Hand to Hand Combat

Level 1: Basic

Level 2: Expert

Level 3: Martial Arts, Assassin, Judo

Level 4: Aikido, Jujitsu, Karate, Kendo

Level 5: Ninjitsu, Teng-jutsu, Zanji Shinjinken-Ryo

Restrained Punch-1--A



Punch-1D4--B

Kick-1D6, 1D8, or 2D4--C or C+2


Black Jack-1D6--C

Bull Whip-1D8--D



Throw Small Ojects-1D4--B

Jump Kick-1D6x2 or 1D8x2--Cx2


Body Block & Tackle-1D4--B

Body Flip & Throw-1D6--C


Backhand Strike-1D6--B

Knifle Hand-2D4--C



Karate Strike-2D4--C

Palm Strike-2D4--B



Elbow & Forearm-1D6--B

Power Punch-2D4 (2 attacks) & Roll 11+ --C
Roundhouse-3D6--E

Snap Kick-1D6--C



Wheel Kick-2D6--E

Knee-1D6--B




Power Kick-2D6x2 (2 attacks)--E

Crescent Kick-2D4+2--D



Axe Kick-2D6 or 1D10--D or E

Flying Jump Kick-2D6x2--Ex2


Flying Reverse Turn Kick-4D4x2--Ex2

Backward Sweep, Sweep Kick, Tripping & Leg Hook-None, but -1 attack

SUPERNATURE
A

B

C

D

E

3-11

1D4 S.D.C.
1D6 S.D.C.
2D6 S.D.C.
4D6 S.D.C.
6D8 S.D.C.

12-15

1D4 S.D.C.
1D6

2D6

3D6

4D6

16-20

1D6 S.D.C.
2D6

4D6

5D6

6D6

21-25

2D4 S.D.C.
3D6

6D6

8D6

1D6x10

26-30

2D6 S.D.C.
4D6

1D4x10

1D6x10

2D4x10

31-35

4D6 S.D.C.
5D6

1D6x10

2D4x10

2D6x10

36-40

6D6 S.D.C.
6D6

2D4x10

3D4x10

4D4x10

41-50

1D6x10 S.D.C.
1D6x10

2D6x10

3D6x10

4D6x10

51-60

2D6x10 S.D.C.
2D4x10

4D4x10

4D6x10

4D8x10

61-70

1D6

3D4x10

4D6x10

6D6x10

6D8x10

71-80

2D6

3D6x10

6D6x10

6D8x10

9D8x10

81-90

4D6

4D6x10

6D8x10

1D6x100
2D4x100

91-100

1D6x10

6D6x10

1D6x100
2D4x100
2D6x100

MECHANIZE
A

B

C

D

E

1-9

1D4 S.D.C.
1D6 S.D.C.
2D4 S.D.C.
2D6 S.D.C.
4D6 S.D.C.

10-16

1D6 S.D.C.
1D6x10 S.D.C.
1D4

1D6

2D6

17-29

2D6 S.D.C.
1D6

2D6

2D4

4D4

30-35

3D6 S.D.C.
2D6

4D6

6D6

1D6x10

36-39

5D6 S.D.C.
3D6

6D6

1D4x10

2D4x10

40-43

1D4x10 S.D.C.
5D6

1D6x10

2D4x10

4D4x10

44-48

2D6x10 S.D.C.
6D6

2D4x10

3D4x10

4D6x10

49-55

1D4

1D6x10

2D6x10

3D6x10

6D6x10

56-62

1D6

2D4x10

4D4x10

4D6x10

8D6x10

63-70

2D6

2D6x10

4D6x10

6D6x10

10D6x10

+5

+1D6

+1D6x10
+2D6x10
+3D6x10  
+5D6x10

Weight: P.S.: 1-16 can carry x10 in pounds & lifted x20 in pounds and a P.S.: 17 & up: x20 & x40.

Supernature: P.S.: 3-15 can carry x20 in pounds & lifted x40 in pounds, a P.S.: 16-17: x40 & x80


and a P.S.: 18 & up: x50 & x100

Mechanize: P.S.: 1-16 can carry x10 in pounds & lifted x30 in pounds, a P.S.: 17-29: x20 & x40,


a P.S.: 30-35: x30 & x60, a P.S.: 36-39: x50 & x100, a P.S.: 40 can carry 1 ton & lifted 2 tons,


a P.S.: 45: 2 tons & 4 tons, P.S.: 50: 4 tons & 8 tons, & P.S.: +5 after 50 can carry +2 tons &


lifted +4 tons.

NEW
Common Sense: the GM can tell the player to rethink his designed if he is about to do something wrong:


25% +5% no other bonuses can be added (I.Q. or spending a skill to increase it) If the GM roll


greater then the GM want say anything, if the roll is with in 5% of the skill/ability the GM can


ask the player if s/he want to do it, and if the roll is under then half the the skill/ability the GM


can give some ideas.

COMMUNICATIONS
Cryptography: cracking codes: (Required: Literacy): 25% +5%

Laser Communication: (Required: Basic Radio, Basic Electronics, & Computer Operation): 30% +5%

Optic System: 30% +5%



Radio: Basic: 45% +5%

Radio: Scrambler: (Required: Basic Radio): 35% +5%

Radio: Satellite: satellite transmissions: (Required: Basic Radio): 25% +5%

Surveillance Systems: (Required: Basic Electronics, Literacy & Computer Operation): 30% +5%

T.V./Video: 25% +5%

Electronic Countermeasures: knowning how mecha jamming equipment works: (Required: Basic Radio,


Basic Electronics, & Computer Operation): 30% +5%

Performance: working with the public (see Rifts WB 10 Juicer Uprising): 30% +5%

Mime: 30% +5%

COWBOY
Branding: 50% + 5%



Breaking/Training Wild Horses: 20% + 5%

Herding Cattle: 30% + 5%


Horsemanship: Cowboy: 66/50% + 3%

Horsemanship: riding & taming horses only: 40% +4%, +1 to parry & dodge, +4 to damage

Horsemanship Exotic: other type of tame animals: 30%/20% +4%

Lore: Animals: 30% + 5%



Lore: Indians/Aborigines: 25% + 5%

Roping: 20% + 5%



Trick Riding: N/A

Whittling & Sculpting: 30% + 5%

DOMESTIC
Cook: 35% +5%

Dance: 30% +5%

Fish: 40% +5%

Sewing: 40% +5%

Singing: 35% +5%
Bonsai: tree: 50% +5%
Poetry: 35% +5%

Go: (game): 30% +5%

Calligraphy: Art of Japanese Wrighting: 35% +5%



Gardening: 34% +4%

Flora Arrangement: flowers: 30% +3%

Play Musical Instrument: 25% +5%

ELECTRICAL
Basic Electronics: 30% +5%

Computer Repair: (Required: Basic Electronics, Literacy & Computer Operation): 25% +5%

Electrical Engineer: (Required: Basic Electronics, Literacy & Advanced Math): 30% +5%

Robot/Mecha Electronics: (Required: Electrical Engineer, Computer Repair, & Optic Systems): 30% +5%

ESPIONAGE
Detect Ambush: 30% +5%


Detect Concealment / Traps: 25% +5%

Disguise: 25% +5%



Escape Artist: 30% +5%

Forgery: 20% +5%



Impersonation: 40% +4%, 20% for new people

Intelligence: study of your enemy, observation techniques, ect...: 32% +4%

Interrogation: train in prisoners, captives & informers: 40% +5%

Land Navigation: 36% +4%


Pick Locks: 30% +5%

Pick Pockets: 25% +5%



Sniper: +2 to strike

Tracking: 25% +5%



Wilderness Survival: 25% +5%

Imitate Voices/Impersonation: to change your voice & to throw your voice: 36% / 15% for throw +4%

Interrogation Techniques: us by cops (see Rifts WB 10 Juicer Uprising & 11 Coalition): 20% +5%

Track Humanoids: 25% +5%

MILITARY
Demolitions: how to use explosives on lond: 60% +3%

Demolitions Disposal: how to disarm explosives on land: 60% +3%

Trap Construction: how to hide mines: 20% +4%

Trap/Mine Detection: how to find mines: 20% +5%

Underwater Demolitions: how to use explosives underwater: 56% +4%

Field Armorer: repair armor: 40% +5%, 5D4 M.D.C. max.

Camouflage: 20% +5%

Find Contrabond, Weapons, & Cybernetics: find and knowning how M.O.M. & Cybernetics work: 26% +4%

Military Etiquette: how the military work: 35% +5%

Military Fortification: M.D. Combat warfare: 30% +5%

Nuclear, Biological, & Chemical Warfare: 35% +5%

Parachuting: 40% +5%

Recognize Weapon Quality: how to make weapons & the value: 25% +5%

Heraldry: Adds some to Leadership and Making Coats of arms: 15%/20% +5%

Interrogation Techniques: known people how can get interrogates & assassins/spies/bounty hunters:


20% +5%

Surveillance: prowl and following: 25% +5%

MECHANICAL
Basic Mechanics: 30% +5%

Automotive Mechanics: 25% +5%

Aircraft Mechanics: 25% +5%

Locksmith (Old): 25% +5%

Locksmith (New): (Required: Basic Electronics & Computer Operation): 25% +5%

Mecha Mechanics: (Required: Mechanical Engineering & Computer Operation): 40% +5%

Robot Mechanics: (Required: Mechanical Engineering & Computer Operation): 20% +5%

Mechanical Engineering: (Required: Basic Mechanics, Literacy & Advanced Math): 25% +5%

Veritech Mechanics: (Required: Mechanical Engineering, Aircraft Mechanics & Computer Operation):


30% +5%

Weapons: Mechanics: (Required: Mechanical Engineering & Basic Electronics): 25% +5%

Spaceship Mechanics: (Required: Mechanical Engineering & Computer Operation): 22% +5%

Metalwork and Forge: 60% +3% (+1 to strike, parry, & +1D6 to damage on a roll under 10%)

Shape, Engrave, Etch, & Emboss Metal: 70% +3%

MEDICAL
Criminal Science/Forensdics: police skill: (Required: Biology & Analytical Chemistry): 35% +5%

First Aid: 45% +5%


Holistic Medicine: useing plant for healing: 20% +5%

Medical Doctor: (Required: Pathology & Advanced Math): 60% +5%

M.D. in Cybernetics: (Required: Biology, Chemistry, Baisc Electronics & Advanced Math): 40% +5%

Paramedic: emergency medical: (Required: Biology, Chemistry, First Aid & Advanced Math): 40% +5%

Pathology: diseases: (Required: Biology & Chemistry): 40% +5%

Field Surgery: (Required: Biology, Holistic Medicine, Chemistry, First Aid & Advanced Math): 16% +4%

Juicer Technology: how to work on Juicer’s implants (see Rifts WB 10 Juicer Uprising): 40% +5%

Brewing: 25%/30% +5%


Animal Husbandry: (Required: Zoology): 35% +5%

PHYSICAL
Acrobatics: Sense of balance 60% +5%, Walk tightrope 60% +3%, Climb rope 80% +2%, Back flip 60%

 
+5%, Climbing 40% or +5%, Prowl 30% +5%, +2 to roll with punch/fall, +1 to P.S., +1 to P.P.,


+1 to P.E., & +1D6 to S.D.C.

Athletics: +1 to parry & dodge, +1 to toll with punch/fall, +1 to P.S., +1D6 to Spd., +1D8 to S.D.C.

Body Building: +2 to P.S., & +10 to S.D.C.

Boxing: +1 attack, +2 to parry & dodge, +1 to roll with punch/fall, +2 to P.S., +3D6 to S.D.C.

Climbing: 30% +5%

Scale Walls: 40% +5%

Forced March: Spd. 45 m per min. or 90 m per min. stander

Fencing: W.P. Sword, +1 to strike & parry

Gymnastics: Sense of balance 50% +5%, Walk tightrope 60% +3%, Climb rope 70% +2%, Back flip 70%


+5%, Climbing 25% or +5%, Prowl 30% or +5%, +2 to roll with punch/fall, +2 to P.S.,


+1 to P.P., +2 to P.E., &  +2D6 to S.D.C.

Running: +1 P.E., 4D4 to Spd., & 1D6 S.D.C.

Prowl: to move with stealth: 25% +5%

Swimming 50% +5%, 3x P.S. in meter per melee

Swimming S.C.U.B.A.: 50% +5%, 2x P.S. in meter per melee

Wrestling: Pin on 18, 19, & 20, Sqeeze 1D4, +1 to roll with punch/fall, +2 to P.S., +1 to P.E., & +4D6 to


S.D.C.

Deadball : (sport): 32% +4%, Body Block/Tackle: 90% if smaler, 60% same, 50% larger, or 20% if the


other person is twice your size & mass. +1 to roll with punch/fall, +1 to P.S. & P.E., +1D4 to


Spd., +3D6 to S.D.C.

Murderthon: (sport) +1 to strike & dodge, +1 to roll with punch/fall, +2D6 to Spd., & +2D4 to S.D.C.

Zero Gravity Movement & Combat: P.P. x5% +4%, -15% to skills, -1 to attack, -2 to initiative, & 50% on


all otherthing

Juggling: 35% +5%

PILOT
Automobile: 60% +2%

Truck: 40% +4%

Track Vehicles: 40% +4%

Motorcycle: 60% +4%

Sky Cycle: 50% +4%

Jump Bike Combat: 45% +5% and 25% +5% for combat, +1 attack & +1 dodge

Boat: Small Sail Type: 60% +5%

Boat: Motor Type: 55% +5%

Boat: Sail Ship: 45% +5%

Boat: Motor Ship: 44% +4%

Boat: Submersibles: 40% +4%

Boat: Warship/Patrol Boat: and Motor Boat: 40% +4%

Boat: Water Scooters: 50% +5%

Advanced Deep Sea Diving: = to Robot & Power Armor Piloting

Airplane: 50% +4%

Jet Aircraft: 40% +4%

Jet Fighter: 40% +4%

Helicopter: 35% +5%

Horsemanship: riding & taming horses only: 40% +4%, +1 to parry & dodge, +4 to damage

Horsemanship Exotic: other type of tame animals: 30%/20% +4%

Horsemanship: Cowboy: 66/50% + 3%

Horsemanship Knight: 40%/30% +5%, +1 on initiative, +1 to roll with fall/impact, +2 to parry & dodge,


& +1D6 to damage or +2D6 with lance

Horsemanship Cossack: 40% +4%

Horsemanship Palladin: 45%/40% +5%, +1 on initiative, +2 to roll with fall/impact, +2 to parry & dodge,


& +6 to damage or +3D6 with lance

Wingrider Flying: 15% +5%

Hover Craft: 50% +5%

Tank & APCs: 36% +4%

EVA (Extra-Vehicular Activity): 40% +5%

Jet Pack: 42% +4%

Contragravity Pack: 42% +5%

Flighter System Combat: 40% +5%, +1 attack on level 1, 3, 5, 8, & 11 and +2 to dodge (no auto-dodge


can be use).

Water Skiing & Surfing: 40% +4%

Space Fighter: 50% +3%

Space Shuttle: 60% +4%

Small Spacecraft: 60% +3%

Starship: 36% +4%

Mecha (Destroid only): 60% +5%

Mecha Combat

Robots & Power Armor (basic): 56% +3%

Robots & Pod (Zentrans only): 56% +3%

Civilian Valkyrie: 40% +4%

Robot & Valktyie 50% +5%

Robot Combat (elite): see the book which the mecha came out of.

Robot Combat Valkyrie (elite)

Dog Tail (basic): +1 attack, +2 to strike, +3 to dodge, +1 to roll in dog-fighting, +1 attack at level 6 & 11

Dog Tail (elite): +2 attack, +2 to strike, +5 to dodge, +3 to roll in dog-fighting, +1 attack at level 5 & 10

PILOT RELATED SKILLS
Navigation (Land, Water, & Air): (Required: Basic Math, Literacy, & Sensory Equipment): 40% +5%

Navigation (Underwater): (Required: Basic Math, Literacy, & Sensory Equipment): 30% +4%

Navigation (Space): (Required: Basic Math, Literacy, & Sensory Equipment): 40% +5%, if wrong,


then he is 4D6 light years off course

Read Sensory Equipment: 30% +5%

Radar/Sonar Operations: 30% +5% (+5% to Read Sensory Equipment)

Weapon Systems: 40% +5%

ROGUE
Comupter Hacking: (Required: Basic Math, Litteracy, Comupter Operation, & Comupter Programming):


15% +5%

Concealment: 20% +4%

Locate Secreet Compartments/Doors: 15% +5%
Use & Recognize Poison: 24%/16% +4%

Palming: 20% +5%



Pick Locks: 30% +5%

Pick Pockets: 25% +5%



Prowl: 25% +5%

Streetwise: 20% +4%



Streetwise-Drugs: 25% +5%

Find Contraband, Weapons & Cybernetics: 26% +4%

Gambling (Dirty Tricks): 30% +4%

Gambling (Standard): 30% +5% with 1D4 games

Cardsharp: 24% +4%



Safecracking: 20% +5% (+5% to lock picking)

Seduction: 20% +5% (+1 per M.A. after 20, +1 per every 2 P.B. after 17, +5% if ther other person is


drunk.  +5% to pick pockets, palm or plant, +5% to cardsharp.)

Ventriloquism: throw voice: 16% +4%

SCIENCE
Anthropology: Life & Environment: 20% +5%
Archaeology: Ancient Civilizations: 20% +5%

Astronomy: Space: 25% +5%


Biology: all living things: 30% +5%

Botany: Plants: 25% +5%



Zoology: animal: (Required: Biology): 40% +5%

Chemistry: (Required: Basic Math & Literacy): 30% +5%

Chemistry, Analytical: (Required: Chemistry & Advanced Math): 25% +5%

Marine Biology: Sea Life: (Required: Biology): 35%/25% +5%

Ocean Geographic Surveting: land & depth of the sea: 15% +5% (+15% on reading maps)

Undersea Farming: (Required: Botany): 35% +5%
Geography: land & environment: 30% +5%

Mathematics, Basic: algebra: 45% +5%

Mathematics, Advanced: (Required: Basic Math): 30% +5%

Quantum Physic & Mathematics: 15% +5%

Quantum Chemistry: (Required: Quantum Physic & Mathematics): 20% +5%

Xenology: biology of aliens: (Required: Biology & Chemistr): 30% +5%, -30% if it’s an unknown race

Physic: (Required: Advanced Math & Literacy): 40% +5%

Psychology: (Required: Literacy): 25% +5%

Parapsychology: brain & ESP: (Required: Psychology): 35% +5%

Cryptozoology: This is the science of piecing together physical, circumstantial, and theoretical evidence to


hypothesize about the existence of "hidden animals." Scientists in this field examine bones,


footprints, photographs, etc. to determine if a particular animal exists or not. Examples of


theoretical animals include the Loch Ness Monster, the Sasquatch, and Ogopogo. An example of


an animal that was found to exist after it supposedly disappeared is the coelacanth.:


(Required: Zoology): 40% +5%

TECHNICAL
Art: 35% +5%



Computer Operation: (Required: Literacy): 40% +5%

Computer Programming: (Required: Computer Operation): 30% +5%

Language: 50% +5%



Literacy: 30% +5%

Writing: (Required: Literacy): 20% +5%

Journalism (Required: Writing)

Public Speaking: 30% +5%


Sign Language: 25% +5%

Lore-Demons & Monsters: 25% +5%

Lore-Faerie: 25% +5%

Lore-D-Bee:25% +5%



Lore-Magic: 25% +5%

Lore-Psychic: 25% +5%



Lore-Juicer: 30% +5%

Lore-Galactic/Alien: 25% +5%, -5% to -30% if the race is unknown

Lore-Zentran/Meltran: 30% +5%


Lore-Cattle/Animals: 30% +5%

Lore-History of Russia: 30% +5%


Lore-World History: 25% +5%

Lore-Land History: 30% +5% 


Lore-Geomancy & Lay Line: 25% +5%

Lore-Law: laws that are use in your land: 25% +5% (20% +3% for all other places)

Lore-Religions: 30% +5%



Lore-Indians/Aborigines: 25% + 5%

Lore: Conspiracy: A comprehensive knowledge about the issue of conspiracy and cover-ups by world


governments in the areas of the paranormal, UFOs, military, experimental testing, etc. by such


participants as the FBI, KGB, CIA, and major world governments. The character knows the


theories about the Roswell incident, Area 51, telekinetic weapons testing by the Russian


government, and drug and chemical weapons testing.: 30% + 5%

Lore: Folklore and Mythology: This skill is a comprehensive study of folklore and mythology. The


character will be able to identify the major mythical players involved with a given region and can


roll at half the skill level to be able to identify minor players in myth. These players include gods,


heroes, monarchs, creatures, and tales.: 30% +5%

Law: CCW: 30% +5%



Photography: 35% +5%

Research: 35% +5%



Writing: 25% +5%

Advanced Fishing: 30% +5%


Undersea Salvage: 30% +5%

Japanese Mythology: 30% +5%


Sculpting & Whittling: art of molding: 30% +5%

Breed Dogs: 40%/20% +5%


Falconry: training birds of prey: 30% +5%

Gemology: 25% +5%



Repair/Maintenance: 35% +5%

Masonry: stone work: 30% +5%


Prospecting: metal and jewelry: 20% +5%

Rope Works: 30% +5%



Whittling & Sculpting: carving: 30% +5%

WILDERNESS
Boat Building: 25% +5%, 4D6 hours to 1D4x10 days depending of the type of boat.

Carpentry: wood & house building: 25% +5%
Hunting

Identify Plants & Fruits: 25% +5%


Land Navigation: 36% +4%

Preserve Food: how to store food: 25% +5%

Skin & Prepare Animal Hides: 30% +5%

Track Animals: 20% +5%



Track Humanolds: 25% +5%

Track & Hunt Sea Animals: 35%/35% +5%

Trick Riding: Need Track Animals & Humanolds

Undersea Salvage: 30% +5%

WEAPON PROFICIENCIES
Archery & Targeting

Blunt

Chain

Knife

Sword

Revolver
Automatic Pistol

Bolt Action Rifle

Polearm

Automatic & Semi-Automatic Rifle

Sub-Machinegun

Heavy Weapon

Energy Pistol

Energy Rifle

Heavy Energy Weapon
Deadball

Battle Axe

Harpoon/Spear Gun
Torpedo

Trident

Spear

Staff

Whip

Mouth Weapon

Small Thrown Weapon
Bow

Crossbow
Slingshot
Grenade Launcher
Forked/Trident

Grappling Hook

Net

Paired Weapons

Shield

Siege Weapons

Tick Shooting

Targeting

Grappling Hook: +1 to strike & entangle at level 3, 6, 9, and 12

Net: +1 to strike & entangle at level 2, 5, 8, 11, & 15, +1 to parry at level 2, 4, 6, 9, & 12

Paired Weapons (have to be the same type & size of weapons)

Shield: +1 to parry at level 1, 3, 6, 9, 12, & 15, +1 to strike at level 4, 8, & 12 (can’t parry bullets or


blasters)

Siege Weapons: +1 to strike at level 2, 5, 9, & 12

Tick Shooting: fire 2-handed weapon one handed, can attack over the shoulder by using a mirrior, can fire


wall riding or moving, can fire up-side-down, can counter attack with no bonuses, & ricochet


shot

Whips: +1 to strike, disarm, & entangle at level 2, 4, 7, 10, & 13, +1 to damage at level 2, 4, 8, & 12

Targeting: +1 to strike at level 1, 3, 5, 7, 10, & 13 or (2, 5, & 10 for throwing)

Archery & Targeting: +6 m to range, +1 to parry, +1 to strike at level 2, 4, 6, 8, 11, & 14

Blunt: +1 to strike & parry at level 1, 4, 8, & 13

Chain: +1 to strike at level 1, 4, & 13, +1 to parry at level 4, 8, & 13

Knife: +1 to strike when thrown at level 1, 7, 11, & 15, +1 to strike at level 2, 7, 11, & 15, +1 to parry at


level 2, 4, 8, 11, & 15

Sword: +1 to strike & parry at level 1, 3, 7, 11, & 14

Battle Axe: +1 to strike at level 1, 4, 8, & 12, +1 to parry at level 2, 5, 9, & 13, +1 to strike when thrown


at level 3, 8, & 12

Polearm: +1 to strike at level 1, 5, 9, & 14, +1 to parry at level 1, 3, 6, 9, & 12, +1 to strike when trown


at level 2, 5, 9, & 14

Trident: +1 to strike at level 2, 5, 10, & 15

Forked/Trident: +1 to strike & +2 to entangle at level 1, +1 to strike at level 3, 5, 7, 9, 12, & 15, +1 to


parry at level 5, 9, & 13, and +1 to entangle at level 2, 4, 8, 12, & 15

Spear: +1 to strike & parry  at level 1, 4, 7, 10, & 13, +1 to strike when thrown at level 2, 4, 8, 12, & 15

Staff: +1 to strike at level 1, 3, 7, 10, & 13, +1 to parry at level 2, 5, 8, 11, & 14, +1 to strike when thrown


at level 4, 8, & 14

Mouth Weapons: +1 to strike at level 1, 4, 8, & 12, +1 to attack at level 3, 7, & 11

Small Thrown Weapon: +1 to strike when thrown at level 4, 7, 10, & 13, +1 attack at level 2, 3, 5, 6, 8, 9,


11, 12, 14, & 15

Bow: +1 to strike & + 2 attacks at level 1, +1 to strike at level 2, 4, 7, 10, 13, & 15, +1 attack at level


2, 4, 5, 8, 10, 12, & 14

Crossbow: +1 to strike at level 2, 4, 6, 8, 10, 12, & 14, +1 attack at level 1, 2, 5, 7, 9, 11, 13, & 15

Slingshot: +1 to strike & +2  attacks at level 1, +1 to strike & attack at level 2, 4, 6, 8, 10, 12, & 15

Torpedo: +1 to strike at level 2, 6, & 12 and +1 to strike with Depth Charger at level 4

Grenade Launcher: +1 to strike at level 3, 7, & 11

All there weapon: +1 to strike at level 1, 4, 7, 10, & 13

Burst: +1 to stike (1/4 of all rounds)

Aimed: +3 to strike

Wild: -6 to strike with out W.P. or No Bonuses with W.P.

