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Ability Scores & Feats

The ability score system and the benefits and modifiers are standard for the d20 system.

To determine your character’s starting ability scores, you must purchase each ability score at a set value based on a number of points.  Standard character generation is based on 32 points.  You may roll ability scores and then adjust them to fit the point buy value if preferred.

How many points does it cost to purchase an ability score at a set value?

Ability Score Value
Points Cost

Ability Score Bonus/Penalty
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-1
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0
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0
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5
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6
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8

+2
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17


13

+3
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What are the standard level based improvements for ability scores?

A character may increase one of his ability scores by one point at every four levels (i.e. 4th, 8th, etc).  Increasing an ability score above 18 requires approval by your GM.

How many feats does my character get?

All player characters get the following feats:

· One starting feat at first level.

· Another starting feat based on the characters department (see below).

· Another bonus feat for every three levels (i.e. 3rd, 6th, 9th, etc) based on the character’s total level, not his individual class levels.

· Any other feats granted as features of the characters classes.

Departments

Each character chooses one department.  This represents the characters early career training prior to learning their class levels.  As a d20 mechanic it provides a similar role to the race of a D&D character.

Standard Departments

Most agency characters have been trained in-house by one of the ‘mainstream’ departments that are listed below.

· The Home Office (SEH pg 17)

· The Power Brokerage (SEH pg 18)

· Military Operations (SEH pg 18)

· Computer Espionage (SEH pg 18)

Note: The character may substitute the laptop for gear of a specific type worth an equivalent BP value (or less).  Examples include: Communications, Demolitions, Drugs/Poisons, Medical, Optics or Surveillance.  The type of gear may never be changed but the specific gear chosen can be altered every time the character gains a level.

· Urban Assault (SEH pg 18)

· Black Ops (SEH pg 19)

· Wetworks (SEH pg 19)

· The Basement (SEH pg 19)

Uncommon Departments

Other agency characters have been trained outside of the mainstream departments.  Some of these are agency departments that operate with a smaller number of operatives in a highly specialized role.  Others are backgrounds from outside the agency that have the potential to develop highly specialized operatives worthy of joining the agency.

Conspiracy Agency

· Corporate Raider (FSG pg 36)

· Damage Control (AF pg 46)

· Orphan (FPG pg 33)

· Recruitment (EC pg 48)

· Training Corps (AF pg 46)

Other Agency (including national intelligence services, law enforcement, etc)

· Counter Intelligence Agency Training (FPG pg 39) – 6 sub options available

· Diplomatic Security (FSG pg 37)

· Intelligence Agency Training (FPG pg 38) – 6 sub options available

· Peace Officer (SWG pg 29)

Military

· Infantry (SWG pg 29)

· Military Academy Training (SWG pg 31) – 6 sub options available

· Officer Training (FPG pg 30) – 7 sub options available

· Special Forces (SWG pg 29)

· Special Operations (FPG pg 36) – 7 sub options available

· Stick Jockey (SWG pg 29)

Civilian

· Celebrity (EC pg 48)

· Dot-Commie (FSG pg 37)

· Freelancer (FPG pg 32)

· Organised Crime (FPG pg 34) – 7 sub options available

· Racer (SWG pg 29)

· Search & Rescue (FPG pg 33)

· Thrill Seeker (FPG pg 34)

Exotic Departments

An exceptionally small number of agents come from very unusual departments.  These relatively unknown departments normally train only a small number of specially chosen characters.  A player must have GC approval to choose from the following list.

· Disciples of Wong Fei-Hung (PAC pg 32) – Martial arts specialists

· The Indoctrinated (HOG pg 40) – Drawn from an every day walk of life then brainwashed

· The Office of Psion Affairs (AF pg 46) – Specialized training in psionic abilities

· Old Blood (HOG pg 41) – Any long forgotten culture that preserves ancient traditions

· Operation: Body Double (PAC pg 32) – Deep cover operatives hidden in other agencies

Base Classes

Bases classes do not have pre-requisites.  Unlike most d20 games there is no penalty for a character having any combination of multiple base classes (however characters must be careful if they wish to qualify for a prestige class).

A character only gets the core ability of the first class chosen, so players are encouraged to choose their initial first level class based on an overall concept for the character.

Standard Base Classes

· Faceman (SEH pg 22)

· Fixer (SEH pg 24)

· Pointman (SEH pg 26)

· Sleuth (AF pg 47)

· Snoop (SEH pg 28)

· Soldier (SEH pg 30)

· Wheelman (SEH pg 32)

Uncommon Base Classes

· Explorer (HOG pg 41 – and see errata-based amendments)

· Martial Artist (PAC pg32)

· Spin Doctor (EC pg 49)

Exotic Base Classes

· Mentalist (SFA pg 179)

· Physical Adept (SFA pg 189)

· Telepath (SFA pg 196)

Prestige Classes

Prestige classes have pre-requisites that the character must meet prior to gaining any levels in that class.

A character can combine any combination of base classes and prestige class without penalty, so long as the pre-requisites for the prestige classes are met.

A character only gets the core ability of the first prestige class chosen, players are encouraged to qualify for their first prestige class based on their preferred core ability.

Mainstream Prestige Classes

The following prestige classes are available to characters that meet the requirements and do not need GC approval.

· Ace (SWG pg 6)
Req: Level 5+, Base Attack +5, Dex 13+, Knowledge (Aircraft) 2 ranks, Pilot 8 ranks, Sport (Skydiving) 4 ranks, Spot 8 ranks, Wind Rider

· Armorer (SWG pg 7)
Req: Level 5+, Craft (Gunsmithing) 6 ranks, Electronics 6 ranks, Mechanic 8 ranks, Grease Monkey, Over Torque

· Bodyguard (SWG pg 9)
Req: Level 5+, Base Attack +5, Dex 13+, First Aid 4 ranks, Intimidate 6 ranks, Spot 8 ranks, Alertness, Improved Initiative, Quick Draw

· Bounty Hunter (FSG pg 6) 

Req: Wisdom 13+, Gather Information 4 ranks, Surveillance 8 ranks, Always Get Your Man, Track

· Casanova (FSG pg 7)
Req: Charisma 13+, Bluff 6 ranks, Innuendo 6 ranks, Sense Motive 6 ranks, Mark, Silver Tongue 

· Cat Burglar (SFA pg 163)

Req: Level 5+, Climb 8 ranks, Open Locks 8 ranks, Acrobatic, Master Fence

· Cleaner (FPG pg 6)

Req: Level 5+, Bluff 8 ranks, Intimidate 8 ranks, Persuasive, Traceless

· Counter-Terrorist (SFA pg 165)

Req: Base Attack +5, Spot 8 ranks, Sense Motive 4 ranks, Precise Shot

· Courier (FPG pg 7)

Req: Level 5+, Cultures 8 ranks, Hide 4 ranks, Sleight of Hand 4 ranks, Mingling Basics, World Traveler

· Detective (FSG pg 10) 
Req: Gather Information 8 ranks, Search 4 ranks, Sense Motive 6 ranks, Police Training, Undermine

· Doppelganger (FSG pg 12) 
Req: Charisma: 13+, Bluff 8 ranks, Disguise 8 ranks, Surveillance 4 ranks, Flawless Identity, Mimic

· Examiner (FSG pg 15) 
Req: First Aid 4 ranks, Knowledge (Forensics) 8 ranks, Search 8 ranks, Eye for Detail, Scholarly, Special (Must possess the flawless search class ability)

· Forward (FPG pg 9)

Req: Level 5+, Computers 4 ranks, Electronics 8 ranks, Survival 4 ranks, Surveillance 4 ranks, Electronic Warfare Basics, Outdoorsman

· Goodfella (FPG pg 11)

Req: Level 5+, Charisma 13+, Intimidate 8 ranks, Knowledge (Underworld) 4 ranks, Undermine

· Grifter (FPG pg 13)

Req: Level 5+, Open Locks 6 ranks, Search 6 ranks, Sleight of Hand 6 ranks, Magician, Nimble Fingers

· Grunt (SWG pg 10)
Req: Base Attack +5, Str 13+, Endurance, Iron Will, Weapon Group (Tactical)

· Field Analyst (AF pg 49)

Req: Base Attack +5, Wis 13+, Bureaucracy 4 ranks, Gather Information 6 ranks, Search 6 ranks, Surveillance 8 ranks, Alertness

· Illuminati (EC pg 56)

Req: Level 5+, Charisma 13+, Bluff 4 ranks, Bureaucracy 8 ranks, Innuendo 4 ranks, Handler, Political Favors

· Inventor (FPG pg 15)

Req: Level 5+, Intelligence 13+, Craft (Machining) 4 ranks, Electronics 6 ranks, Mechanics 4 ranks, Grease Monkey, Improvised Weapon

· Journalist (FSG pg 17) 

Req: Gather Information 8 ranks, Profession (Journalist) 4 ranks, Surveillance 4 ranks, The Pen is Mightier, World Traveler 

· Hacker (SFA pg 167)

Req: Level 5+, Computers 8 ranks, Cryptography 8 ranks, Mathematical Genius

· Hunter (SWG pg 12)
Req: Level 5+, Base Attack +5, Driver 6 ranks, Handle Animal 6 ranks, Spot 4 ranks, Survival 8 ranks, Outdoorsman, Track

· Mariner (SWG pg 13)
Req: Level 5+, Base Attack +4, Boating 8 ranks, Wave Runner, Special (Familiarity class feature)

· Medic (SWG pg 15)
Req: Level 5+, Int 13+, First Aid 8 ranks, Survival 6 ranks, Swim 4 ranks, Bandage

· Mole (PAC pg 38)

Req: Level 5+, Bluff 8 ranks, Forgery 8 ranks, Flawless Identity, Ordinary Past

· Negotiator (FSG pg 19) 
Req: Charisma 13+, Bluff 4 ranks, Diplomacy 8 ranks, Sense Motive 4 ranks, Hard Core, Persuasive 

· Networker (FSG pg 22) 
Req: Charisma 15+, Cultures 8 ranks, Diplomacy 8 ranks, Charmer, any one 'contacts' feat, Special (Must have the backup class ability) 

· Ninja (FPG pg 17)

Req: Level 5+, Wis 13+, Climb 4 ranks, Escape Artist 4 ranks, Hide 8 ranks, Move Silently 8 ranks, Blind-Fight, Stealthy

· Officer (FPG pg 19)

Req: Level 5+, Charisma 13+, Bureaucracy 4 ranks, Diplomacy 8 ranks, Knowledge (Military History) 2 ranks, Intimidate 4 ranks, Profession (Military) 4 ranks, Hard Core, Persuasive

· Oracle (FSG pg 24) 

Req: Computers 8 ranks, Cryptography 4 ranks, Gather Information 8 ranks, Languages 6 ranks, Cipher, Mathematical Genius

· Politico (FSG pg 26) 

Req: Bluff 4 Ranks, Bureaucracy 4 ranks, Diplomacy 8 ranks, Knowledge (Politics) 4 ranks, Political Favors, Rousing Speech

· Profiler (FSG pg 28) 
Req: Innuendo 4 ranks, Knowledge (Psychology) 8 ranks, Sense Motive 8 ranks, Field Operative, Undermine 

· Provocateur (FPG pg 21)

Req: Level 5+, Int 13+, Cultures 6 ranks, Intimidate 6 ranks, Sense Motive 6 ranks, Mingling Basics, Police Training

· Ranger (FPG pg 23)

Req: Level 5+, Constitution 13+, Balance 2 ranks, Climb 2 ranks, Hide 2 ranks, Move Silently 2 ranks, Survival 8 ranks, Swim 2 ranks, Track

· Raptor (PAC pg 39)

Req: Level 5+, Balance 4 ranks, Demolitions 4 ranks, Jump 4 ranks, Stealthy, Wolf Pack basics

· Saboteur (FPG pg 24)

Req: Level 5+, Demolitions 8 ranks, Hide 4 ranks, Move Silently 4 ranks, Explosive Basics, Stealthy

· Sentry (FSG pg 30) 
Req: Wisdom 13+, Electronics 4 ranks, Listen 4 ranks, Surveillance 8 ranks, Bugging Basics

· Slammer (SWG pg 17)
Req: Level 5+, Base Attack +5, Int 13+, Driver 8 ranks, Firm Hand, Rough Rider, Weapon Group (Tactical), Special (Familiarity class feature)

· Smuggler (FPG pg 26)

Req: Level 5+, Boating/Driver/Pilot 6 ranks, Profession (Smuggler) 6 ranks, Safe House, Special (Procure class ability)

· Sniper (SFA pg 170) – different to book see Errata document

Req: Level 5+, Base Attack +5, Dex 13+, Hide 4+, Spot 8+, Far Shot, Marksman

· Stingray (SWG pg 18)
Req: Level 5+, Base Attack +4, Demolitions 4 ranks, Sport (Scuba) 8 ranks, Swim 8 ranks, Survival 4 ranks, Athletic, Endurance

· Street Fighter (SWG pg 20)
Req: Level 5+, Base Attack +5, Dex 13+, Int 13+, Expertise, Mobility, Sidestep

· Street Knight (SWG pg 21)
Req: Level 5+, Base Attack +5, Str 13+, Balance 8 ranks, Driver 6 ranks, Acrobatic, Lane Dancer, Ride Shotgun

· Tactician (SWG pg 23)
Req: Level 5+, Base Attack +4, Dex 13+, Knowledge (Military History) 2 ranks, Profession (Military / Mercenary) 4 ranks, Combat Instincts

· Triggerman (SFA pg 170)

Req: Base Attack +5, Craft (Gunsmithing) 4 ranks, Knowledge (Firearms) 4 ranks, Sidestep, Speed Trigger, Two-Weapon Fighting

Exotic Prestige Classes

The following are non-standard prestige classes. They can be made available to the character if coordinated in advance between the player and the Game Control (in addition to the character meeting the requirement of the prestige class).

· Accuser (EC pg 52) – Control level class
Req: Level 9+, Intimidate 8 ranks, Sense Motive 8 ranks, Field Operative, Advanced Skill Mastery (Field Operative)

· Assassin (EC pg 54)

Req: Level 5+, Cryptography 8 ranks, Hobby (Hypnosis) 8 ranks, Decipher Fringescript.

· Blank (PAC pg 35)

Req: Level 5+, Psion level 5+, Body Sculpting 8 ranks, Perfect Calm 4 ranks, Mimic, Psion Prodigy

· Channeler (HOG pg 43)

Req: Level 5+, Cha 13+, Knowledge (Occult) 5 ranks, Mystic, Second Sight, Special (Must have possession of a unique relic)

· Dai Lo (PAC pg 37) – Control level class
Req: Level 9+, Career Agent, Master Fence

· Fringewalker (AF pg 50)

Req: Level 5+, Cha 13+, Listen 6 ranks, Spot 6 ranks, Unshakeable

· Hyper (AF pg 52)

Req: Level 5+, Psion Level 5+, Concentration 6 ranks, Control Metabolism 6 ranks, Friction Control 6 ranks, Link Health 4 ranks, Speed Control 8 ranks, Adrenal Basics, Metabolic Basics, Psion Prodigy

· Intruder (EC pg 59)

Req: Level 5+, Psion Level 0, Dex 13+, Escape Artist 4 ranks, Open Lock 4 ranks, Move Silently 8 ranks, Sleight of Hand 4 ranks, Nimble Fingers, Stealthy, Special (characters with the Initiate or Magus feats may not gain levels in this class)

· Lord (AF pg 54) – Control level class
Req: Level 9+, Advanced Skill Mastery

· Maxim (AF pg 50)

Req: Level 5+, Psion Level 5+, Int 13+, Concentration 8 ranks, Psion Prodigy, Special (Access to mentalist feats and one skill with a psionic attack at 8 ranks)

· Sage (HOG pg 46)

Req: Level 5+, Int 13+, Knowledge (Occult) 5 ranks, Any three other Knowledge skills 4 ranks each, Mystic, Scholarly

· Scanner (AF pg 57)

Req: Level 5+, Telepath level 5+, Empathy 8 ranks, Memory Flash 6 ranks, Project Thought 6 ranks, ESP Basics, Imprint Basics, Psion Prodigy

· Shadespeaker (SFA pg 216)

Req: Level 5+, Wis 13+, Sixth Sense

· Spiritualist (HOG pg 47)

Req: Level 5+, Cha 13+, Mystic, Guardian Presence

· Valkyrie (HOG pg 49)

Req: Level 5+, Base Attack Bonus +5, Mystic, Sidestep, Weapon Focus (Spear)

