possessions or mission gear increases by 2, and any trap you
install inflicts an additional 1 point of damage per die.

WELL-FUNDED

You squirrel money away for rainy days.

Prerequisites: Silver Spoon.

Benefit: Once per mission while at your home, you may come
up with an additional $200 x your Wealth. Further, you may take
10 with a Bureaucracy/Bribe check, even if the error range is
greater than 1.

BASIC SKILL FEATS

These feats dramatically improve skill utility and provide the
foundation for greater benefits in the Advanced Skill feat tree.
Every Spycraft 2.0 skill may be enhanced by a feat in this tree.

ACTOR
You have a real talent for the stage, and other deceptions.
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Bluff and Impress. Further, your
base threat range with these skills becomes 19-20.

ADVISOR

Persistent and precise, you're the one they call in when there’s
a problem.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Resolve and Profession. Further,
your base threat range with these skills becomes 19-20.

BURGLAR

Missing invitations have never been significant obstacles.
Benefit: You gain a +2 insight bonus with all skill and Knowledge
checks made with Acrobatics and Sneak. Further, your base threat
range with these skills becomes 19-20.

DIPLOMAT

It's funny how they always think they got the better end of the
bargain.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Networking and Sense Motive.
Further, your base threat range with these skills becomes 19-20.

EXAMINER

You've been doing that 'CSI thing’ for a while now.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Analysis and Medicine. Further,
your base threat range with these skills becomes 19-20.

FENCE
You are always open for business, even when the goods are “hot.”
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Sleight of Hand and Streetwise.
Further, your base threat range with these skills becomes 19-20.

HUSTLER
You give them what they expect to see, and they rarely question it.
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Falsify and Manipulate. Further,
your base threat range with these skills becomes 19-20.

OBSERVER

Your Mark 1 Eyeball has always been pretty sharp.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Notice and Search. Further, your
base threat range with these skills becomes 19-20.




ADVANCED SKILL FEATS

[ANY 1 BASIC SKILL FEATI

ATTENTION TO DETAIL

ADVANCED SKILL MASTERY

Level 6+

DEPTH OF STUDY

TRAINING

GRAND SKILL MASTERY

Level 12+

WELL ROUNDED

PERFECT SKILL MASTERY

PHOTOGRAPHIC MEMORY

UNLOCKED POTENTIAL

MARK OF A PROFESSIONAL

Level 9+

PRACTICE MAKES PERFECT

Level 15+

UNFAIR ADVANTAGE

Level 6+

EVERYDAY GENIUS

Level 15+

OFFICER

You say, “Jump!” They say, “How high, sir?”

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Intimidate and Tactics. Further,
your base threat range with these skills becomes 19-20.

PRIVATE EYE

Why do they even try keeping secrets from you?

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Investigation and Security. Further,
your base threat range with these skills becomes 19-20.

SCHOLAR

You're well versed with the academic world.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Bureaucracy and Science. Further,
your base threat range with these skills becomes 19-20.

SPEED DEMON
You have a way with machines, especially those with velocity.
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Mechanics and Drive. Further, your
base threat range with these skills becomes 19-20.

Level 18+ Level 1 only Level 1 only
FALSE START
Level 3+ SURVIVALIST

You're right at home in the great outdoors.

Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Athletics and Survival. Further, your
base threat range with these skills becomes 19-20.

TECHIE
You sharpen the technological cutting edge every day.
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Computers and Electronics. Further,
your base threat range with these skills becomes 19-20.

WORLD TRAVELER
You've been to far away places — and bought the T-shirt!
Benefit: You gain a +2 insight bonus with all skill and
Knowledge checks made with Blend and Cultures. Further, your
base threat range with these skills becomes 19-20.

ADVANCED SKILL
FEATS

These feats either build upon Basic Skill feats or affect your
skills in an unusual way.

Several of these feats require a Basic Skill feat as a prerequisite,
improving the original feat's benefits. Some expert classes offer
‘virtual Basic Skill feats, which are valid prerequisites for these
types of Advanced Skill feats.

ADVANCED SKILL MASTERY

You've worked diligently to improve several related activities.

Prerequisites: Career level 6+, any 1 Basic Skill feat.

Benefit: Choose 1 Basic Skill feat you possess. The insight bonus
with skill and Knowledge checks granted by the chosen feat increases
to +3, and the listed skills" base threat range becomes 18-20.

Further, once per session, you may choose to re-roll 1 failed
check with one of the chosen Basic Skill feat's listed skills. You
may not re-roll a critical failure.

Special: You may choose this feat multiple times, each time
applying it to a different Basic Skill feat you possess.
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ATTENTION TO DETAIL

You're meticulous when undertaking large projects.

Benefit: You may take 20 with any skill check possessing an
error range of up to 1-2 (typically, you may only take 20 with
skill checks possessing an error range of 1). Further, when taking
20, your result cap is lifted. Finally, all of your secret checks gain
the Cross-Check tag.

DEPTH OF STUDY

You have multiple specialties.

Benefit: You gain 2 additional skill focuses, or 2 skill fortes,
or 1 of each.

Special: You may choose this feat multiple times, each time
gaining 2 additional skill focuses or fortes.

EVERYDAY GENIUS

There may still be a few things you haven’t seen or done, but
nothing surprises you anymore.

Prerequisites: Career level 15+, Unfair Advantage.

Benefit: As a full action, you may choose any 1 Basic Skill feat
you do not possess (except a virtual Basic Skill feat). You gain
the chosen feat as a temporary feat until the end of the current
session. You may use this ability a number of times per mission
equal to the number of Advanced Skill feats you possess.

FALSESTART

You're so accustomed to using your skills that you automati-
cally sense when your use of them is flawed.

Prerequisites: Career level 3+, any 1 Basic Skill feat.

Benefit: Choose 1 Basic Skill feat you possess. When you fail
an unopposed check with a skill covered by the chosen feat that
requires longer than 1 round to complete, you may stop mid-way
through and begin again, as shown on Table 3.1: False Start
Timing (see below). If an aborted skill check requires money or
materials, only 1/2 are spent or used up (rounded down). These
materials must be replaced before you may restart the skill check.

Further, when you take 20 with any skill covered by the
chosen Basic Skill feat, it requires only 15 x the skill's standard
required time.

Special: You may choose this feat multiple times, each time
applying it to a different Basic Skill feat you possess.

GRAND SKILL MASTERY
You excel with a particular set of related activities.
Prerequisites: Career level 12+, any 1 Advanced Skill Mastery
feat.

/ TABLE 3.1: FALSE START TIMING ",

Standard Time Required

Restart Point

At least 1 round, up to 1 minute Next round

Benefit: Choose 1 Advanced Skill Mastery feat you possess.
The insight bonus with skill and Knowledge checks granted by the
chosen feat increases from +3 to +4, and the listed skills’ base
threat range becomes 17-20.

Further, your action die cost to activate a threat as a critical
success with one of the listed skills decreases by 1 (minimum 0).

Special: You may choose this feat multiple times, each time
applying it to a different Advanced Skill Mastery feat you possess.

I CAN SWIM

You're just full of surprising talents.

Benefit: Beginning with the level at which you gain this feat,
you need not spend skill points when you gain them. Instead, you
may, as a free action before making any skill check, spend your
remaining skill points to purchase ranks in the skill being used.
This does not allow you to exceed your standard maximum skill
rank. All unspent skill points must be spent before you gain each
subsequent level.

MARK OF A PROFESSIONAL

You're not just good, you're fast!

Prerequisites: Career level 9+, False Start.

Benefit: Choose 1 False Start feat. Your error range with any check
made using a skill covered by the chosen feat decreases by 1 (mini-
mum 1). Further, the time required for any unopposed check using
one of these skills decreases to 1/2 standard (minimum 1 round).

Special: You may choose this feat multiple times, each time
applying it to a different False Start feat you possess.

PERFECT SKILL MASTERY

You're a leading expert in a particular field.

Prerequisites: Career level 18+, any 1 Grand Skill Mastery feat.

Benefit: Choose 1 Grand Skill Mastery feat you possess. The
insight bonus with skill and Knowledge checks granted by the
chosen feat increases from +4 to +5, and the listed skills' base
threat range becomes 16-20.

Further, you may re-roll up to 3 failed checks per session,
though you may not re-roll the same check more than once and
you may not re-roll a critical failure.

Special: You may choose this feat multiple times, each time
applying it to a different Grand Skill Mastery feat you possess.

PHOTOGRAPHIC MEMORY
Your mind captures and stores an amazing array of information.
Prerequisites: Career level 1 only (when the feat is chosen).
Benefit: You may make Knowledge checks as active checks.
Further, you gain a +2 insight bonus with all Knowledge checks, and
your threat range with them becomes 19-20. Finally, you may spend
1 round to take 10, or 1 minute to take 20, with Knowledge checks.

PRACTICE MAKES PERFECT

You hardly know how to screw up anymore.

Prerequisites: Career level 15+, Mark of a Professional.

Benefit: Choose 1 Mark of a Professional feat. When making a
check with any skill covered by the chosen feat, any natural roll
below 10 that isn't an error becomes 10. Further, when you suffer
an error with a skill covered by the chosen feat, your opponents’
action die cost to activate it as a critical failure increases by 1.



TALENTED

Your skill mastery often takes people by surprise.

Benefit: Choose 1 Basic Skill feat (whether you possess it or
not). Each skill covered by the chosen feat is always a class skill
for you, and each time you purchase 1 rank with one of them,
you also gain 1 rank with the other (not to exceed your maximum
skill rank for either skill). Further, your result cap with each skill
covered by the chosen feat increases by 5.

TRAINING

You devote much of your training and free time to various skills
you might need in the field.

Benefit: You gain 5 skill points. When you spend these points
to purchase skill ranks, you always gain 1 rank per skill point
spent, even if the skill is typically cross-class for you.

Special: You may choose this feat multiple times, each time
gaining 5 additional skill points with the same benefits.

UNFAIR ADVANTAGE
Your experience allows you to maximize every favorable break.
Prerequisites: Career level 6+, at least 1 Basic Skill feat.
Benefit: Each time you gain an insight bonus with a skill check,
the bonus increases by +1.

UNLOCKED POTENTIAL

You possess a natural gift.

Prerequisites: Career level 1 only (when the feat is chosen).

Benefit: Choose 1 skill. This skill is always a class skill for you,
and your maximum rank with the skill increases by 3 (to your
career level + 6). This skill's maximum rank may not be increased
by any other character option or effect, however.

At Level 1 and each time you gain a level, you must increase
your chosen skill to its maximum possible rank before you may
spend skill points on any other skill.

WELL-ROUNDED

You've dabbled in many different fields.

Prerequisites: Training.

Benefit: Your result cap with each skill with which you possess
0 ranks increases by 5. Further, each time you spend 1 or more
action dice to boost a skill check result, your check cap increases
by 10 (maximum 60). Finally, your cost to purchase ranks 1, 2,
and 3 in any skill is 1 skill point per rank, even if the skill is cross-
class for you.

STYLE FEATS

These feats represent a character’s social acumen, and allow
him to influence people in a variety of powerful ways.

ACADEMIC CONTACTS

You've spent time in the ivory towers and met some of the
finest minds in the world.

Prerequisites: Networking 3+ ranks, Scholar.

Benefit: You gain 1 associate-grade contact with an academic
or scholastic theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and

your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with an academic or scholastic theme enters
play as an associate instead of an acquaintance.

ANIMAL PARTNER

You have an indispensable pet, mount, or animal companion
that accompanies you on missions.

Prerequisites: Survival 4+ ranks.

Benefit: You gain 1 animal with an XP reward no greater than
35 + 5 x the combined number of Style and Terrain feats you
possess, chosen from the Sample Animals section (see page 456).
Alternately, with your GC's approval, you can design a custom
animal for yourself using the standard NPC creation rules.

The animal is considered a special character and gains any
2 'trained’ qualities. Further, its statistics are calculated with a
‘Threat Level' equal to your career level minus 2 and its listed
vitality grade increases by 1 (e.g. from Ill to IV). If the animal is
Medium or larger, it gains the Wolf Pack Mastery feat. If it is Small
or smaller, it gains the evasion [ class ability. The animal possesses
no action dice, but you may spend your action dice on its behalf.

The animal’s disposition toward you is Helpful and it will never
deliberately attack you.

Finally, should your animal partner die, you lose a number of
Reputation equal to your career level, or an amount of Net Worth
equal to this number x $50,000, as appropriate. The deceased
partner is replaced at the start of the following mission by a new
animal of your creation, following these rules.

Special: You may choose this feat multiple times, each time
gaining 1 new animal partner built using the same rules.

BLOODSTAIN RESISTANT

You're never mussed by unsightly stains.

Prerequisites: Impress 3+ ranks.

Benefit: While dressed according to your Lifestyle, you gain
a bonus to Defense equal to your Lifestyle appearance modifier
(if positive). You lose this bonus any time you wear armor with a
Notice/Search DC of ‘obvious.’

BLUE COLLAR CONTACTS

You aren't afraid to get your hands dirty with a little honest
work, and people respect that.

Prerequisites: Networking 3+ ranks, Speed Demon.

Benefit: You gain 1 associate-grade contact with a vehicular
or tradesman theme of your choice (per GC approval). Further,
the time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a vehicular or tradesman theme enters
play as an associate instead of an acquaintance.

CARD SHARK

You're a skilled gambler, often devouring lesser opponents.

Prerequisites: Streetwise 3+ ranks.

Benefit: Your Profession checks gain a synergy bonus from
your Streetwise skill. Further, Knowledge checks about gambling
rules, major gamblers (and their winnings and debts), and casinos
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STYLE FEATS

ACADEMIC CONTACTS

Networking 3+ ranks, Scholar

GOVERNMENT CONTACTS

Networking 3+ ranks, Diplomat

POLITICAL CLOUT

Bureaucracy 6+ ranks

ANIMAL PARTNER

Survival 4+ ranks Networking 3+ ran

GRIFTER CONTACTS

POLITICAL FAVORS

ks, Hustler Bureaucracy 12+ ranks

BLOODSTAIN RESISTANT

Impress 3+ ranks Cha 13+

HARD CORE

POLITICAL IMMUNITY

Bureaucracy 18+ ranks

BLUE COLLAR CONTACTS TOO UGLY

Networking 3+ ranks, Speed Demon Level 3

TO DIE

+ Cultures 4+ ranks

CARD SHARK

Networking 3+ ranks, Techie

RESEARCH CONTACTS

Networking 3+ ranks, Observer

CHARMER

Cha 13+ Networking 3+, Wo

LOCAL CONTACTS

SILVER TONGUE

rld Traveler Cha 13+, Manipulate 3+ ranks

NOT THE FACE

Level 3+

Sense Motive 3+ ranks

UNDERMINE

Manipulate 9+ ranks

CRIMINAL CONTACTS MEDIA CON

Networking 3+ ranks, Burglar

Networking 3+ ranks, Actor

TACTS VENOMOUS DIALOGUE

Cha 15+, Manipulate 18+ ranks

MEDICAL CO

Cha 15+, Impress 4+ ranks

Networking 3+ ranks, Examiner

NTACTS

Intimidate 4+ ranks

GLINT OF MADNESS MILITARY CO

Intimidate 4+ ranks Networking 3+ ran

NTACTS STREET CONTACTS

ks, Officer Networking 3+ ranks, Fence

GORGEOUS

Cha 13+, Impress 3+ ranks Level 6+

PERSONAL LIEUTENANT

WHITE COLLAR CONTACTS

Networking 3+ ranks, Advisor

Impress 6+ ranks Networking 3+ ranks

POLICE CONTACTS

WILDERNESS CONTACTS

, Private Eye

Networking 3+ ranks, Survivalist

SIMPLY IRRESISTIBLE

Cha 15+, Impress 9+ ranks

and other gaming locations are active checks for you. Finally, any
time you spend action dice to boost a Streetwise/Gambling check,
you roll 2 dice per action die spent, adding both to the result.

CHARMER

You have a way of bringing people around.

Prerequisite: Cha 13+.

Benefit: You may make a 1-minute Impress/Influence check as a
full action when targeting an NPC whose disposition toward you is
Neutral, Intrigued, or Friendly. Further, you may make a 10-minute
Impress/Influence check in 1 minute when targeting these NPCs.

CRIMINAL CONTACTS

There is some honor among thieves.

Prerequisites: Networking 3+ ranks, Burglar.

Benefit: You gain 1 associate-grade contact with a criminal
theme of your choice (per GC approval). Further, the time required
for each Networking/Contact check calling upon this individual
decreases to 1/2 standard (rounded down), and your error range
with these checks decreases by 2 (minimum 0). Finally, with GC
approval, each subsequent contact you gain from the Networking
skill with a criminal theme enters play as an associate instead of
an acquaintance.




FAN SERVICE

You are a master of the double take.

Prerequisites: Cha 15+, Impress 4+ ranks.

Benefits: When taking a Diversion or Feint action, you may
substitute your Impress (Cha) skill and synergy bonuses. Further,
you may perform either action as a full action to simultaneously
target all opponents within the action’s listed range. You may not
selectively target some of these opponents — you must target
all or only 1. Each opponent makes a separate check to resist the
action.

GLINT OF MADNESS

There's something deeply disturbing about you. Maybe it's the
growling.

Prerequisites: Intimidate 4+ ranks.

Benefit: You may target with the Threaten action an opponent
you have not injured. Further, each time one of your attacks
reduces an opponent’s wound points to 0 or less, you may imme-
diately take a Threaten action as a free action. Finally, when you
succeed with any Threaten action, the stress damage inflicted
increases by your Charisma modifier (if positive).

GORGEOUS

Your good looks are extremely memorable.

Prerequisites: Cha 13+, Impress 3+ ranks.

Benefit: Your Charisma rises by 1. Further, you gain a
+2 synergy bonus with all Impress and Networking checks,
but suffer a =1 synergy penalty with all Blend/Stealth and
Falsify/Disguise checks, as well as Blend checks made as the Prey
during a manhunt.

GOVERNMENT CONTACTS

When you talk, people listen.

Prerequisites: Networking 3+ ranks, Diplomat.

Benefit: You gain 1 associate-grade contact with a legal or
government theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a legal or government theme enters play
as an associate instead of an acquaintance.

GRIFTER CONTACTS

You've got friends in the dog-eat-dog world of The Big Con.

Prerequisites: Networking 3+ ranks, Hustler.

Benefit: You gain 1 associate-grade contact with a grifter or
con artist theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a grifter or con artist theme enters play
as an associate instead of an acquaintance.
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HARD CORE

Your fierce professionalism demands respect even from your
worst enemies.

Prerequisite: Cha 13+.

Benefit: You may make a 1-minute Impress/Influence check
as a full action when targeting an NPC whose disposition toward
you is Aloof, Unfriendly, or Hostile. Further, you may make a 10-
minute Impress/Influence check in 1 minute when targeting these
NPCs.

HIGH-TECH CONTACTS

"Super geek” doesn’t begin to cover it.

Prerequisites: Networking 3+ ranks, Techie.

Benefit: You gain 1 associate-grade contact with a computer
or technological theme of your choice (per GC approval). Further,
the time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a computers or technological theme
enters play as an associate instead of an acquaintance.

LOCAL CONTACTS

No matter where you go, there they are.

Prerequisites: Networking 3+ ranks, World Traveler.

Benefit: You gain 1 associate-grade contact with an exotic or
traveling theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with an exotic or traveling theme enters play
as an associate instead of an acquaintance.

THE LOOK

You possess devilishly handsome good looks, or a laugh that
melts hearts, or all the right curves, or maybe a smile that makes
people weak in the knees.

Prerequisites: Impress 6+ ranks, Gorgeous.

Benefit: Your Appearance modifier increases by 1 (see Lifestyle,
page 215). Further, you gain a +4 synergy bonus with all Impress
and Networking checks, but suffer a =2 synergy penalty with all
Blend/Stealth and Falsify/Disguise checks, as well as Blend checks
made as the Prey during a manhunt. Further, your error range
with these penalized checks increases by 1. These modifiers
replace those applied by the Gorgeous feat.

MARK

You can size anyone up at a glance.

Prerequisites: Sense Motive 3+ ranks.

Benefit: As a free action, you may target 1 character within
your line of sight and name 3 skills, learning the character’s total
bonus with each. You may use this ability a number of times per
session equal to the number of Style feats you possess.
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MEDIA CONTACTS

Biggest fan, Hollywood insider, or stalker, you've got a direct
line to the stars.

Prerequisites: Networking 3+ ranks, Actor.

Benefit: You gain 1 associate-grade contact with an entertain-
ment or media theme of your choice (per GC approval). Further,
the time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with an entertainment or media theme enters
play as an associate instead of an acquaintance.

MEDICAL CONTACTS

For you... they'll make house calls.

Prerequisites: Networking 3+ ranks, Examiner.

Benefit: You gain 1 associate-grade contact with a medical
or science theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a medical or science theme enters play
as an associate instead of an acquaintance.

MILITARY CONTACTS

You still swap war stories with a few good men.

Prerequisites: Networking 3+ ranks, Officer.

Benefit: You gain 1 associate-grade contact with a military or
mercenary theme of your choice (per GC approval). Further, the
time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a military or mercenary theme enters
play as an associate instead of an acquaintance.

“NOT THE FACE!”

Your looks are everything. You protect them with your life.

Prerequisite: Career Level 3+, Charmer.

Benefit: While taking a Total Defense action or Fighting
Defensively, you gain an amount of damage resistance against
Charisma damage equal to your Charisma modifier. Further, you
gain the same amount of DR against damage inflicted by melee
and unarmed attacks.

PERSONAL LIEUTENANT

You have a right-hand man you trust with your life.

Prerequisites: Career level 6+.

Benefit: You may create 1 special character — your ‘personal
lieutenant’ — with a career level equal to 1/2 your career level
(rounded down, minimum 0). Your lieutenant’s attribute scores
are assigned using 32 points. He benefits from an Origin, classes,
skill points, feats, and Wealth, but gains no Wealth, mission gear,
core abilities, contacts, Interests, or Subplots, and may never
shift mission Caliber with any of his character options. A personal
lieutenant’s starting number of action dice is always 1, and he
may never gain additional action dice. Each time you gain 2

levels after taking this feat, your personal lieutenant gains 1 level.
Your personal lieutenant may never gain the Animal Partner or
Personal Lieutenant feats.

Your personal lieutenant is always considered one of your team-
mates and has a disposition toward you of Helpful.

Finally, should your personal lieutenant die, you lose a number of
Reputation equal to your career level, or an amount of Net Worth
equal to this number x $50,000, as appropriate. The deceased lieu-
tenant is replaced at the start of the following mission by a new NPC
of your creation, following these rules.

POLICE CONTACTS

No worries. The Man's got your back!

Prerequisites: Networking 3+ ranks, Private Eye.

Benefit: You gain 1 associate-grade contact with a law enforce-
ment or security theme of your choice (per GC approval). Further,
the time required for each Networking/Contact check calling upon
this individual decreases to 1/2 standard (rounded down), and
your error range with these checks decreases by 2 (minimum 0).
Finally, with GC approval, each subsequent contact you gain from
the Networking skill with a law enforcement or security theme
enters play as an associate instead of an acquaintance.

POLITICAL CLOUT

You've earned a certain latitude in the halls of power.

Prerequisites: Bureaucracy 6+ ranks.

Benefit: Once per mission, you may request 1 invitation Security
pick without making a Request check or spending action dice. This
pick is immediately available.

POLITICAL FAVORS

You know where all the bodies are buried, so your friends in
high places go the extra mile for you.

Prerequisites: Bureaucracy 12+ ranks, Political Clout.

Benefit: Once per mission, you may request 1 extradition
Resource without making a Request check. This Resource has a
Power Rating of 6 and is immediately available.

POLITICAL IMMUNITY

It's not that you're above the law —more to the side of it,
really.

Prerequisites: Bureaucracy 18+ ranks, Political Favors.

Benefit: Once per mission, you may request 1 legal immunity
Resource without making a Request check. This Resource has a
Power Rating of 6 and is immediately available.

POLYGLOT

Your language skills are remarkable.

Prerequisites: Cultures 4+ ranks.

Benefit: You gain 2 additional Cultures skill focuses. Further,
each of your Impress and Networking checks gains a synergy
bonus from your Cultures skill (even if the target is from a region
for which you don't possess the appropriate focus).




RESEARCH CONTACTS

It's all right that you don’t have eyes in the back of your head.
A few extra pairs are always looking out for you.

Prerequisites: Networking 3+ ranks, Observer.

Benefit: You gain 1 associate-grade contact with a journalist,
documentary, or librarian theme of your choice (per GC approval).
Further, the time required for each Networking/Contact check
calling upon this individual decreases to 1/2 standard (rounded
down), and your error range with these checks decreases by 2
(minimum 0). Finally, with GC approval, each subsequent contact
you gain from the Networking skill with a journalist, documen-
tary, or librarian theme enters play as an associate instead of an
acquaintance.

SILVER TONGUE

Your most unbelievable lies sound like gentle truths.

Prerequisites: Cha 13+, Manipulate 3+ ranks.

Benefit: When making a Bluff or Impress check, you gain a
synergy bonus from your Manipulate skill. Further, each time you
win a seduction Conflict, you inflict 1 point of temporary Wisdom
damage on your opponent (this cannot decrease the opponent’s
Wisdom score below 6). Also, your result cap with Impress/
Persuasion checks decreases by only 5 when you and your target
share no common language (ordinarily it decreases by 20). Finally,
the error range of Sense Motive checks targeting you increase by
an amount equal to your Charisma modifier.

SIMPLY IRRESISTIBLE

Your stunning good looks and well-honed charm bring you
many gifts, and much unwanted attention.

Prerequisites: Cha 15+, Impress 9+ ranks, The Look.

Benefit: Your Charisma rises by 1. Further, you gain a +6
synergy bonus with all Impress and Networking checks and the
time required to make these checks decreases to 1/2 standard
(rounded down, minimum 1 round), but suffer a —4 synergy
penalty with all Blend/Stealth and Falsify/Disguise checks, as well
as Blend checks made as the Prey during a manhunt. Further,
your error range with these penalized checks increases by 1 and
your opponents’ action die cost to activate your errors with these
checks decreases by 1 (minimum 1). These modifiers replace those
applied by The Look feat.

STONE COLD

Your steely demeanor projects an aura of calculated ruthlessness.

Prerequisites: Intimidate 4+ ranks.

Benefit: You're always considered armed when making an
Intimidate check. Further, each time one of your attacks decreases
an opponent’s wound points to 0 or below, you gain a +1 bonus
with all Intimidate checks made until the end of the current
combat (maximum +4). Finally, you gain a +1 bonus with all Will
saves made during combat.

STREET CONTACTS

Respect.

Prerequisites: Networking 3+ ranks, Fence.

Benefit: You gain 1 associate-grade contact with a street
theme of your choice (per GC approval). Further, the time required
for each Networking/Contact check calling upon this individual

decreases to 1/2 standard (rounded down), and your error range
with these checks decreases by 2 (minimum 0). Finally, with GC
approval, each subsequent contact you gain from the Networking
skill with a street theme enters play as an associate instead of an
acquaintance.

TOO UGLY TO DIE

People have tried to prove the saying wrong, but no one's yet
succeeded.

Prerequisites: Career level 3+, Hard Core.

Benefit: You gain DR 2/—, but suffer a —4 synergy penalty with
all Blend and Networking checks.

UNDERMINE

With a few well-chosen words, you can demolish a person’s
confidence.

Prerequisites: Manipulate 9+ ranks, Silver Tongue.

Benefit: When you succeed with a Taunt action, your target
loses the ability to spend action dice and suffers a morale penalty
with Initiative and skill checks equal to your Charisma modifier
for a number of rounds equal to the number of Style feats you
possess.

VENOMOUS DIALOGUE

Your soul-piercing declarations stop people dead in their
tracks.

Prerequisites: Cha 15+, Manipulate 18+ ranks, Undermine.

Benefit: Once per scene after succeeding with a Taunt action,
you may make a remark so staggering that the target is left
completely at a loss. Instead of inflicting the Taunt action’s
standard result, you may force him not to make any attacks until
he's attacked, or until the end of the current scene, whichever
comes first.

WHITE COLLAR CONTACTS

The power players listen to you. Some take notes.

Prerequisites: Networking 3+ ranks, Advisor.

Benefit: You gain 1 associate-grade contact with a business
theme of your choice (per GC approval). Further, the time required
for each Networking/Contact check calling upon this individual
decreases to 1/2 standard (rounded down), and your error range
with these checks decreases by 2 (minimum 0). Finally, with GC
approval, each subsequent contact you gain from the Networking
skill with a business theme enters play as an associate instead of
an acquaintance.

WILDERNESS CONTACTS

You have friends in every corner of the globe, even some rarely
visited by man.

Prerequisites: Networking 3+ ranks, Survivalist.

Benefit: You gain 1 associate-grade contact with a wilderness
theme of your choice (per GC approval). Further, the time required
for each Networking/Contact check calling upon this individual
decreases to 1/2 standard (rounded down), and your error range
with these checks decreases by 2 (minimum 0). Finally, with GC
approval, each subsequent contact you gain from the Networking
skill with a wilderness theme enters play as an associate instead
of an acquaintance.
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TERRAIN FEATS

ALWAYS GET YOUR MAN

Investigate 3+ ranks

FOREST TRAINING

Survival 3+ ranks

Notice 3+ ranks

ARQUATIC TRAINING

Athletics 3+ ranks

Search 3+ ranks

SWAMP TRAINING

Survival 3+ ranks

ARCTIC TRAINING

Survival 3+ ranks

Survival 3+ ranks

TRACKING BASICS

Survival 3+ ranks

DESERT TRAINING

Survival 3+ ranks

LOCAL HERO

Networking 4+ ranks

TRACKING MASTERY

Survival 9+ ranks, Tracking Basics

ESCAPE AND EVASION
TRAINING

MOUNTAIN TRAINING

URBAN TRAINING

Bluff 3+ ranks

Survival 3+ ranks

Streetwise 3+ ranks

FIREFIGHTER TRAINING

Science (Engineering) 3+ ranks

TERRAIN FEATS

These feats focus on making the most of your environment.
Special Note: Darkness is not a terrain type and may not
trigger terrain feat benefits.

ALWAYS GET YOUR MAN

No fugitive can hide from you for long.

Prerequisites: Investigation 3+ ranks.

Benefit: You gain a +3 synergy bonus with all Investigation
checks made as the Predator in a manhunt. Further, your maxi-
mum synergy bonus with checks made as the Predator in a man-
hunt increases to (5 + the number of Terrain feats you possess).
Finally, you gain a synergy bonus from your Investigation skill with
all Maneuver checks made as the Predator in a chase.

AQUATIC TRAINING

You've spent a lot of time diving and otherwise growing accus-
tomed to water’s vicious temper.

Prerequisites: Athletics 3+ ranks.

Benefit: In aquatic terrain and while underwater, you gain a
+2 insight bonus with Survival checks and checks made to navi-
gate or determine surprise. Further, the number of rounds you can
hold your breath increases by your ranks in the Athletics skill.
Also, when you plan an ambush in aquatic terrain or underwater,
each of your opponents suffers a =2 penalty with checks made to
determine surprise. Finally, when you benefit from up to 3/4 cover
from being partially submerged, your cover increases by 1/4.

ARCTIC TRAINING

You know how to maneuver and fight in arctic conditions.

Prerequisites: Survival 3+ ranks.

Benefit: In arctic terrain, you gain a +2 insight bonus with Survival
checks and checks made to navigate or determine surprise. Further,
you gain a synergy bonus from your Survival skill with Acrobatics/
Climb checks made to retain your footing on natural surfaces. Also,

when you plan an ambush in arctic terrain, each of your opponents
suffers a —2 penalty with checks made to determine surprise. Finally,
your overland speed in arctic terrain is calculated as if your Speed
were 10 ft. faster, and you gain 5 points of cold damage resistance.

DESERT TRAINING

You maneuver and fight extremely well in open and desert terrain.

Prerequisites: Survival 3+ ranks.

Benefit: In desert and plains terrain, you gain a +2 insight
bonus with Survival checks and checks made to navigate or deter-
mine surprise. Further, you require only 1/2 the standard amount
of water each day. Also, when you plan an ambush in desert or
plains, each of your opponents suffers a -2 penalty with checks
made to determine surprise. Finally, your overland speed in desert
or plains terrain is calculated as if your Speed were 10 ft. faster,
and you gain 5 points of heat damage resistance.

ESCAPE AND EVASION TRAINING

You are very good, or very lucky, at eluding pursuit.

Prerequisites: Bluff 3+ ranks.

Benefit: You gain a +3 synergy bonus with all Blend checks
made as the Prey in a manhunt. Further, all checks you make as
the Prey in a manhunt gain a synergy bonus from your Falsify skill.
Also, your maximum synergy bonus with checks made as the Prey
in a manhunt increases to (5 + the number of Terrain feats you
possess). Finally, you gain a synergy bonus from your Bluff skill
with all Maneuver checks made as the Prey in a chase.

FIREFIGHTER TRAINING

You're unfazed by fire, facing it down with the bravest rescue
heroes.

Prerequisites: Science (Engineering) 3+ ranks.

Benefit: When exposed to extreme heat, you must make
Fortitude saves only half as often. Further, when you suffer stress
damage from fire, the damage decreases to 1/2 standard (rounded
down). Also, each visual range penalty you suffer due to smoke
decreases to 1/2 standard (rounded down). Finally, you gain a +4
insight bonus with Reflex saves made to avoid catching fire, as
well as with Fortitude saves made against smoke inhalation.




FOREST TRAINING

Every patch of dense forest is a welcome retreat for you — and
a harrowing prison for your enemies.

Prerequisites: Survival 3+ ranks.

Benefit: In forest terrain, you gain a +2 insight bonus with
Survival checks and checks made to navigate or determine sur-
prise. Further, your Security/Installation checks made to set traps
in forest terrain gain a synergy bonus from your Survival skill.
Also, when you plan an ambush in forest terrain, each of your
opponents suffers a —2 penalty with checks made to determine
surprise. Finally, your overland speed in forest terrain is calculated
as if your Speed were 10 ft. faster, and clubs and spears are con-
sidered Common Items for you while you're located in a forest.

HOME TURF

You know your hometown like the back of your hand.

Prerequisite: Search 3+ ranks.

Benefit: Your “home turf” is defined as the area within a
5-block radius of your home (if it's located in an urban setting)
or within a 1-mile radius of your home (if it's in a wilderness
setting). In your home turf, your result caps with Investigation,
Notice, Search, Sneak, Streetwise, and Survival checks increase
by 5, and your action die cost to activate critical successes with
these checks decreases by 1 (minimum 0). Further, if you benefit
from up to 3/4 cover while in your home turf, your cover increases
by 1/4.

JUNGLE TRAINING

You're a terrifying opponent in the wilds beneath a sheltering
tree canopy.

Prerequisites: Survival 3+ ranks.

Benefit: In jungle terrain, you gain a +2 insight bonus with
Survival checks and checks made to navigate or determine sur-
prise. Further, you gain a synergy bonus from your Survival skill
with Sneak/Hide checks made in any non-urban terrain. Also,
when you plan an ambush in jungle terrain, each of your oppo-
nents suffers a -2 penalty with checks made to determine sur-
prise. Finally, your overland speed in jungle terrain is calculated
as if your Speed were 10 ft. faster.

LOCAL HERO

You're widely respected in your usual stomping grounds.

Prerequisites: Networking 3+ ranks.

Benefit: Your "home turf” is defined as the area within a
5-block radius of your home (if it's located in an urban setting)
or within a 1-mile radius of your home (if it's in a wilderness
setting). In your home turf, you may oppose any Investigation,
Notice, Sneak, Streetwise, or Survival check targeting you with
your Networking skill. Further, you gain a bonus with Request
checks made in your home turf equal to the number of Terrain
feats you possess.

MOUNTAIN TRAINING

You are highly trained to maneuver and fight in the mountains.

Prerequisites: Survival 3+ ranks.

Benefit: In mountain terrain, you gain a +2 insight bonus with
Survival checks and checks made to navigate or determine sur-
prise. Further, you gain a synergy bonus from your Survival skill
with any Athletics/Climb checks made to scale a natural surface.

Also, when you plan an ambush in mountain terrain, each of your
opponents suffers a —2 penalty with checks made to determine
surprise. Finally, your overland speed in mountain terrain is calcu-
lated as if your Speed were 10 ft. faster, and you gain 5 points of
falling damage resistance.

NIGHT TRAINING

You rely on all your senses, functioning quite well in the dark.

Prerequisites: Notice 3+ ranks.

Benefit: All your visual range penalties for dawn, dusk, and
night decrease to 1/2 standard (rounded down). Further, when
you plan an ambush at night or in darkness, your opponents’
checks to determine surprise suffer a -2 penalty. Also, your smell
range increases to 3 ft. x your Wisdom score. Finally, as long as
you aren't deafened, you are never considered blinded when tar-
geting any character within 10 ft. of you.

SWAMP TRAINING

Most people see a high dry-cleaning bill; you see myriad
chances to dominate your foes.

Prerequisites: Survival 3+ ranks.

Benefit: In swamp terrain, you gain a +2 insight bonus with
Survival checks and checks made to navigate or determine sur-
prise. Further, you gain a synergy bonus from your Survival skill
with hearing Notice checks. Also, when you plan an ambush in
swamp terrain, each of your opponents suffers a -2 penalty with
checks made to determine surprise. Finally, your overland speed in
swamp terrain is calculated as if your Speed were 10 ft. faster, and
you gain a +2 insight bonus with saves made to resist poisons.

TRACKING BASICS

No quarry’s secrets are safe from your acute senses.

Prerequisites: Survival 3+ ranks.

Benefit: You may take 10 with Survival/Tracking checks,
and the time to do so is not doubled. Further, you gain a syn-
ergy bonus with Survival/Tracking checks from your Analysis skill.
Finally, when you succeed with a Tracking check, you also deter-
mine whether the target has lost any vitality or wound points, as
well as any conditions he possessed when he made the trail.

TRACKING MASTERY

As a cool veteran hunter, you're rarely caught unawares.

Prerequisites: Survival 9+ ranks, Tracking Basics.

Benefit: You may take 20 with Survival/Tracking checks, even if
your error range is greater than 1. Further, you gain a +5 insight
bonus with skill checks made to determine surprise as you follow
any physical trail. Finally, the number of Challenges you face during
any Complex Analysis/Forensics Task decreases by 1 (minimum 1).

URBAN TRAINING

You're a predator of the concrete jungle.

Prerequisite: Streetwise 3+ ranks.

Benefit: In urban terrain, you gain a +2 insight bonus with
Survival checks and checks made to navigate or determine sur-
prise. Further, you gain a synergy bonus from your Streetwise
skill when making a Survival check to track in a city of 10,000 or
more people. Finally, when you plan an ambush in urban terrain,
each of your opponents suffers a -2 penalty with checks made to
determine surprise.
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TRADECRAFT FEATS

BREAKING POINTS

Science (Mathematics) 4+ ranks

CRYPTOGRAPHER

Int 15+

BUG BASICS

Sleight of Hand 3+ ranks

DISEASE BASICS

Science (Genetics) 3+ ranks

OLD sCcCHOOL

Level 6+

CANDIDATE

Level 1 Level 6+

POISON BASICS

Science (Pharmacology) 3+ ranks

CAREER AGENT

Level 6+

Analysis 4+ ranks

Level 3+, Lifestyle 3+

OFFICE GOSSIP

Level 12+

SUPERIOR

DOCUMENTATION

Networking 3+ ranks

TOTAL CONTROL

Level 18+

TRADECRAFT FEATS

These feats represent specialized knowledge and abilities pos-
sessed by some of the world's premier espionage agents. Of the
base classes, only the Snoop gains easy access to these feats — all
others must gain them as level-based feats. GCs wishing to pres-
ent a non-espionage setting should consider banning some or all
of these feats from play.

BREAKING POINTS

You know how to get into people’s heads and shake things up.

Benefit: When you're the Predator in a brainwash or inter-
rogation, the starting Lead decreases by 1. Further, you may
increase your Conflict skill check’s error range by 1 to reduce the
current round'’s duration to 1/2 standard. Finally, when you're the
Predator in a brainwash or interrogation, you may choose any
Predator Strategy even if you don’t meet its requirements.

BUG BASICS

You are a whiz at planting and using bugs.

Prerequisite: Sleight of Hand 3+ ranks.

Benefit: You gain 1 bug as a Possession (personal gear).
This bug'’s Caliber may not exceed 1/3 your career level (rounded
up). Further, each time you request one or more bugs, you gain
double the standard number. Also, you gain a +2 gear bonus with
Sleight of Hand/Stash Item and Sneak/Stash Item checks made to
conceal bugs. Finally, the range increment of each bug you plant
is doubled.

CANDIDATE
Your hidden potential compensates for your natural weaknesses.
Prerequisites: Career level 1 only (when the feat is chosen).
Benefit: Your 2 lowest attributes each increase by 1 (your choice
of attribute in the case of a tie).

CAREER AGENT

You've been poisoned, blown up, and tortured so many times
that you've built up an immunity.

Prerequisites: Career level 6+.

Benefit: You gain a +1 insight bonus with all Fortitude, Reflex,
and Will saves. Additionally, you gain an additional +1 Reputation
or +$50,000 Net Worth at the end of each mission.

CRYPTOGRAPHER
You have a bizarre but fruitful relationship with codes.
Prerequisite: Science (Mathematics) 4+ ranks.
Benefit: You may break, write, or request any code as if its
Power Rating were 2 lower.

DISEASE BASICS

You're practiced with the field application of deadly pathogens.

Prerequisites: Science (Genetics) 3+ ranks.

Benefit: You gain 1 disease sample as a Possession (personal
gear), chosen from the options on Table 3.2: Disease Basics Options
(see below). Also, you cannot accidentally expose yourself when
creating a disease, or preparing a disease for use. Finally, you gain
a +2 bonus with saves made to resist diseases.

TABLE 3.2: DISEASE BASICS OPTIONS k-

Career Level

Disease Options

................. Chicken pox, cold, E coli, minor infection

Pneumonia

Measles

Marburg hemorrhagic fever




FLAWLESS IDENTITY

You compartmentalize your mind to support an elaborate
fiction of multiple lives.

Prerequisites: Career level 6+.

Benefit: You gain a number of specific, named identities equal
to your starting action dice. Each of these identities features com-
plete background documentation equivalent to a cover identity
with a Power Rating of 6. You must define these identities when
you gain this feat; thereafter, you may only replace them during
the Intel Phase of each mission.

Slipping into one of these identities — i.e. “getting into charac-
ter” —requires 1 minute and 1 action die, while returning to your
natural identity requires only 1 free action. While you're in character,
your true personality is completely submerged but still controls your
actions. You retain all of your main character’s feats and skill ranks,
but may voluntarily suppress or reduce any of them to better match
the assumed identity. Further, each identity possesses 1 Profession
focus and 2 Interests (chosen when this feat is gained, and when
each identity is replaced), and you may use these focuses and
Interests only while in the appropriate identity.

When questioned in character, you respond in character. You
are not considered to be lying when you deny any knowledge of
activities performed while not in character, or in a different identity.
Each identity genuinely recalls innocuous and difficult-to-verify
activities to cover gaps when you were out of character or in a
different identity, and subconsciously avoids situations and actions
that might call the identity into question (e.g. it avoids situations
requiring skill checks for skills it doesn't actually possess).

While you're in character, your true personality may only be
discovered with a successful brainwashing attempt (and even this
only confirms that you aren’t who you claim to be).

FORENSIC GENIUS

Your senses and keen mind shed brilliant light on the most
elusive mysteries.

Prerequisites: Analysis 4+ ranks.

Benefit: The number of Challenges required during any Complex
Analysis Task you undertake decreases by 2 (minimum 1). Further,
you gain a synergy bonus from your Analysis skill with Search
checks.

HOLD OUT

Not even the roughest mistreatment dents your composure.

Benefit: When you're the Prey in a brainwash or interroga-
tion, the starting Lead increases by 1. Further, you may increase
your Conflict skill check’s error range by 1 to double the current
round’s duration. Finally, when you're the Prey in a brainwash or
interrogation, you may choose any Prey Strategy even if you don't
meet its requirements.

LIVING CIPHER

You possess an intuitive understanding of complex mathemati-
cal concepts.

Prerequisites: Int 15+.

Benefit: When writing or cracking a code without a computer,
you're considered to be using a computer with a Power Rating
equal to your Intelligence modifier. Further, when writing or
cracking a code with a computer, its Power Rating is considered
to be 1 higher (maximum 10).

OFFICE GOSSIP

You spend much of your time at the home office between ops,
cultivating friends in high and low places.

Prerequisites: Career level 12+, Career Agent.

Benefit: You may make a Request check without spending an
action die a number of times per mission equal to the number
of Tradecraft feats you possess. Further, you may take 10 with
Request checks.

OLD SCHOOL

You've been around the block more than a few times, and others
can tell.

Prerequisites: Career level 6+.

Benefit: You gain a +4 bonus with all Charisma-based checks
targeting characters that share at least 1 class ability or 3 feats
with you if their Career/Threat level is less than or equal to the
mission’s Threat Level.

POISON BASICS

You're practiced with the field application of deadly toxins.

Prerequisites: Science (Pharmacology) 3+ ranks.

Benefit: You gain 1 gear item with the injector quality as a
Possession (personal gear). This item’s Caliber may not exceed
1/3 your career level (rounded up). Further, each time you request
a poison, the number of doses gained increases by 1. Also, you
cannot accidentally poison yourself when creating a poison, or
preparing a poison for use. Finally, you gain a +2 bonus with
saves made to resist poisons.

SAFE HOUSE

You maintain a network of secure locations around the world.

Prerequisites: Career level 3+, Lifestyle 3+.

Benefit: At the start of each scene when you're located in a city of
10,000 of more people, you may declare that you have a safe house
within 10 miles; otherwise, you may declare that you have a safe
house in the nearest city of 10,000 or more people (the GC deter-
mines its exact location). The nature of your safe house is equal to a
home at your Lifestyle minus 2. You may use this ability a number of
times per mission equal to the number of Tradecraft feats you pos-
sess. All safe houses are lost at the end of each mission.

SUPERIORDOCUMENTATION

The boys at the home office look out for you, building strong
cover identities.

Prerequisite: Networking 3+ ranks.

Benefit: You gain 1 cover identity as a Possession (personal gear).
This item’s Caliber may not exceed 1/3 your career level (rounded
up). Further, each time you request a cover identity, its Power Rating
increases by 1 (maximum 10). Finally, you gain a +1 gear bonus with
all Bluff checks made while using a cover identity.

TOTAL CONTROL

You work closely with your Control, and can count on his sup-
port when you need it.

Prerequisites: Career level 18+, Office Gossip.

Benefit: During the Intel Phase, one member of your team may
choose to discard 2 action dice at the start of every session until the
end of the mission to increase the mission’s Caliber by 1. Further, you
may make Request checks to acquire Caliber V gear options.
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INTRODUCTION

Most modern RPGs produce ever-expanding equipment lists
and have characters “shop” for gear, often by "paying” real-
world prices — or prices appropriate to the setting — in the
process. While Spycraft 2.0 provides real-world modern prices
for things and includes rules for buying and haggling during play
(as described in Chapter 2), the system shifts the focus away from
large gear stockpiles, emphasizing the few things that define each
character in the field. In Spycraft 2.0, characters are encouraged
to choose a small personal collection of gear that's important to
them and their mission, and discouraged from keeping track of
every item they might have handy in their closets and vehicle glove
boxes. As in any cinematic game, the focus is on the items that
matter right now, not the stuff that might matter tomorrow or the
next day, or even after the mission is over.

For this reason, an abstract system is used to roughly describe
each character's personal Wealth — his home, his clothes, and
other aspects of his life away from the action. Also, instead of
“buying” or “shopping for” gear, a character simply chooses, or
"picks,” items from a pool of available gear. This pool is deter-
mined by the importance of the mission (or the gravity of the
scenario, if you're playing in a setting where adventures aren’t
defined as missions). The specific rationale for the gear made
available to the characters is left to the GC. In a classic espionage
game, in which the characters work for an Agency, it's easily
explained as the gear made available by the characters’ home
office. In a mercenary game, it might represent the characters’
expectations, or those of the characters’ supporters. It may not
even be explained at all, becoming just another offscreen detail
left unaddressed. Regardless, the gear available at each degree,
or Caliber, of play ensures the characters’ gear choices don't
throw off the game’s balance, as so often happens in a mostly
realistic modern setting where technology is rapidly overtaking the
limits of humanity. Despite its exhaustive approach to equipment,
Spycraft 2.0 is not a gear-centric game — it's about characters
and how they can change the world. This gear system reflects that
philosophy.

This chapter is divided into five sections. The first section
introduces the fundamentals of the gear system and how
to choose gear. The second section, Using the Gear System,
explains in step-by-step detail how to equip your character at
creation, at the start of each mission, and when the char-
acter gains a level. The third section explains how to use
the heart of the system — the gear tables — and the fourth
section comprises the tables themselves. The fifth and final
section contains descriptions and rules for using the items found
on the gear tables.

THE BASICS

As stated above, the goal of the Spycraft 2.0 gear system is not to
define every possible item your character might possess or own, but
rather to streamline the process of defining gear, keeping it specific
enough to retain game balance and fluid enough to avoid cumber-
some bookkeeping. Important and especially useful items are closely
tracked and given detailed rules, while items with limited functions
and complexity, as well as some broad elements of the characters’
backgrounds, are largely left to the GC and players to define.

One thing that might throw veteran roleplayers is that the
system intentionally limits the number of items characters can
carry around. This isn't supposed to represent what characters
could possess, or even what they might plausibly possess. Of
course characters can carry around more, and in some cases
they probably would, but two things happen when gear becomes
this important. First, the characters become /ess important, and
second, the game slows down. These issues are exacerbated in
a modern day setting, where gear is ubiquitous, highly detailed,
and so powerful that it frequently renders characters impotent in
comparison.

Instead, the Spycraft 2.0 gear system encourages players to
think of gear in cinematic terms. Sure, secret agents, the police,
and any number of other character archetypes are known to carry
around car-fulls of high-tech gear in the movies, but how often is it
actually used? Why spend half a session choosing dozens of pieces
of gear, and waste hundreds of pages of rules detailing the most
banal of functions, when most of it will never actually see play?
This gear system focuses on the most complicated, the most useful
(not necessarily the most used), and the most highlighted gear of
the modern age and lets everything else fade into the background
until and unless it's needed. It also limits the number of those
highlighted items each character can take into the field, keeping
each character focused on his specialties and his background. In
these ways, gear becomes what it should be in an RPG — a tool
rather than a crutch or an impediment.

GEAR OPTIONS
The Spycraft 2.0 gear system handles equipment in three ways
— with gear picks, Common Items, and Wealth.

Gear picks are the aforementioned "highlights” of modern
gaming — the weapons, the vehicles, the gadgets, and the myriad
other things that are too useful or complicated to hand-wave.

Common Items are all the other items a character might have
on him at any time. They're not worthy of a full gear pick, usually
— but not always — because they’re inexpensive or so simple they
don’t deserve scripted rules. Common Items include things like
lighters, cell phones, compasses, and the like.

Wealth is an abstract representation of a character’s personal,
holdings — the stuff he deals with when he’s not on missions, like
his home and his private vehicle. Some of a character's Wealth
does spill into the mission, however, like his personal gear, his
available cash, and his appearance, which includes his clothes,
accessories, and general style.

Gear picks and Common Items are detailed in the following
sections. Wealthisdetailedinthe Usingthe GearSystemsection, under
At Character Creation and When You Gain a Level.

GEAR CATEGORIES

Spycraft 2.0 features seven categories of gear, each abbrevi-
ated on the class tables and elsewhere by its starting letter
— (E)lectronic Gear, (G)adgets, (R)esources, (S)ecurity Gear,
(T)radecraft Gear, (V)ehicles, and (W)eapons.

The alphanumeric codes on the class tables show the number of
gear picks the character has in each category.

Example: A Level 10 Snoop’s Gear column reads “3T, 3G, 2R,
1E.” This translates to 3 Tradecraft gear picks, 3 Gadget picks,
2 Resource picks, and 1 Electronic gear pick.
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MISSION CALIBER

Another major aspect of the gear system is a mission’s Caliber.
As discussed in the Mission Design section (see page 429), a
mission’s Caliber defines its importance to the character, his
organization, or his network, as appropriate to the character’s
Faction/Freelance choice and the current storyline. This in turn
determines the character’s investment, or that of his organization
or network, in accomplishing the mission’s objectives. It's assumed
that neither the character nor his backers can throw their entire
weight against most problems — the character probably doesn’t
have time to keep all of his gear prepped and his organization or
network is usually working several missions at once. As in the case
of Possessions (see page 216), the game system also frequently
assigns Caliber when granting a character additional gear. The GC
and players may put forth additional reasons, though they're rarely
important and usually aren’t detailed in play.

In game terms, though, Caliber plays a vital, well-defined role.
It establishes the available pool of gear in each category. A mission’s
Caliber ranges from | to V and as you can see on each of the gear
tables on pages 226-275, all gear picks are divided into these five
Calibers as well. How does it all come together, you ask? That
brings us to...

GEAR PICKS

When a character is permitted to make a gear pick, he simply
scans down the table corresponding to the appropriate gear
category and chooses 1 item from that table in any Caliber up to
the mission’s current Caliber. There is no cost or spending involved
— all that matters is the category in which the pick may be chosen
and the mission’s current Caliber.

Example: Kevin may choose 1 Electronic gear pick during a
Caliber II mission. He may choose any 1 item in the Caliber | or
Caliber Il sections of the Electronic Gear table.

This process repeats for every gear pick the character is permitted
to make.

UPGRADES

Some items — usually vehicles and weapons — come with 1
or more upgrades. These are special options that enhance the
chosen piece of gear, such as improved handling or specialty tires
for a ground vehicle or a targeting sight or specialty ammunition
for a rifle.

Unless otherwise specified, each upgrade may be applied only
once. Upgrades are not subject to mission Caliber. When a character
chooses a gear pick that comes with 1 or more upgrades, he may
simply choose each upgrade from the accompanying upgrade table.

Example: As shown on Table 4.36: Backup Pistol Picks (see page
253), the Walther PPK backup pistol comes with 1 upgrade. Kevin
might consult Table 4.60: Weapon Upgrades (see page 272), gaining
a suppressor or a concealed holster. Each of these options requires
1 upgrade. Alternately, he might consult Table 4.62: Ammunition
(see page 274), gaining 1 additional stockpile of FMJ ammunition, or
converting his first stockpile to armor-piercing ammunition.

A character need not choose an upgrade just because an item
comes with one. A cover operative’s mission plan might call for an
unmodified weapon, for instance, or a driver might find none of the
available upgrades for his vehicle appealing. In all cases, unchosen
upgrades confer no additional benefit; they are simply lost.

Upgrades may only be applied to the gear item with which
they're gained.

Example: Kevin uses 1 Weapon gear pick to choose a Ruger
Mark 11l (which comes with no upgrades) and a second Weapon
gear pick to choose a Walther PPK (which comes with 1 upgrade).
The upgrade gained with the Walther PPK may only be applied to
the Walter PPK, not the Ruger.

When upgrades are available in a gear category, the character
may trade in any number of gear picks to gain additional upgrades
in that category. For each pick sacrificed, the character gains a
number of same-category upgrades equal to twice the mission’s
current Caliber.

Example: During a Caliber Il mission, Kevin trades in 1 Weapon
gear pick to gain 6 Weapon upgrades.

Alternately, a character may trade in any number of gear picks
to gain lower-Caliber items and upgrades in that category. For each
pick sacrificed, the character gains 1 item whose Caliber is up to
1 less than the mission’s current Caliber + 1 appropriate upgrade
(if sacrificing a Caliber Il or lll pick) or 2 appropriate upgrades
(if sacrificing a Caliber IV or V pick).

Example: During a Caliber Il mission, Kevin trades in 1 Weapon
gear pick to gain a Caliber | or Il weapon with 1 Weapon upgrade.

COMMON ITEMS

Another fundamental of the Spycraft 2.0 gear system, Common
Items are equipment that isn't listed in any gear category, not
worthy of a full gear pick. Some Common Items are inexpensive
items readily affordable to the average person, while others have
single, obvious functions. Others are simply not useful enough to
warrant a gear pick.

All Common Items share the following limitations.

© A Common Item may not grant a gear bonus greater than +1
nor inflict a gear penalty greater than -1.

© A Common Item may not be used to attack as anything other
than an improvised weapon (see page 346).

© A Common Item may have no more than 1-2 very simple rules
beyond its “common sense” application, as determined by the GC.

Some examples of popular Common Items include...

Binoculars: When a character uses this item, he ignores the pen-
alties applied by his second and fourth visual range increments.

Fatigues: When wearing this outfit, the character benefits from
a modified camouflaged (CMF) vehicle quality that grants only a
+1 gear bonus with applicable skill checks in 1 terrain type. Note
that the use of face paint does not increase this bonus.

Flashlight: This Tiny, 1-handed item improves a character’s vision
in dim or no lighting, and with a successful half-action ranged attack,
may inflict a —1 penalty with all actions involving the Vision tag.

Tactical/Headset Radio, Basic: This Tiny, 1-handed item has a
Signal Power Rating of 1, a range of 1/4 mile, a battery life of 4
hours, a Damage Save bonus of +5, a Complexity of 15/+1, and
weighs 1 lb.

Torch: This Tiny, 1-handed item provides moderate illumination
within a 10-ft. radius and dim illumination within an additional 10
ft. radius. A torch typically burns for 30 minutes.




The GC defines all uses and rules for Common Items, either as
they're introduced or as they're used (at his discretion). The players
are encouraged to make suggestions for uses and rules, but the
GC has final say. Further, the GC must approve each character’s
Common Item choices before they enter play (in part making sure
that none of them is already a gear pick, or that they shouldn’t be
a gear pick in his setting, and in part ensuring that they meet his
interpretation of the criteria for Common Items).

SAMPLE COMMON ITEMS

Sample Common Items include altimeters, air conditioners, art
supplies, batteries, binoculars, blankets, canes, camera tripods,
camelbacks, canteens, caving ladders, cell phones, chemical body
warmers, compasses, computer peripherals (AV feeds, black boxes,
CD burners, DVD-ROM burners, fax machines, modems, printers,
projectors, scanners, etc.), containers (attaché cases, backpacks,
luggage, etc.), courier pouches, crowbars, dead drop spikes, depth
gauges, dice, document shredders, duct tape, entrenching tools,
face paint, fire extinguishers, flares, flashlights, Geiger counters,
glass cutters, glow sticks, clear goggles, handcuffs, heaters, ionized
water, Leatherman multitools, load-bearing gear, luggage, magnify-
ing glasses, matches (1 box per Common Item), media (CDs, DVDs,
film rolls, video tapes, paper, etc.), metal detectors, standard micro-
phones, microscopes, MP3 players, MREs (Meals Ready to Eat), musi-
cal instruments, netting (including camouflage netting), notebooks,
oven cleaner, padlocks, PDAs, pocket knives, radiation monitors,
portable rams, RC car, road flares, ropes and chains, rollerblades,
seismometers, signal mirrors, skates, skis and snowshoes, sleeping
bags, slim jim car door openers, snacks and vices (chewing gum,
cigars, cigarettes, lollipops, publicly available books, etc.), snorkels,
snowboards, sports equipment, sunglasses, surfboards, stretchers,
swimming fins and masks, Swiss Army knives, low-magnification
telescopes, tents, torches (5 per Common Item), video game systems,
watches, water filtration tablets, weight belts, wire (barbed, concer-
tina, or razor), zip ties (20 per Common Item), and the vast majority
of the Items listed under Kit Contents (see below).

Special Note: Except for specialty clothing like fatigues, which
offer a specific benefit under certain circumstances, a character’s
dress and accessories are not Common Items, but rather part of his
Lifestyle (see page 215).

KITS

The final fundamental of the Spycraft 2.0 gear system, kits are
professional gear packages that support skill checks in Chapter 2.
Each kit is also a convenient collection of Common Items that a
character can acquire with just 1 gear pick.

Each kit is presented in 3 grades, and though the contents of each
set of kits varies widely, all kits share the same rules.

o Grade I: This bare essentials kit negates the —4 penalty with skill
checks possessing the corresponding Gear tag.

o Grade II: This specialized field package confers the benefits of
the Grade | kit and grants a +1 gear bonus with skill checks
possessing the corresponding Gear tag.

o Grade lll: This expert tool suite confers the benefits of the
Grade | and Il kits, and also increases the result cap with checks
possessing the corresponding Gear tag by 5. Often, however,
Grade III kits are too large or bulky for easy transport.

A character may gain a Grade | kit with any Caliber I or higher
gear pick (of any category), he may gain any Grade Il kit with any
Caliber Il or higher gear pick (of any category), and he may gain
any Grade Il kit with any Caliber Ill or higher gear pick (again, of
any category).

The location of any non-mobile kit must be determined when
it is introduced. If a character acquires the kit, he determines its
location.

KIT CONTENTS

Appraisal Kit I (Small, 5 Ibs.): Lighted magnifying glass, jew-
eler's loupe, tweezers, calipers, tape measure, UV flashlight (for
detecting repairs and cracks), magnet (to test metals), sketch pad
and pencils, linen and latex gloves.

Appraisal Kit Il (Medium, 20 Ibs.): Appraisal kit | + digital scale,
high-intensity halogen lamp, black and white drop cloths (for a neutral
photographic background), insulated airtight storage bags, auction
catalogues (CD-ROM or hardcopy, for estimating relative values).

Appraisal Kit 1l (Large, non-portable): Appraisal kit Il +
microscope, spectrometer, nitrogen atmosphere storage case,
illustrated art history textbooks (CD-ROM or hardcopy).

Architect’s Kit | (Small, 6 Ibs.): Drafter’s sketchbook, vellum tab-
let, protractor, aluminum color-coded triangular scale, compass and
bow dividers, straightedges of various lengths, clear plastic triangles
of various sizes, various pencils, pens, and erasers, shading tools.

Architect’s Kit Il (Medium, 60 Ibs.): Architect’s kit | + drafting
table with angling arm lamp, large white board with integral full-
width straightedge.

Architect’s Kit 11l (Large, 100 lbs.): Architect’s kit Il + CAD
software (CD-ROM), laser printer, airbrusher, model building sup-
plies (foam-core board, cutting and edging tools, and props like
tiny trees and mirror pieces).

Authentication Kit I (Small, 10 lbs.): Hand-held microscope, mag-
nifying glass, personal standard and black lights, infrared viewer.

Authentication Kit Il (Medium, 75 Ibs.): Authentication kit | +
document scanner, chemical analyzer, 3D modeling and compari-
son software, signature analysis software (CD-ROM).

Authentication Kit Il (Large, non-portable): Authentication
kit Il + video spectral comparator (with built-in microscope, video
camera, and high-resolution color printer), back-illuminated com-
parison table.

Chemistry Kit 1 (Small, 30 Ibs.): Personal microscope, scale,
test tube stand, analytical and precision balances, multiple various-
volume beakers and styrene cylinders, alcohol lamp, digital multi-
meter, 12-in. thermometer, ten shallow 4-in. dishes, plastic funnel,
legal chemical samples.

Chemistry Kit Il (Medium, 75 Ibs.): Chemistry kit | + profes-
sional burner, professional microscope with integral camera,
ultraviolet examination lamp, personal centrifuge, water bath,
flash evaporator, licensed chemical samples.

Chemistry Kit Ill (Large, non-portable): Chemistry kit Il +
wide-angle dissection microscope, electric muffle furnace, draft
and vacuum ovens, chromatogram viewer, professional centrifuge,
illegal chemical samples.

Cleaner Kit I (Small, 10 Ibs.): Jumpsuit, painter’s drop cloth,
paper towels, trash bags, commercial cleaning chemicals, latex
gloves, cable ties, duct tape, super glue, cigarette lighter, pine-
scented over cleaner spray (to remove fingerprints), spray bottle of
ammonia solution (to destroy DNA evidence in blood).
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Cleaner Kit Il (Medium, 30 Ibs.): Cleaner kit | + police scanner,
entrenching tool, carpet knife, body bags, baling wire, tear gas pow-
der (to prevent animals from digging up evidence), crowbar, hand-
held vacuum cleaner, gasoline, road flares, map of local landfills and
HAZMAT dump sites, USB flash drive with virus-infected software.

Cleaner Kit Ill (Large, 75 lbs.): Cleaner kit Il + chainsaw, hack-
saw, high-concentration nitric acid, charcoal briquettes, illegal drugs
(false evidence), melee weapon linked to an unrelated local crime
(more false evidence), chemical fire extinguisher, portable shower.

Climbing Kit I (Small, 15 Ibs.): Backpack or butt-pack, rope
(150 ft., rated for 1,200 Ib.), wristwatch altimeter, backpack,
climbing harness, leather gloves and finger tape, rock shoes or
strap-on foot spikes, carabiners, various markers.

Climbing Kit 1l (Medium, 30 lbs.): Climbing kit | + belayers,
cams, quickdraws, ascenders, cordlettes, chalk bag, pitons and
hammer, crampons, ice axe and boots.

Climbing Kit Il (Large, 180 Ibs.): Climbing kit Il contents for
a team of 6.

Construction Kit | (Small, 50 Ibs.): Sledgehammer, power drill,
power saw, nail gun, chalking gun, shovel, hard hat, work gloves,
safety goggles, tool belt, trowel, steel-toe boots, stud finder, duct
tape, sand paper, tape measure, and building supplies (cement and
drywall mix, lumber, glass, and so on, as needed), paint and paint-
ing supplies (brushes, mixing tins, etc.), Do-It-Yourself handbook.

Construction Kit 1l (Medium, 500 lbs.): Construction kit | +
drill press, grinder, lathe, table saw, sawhorse, cutting torch, shop
vacuum cleaner.

Construction Kit Ill (Large, 2,000 Ibs.): Construction kit I
+ mini-bulldozer, cement mixer, portable generator, two-wheel
transport trailer (for use with any non-personal ground vehicle).

Demolitions Kit | (Small, 5 Ibs.): Dentist's mirror, non-conduc-
tive simple tools (sticks, tweezers, dull blades), wire crimper/cut-
ter/stripper, needle-nose pliers, folding knife, cigarette lighter or
waterproof matches, tape (duct, masking, and electrical), grease
pencils, chem lights, flashlight, good-luck charm.

Demolitions Kit 1l (Medium, 40 Ibs.): Demolitions kit | +
hand-held blasting machine, blasting caps (10 each electric and
non-electric), electrical wire (500 ft.), non-electric fuse (500 ft.),
marker flags.

Demolitions Kit Ill (Large, 60 Ibs.): Demolitions kit Il + fiber-
optic probe, spectrometer, Geiger counter, miscellaneous hand
tools, explosives reference manuals (CD-ROM or hardcopy).

Disguise Kit I (Small, 20 Ibs.): Makeup base (flesh tones,
shadows, highlights, rouge, etc.), pigments, makeup binding
compound (to prevent sweating off of the disguise), putty and
liquid latex compound (for sculpting scars, boils, warts, etc.),
spirit gum adhesive, clear adhesive surgical tape, assorted fake
facial hair, makeup brushes and sponges, facial cleanser, general
personal grooming items (hairbrush, comb, toothbrush, nail clip-
pers, tweezers, razor), lighted makeup mirror.

Disguise Kit Il (Medium, 35 Ibs.): Disguise kit | + 2 or 3 changes
of light street clothing, colored contact lenses, wigs, incidental props
(eye patches, gold teeth, glasses, etc.), hair net or bandanna, soap
and hand towels, hair dyes and colors (whitener, highlights, etc.).

Disguise Kit Ill (Large, 50 Ibs.): Disguise kit Il + wound and
deformity prostheses with fake blood, full-face latex mask molds,
detailed photographic records of potential subjects, minor props
(canes, height-altering shoes, etc.), digital photo makeover soft-
ware.

Electronics Kit I (Small, 20 Ibs.): Wire crimper/cutter/stripper,
screwdrivers (assorted small sizes), needle-nose pliers, soldering iron
and roll of solder, electrical tape, epoxy glue, voltage meter, circuit
tester, compressed air duster, wire (varying lengths and widths),
assorted spare components (resistors, capacitors, screws, LEDs, etc.),
assorted spare batteries, pocket reference of component color codes
and mathematical conversions.

Electronics Kit Il (Medium, 200 lbs.): Electronics kit | + electrostatic
mat, de-soldering iron/vacuum, personal oscilloscope, signal generator,
table arm lamp with magnifying glass, common schematic manuals.

Electronics Kit Il (Large, non-portable): Electronics kit Il +
2-person clean room, EPROM burner, oscilloscope, microscope,
RF meter.

First Aid Kit 1 (Small, 5 Ibs.): Adhesive bandages (various
shapes and sizes), gauze (pads and rolls), elastic compress band-
ages, blister pads, wooden splints, tourniquets, latex gloves,
thermometer, tweezers, razor blades, safety pins, cotton swabs
(dry and alcohol-saturated), antibacterial soap, antiseptic solution,
antibiotic cream, surgical tape, painkiller pills, antihistamine pills,
antacid pills, salt tablets.

First Aid Kit Il (Medium, 20 lbs.): First Aid kit | + CPR mask,
stethoscope, shears, forceps, surgical needles and roll of suturing
thread, burn gel, sedative pills, folding stretcher, antivenin solution,
disposable syringes, blankets, stuffed animal, medical reporting
forms and waterproof marker.

First Aid Kit 11l (Large, 80 Ibs.): First Aid kit Il + portable defi-
brillator, intravenous blood expander and fluid packs, oxygen tank
and mask, backboard, cervical collar, local anaesthetic solution,
field surgical tools (treat as a Surgery Kit 1).

Forensics Kit | (Small, 10 Ibs.): Latex gloves, plastic safety goggles,
filter masks, chalk, pens, permanent markers, marking paint, calculator,
distilled water, ballistic probes, protractor and compass, laser pointer,
scalpel, box cutter, scissors, magnifying glass, hand mirror, thermom-
eter, tweezers, ruler, tape measure, glass vials with rubber stoppers,
microscope slides and slide protectors, plastic baggies (various sizes),
tape (clear, masking, colored, and crime scene barricade), colored
string, disinfectant solution, sterile gauze and swabs, sexual assault
evidence supplies, fingerprint tools (powders, brushes, glue, lift cards,
measurement scale), blank forms (incident report, search authorization,
consent), sketch paper pad, flashlight.

Forensics Kit Il (Medium, 20 lbs.): Forensics kit | + plastic tarp
(to protect evidence from weather), gunshot and blood residue
testing chemicals, narcotics test reagents, paper towels, garbage
bags, ethanol, hand-held vacuum cleaner, UV flashlight.

Forensics Kit Il (Large, 50 Ibs.): Forensics kit Il + coveralls,
microscope, metal detector, casting kit (plaster mixes), wet-dry
shop vacuum, portable floodlights, ballistic penetration probes,
keyhole saw, forensics software (ballistic trajectory reconstruc-
tion, blood splatter calculation).

Forgery Kit | (Small, 15 Ibs.): Fine-edge knife set, ink pads with
various inks, blank stamps, colored pens, paint and fine brushes,
stencils, magnifying glass, disposable camera, scale, calipers,
tweezers, fine-grain sandpaper.

Forgery Kit Il (Medium, 30 Ibs.): Forgery kit | + document scanner,
laminator, foil press, shrink wrapper, table arm lamp with magnifying
glass, holographic film, currency/document manual, display case.

Forgery Kit Ill (Large, 400 Ibs.): Forgery kit Il + personal printing
press, casting supplies and various molding materials (plaster, plastic,
etc.).




Lockpicking Kit I (Tiny, 1 Ibs.): Picks and shims (assorted sizes
and shapes), tweezers, stethoscope, screwdrivers (assorted small
sizes), penlight.

Lockpicking Kit Il (Small, 25 lbs.): Lockpicking kit | + slim jim
auto entry tools, keyhole saw, glass cutter, power drill, ball-peen
hammer, metal files, stethoscope.

Lockpicking Kit Il (Medium, 150 lbs.): Lockpicking kit Il +
key blanks, key grinder, lock samples (for practice, disassembly,
and analysis), fiber optic probe, library of lock manufacturers’
catalogues.

Mechanics Kit | (Small, 30 Ibs.): Tool box, car jack, screwdriv-
ers (assorted sizes), wrenches (assorted sizes), socket set, pliers
(regular and needle-nose), metal file, hammer, measuring tape,
flashlight, pressure gauge, waterproof markers, baling wire, epoxy
glue, tape (duct, masking, and electrical), machine oil, wax, work
gloves, safety goggles, professional solvents/cleaners, rubber
gaskets, tarp, electrical wires and tubing, clamps, tap and die set,
jerry can with 1 hour's fuel.

Mechanics Kit Il (Medium, 100 Ibs.): Toolkit | + diagnostic
machine, timing light, electric drill, hacksaw, shop lights, hot glue
gun, air blower, crowbar, snake light, paint sprayer.

Mechanics Kit Ill (Large, 4,000 Ibs.): Toolkit Il + 1-ton crane,
hydraulic car lift, bench lathe, bench vise, rotary saw, welding
torch, air compressor, angle grinder, block and tackle.

Surgery Kit I (Small, 15 lbs.): Latex gloves, surgical scissors,
scalpels and extra blades, surgical needles and suturing thread,
forceps, disposable syringes, gauze (pads and rolls), sponges, sur-
gical tape, cotton swabs (dry and alcohol-saturated), disinfectant
solution, sedative pills, head-mounted flashlight.

Surgery Kit Il (Medium, 25 Ibs.): Surgery kit | + surgical masks,
sterile draping cloth, plastic safety goggles, surgical staple gun,
local anesthetic (injected), antibiotics (injected), blood coagulant
solution, suction bulb, clamps, intravenous blood expander and
fluid packs.

Surgery Kit Il (Large, 200 Ibs.): Surgery kit Il + rib spreader,
bone saws, heart monitor, defibrillator, intravenous blood packs,
anesthesia tank and mask, oxygen tank and mask.

USING THE
GEARSYSTEM

Your character's gear choices may change at three points
— when the character is first created, during each mission, and
when the character gains a level. Your character’s options at each
juncture are described in the following sections.

AT CHARACTER CREATION
When creating a character, you must perform the following steps
to choose your character’s gear.

Step 1: Distribute or Redistribute Wealth
Step 2: Define Lifestyle

Step 3: Choose Possessions (personal gear)
Step 4: Determine Spending Cash

Step 5: Choose Common Items

Step 6: Check Carrying Capacity

Step 7: Reputation and Net Worth

You must complete these steps before sitting down to play your
character; otherwise, you lose access to any choices not made
before play begins. You only lose access for the duration of the
current mission, however, as you can repeat these steps between
missions as many times as you like.

STEP 1: DISTRIBUTE OR REDISTRIBUTE
WEALTH

The first thing you should do when determining your character’s
gear at character creation is to distribute the character’'s Wealth.
This is a gauge of the character’s social standing in the setting.
It defines where he lives, how much of his savings he can bring into
play, the personal possessions he can use during missions, and the
limits of his personal flair.

Your character’s starting Wealth score is equal to the amount
granted by his base class + his Charisma modifier (if positive).
You may distribute this number between 3 Wealth statistics:
Lifestyle, Possessions, and 