








SKILLS & ACTIVITIES

COMPLETE SKILL LIST
BASIC SKILLS

Art, Athletics, Bribery, Charm, Charm Animal, Climb, Cool,
Consume Alcohol, Dodge, Drive, Endurance, Entertain, Gamble,
Gossip, Haggle, Intimidate, Intuition, Leadership, Melee,

Navigation, Outdoor, Survival, Perception, Ride, Row, Stealth

ADVANCED SKILLS

Animal Care, Animal Training, Channeling, Evaluate, Heal,
Language, Lore, Perform, Pick Lock, Play, Pray, Ranged, Research,
Sail, Secret Signs, Set Trap, Sleight of Hand, Swim Track, Trade

Bribery (Fel) basic
Engage in bribery or asses likelihood to accept a bribe.
Make a Bribery Test to tell if a target may be bribed.
Success:  1: GM secretly determines price of cooperation using
targets Earnings.
2: Player can guess ‘higher, lower, equal up to the
number of Bribery Test SL.
3: Player offers money. To succeed the value must
be equal or higher than the determined number.

Bribery can be used in combat to stop a fight, but you must
pass a Hard Bribery Test (-20).

Charm/Gossip (Fel) basic
Make people think favorably of you.
Opposed Charm/Cool Test vs. Charm/Cool Test.
* People affected = Fellowship Bonus + SL.
Success:  + Influence the behavior of one or more targets.
* In combat, persuade someone to stop attacking you
for one Round, gain +1 Advantage.
Failure: + No further Charm Tests may be made.

CHARM & STATUS

Those of a higher Tier gain a bonus of +10 to Charm Tests
influencing those of a lower Tier.

Those of a lower Tier suffer a penalty of -10 to Charm Tests
influencing those of a higher Tier.

GOSSIP & STATUS

Those of a different Tier than their target suffer a penalty
of -10 to Gossip Tests.

Consume Alcohol (T) basic
Your ability to handle alcohol.
Consume Alcohol Test modified by strength of the drink.
Success:  * No effect.
Failure: * Each failure suffers a -10 penalty to WS, BS, Ag,
Dex and Int. Maximum of -30.
* If failures => Toughness Bonus, you are considered
Stinking Drunk. Roll on the following table:

1d10 | Stinking Drunk
1-2 | Gain a bonus of +20 to your Coo/ Skill.

3-4 | Ignore all your Prejudices and Animosities

5-6 | Mowe or take an Action, not both.
7-8 | Gain Animosity (Everybody!)

9-10 | Black out, wake up next day. GM and players
decide what happened. Pass Consume
Alcohol Test or gain Poisoned Condition.

Lasting effects:

Challenging (+0) Consume Alcohol Test

* The effects wear off after 10 - SL hours.

* After the effects wear off, make a Challenging (+0) Consume
Alcohol Test. You gain the Fatigued Condition for
5 - SL hours.

* You may spend 1 Resolve Point to ignore effects of being
drunk until the end of the next Round.

Drive (Ag) basic

Adverse circumstances: Make a Drive Test

* If nothing in Drive, a Test is needed for basic maneuverer.
* If the result is an Astounding Failure (-6) roll below:

’ |
1d10 | Result

1-2 | Snapped Harness: One horse (or equivalent)
breaks free; reduce speed accordingly.

3-5 | Jolted Carriage: Passengers suffer 1 Wound
and fragile cargo might be damaged.

6-8 | Broken Wheel: Pass a Drive Test every
Round to avoid Crashing. Two-wheeled
vehicles Crash automatically.

9-10 | Broken Axle: The vehicle Crashes.

Crashing:

Wounds suffered = 2d10 - (Toughness Bonus + Armor Points)
* Repairs require appropriate Trade Skill (X).

* Spare wheels can be repaired by anyone with a Drive Test.

Gamble (Int) basic

* Make a Gamble Test, (-10) if unfamiliar with game.
* Player with highest SL wins.

* On a tie, highest players enact another Gamble Test.
* Cheating is done through Sleight of Hand.

Haggle (Int) basic
Make a Haggle Test:
Success:  * Reduce price by 10%.
* Astounding Success (+6) reduce price by 20%.

Heal (Int) advanced
Make a Heal Test to do one of the following:
Success:  * Diagnose an illness, infection, or disease.
* Treat a disease (see page 188)
* Heal Wounds = Intelligence Bonus + SL
note: only one Heal per Encounter.
* Remove a Bleeding Condition, each SL removes
an extra Bleeding Condition.
Failure: * If Intelligence Bonus + SL < 0 then you cause
Wounds.
* If Heal Test is Astounding Failure (-6) you
cause a Minor Infection (see page 187).

Target with a disease:

Success:  You do not contract the disease. Each SL also
prevents others from contracting. Each day of rest
reduces duration of disease by one.

Failure: ???

Intimidate (S) dasic
Intimidate Skill opposed target’s Cool Skill
Success:  + Targets Intimidated = Strength Bonus + SL
* Targets will back down or move away.
Combat: * You cause Fear to Intimidated targets.
* May use Intimidate Skill instead of Melee when
defending to cause target to back away.

INTIMIDATE & STATUS

Those of a higher Tier gain a bonus of +10 to Intimidate
Tests against those of a lower Tier.

Intuition (I) basic
Success:  * Learn about environment or something hidden.
« If someone is trying to keep it hidden, resist by
Opposed Cool Test vs your Intuition Test.
* In combat, gain +1 Advantage.

Leadership (Fel) basic
Make a Challenging (+0) Leadership Test:
Success:  * Issue orders to # targets = Fellowship Bonus + SL
Combat: * Leadership Test to inspire others. They gain +10
to Psychology Tests until end of next Round.
* Transfer 1 Advantages per SL to ally.

LEADERSHIP & STATUS

Those of a higher Tier gain a bonus of +10 to Leadership
Tests influencing those of a lower Tier.

Those of Tiers 2 higher than the target gain a bonus of
+20 to Leadership Tests influencing those a lower Tier.
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Leaping and Falling
Jumping to reach high ledges, leaping and fa]lmg .,

Leaping:
* You can leap your Movement in feet without a Tesz.
* Jumping further requires an Average (+20) Athletics Test.
* Jumping without proper run up requires a Challeng g‘(+0
Athletics Test.
Success:  * Each SL adds an extra foot to the leap

Falling:
* Damage Suffered = 1d10 + 3 Damage/Yard you gnll )
* Damage is reduced by your Toughness Bonus only.
* Purposely falling or jumping down requires an Avq:*
Athletics Test to lessen the damage. F

« If Wounds suffered > Toughness Bonus, gain Prvne'Gq_r di
Success: * You count as having fallen 7 less ya
« If distance you fell is 0 or less, suffer no

Outdoor Survival (Int) basic
Fish, hunt, forage, build fires, shelters, read the weather, track."
Make a Challenging (+0) Outdoor Survival Test.
Success:  + Gain sustenance and shelter. Each SL provides
shelter and food for one more person

* In combat, gain +1 Advantage.

Failure: * Make a Challenging (+0) Em‘lurafke.T
gain the Fatigued Condition.

Pick Lock (Dex) advanced

Make an Extended Pick Lock Test with the num:Ber of
required to open the lock dependent on the complexitys

LOCKS AND LOCKPI

Lock Type Difficulty

Latch Average (+20)

Normal Door Challenging (+0)

Secure Door Difficult (-10)

Treasure Chest Hard (-20)

Vault Door Very Hard (-30)
Pursuit J
1: Determine Distance - GM decides a number to represent 3 -i
the distance between the pursued and the pursuers. Typically R
between 1 and 8. F

2: Test - Everyone in the pursuit makes a movement test.
Typically this is a Drive Test, Ride Test or Athletics Test. .
3: Update Distance - Difference between lowest SL of the
pursued and the highest SL of the pursuers is: added to the
Distance if the pursued won, subtracted from the Distance if ‘,
the pursuers won.

4: Determine Outcome - If the Distance falls to 0 or less, the
pursuers have caught the quarry. The pursued can sacrifice

their slowest member that round to delay the pursuers as the
rest flee. If this occurs, pursuers must decide who will stop and
who will continue pursuit.

If Distance reaches 10+ the pursuers have lost their quarry. 4

Stealth (Ag) basic, grouped

Opposed Stealth Test vs. Perception Test

* Apply modifications for darkness, route, etc.

* Impressive or Astounding failure immediately draws attention
of the people you are trying to avoid. b

Specializations: Rural, Underground, Urban

SHADOWING

Shadowing is following someone secretly. To do this req
a Combined Perception and Stealth Test (see page 1
the target is actively trying to lose a tail, it is Opposed wi

target’s Stealth Skill. -

If you pass the Perception Test, and fail the Ste.al



