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3Skills and Skill Checks


3Appraise – Int, Trained only


3Balance – Dex, Armor penalty


3Bluff - Cha


3Boating - Dex


4Bureaucracy - Cha


4Climb – Str, Armor penalty


4Computers - Int


4Concentration - Wis


5Cryptography – Int, Trained only


5Cultures – Wis, Trained only


5Demolitions – Int, Trained only


5Diplomacy - Cha


5Disguise - Cha


6Driver - Dex


6Electronics – Int, Trained only


6Escape Artist – Dex, Armor penalty


6First Aid – Wis


6Forgery - Int


6Gather Information - Cha


7Handle Animal – Cha, Trained only


7Hide – Dex, Armor penalty


7Innuendo - Wis


7Intimidate – Cha/Str


7Jump – Str, Armor penalty


8Languages - Wis


8Listen - Wis


8Mechanics – Int, Trained only


8Move Silently – Dex, Armor penalty


8Open Locks – Dex, Trained only


8Perform - Cha


8Pilot – Dex, Trained only


9Read Lips – Int, Trained Only


9Search - Int


9Sense Motive - Wis


9Sleight of Hand – Dex, Armor penalty, Trained only


9Spot - Wis


10Surveillance – Wis, Trained only


10Survival – Wis, Trained only


10Swim - Str


10Tumble – Dex, Armor penalty, Trained only


10Use Rope – Dex, Armor penalty


12Skills and Skill Checks: Craft, Hobby, Knowledge, Profession & Sport


12Craft – Int, Trained Only


12Hobby - Wis


12Knowledge – Int, Trained only


12Profession – Wis, Trained only


12Sport – Str/Dex, Armor Check Penalty


13Craft: Gunsmithing  [MAG pg 6]


13Craft: Machining  [MAG pg 6]


13Craft: Poison  [FP pg 38]


13Craft: Trapmaking


13Craft: Weaponsmithing  [MAG pg 7]


13Hobby: Fashion  [FS pg 44]


13Hobby: Hypnosis  [FP pg 40]


13Hobby: Video Games


13Knowledge: (Specific) Area  [FP pg 40]


13Knowledge: Espionage  [FS pg 45]


13Knowledge: Financial Markets


13Knowledge: Firearms  [MAG pg 8]


14Knowledge: Forensics  [FS pg 46]


14Knowledge: Law


14Knowledge: Martial Arts  [PAC pg 43]


14Knowledge: Military History  [SW pg 34]


14Knowledge: Orator


14Knowledge: Psychology  [FS pg 46]


14Knowledge: (Specific) Vehicle Category  [SW pg 34]


14Profession: Doctor / Medical Specialist


14Profession: Espionage  [FS pg 47]


14Profession: Mercenary  [SW pg 35]


15Profession: Military  [SW pg 35]


15Profession: Racer  [SW pg 35]


15Sport: Boarding  [SW pg 36]


15Sport: (Specific) Personal Vehicle


15Sport: Scuba Diving  [SW pg 36]


15Sport: Skiing  [SW pg 36]


15Sport: Skydiving  [SW pg 37]


15Sport: Swimming


21Appendix I: Specific Rule Sub-systems of Spycraft


21Tradecraft & Agency


21Investigation


21Personal Interaction


21Society Interaction


21Chases


21Combat


22Streamlined Infiltration and Assault


22Exotic Powers


22Game Control Tools & Mechanics




Skills and Skill Checks

Appraise – Int, Trained only

· Usable under the persuasion system to Haggle.  [FS pg 103]

· Estimate the value of an item.  [SEH pg 40]

· Determine whether evidence at a location has been tampered with.  [FS pg 42]

· Identify a substance using only your sense of smell, taste and touch.  [FS pg 42]

· Perform a handwriting analysis to determine author’s state of mind and other quirks.  [FS pg 42]

· Synergy from: 5 skill ranks in Knowledge (Psychology) gives a +2 bonus.

· Inspect a Forgery and identify it as such (if familiar with the appearance of the genuine article).  [House Rule]

· Synergy from: 5 skill ranks in Bureaucracy gives a +2 bonus if the forgery is a license, permit or paperwork.

· May be used when haggling, can be used instead of Diplomacy when making Black Market checks.  [FS pg 42]

Balance – Dex, Armor penalty

· Move across a precarious surface.  [SEH pg 41]

· Synergy from: 5 skill ranks in Tumble gives a +2 bonus.

· Bypass a motion sensor without being detected.  [SEH pg 236]

· Synergy from: 5 skill ranks in Tumble gives a +2 bonus.

· For controlling a personal vehicle (a vehicle steered using the agent’s body weight distribution and balance) the balance skill may be used instead of the terrain based vehicle skill (Boating, Driver or Pilot).  [SW pg 33]

· Synergy from: 5 skill ranks in Knowledge (Area) gives a +2 bonus.

· To remain on a skateboard, snow board, boogie board, sail board or surf board during combat.  [SW pg 36]

· Synergy from: 5 skill ranks in Sport (Boarding) gives a +2 bonus.

· When wearing power armor (which is exceptionally rare) the balance skill is used to perform movement actions during combat or stressful situations (i.e. it is treated as a personal vehicle).  [PAC pg 42]

· Attempt a trick action against your opponent that is opposed by his Concentration skill.  [FP pg 42]

· Can be used to gain access to an action site (via vehicle) for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Surveillance gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Move Silently checks where balance is a factor.  [SEH pg 60]

Bluff - Cha

· Can be affected by results from the Disposition system.  [SEH pg 270]

· The third of three skills used in a seduction attempt.  [SEH pg 271]

· Bluff someone opposed by his Sense Motive skill.  [SEH pg 41]

· Shadow someone, masking your movements as part of the crowd.  [SEH pg 41]  

· Usable under the persuasion system to Acquiesce, Cajole, or Haggle.  [FS pg 103]

· Attempt a feint against your opponent that is opposed by his Sense Motive skill.  [SEH pg 167]

· Attempt to persuade another character to surrender his vehicle to you by posing as law enforcement.  [FP pg 38]

· Synergy from: 5 skill ranks in Intimidate gives a +2 bonus.

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

· Can be used to gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Diplomacy gives a +2 bonus.

· Used to create a convincing lie when the subject of an interrogation.  [FP pg 68]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Diplomacy checks.  [SEH pg 49]

· Increases the DC of opposed spot checks to detect a disguise by a +2 bonus.  [SEH pg 42,50]

· A +2 bonus to Innuendo checks to communicate messages.  [SEH pg 56]

· A +2 bonus to Intimidate checks.  [SEH pg 42,56]

· A +2 bonus to Sleight of Hand checks.  [SEH pg 42,63]

Boating - Dex

· Control a watercraft during combat, a chase or other difficult circumstances.  [SEH pg 42]

· Used to control drones that have aquatic-based movement.  [FP pg 51]

· Synergy from: 5 skill ranks in Computers or Hobby (Video Games) gives various bonuses.

· Can be used to gain access to an action site (via vehicle) for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Surveillance gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Knowledge (Water craft) checks.  [SEH pg 42]

· A +2 bonus to Mechanics checks relating to watercraft.  [SEH pg 42]

· A +2 bonus to Sport (Any boating related) checks.  [SEH pg 42]

Bureaucracy - Cha

· Usable under the persuasion system to Acquiesce, Gain Confidence, Haggle or Mediate.  [FS pg 103]

· Bypass the usual procedures of an organization.  [SEH pg 42]

· Favorably impress a bureaucrat or tell if an individual is receptive to bribes.  [SEH pg 42]

· Acquire licenses/permits/papers that you don’t have a legal right or reason to posses.  [EC pg 61]

· Synergy from: 5 skill ranks in Forgery gives a +2 bonus.

· You can utilize several bureaucratic processes to keep files and records out of the hands of others.  [EC pg 62]

· Synergy from: 5 skill ranks in Knowledge (Law) gives a +2 bonus.

· You can hide funds by transferring it through several banks and dummy company transactions.  [EC pg 62]

· Synergy from: 5 skill ranks in Knowledge (Financial Markets) gives a +2 bonus.

· You can utilize several bureaucratic processes to free those accused or convicted of a crime.  [EC pg 63]

· Synergy from: 5 skill ranks in Knowledge (Law) gives a +2 bonus.

· In some cases you can use your bureaucracy skill to oppose the bureaucracy skill use of someone else if you are aware of what they are trying to do.  [EC pg 62-63]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Bureaucracy checks to use propaganda.  [EC pg 66]

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

· Can be used to gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Gather Information gives a +2 bonus.

· One of the typical skills used in the harassment of a target.  [FP pg 64]

Climb – Str, Armor penalty

· Move up, down or across a wall, slope or other precarious surface.  [SEH pg 43]

· Catch yourself when falling along side a slope or a wall with occasional ledges, plants or handholds.  [SEH pg 43]

· When within 10 feet of a vertical surface you can spend an action die and a full-action to perform “the run up the wall and somersault jump off it” maneuver that is so common in all the martial arts movies.  [PAC pg 42]

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Move Silently checks when scaling a wall or slope.  [SEH pg 60]

Computers - Int

· Simple uses of a computer program do not require a check unless the circumstances or timeframe are difficult.  [SEH pg 44]

· Modify an existing program, create a new program or create a virus.  [SEH pg 44]

· Break into a secured computer system, review system or trace users.  [SEH pg 44]

· Synergy from: 5 skill ranks in Cryptography gives a +2 bonus.

· Review system or trace users.  [SEH pg 44]

· Search for information on a computer system.  [SEH pg 54]

· Synergy from: 5 skill ranks in Gather Information gives a +2 bonus.

· You can plant a “paper trail” to create a low powered cover identity.  [PAC pg 43]

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Demolitions checks that involve devices with computerized components.  [SEH pg 49]

· Various bonuses to the operation and use of drones.  [FP pg 51]

Concentration - Wis

· Continue working on a task in spite of distractions (such as being shot at, loud noises, unexpected motion).  [SEH pg 46]

· Resist attempts to brain wash your character if captured (varies).

· Shrug off some of the sub dual damage you have suffered in the last 5 rounds (30 seconds).  [PAC pg 43]

· Oppose any feint action made against your character using the Tumble skill.  [PAC pg 43]

· Oppose any trick action made against your character using Balance or Jump skill.  [FP pg 42]

· Increases the complex skill check DC for the opposing party during a brainwashing attempt.  [FP pg 62]

· Used to try and remain silent when the subject of an interrogation.  [FP pg 68]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to appropriate willpower saving throws (resisting an identified mind influencing effect).  [House rule].

Cryptography – Int, Trained only

· Create or crack encryption codes (with or without a computer).  [SEH pg 47]

· Synergy from: the ability to read and write the language that the message is written in gives a +2 bonus.

· Notes: characters can use cryptography without a computer to create an effective short-term method of encryption when combined with the innuendo skill or a shared foreign language.  [House Rule]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus when breaking into computer systems.  [SEH pg 46]

Cultures – Wis, Trained only

· Determine the proper action as dictated by local customs.  [SEH pg 48]

· Use your understanding of customs, dress and behavior to blend into a crowd.  [FP pg 39]

· Synergy from: 5 skill ranks in Hide gives a +2 bonus.

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

· You may display knowledge of the nuances of polite society to win over an appropriate target.  [FS pg 42]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Diplomacy checks.  [SEH pg 49]

· A +2 bonus to Gather Information checks.  [SEH pg 54]

· A +2 bonus to Sense Motive checks.  [SEH pg 63]

· A +2 bonus in crowds with tailing checks and spot checks to notice tails.  [FS pg 42/83]

· Synergy to: 8 skill ranks gives the following:

· A +2 bonus with Disposition checks.  [SEH pg 48/269]

Demolitions – Int, Trained only

· Set an explosive device to cause optimum damage.  [SEH pg 48]

· Disarm an explosive device (either standard or scratch built).  [SEH pg 48]

· Build an explosive device (either from a kit or from scratch).  [SEH pg 48]

· Can be used to gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Concentration gives a +2 bonus.

· One of the typical skills used in the harassment of a target.  [FP pg 64]

· General Synergy from:

· 5 skill ranks in Computers gives a +2 bonus to checks that involve devices with computerized components.  [SEH pg 49]

· 5 skill ranks in Electronics gives a +2 bonus to checks that involve devices with electronic components.  [SEH pg 49]

· 5 skill ranks in Mechanics gives a +2 bonus to checks that involve devices with mechanical components.  [SEH pg 49]

Diplomacy - Cha

· Can be affected by results from the Disposition system.  [SEH pg 270]

· Haggle with someone or argue with others before an unbiased third party.  [SEH pg 49]

· Synergy from: 5 skill ranks in Bluff gives a +2 bonus.

· Synergy from: 5 skill ranks in Cultures gives a +2 bonus.

· Synergy from: 5 skill ranks in Sense Motive gives a +2 bonus.

· Usable under the persuasion system to Acquiesce, Cajole, Gain Confidence or Mediate.  [FS pg 103]

· Used in the black market by the purchaser to negotiate availability and price.  [MAG pg 26]

· Synergy from: 5 skill ranks in Profession (Mercenary) gives a +2 bonus.  [SW pg 33]

· You can change the opinions of others, either towards yourself or another group/person.  [EC pg 64]

· Synergy from: 5 skill ranks in Knowledge (Orator) gives a +2 bonus.

· You can mediate a dispute between two groups.  [EC pg 64]

· Synergy from: 5 ranks in a Knowledge skill related to the parties or topic gives a +2 bonus.

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

· Used to arrange a deal with a street contact.  [FP pg 73]

· Synergy from: 5 ranks in Gather Information gives a +2 bonus in making a deal related to information.  [FP pg 75]

· Synergy from: 5 ranks in Knowledge (Area) gives a +2 bonus to call upon street contacts.  [FP pg 40]

Disguise - Cha

· Apply a disguise to yourself or another using a disguise kit.  [SEH pg 50]

· Synergy from: 5 skill ranks in Bluff increases the DC of opposed spot checks by a +2 bonus.

· Opposed by: the Spot skill (but only if the opposing character has reason to be watchful or suspicious).

· Usable under the persuasion system to Acquiesce.  [FS pg 103]

· Gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Forgery gives a +2 bonus.

· While tailing someone or being tailed you may change your appearance to gain an advantage.  [FS pg 43/83]

Driver - Dex

· Control a ground vehicle during combat, a chase or other difficult circumstances.  [SEH pg 50]

· Used to control drones that have ground-based movement.  [FP pg 51]

· Synergy from: 5 skill ranks in Computers or Hobby (Video Games) gives various bonuses.

· Can be used to gain access to an action site (via vehicle) for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Surveillance gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Knowledge (Ground vehicle) checks.  [SEH pg 51]

· A +2 bonus to Mechanics checks relating to ground vehicles.  [SEH pg 51]

· A +2 bonus to Sport (Any driving related) checks.  [SEH pg 51]

Electronics – Int, Trained only

· Operate an unfamiliar device.  [SEH pg 51]

· Repair or Disarm/Disable an electronic device.  [SEH pg 51]

· Synergy from: if the specific schematics of the device are available, you gain a +5 bonus to your skill check.

· Attempt to open an electronic lock (but not a mechanical lock).  [SEH pg 60]

· Deliberately sabotage an electronic device.  [FP pg 40]

· Notice any deliberately sabotage on an electronic device (can also use Search skill).  [FP pg 40]

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Demolitions checks that involve devices with electronic components.  [SEH pg 49]

Escape Artist – Dex, Armor penalty

· Slide your limbs free of a restraint such as manacles, handcuffs, tied rope or an enemy’s grapple hold.  [SEH pg 52]

· Opposed by: A set DC to escape and the Spot skill of anyone watching to avoid them noticing.

· Move through a small space such as a narrow window, air-conditioning ducts or small storm-water tunnels.  [SEH pg 52]

· Used for maneuver checks in chases that involve people squeezing through small spaces (as above).  [SW pg 59]

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

First Aid – Wis

· Render aid to a person who has been injured or poisoned.  [SEH pg 52]

· Provide long term care to an injured or diseased person.  [SEH pg 52]

· General Synergy from:

· 5 skill ranks in Profession (Doctor) gives a +2 bonus to most checks.  [SEH pg 52]

Forgery - Int

· Forge the handwriting and/or signature of a specific person.  [SEH pg 53]

· Create counterfeit documents, records, passes or other items.  [SEH pg 53]

· Synergy from: 5 skill ranks relating to the item being forged; e.g. Computers for items that carry data, Surveillance for doctored photographs, Bureaucracy for legal papers or permits, Craft (specific) for items that would normally be produced using that craft.

· Inspect a Forgery and identify it as such.  [SEH pg 270]

· Notes: Can also use the Appraise skill (if familiar with the appearance of the genuine article).  [House Rule]

· Produce an ID packet and other documents to support a low powered cover identity.  [PAC pg 43]

· Doctor video or photographic images.  [FS pg 43]

· Thwart evidence collection in a location, ruining or removing evidence of your passing.  [FS pg 44]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Bureaucracy checks to acquire licenses/permits/papers.  [EC pg 61]

Gather Information - Cha

· Can be affected by results from the Disposition system.  [SEH pg 270]

· Pickup valuable information or get questions to important answers – achieved via listening to rumors, seeking knowledgeable sources, consulting with established contacts, buying drinks, coaxing conversation, etc.  [SEH pg 53]

· Synergy from: 5 skill ranks in Cultures gives a +2 bonus.

· Used to convince the target to talk as part of an interrogation.  [FP pg 66]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Computer checks when searching for information on a computer system.  [SEH pg 54]

· A +2 bonus to Diplomacy checks to arrange a deal with a street contact related to information.  [FP 75]

Handle Animal – Cha, Trained only

· Maintain control of scared or edgy beast.  [SEH pg 54]

· Handle a domestic animal, or ‘push’ more effort from a domestic animal.  [SEH pg 54]

· Teach an animal to perform a specific job or a number of unusual tasks.  [SEH pg 54]

· Domesticate or pacify a wild animal.  [SEH pg 54]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any Knowledge check relating to animals.  [SEH pg 54]

· A +2 bonus to any First Aid checks concerning animals.  [SEH pg 54]

· A +2 bonus to any Sport check to professionally compete with animals.  [SEH pg 54]

Hide – Dex, Armor penalty

· When unobserved, hide from sight somewhere that grants concealment (in shadows, behind objects, etc).  [SEH pg 55]

· Opposed by: the Spot check of anyone who might notice.

· Bypass an electric eye sensor or camera without being detected.  [SEH pg 236]

· Synergy from: 5 skill ranks in Surveillance gives a +2 bonus.  [SEH pg 55]

· Synergy from: 5 skill ranks in Tumble gives a +2 bonus.  [SEH pg 55 – House rule variation]

· Shadow someone, moving between areas that grant good concealment.  [SEH pg 55]  

· Opposed by: the Spot check of the target or anyone else monitoring if the target has a tail.

· Conceal items on your person sufficiently well to avoid detection if searched.  [SEH pg 62]  

· Opposed by: the Search check of the person trying to frisk for the items.

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Cultures checks to blend into the crowd.  [FP pg 39]

Innuendo - Wis

· Usable under the persuasion system to Cajole.  [FS pg 103]

· The first of three skills used in a seduction attempt.  [SEH pg 271]

· Communicate, receive or intercept a secret message when the conversation is disguised as something else.  [SEH pg 56]

· Synergy from: 5 skill ranks in Bluff gives a +2 bonus to communicate the message.  [SEH pg 56]

· Synergy from: 5 skill ranks in Sense Motive gives a +2 bonus to receive or intercept the message.  [SEH pg 56]

· You can communicate facts in written form not apparent to the average reader.  [EC pg 65]

· Synergy from: 5 skill ranks with a Hobby, Knowledge or Profession skill appropriate to the artistic medium being used gives a +2 bonus to covertly communicate messages through art.

· You can use propaganda and cunning suggestions to change the population’s view of an idea/person/group.  [EC pg 66]

· Synergy from: 5 skill ranks with a Bureaucracy, Knowledge (Target Area) or an appropriate Hobby or Craft skill (such as filmmaking or speech Writing) gives a +2 bonus.

· You can communicate up to ten words per half action through gestures, facial expressions & eye movements.  [EC pg 66]

· Synergy from: 5 skill ranks with Sleight of Hand gives a +2 bonus.

· One of the typical skills used in the harassment of a target.  [FP pg 64]

Intimidate – Cha/Str

· Can be affected by results from the Disposition system.  [SEH pg 270]

· Usable under the persuasion system to Acquiesce, Haggle or Mediate.  [FS pg 103]

· Encourage someone to be more cooperative with you (in a variety of ways), by inspiring fear or insecurity.  [SEH pg 56]

· Attempt a threaten action against your opponent.  [FP pg 42]

· Oppose any threaten action made against your character.  [FP pg 42]

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Bluff checks to persuade another character to surrender his vehicle.  [FP pg 38].

· One of the typical skills used in the harassment of a target.  [FP pg 64]

· Coerce answers from a target as part of an interrogation.  [FP pg 66]

· Engage in a verbal battle of wills and wits with a willing opponent.  [FS pg 45]

· General Synergy from:

· 5 skill ranks in Bluff gives a +2 bonus to most checks.  [SEH pg 56]

Jump – Str, Armor penalty

· Jump (horizontal or vertical, running or standing) a minimum distance plus additional distance based on the check.  [SEH pg 57]

· Synergy from: 5 skill ranks with Tumble gives a +2 bonus.

· Absorb the impact of landing when skydiving.  [SW pg 34]

· Attempt a trick action against your opponent that is opposed by his Concentration skill.  [FP pg 42]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to appropriate reflex saving throws (leaping from a crashing vehicle or explosion).  [House rule].

Languages - Wis

· You know one foreign language of your choice for every rank you have in this skill.  [SEH pg 58]

· If you encounter a language you do not know, you may make a skill check for every common phrase or distinctive word to see if your character recognizes it based familiarity or similarity to other languages you know.  [SEH pg 58]

· Attempt to guess a target’s accent.  [FS pg 47]

· Synergy from: 5 skill ranks in Cultures gives a +2 bonus.

Listen - Wis

· Hear a distant and/or quiet noise.  [SEH pg 58]

· Detect a move silently attempt.  [SEH pg 58]

· Determine the source of a distant and/or quiet noise (e.g. the location of a fired gun).  [SEH pg 58]  

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· Identify a vehicle’s make, model and manufacturer.

· Synergy from: 5 skill ranks in Knowledge (Vehicle Category) gives a +2 bonus.  [SW pg 34]

Mechanics – Int, Trained only

· Operate an unfamiliar mechanical device.  [SEH pg 59]

· Disarm or bypass a mechanical device.  [SEH pg 59]

· Repair a mechanical device.  [SEH pg 59]

· Add a masterwork modification to a vehicle.  [SW pg 35]

· Deliberately sabotage a mechanical device.  [FP pg 41]

· Notice any deliberately sabotage on a mechanical device (can also use Search skill).  [FP pg 41]

· One of the typical skills used in the harassment of a target.  [FP pg 64]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Demolitions checks that involve devices with mechanical components.  [SEH pg 49]

· General Synergy from:

· 5 skill ranks in Craft (Machining) gives a +2 bonus to most Mechanics checks.  [House Rule]

Move Silently – Dex, Armor penalty

· Move while making nearly no sound.  [SEH pg 60]

· Opposed by: the Listen check of anyone who might hear the agent.

· Synergy from: 5 skill ranks in Balance gives a +2 bonus when moving across a precarious surface.

· Synergy from: 5 skill ranks in Climb gives a +2 bonus when ascending/descending a wall or slope.

· Synergy from: 5 skill ranks in Use Rope gives a +2 bonus when rappelling or climbing with correct gear.

· Bypass a noise sensor without being detected.  [SEH pg 236]

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

· Can be used to gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Hide gives a +2 bonus.

Open Locks – Dex, Trained only

· Open a mechanical (key or combination based) lock (but not an electronic lock).  [SEH pg 60]

· Synergy from: 5 skill ranks in Craft (Machining) gives a +2 bonus to most Open Locks checks.  [House Rule]

· One of the skills used by the infiltrator during streamlined physical infiltration.  [FP pg 126]

· Can be used to gain access to an action site for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 skill ranks in Forgery gives a +2 bonus.

· One of the typical skills used in the harassment of a target.  [FP pg 64]

Perform - Cha

· Entertain an audience with your performance.  [SEH pg 61]

· Use a public performance to attract the attention of those nearby so they ignore other events in the area.  [EC pg 66]

· Use a public performance to improve the disposition of the audience towards you.  [EC pg 66]

· Can be used by celebrity characters (with the required feats) to improve presence checks.  [EC pg 84]

Pilot – Dex, Trained only

· Control an airborne vehicle during combat, a chase or other difficult circumstances.  [SEH pg 61]

· Used to control drones that have airborne movement.  [FP pg 51]

· Synergy from: 5 ranks in Computers or Hobby (Video Games) gives various bonuses.

· Can be used to gain access to an action site (via vehicle) for a streamlined assault or physical infiltration.  [FP pg 113]

· Synergy from: 5 ranks in Surveillance gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Knowledge (Flying vehicles) checks.  [SEH pg 61]

· A +2 bonus to Mechanics checks relating to flying vehicles.  [SEH pg 61]

· A +2 bonus to Sport (Any flying related) checks.  [SEH pg 61]

Read Lips – Int, Trained Only

· Understand what someone in your line of sight is saying by reading his or her lips.  [SEH pg 62]

Search - Int

· Per full action you can search a 5-ft by 5-ft area, a single person or an equivalent sized collection of items.  [SEH pg 62]

· Frisk someone to search for concealed items on their person or among their carried possessions.  [SEH pg 62]  

· Opposed by: the Hide or Sleight of Hand check of the person trying to conceal the items.

· Synergy from: 5 ranks in Knowledge (Firearms) gives a +2 bonus to spot/search checks to notice a concealed firearm.

· Notice any deliberately sabotage on an electronic device (can also use Electronics skill).  [FP pg 40]

· Notice any deliberately sabotage on a mechanical device (can also use Mechanics skill).  [FP pg 41]

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· May be used to prepare an ambush.   [FP pg 60-61]

· Synergy from: 5 ranks in Craft (Trap making), Knowledge (Area) or Use Rope gives a +2 bonus.

Sense Motive - Wis

· Can be affected by results from the Disposition system.  [SEH pg 270]

· The second of three skills used in a seduction attempt.  [SEH pg 271]

· Sense whether a target is being insincere or dishonest.  [SEH pg 63]

· Determine if someone is being controlled by external factors (e.g. drugs, hypnosis, brainwashing or blackmail).  [SEH pg 63]

· Confirm a hunch or get a sense of what is behind someone’s behavior.  [SEH pg 63]

· Attempt to ready a full action (instead of the usual half-action) against an opponent.  [PAC pg 44]

· Oppose any feint action made against your character using the Bluff skill.  [SEH pg 167]

· Used in the black market by the seller to negotiate availability and price.  [MAG pg 26]

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· Used when attempting to brainwash an opponent.  [FP pg 62]

· Used when investigating a subject’s mind to determine if they have been brainwashed.  [FP pg 63]

· Synergy from: 5 skill ranks in Profession (Psychologist) gives a +2 bonus.

· Used by a street contact provider of support to negotiate availability and price.  [FP pg 73]

· Build a psychological profile on one person.  [FS pg 48/75]

· Synergy from: 5 skill ranks in Knowledge (Psychology) gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Diplomacy checks.  [SEH pg 49]

· A +2 bonus to Innuendo checks to receive or intercept messages.  [SEH pg 56]

· General Synergy from:

· 5 skill ranks in Cultures gives a +2 bonus to most checks.  [SEH pg 63]

Sleight of Hand – Dex, Armor penalty, Trained only

· Perform tricks of manual dexterity without being observed even if under scrutiny (e.g. Card/Coin tricks, Palm small objects, slip items in or out of a pocket or sleeve, etc).  [SEH pg 63]

· Opposed by: a set DC to perform the task and the Spot check of anyone trying to see what is happening.

· Conceal items on your person sufficiently well to avoid detection if searched.  [SEH pg 62 / House Rule]  

· Opposed by: the Search check of the person trying to frisk for the items.

· Attempt a feint against your opponent that is opposed by his Spot skill.  [PAC pg 43]

· Attempt to partially unbuckle the body armor of an opponent in melee combat.    [PAC pg 42]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to all Hobby (Hypnotism) checks.  [FP pg 39]

· A +2 bonus to Innuendo checks to communicate with gestures.  [EC pg 66]

· General Synergy from:

· 5 skill ranks in Bluff gives a +2 bonus to most checks.  [SEH pg 63]

Spot - Wis

· Notice anything that is not obvious to the casual observer.  [SEH pg 64]

· Oppose the attempted concealment (Hide, Sleight of Hand, etc) by another character.  [SEH pg 64]

· See through another character’s disguise (only if you have reason to be very watchful or suspicious).  [SEH pg 50]

· Notice an opponent trying to escape from their bonds using the escape artist skill.  [SEH pg 52]

· Oppose any feint action made against your character using the Sleight of Hand skill.  [PAC pg 43]

· Synergy from: 5 ranks in Knowledge (Firearms) gives a +2 bonus to spot or search checks to notice a concealed firearm.

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· Identify a vehicle’s make, model and manufacturer.

· Synergy from: 5 ranks in Knowledge (Vehicle Category) gives a +2 bonus.  [SW pg 34]

Surveillance – Wis, Trained only

· Analyze (or Enhance) a photograph or video.  [SEH pg 64]

· Notice something of significance while you are on a stakeout or surveillance operation.  [SEH pg 65]

· Hide or find a surveillance bug.  [SEH pg 65]

· Opposed by: the Surveillance check of the other party (who is conversely finding or hiding a bug).

· One of the skills used by the security forces during streamlined physical infiltration.  [FP pg 126]

· Hide a piece of surveillance gear on an ally’s person.  [FS pg 48]

· Document a crime scene for future reference.  [FS pg 48]

· Develop exposed film.  [FS pg 49]

· The primary skill used by both the hunter and the quarry in area chases (manhunts).  [FS pg 97]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Hide checks to attempt to bypass video security equipment.  [SEH pg 55]

Survival – Wis, Trained only

· Keep yourself and others alive in the wilderness by finding food/water and detecting/avoiding natural hazards.  [SEH pg 65]

· May be used to prepare an ambush.  [FP pg 60-61]

· Synergy from: 5 skill ranks in Craft (Trapmaking), Knowledge (Area) or Use Rope gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to appropriate fortitude saving throws (resisting adverse environmental influences).  [House rule]

Swim - Str

· Resist sub-dual damage from fatigue for every hour spent swimming.  [SEH pg 66]

· A check per round determines whether you cover any distance, remain where you are or begin to drown.  [SEH pg 66]

· General Synergy from:

· 5 skill ranks in Sport (Scuba Diving) gives a +2 bonus when using scuba gear.  [SW pg 36]

· 5 skill ranks in Sport (Swimming) gives a +2 bonus when swimming unassisted.  [House rule]

Tumble – Dex, Armor penalty, Trained only

· Treat a fall as if it was 10 feet shorter.  [SEH pg 66]

· While moving tumble 20 feet (optionally moving past adjacent opponents and through occupied squares).  [SEH pg 66]

· Perform tasks that involve rope (tie slip knots, tie a rope around yourself one handed, etc).  [SEH pg 66]

· Attempt a feint against your opponent that is opposed by his Concentration skill.  [PAC pg 43]

· Attempt to steer for a precision landing at the end of a skydiving attempt.  [SW pg 37]

· Synergy from: 5 skill ranks in Sport (Skydiving) gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Balance checks.  [SEH pg 41]

· A +2 bonus to Balance checks to bypass security motion sensors.  [SEH pg 55 – House rule variation]

· A +2 bonus to Hide checks to bypass an electric eye sensor or camera.  [SEH pg 55 – House rule variation]

· A +2 bonus to Jump checks.  [SEH pg 57]

· An additional +1 dodge defense bonus when fighting defensively in combat.  [SEH pg 66]

· An additional +2 dodge defense bonus when using the total defense action in combat.  [SEH pg 66]

· A +2 bonus to appropriate reflex saving throws (leaping from a crashing vehicle or explosion).  [House rule]

· General Synergy from:

· 5 skill ranks in Jump gives a +2 bonus to most tumble checks.  [SEH pg 66]

Use Rope – Dex, Armor penalty

· Perform tasks that involve rope (tie slip knots, tie a rope around yourself one handed, etc).  [SEH pg 66]

· Tie someone up with a rope.  [SEH pg 66]

· Opposed by: the Escape Artist check of the person trying to escape.

· Synergy from: 5 ranks in Escape Artist gives a +2 bonus.

· Tighten someone’s bonds after noticing them trying to escape.  [SEH pg 52]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to Move Silently checks to rappel or climb (stacks with the synergy from climb).  [SEH pg 60]

· A +2 bonus to all Search or Survival checks to prepare an ambush using rope.  [FP pg 60]

Skills and Skill Checks: Craft, Hobby, Knowledge, Profession & Sport

All these skills require a specialization to be chosen with the skill.  Characters may have different ranks in different specializations of the same skill.  In particular these skills are useful in adding credibility to a cover identity, gaining a skill synergy bonus with a broad but focused application and in helping to establish background for a character.

Craft – Int, Trained Only

· Unlike a hobby, profession or sport - the purpose of a craft is to directly create a physical item.  [SEH pg 47]

· Perform a craft or trade or any other pursuit that isn’t covered by a skill (e.g. carpentry or welding).  [SEH pg 47]

· For a full week of work you can earn an income equal to $25 multiplied by your skill check result.  [SEH pg 47]

· Usable under the persuasion system to Gain Confidence.  [FS pg 103]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any other skill check that uses tools commonly used when performing the craft or trade.  [House Rule]

Examples: Assembly line worker, Baker, Bricklayer, Butcher, Carpenter, Chief, Electrician, Farmer, Gardener, Glazier, Gunsmith, Jeweler, Locksmith, Painter, Plaster, Plumber, Technician, Welder, Weaponsmith

Hobby - Wis

· Unlike a craft, profession or sport – a hobby is something that you do just for fun.  [SEH pg 55]

· Usable under the persuasion system to Gain Confidence.  [FS pg 103]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any Knowledge check relating to the hobby.  [SEH pg 56]

· A +2 bonus to all skill checks made during positive social interactions with any NPC who has at least one rank in the same hobby skill.  [FS pg 44]

· Synergy to: 10 skill ranks gives the following:

· A +2 bonus to all skill checks made during positive social interactions with any NPC who has at least one rank in a closely related Craft, Profession or Sport skill.  [FS pg 44]

Examples: Board games, Card games, Chess, Cooking, Dancing, Gambling, Gardening, Movie watching, Painting, Puzzle Solving, Sculpting, Reading, Shopping, Stamp Collecting, Traveling, Video Games

Knowledge – Int, Trained only

· Knowledge checks are used to determine if the character knows some relevant information in a particular expertise.  [SEH pg 55]

· If the information relates to a character’s past or current experience they may make an education check instead (no skills required).

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any related Education checks.  [SEH pg 58, 219]

Examples: Architecture, (Specific) Area, Chemical Science, Criminal Behavior, Espionage, Financial Markets, (Specific) Faction (any relevant power group), Firearms, Forensics, Geology, Law, Martial Arts, (specific type/region) History, Nuclear Physics, Orator, Psychology, (Specific) Vehicle Category

Profession – Wis, Trained only

· A profession is unlike a craft in that nothing physical is directly created (e.g. most service industry jobs).  [SEH pg 61]

· Making money from a hobby or sport requires both the hobby or sport skill and the profession skill.  [House Rule]

· Perform minor tasks related to your profession that are not covered by other skills.  [SEH pg 61]

· For a full week of work you can earn an income equal to $35 multiplied by your skill check result.  [SEH pg 61]

· Usable under the persuasion system to Gain Confidence and Mediate.  [FS pg 103]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any other skills that would be frequently used by the profession.  [House Rule]

Examples: Accountant, Clerk, Crane Operator, Computer Programmer, Consultant, Criminal, Delivery Driver, Dentist, Doctor, Engineer, Entertainer, Espionage, Fireman, Journalist, Lawyer, Librarian, Manager, Mercenary, Military, Policeman, Politician, Public Servant, Racer, Receptionist, Salesman, Secretary, Taxi Driver, Teacher, Waiter, Writer

Sport – Str/Dex, Armor Check Penalty

· Used to perform and participate in an organized physical activity – it does not include making money while doing so.  [SEH pg 64]

· Usable under the persuasion system to Gain Confidence.  [FS pg 103]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to any related Knowledge checks.  [SEH pg 64]

Examples: Baseball, Basketball, Boarding, Cycling, Football, Golf, Hockey, Horse Ridding, Jogging, Orienteering, Paint balling, Polo, Rugby, Skating, Scuba Diving, Skiing, Skydiving, Soccer, Swimming, Tennis, Track & Field

Craft: Gunsmithing  [MAG pg 6]

· Add masterwork modifications to a firearm.

· Hand load customized ammunition.

Craft: Machining  [MAG pg 6]

· Trained in the manufacturing of parts for various machines including vehicles and mechanical security devices.

· Synergy to: 5 skill ranks give a +2 bonus to Mechanics and Open Locks checks.  [House Rule].

Craft: Poison  [FP pg 38]

· You may handle and prepare poisons.

· Synergy from: Improvisation prestige class ability gives a +10 bonus if expending one use.

Craft: Trapmaking

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus to all Search or Survival checks to prepare an ambush.  [FP pg 60]

Craft: Weaponsmithing  [MAG pg 7]

· Create a melee, hurled, exotic or martial arts weapon.

· Add masterwork modifications to a melee, hurled, exotic or martial-arts weapon.

Hobby: Fashion  [FS pg 44]

· Put together an outfit to turn heads in an expected social situation.

· Synergy from: 8 ranks in Cultures gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus with all disguise checks to conceal someone in an arena where clothing fashion is important.

Hobby: Hypnosis  [FP pg 40]

· You may place a willing or unwilling subject into a trance, or implant a suggestion.

· Synergy from: 5 skill ranks in Sleight of Hand gives a +2 bonus.

Hobby: Video Games

· Synergy to: 5 skill ranks gives the following:

· Various bonuses to the operation and use of drones.  [FP pg 51]

Knowledge: (Specific) Area  [FP pg 40]

· Knowledgeable about specific city and the surrounding area.

· Synergy to:

· 5 ranks give a +2 bonus to call upon street contacts and hire assistants in the area.

· 10 ranks give a +2 bonus to maneuver checks made within the city.

· 5 ranks give a +2 bonus to Balance checks used to control personal vehicles in the area.  [SW pg 33]

· 5 ranks give a +2 bonus to Innuendo checks to use propaganda to change the population’s view.  [EC pg 66]

· 5 ranks give a +2 bonus to all Search or Survival checks to prepare an ambush.  [FP pg 61]

Knowledge: Espionage  [FS pg 45]

· Concerns the intelligence and counter intelligence communities and the theory of tradecraft.

· May be chosen for a specific organization, which limits the use of the skill but reduces the DCs of all checks by 5.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus with Profession (Espionage) checks.

· A +2 bonus to disposition checks made to influence intelligence / counter-intelligence operatives (even if retired).

Knowledge: Financial Markets

· Synergy to:

· 5 ranks give a +2 bonus to Bureaucracy checks to hide funds.  [EC pg 62]

Knowledge: Firearms  [MAG pg 8]

· Knowledgeable about the types, models, qualities and manufacturers of firearms.

· Synergy to: 5 ranks give a +2 bonus to Spot or Search checks to notice a concealed firearm.

Knowledge: Forensics  [FS pg 46]

· Concerns forensic science (including evidence collection and chemical analysis).

· Essential skill for forensic investigations.  [FS pg 68]

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus with First Aid checks made to analyze a corpse.

· A +2 bonus to Search checks to collect evidence from a scene.

Knowledge: Law

· Synergy to:

· 5 ranks give a +2 bonus to Bureaucracy checks to keep files and records out of the hands of others.  [EC pg 62]

· 5 ranks give a +2 bonus to Bureaucracy checks to free those accused or convicted of a crime.  [EC pg 63]

Knowledge: Martial Arts  [PAC pg 43]

· Identify fighting style or place obscure move to style/school.

· Analyze an opponents fighting style to determine their various feats and bonuses.

· Synergy from: 5 skill ranks in Sense Motive gives a +2 bonus to checks analyzing an opponents fighting style.

Knowledge: Military History  [SW pg 34]

· Knowledgeable about traditional tactics and famous military encounters.

· Synergy to: 5 skill ranks grants the following:

· A +1 bonus to initiative.

· The chance to reposition before combat begins (with one half-action’s move from starting location).

Knowledge: Orator

· Synergy to: 5 skill ranks give a +2 bonus to:

· Diplomacy checks made to change the opinions of others.  [EC pg 64]

Knowledge: Psychology  [FS pg 46]

· Concerns the human psyche, including psychology, psychiatry and ‘profiling’ from forensic evidence.

· Diagnose any adverse psychological conditions the target is suffering from including mental ability damage and backgrounds.

· Perform therapy to help a subject recover from psychological strain such as brainwashing, ability damage and negative levels.

· Synergy from: 5 skill ranks in Sense Motive gives a +2 bonus.

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus with Sense Motive checks made to develop a profile or detect brainwashing / mind control attempts.

· A +2 bonus to Appraise checks to analyze handwriting.

Knowledge: (Specific) Vehicle Category  [SW pg 34]

· Knowledgeable about the types, makes, specific models, history, manufacturers, known quirks and other minutia of one category of vehicle.

· Synergy to: 5 skill ranks give a +2 bonus to:

· Spot or Listen checks made to identify a vehicle of that type.

· Mechanics checks to modify or repair a vehicle of that type.

Profession: Doctor / Medical Specialist

· Synergy to: 5 skill ranks gives the following:

· A +2 bonus with First Aid checks.  [SEH pg 53]

Profession: Espionage  [FS pg 47]

· Earn money as a freelance intelligence agent.

· Can be used as a Knowledge skill concerning matters directly related to tradecraft, but for other espionage related information Knowledge (Espionage) must be used.

· Synergy to: 5 skill ranks gives the following:

· Make an inspiration check once per serial (relating directly to tradecraft or intelligence procedures) without having to spend an action die.

Profession: Mercenary  [SW pg 35]

· Earn money by taking contracts through your mercenary network.

· Can be used as a Knowledge skill concerning matters relating to contemporary mercenary affairs.

· Synergy to: 5 skill ranks grants the following:

· A +2 bonus to influence the disposition of other mercenaries.

· A +2 bonus to find and negotiate with black market arms dealers.

Profession: Military  [SW pg 35]

· Earn money as a military officer or enlisted man.

· Can be used as a Knowledge skill concerning matters directly relating to military conduct.

· Synergy to: 5 skill ranks grants the following:

· A +2 bonus to influence the disposition of other career military (including professional mercenaries).

· A +2 bonus to favor checks for security clearances.

Profession: Racer  [SW pg 35]

· Earn money as a professional racer.

· Can be used as a Knowledge skill concerning matters directly relating to racing (rules, scoring, etiquette, etc).

· Synergy to: 5 skill ranks grants a +2 bonus to all maneuver checks during a race.

Sport: Boarding  [SW pg 36]

· Competing and racing with a skateboard, snow board, boogie board, sail board or surf board.

· Synergy from: 5 skill ranks in Balance gives a +2 bonus to compete with personal vehicles.  [SW pg 33]

· May be used in place of the jump skill to make a jump when using a board (with the increased speed).

· Can be used as a Knowledge skill concerning information on equipment, sporting rules and famous figures.

· When riding any of these board types increase the vehicle’s handling rating by one-third your ranks (rounded down).

· Synergy to: 5 skill ranks grants a +2 bonus made to remain on the board in combat.

Sport: (Specific) Personal Vehicle

· Competing and racing with the particular type of personal vehicles

· Synergy from: 5 skill ranks in Balance gives a +2 bonus to compete with personal vehicles.  [SW pg 33]

· When riding any of these board types increase the vehicle’s handling rating by one-third your ranks (rounded down).

Sport: Scuba Diving  [SW pg 36]

· Use this skill to dive using a wet suit, scuba tank and flippers.  At higher ranks use it for competing and racing.

· Prepare a scuba tank for use.

· Deliberately sabotage a scuba tank, setting it to either run out of air or stop working after a designated time period.

· Can be used as a Knowledge skill concerning information on equipment and well known diving sites.

· When controlling a diving drone or mini-sub, the vehicles handling rating is increased by one-third your ranks (rounded down).

· Synergy to: 5 skill ranks give a +2 bonus to Swim checks when using scuba gear.

Sport: Skiing  [SW pg 36]

· Use this skill to water or snow ski.  At higher ranks use it for competing and racing.

· May be used in place of the jump skill to make a jump when skiing (with the increased speed and any ramp).

· Can be used as a Knowledge skill concerning information on equipment, sporting rules and famous figures.

· When water or snow skiiing increase the gear’s handling rating by one-third your skill ranks (rounded down).

· Synergy to: 5 skill ranks give a +2 bonus made to Survival checks in artic or mountainous terrain.

Sport: Skydiving  [SW pg 37]

· Use this skill for parachuting at normal altitude (no check).  At higher ranks use it for competing

· Use this skill for HA/LO (High-Altitude/Low-Opening) jumps and base-jumps.

· Prepare a parachute for clean opening and easy use during a dive.

· Deliberately miss-pack a chute, setting it to either open improperly or not at all.

· Cut yourself free from the parachute and wad it into a compact bundle in one round instead of five.

· Can be used as a Knowledge skill concerning information on equipment, sporting rules and famous figures.

· When skydiving, hang-gliding, or parasailing, increase the vehicle’s handling rating by one-third your skill ranks (rounded down).

· Synergy to: 5 skill ranks give a +2 bonus made to Tumble checks when attempting to maneuver while skydiving.

Sport: Swimming

· Competing and racing in pool or open water events without scuba or other assistance.

· Synergy to: 5 skill ranks give a +2 bonus to Swim checks when swimming unassisted.  [House rule]

Appendix I: Specific Rule Sub-systems of Spycraft

Spycraft contains a number of specific and detailed rule sub-systems.  These sub-systems combine the mechanics of certain skills, feats and class features to use in a specific outcome.

Tradecraft & Agency

· Brainwashing  [FP pg 61]

· Communications and Electronic Warfare  [FS pg 110]

· Cover Identities  [FS pg 105, PAC pg 60]

· Cryptography  [FS pg 120]

· Gear Concealment [MAG pg 22]

· Handoffs [FS pg 94]

· Harassment  [FP pg 63]

· Identity Theft  [FS pg 106]

· Intelligence Resources & Favor Checks [FS pg 113, SEH pg 217]

· Isolation [FS pg 108]

· Surveillance [FS pg 80]

Investigation

· Forensics [FS pg 68]

· Profiling [FS pg 75]

· Record checking [FS pg 78]

Personal Interaction

· Disposition [SEH pg 269, EC pg 86]

· Interrogation and Interviews [FS pg 74, FP pg 66]

· Persuasion – Acquiesce, Cajole, Gain Confidence, Haggle or Mediate [FS pg 102]

· Presence / Celebrity [EC pg 82]

· Seduction [SEH pg 271]

Society Interaction

· Area Pursuits, Manhunts & Police Action [FS pg 95, FP pg 68]

· Black Markets [MAG pg 25]

· Favor Checks [SEH pg 217]

· Street Support [FP pg 71]

Chases

· Main Rules [SEH pg 184, SW 51]

· Chase Ambushes  [FP pg 60]

· Collisions [SW pg 56, SEH pg 

· Combat Maneuvers – Circling & Closing [SW pg 60]

· Racing [SW pg 58]

· Terrain [SEH pg 185, SW pg 54]

Combat

· Main Rules [SEH pg 156, MAG pg 9]

· Actions [SEH pg 165/175/176, MAG pg 11, FP pg 42, PAC pg 43]

· Ambushes  [FP pg 60]

· Fluid Initiative [MAG pg 9]

· Morale [MAG pg 12]

Streamlined Infiltration and Assault

· Assault [FP pg 119]

· Face-to-face Infiltration [FS pg 124]

· Physical Infiltration [FP pg 125]

Exotic Powers

· Fringe [AF pg 71, HG pg 50, EC pg 67]

· Mysticism [SFA pg 213, HG pg 51]

· Psionics [SFA pg 175, AF pg 59, PAC pg 57, EC pg 72]

Game Control Tools & Mechanics

· Mastermind System [FP pg 94, SEH pg 242]

· Threat Resources [FP pg 98]

· Threat Agendas [FP pg 104]

· Action Sites [FP pg 111]

· Deduction System [FS pg 85-88]

· Clue Chain [FS pg 88-92]

