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Five hundred years in the future, Earth-That-Was was all used up…
Humanity spread to the stars, and now over seventy “terraformed” earths have been colonized.

Some worlds are rich and thriving, the regulated “central planets” of a new galactic society.

Other planets and moons are neglected, the impoverished and underdeveloped “border” worlds.

All the worlds, both rich and poor, have been forcibly unified under the Union of Allied Planets; 
Through a corporate-state partnership, the Blue Sun Corporation dominates the economy.
The Core prospers at the expense of settlers struggling to survive out on the Rim.

Some resisted this new order: the Independents waged civil war against the emerging Alliance.

Alliance “Purple-bellies” crushed the Independent “Browncoats” and won the Unification War.
The decisive battle took place on the planet Hera, in a valley called Serenity…

Serenity: Firefly Adventures is a campaign setting that lets you role-play in the imaginary future universe depicted in the 2002 television series Firefly and its offspring, the 2005 feature film Serenity.  Joss Whedon’s amazing vision of the high-tech and futuristic co-existing alongside the primitive and old-fashioned, a vision of Science-Fiction meeting the Wild West, is a perfect setting for bringing together the D20 Modern and D20 Future Roleplaying Games.  This campaign setting document contains modified citations from the Standard Reference Document (SRD) under the Wizards of the Coast Open Game License, adapted especially to the Firefly/Serenity setting; it presumes that players have access to these game books and some familiarity with the mechanics of the D20 system.  This document contains the character classes, background occupations, and lists of available skills and feats needed to create and play the kinds of characters depicted in the television series and film, culled together into one quick-reference, easy-to-print booklet.
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Section 1: Overview of D20 Modern & Future: Differences from D20 D&D
Defense, Class Bonuses, and Touch Attacks

· Defense: 10 + Dexterity modifier + class bonus + equipment bonus + size modifier (replace “AC” in D&D)
· Class Bonus: A character’s class and level grant the character an innate bonus to Defense. This bonus applies in all situations, even when the character is flat-footed or when the character loses his or her Dexterity bonus.

· Touch Attacks: The attacker makes his or her attack roll as normal, but the target’s Defense does not include any equipment bonus or armor bonus. All other modifiers (class bonus, Dexterity, size modifier) apply normally.

Massive Damage (Lethal and Nonlethal)
· Any time a character takes damage from a single hit that exceeds his massive damage threshold (the character’s current Constitution score), that damage is considered massive damage.

· When a character takes massive damage that doesn’t reduce his or her hit points to 0 or lower, the character must make a Fortitude save (DC 15). If the character fails the save, the character’s hit point total is immediately reduced to –1. If the save succeeds, the character suffers no ill effect beyond the loss of hit points.

· If a target suffers nonlethal damage that equals or exceeds its massive damage threshold, the target must make a Fortitude save (DC 15). If the target succeeds on the save, the target is dazed for 1 round. If the target fails, he or she is knocked unconscious for 1d4+1 rounds.

· Anything immune to critical hits is also immune to the effects of massive damage.

Knockout Blow

· As a full-round action, a character can make an unarmed attack or use a melee weapon that deals nonlethal damage to deliver a knockout blow to a helpless foe. A character can also use a melee weapon that deals lethal damage, but the character takes a –4 penalty on the attack. The target has an effective Defense of 5 + his or her size modifier. If the character hits, he or she automatically scores a critical hit (nonlethal damage). Delivering a knockout blow provokes attacks of opportunity from threatening foes because it involves focused concentration and methodical action.

· Anything immune to critical hits is also immune to a knockout blow.

Recovering from Injury

· Each round, a dying character makes a Fortitude saving throw (DC 20). If the save fails, the character loses 1 hit point and must make another save on his or her turn the next round. If the save succeeds, the character becomes stable. A stable character stops losing hit points every round, but remains unconscious.

· If no one tends to the character, he or she remains unconscious and after 1 hour must make a Fortitude save (DC 20). If the save succeeds, the stable character regains consciousness and becomes disabled. The character’s current hit point total remains where it is (even when negative). If the save fails, the character remains unconscious and must make the save again each day—becoming conscious but disabled and starting to recover hit points naturally if the save is made, remaining unconscious and losing 1 hit point if the save fails. Once an unaided character starts recovering hit points naturally, the character is no longer dying (even if the current hit point total is negative).

· A dying character can be made stable by the Treat Injury skill (DC 15), and also can be revived from being stunned, dazed, or unconscious. One hour after being stabilized, the character makes a Fortitude save (DC 20): if successful, the character becomes conscious but disabled. If the character remains unconscious, he or she makes the same Fortitude save every hour until he or she becomes conscious. Even while unconscious, the character recovers hit points naturally.
· Restore Hit Points (DC 15): With a medical kit, Treat Injury can restore some of a character’s lost hit points. A successful check, as a full-round action, restores 1d4 hit points. The number restored can never exceed the character’s full normal total of hit points. This application of the skill can be used successfully on a character only once per day.
· Long-Term Care (DC 15): With a medical kit, Treat Injury can accelerate the natural healing: 3 hit points per character level (or 3 points of temporary ability damage) per day. A new check is made each day. A character can tend up to as many patients as he or she has ranks in the skill. The patients need complete bed rest (doing nothing all day). The character needs to devote at least ½ hour to each patient being treated. Without long-term care, a character naturally heals 1 hit point per character level (or 1 long ability point) after 8 hours of rest, or 2 with complete bed rest for a day.
· Surgery (DC 20): With a surgery kit, a character can conduct field surgery. This application of the Treat Injury skill carries a –4 penalty (negated by the Surgery feat). Surgery requires 1d4 hours; if the patient is at negative hit points, add an additional hour for every point below 0 the patient has fallen. Surgery restores 1d6 hit points for every character level of the patient (up to the patient’s full normal total) with a successful skill check.  Surgery can only be used successfully on a character once in a 24-hour period. A character who undergoes surgery is fatigued for 24 hours, minus 2 hours for every point above the DC the surgeon achieves. The period of fatigue can never be reduced below 6 hours this way.

Autofire

· If a ranged weapon has an automatic rate of fire, a character may set it on autofire. Autofire affects an area and everyone in it, not a specific creature. The character targets a 10-foot-by-10-foot area and makes an attack roll; the targeted area has an effective Defense of 10. (If the character does not have the Advanced Firearms Proficiency feat, he or she takes a –4 penalty on the attack roll.) If the attack succeeds, every creature within the affected area must make a Reflex save (DC 15) or take the weapon’s damage. Autofire shoots 10 bullets, and can only be used if the weapon has 10 bullets in it. 
· Some firearms—particularly machine guns—only have autofire settings and can’t normally fire single shots.

Action Points

· Action points provide characters with the means to affect game play in significant ways. A character always has a limited amount of action points, and while the character replenishes this supply with every new level he or she attains, the character must use them wisely.

· A character can spend 1 action point to do one of these things: 1) Alter a single d20 roll used to make an attack, a skill check, an ability check, a level check, or a saving throw; 2) Use a class talent or class feature during your turn for which the expenditure of 1 action point is required.

· When a character spends 1 action point to improve a d20 roll, add 1d6 to the d20 roll to help meet or exceed the target number. A character can declare the use of 1 action point to alter a d20 roll after the roll is made—but only before the GM reveals the result of that roll (whether the attack or check or saving throw suc​ceeded or failed). A character can’t use an action point on a skill check or ability check when he or she is taking 10 or taking 20.

· When a character spends 1 action point to use a class feature, he or she gains the benefit of the feature but doesn’t roll a d6. In this case, the action point is not a bonus to a d20 roll.

· A character can only spend 1 action point in a round. If a character spends a point to use a class feature, he or she can’t spend another one in the same round to improve a die roll, and vice versa.

· Depending on the hero’s character level (see the table below), he or she may be able to roll more than one d6 when spending 1 action point. If the character does so, apply the highest result and disregard the other rolls. 

	Character Level
	Dice Rolled

	1st–7th
	1d6

	8th–14th
	2d6

	15th–20th
	3d6


Reputation

· Reputation is used to determine whether another character (a GM character) recognizes a character.  Those who recognize the hero are more likely to help the hero or do what he or she asks, provided the reputation has a positive connotation to the character who recognizes the hero. A high Reputation bonus also makes it difficult for the hero to mask his or her identity. Most of the time, a hero doesn’t decide to use his or her reputation. The GM decides when a hero’s reputation can be relevant to a scene or encounter. At the moment it becomes relevant, the GM makes a Reputation check for a GM character who might be influenced in some fashion due to the hero’s fame or notoriety.

· Most characters with a high Reputation bonus (+4 or higher) are considered well known within their profession or social circle. Whether this has a positive or negative connotation depends on the point of view of the person who recognizes the hero.  When a character has a positive opinion of a hero’s reputation, the hero is considered to be famous by that character. Fame, when recognized, provides a bonus to certain Charisma-based skill checks. When a character has a negative opinion of a hero’s reputation, the hero is considered to be infamous by that character. Also, at the GM’s option, a hero might be considered infamous in certain situations due to events that have transpired in the campaign. Infamy, when recognized, provides a penalty to certain Charisma-based skill checks.

· Whenever the GM decides that a character’s reputation can be a factor in an encounter, the GM makes a Reputation check (DC 25) for the GM character involved. A Reputation check is 1d20 + the hero’s Reputation bonus + the GM character’s Int modifer. (Some Knowledge skill modifiers might apply instead of the Int modifier, if the hero would be well known in the field covered by the Knowledge skill.) Modifiers to the Reputation check depend on the hero and the GM character in question, as shown below. Note that if the GM character has no possible way of recognizing a hero, then the Reputation check automatically fails.

· If the GM character succeeds at the Reputation check, he or she recognizes the hero. This provides a +4 bonus or a –4 penalty on checks involving the following skills for the duration of the encounter: Bluff, Diplomacy, Gather Information, Intimidate, and Perform.

	Situation
	Reputation Check Modifier

	The hero is famous, known far and wide with either a positive or negative connotation
	+10

	GM character is part of the hero’s professional or social circle
	+5

	The hero has some small amount of fame or notoriety
	+2


Skills
· It needs to be pointed out that, while D20 Modern & Future share many basic skills in common with D&D, there are notable differences.  D20 Modern & Future contain many new skills that aren’t in D&D: Computer Use, a whole variety of Craft skills, Demolitions, Drive, Gamble, Investigate, a whole variety of Knowledge skills, Navigate, Pilot, Repair, Research, and Treat Injury.  A few of these skills, modified for this setting, are detailed in Section 3.

· D20 Modern & Future also contains revisions for a couple skills to bring them out of the fantasy setting of D&D into modern and future settings: Diplomacy (contains a bribery feature) and Disable Device (for security systems).

· It also should be noted that Wizards of the Coast revised the core mechanics for several skills for Version 3.5 of D&D after releasing D20 Modern & Future.  The latest SRD for Version 3.5 D&D significantly revises these skills: Intimidate (now can be used in combat), Spot (incorporates the old Read Lips skill), and Tumble (movement can be stopped).  The GM is advised to familiarize himself with these changes and use the revised skills for Serenity: Firefly Adventures.
Wealth
Every character has a Wealth bonus that reflects his or her buying power—a composite of income, credit rating, and savings. A character’s Wealth bonus serves as the basis of the character’s Wealth check, which is used to purchase equipment and services for the character.

Wealth Bonus

A character’s Wealth bonus can never fall below +0, and there is no limit to how high the Wealth bonus can climb.

Since Wealth is an abstract concept, it’s sometimes difficult to determine how financially well off a character is. To get a general sense of how financially solvent a character is at any given time, check the table below.

	Wealth Bonus
	Financial Condition

	+0
	Impoverished or in debt

	+1 to +4
	Struggling

	+5 to +10
	Middle class

	+11 to +15
	Affluent

	+16 to +20
	Wealthy

	+21 to +30
	Rich

	+31 or higher
	Very rich


Purchasing Equipment

Wealth checks are used to determine what characters can afford and what gear they might reasonably have access to. Every character has a Wealth bonus that reflects his or her buying power. Every object and service has a purchase DC. To purchase an object, make a Wealth check against the purchase DC.

The Wealth Check

A Wealth check is a 1d20 roll plus a character’s current Wealth bonus. The Wealth bonus is fluid. It in​creases as a character gains Wealth and decreases as the character makes purchases. If the character succeeds on the Wealth check, the character gains the object. If the character fails, he or she can’t afford the object at the time.

If the character’s current Wealth bonus is equal to or greater than the DC, the character automatically succeeds. 

If the character successfully purchases an object or service with a purchase DC that’s higher than his or her current Wealth bonus, the character’s Wealth bonus decreases. 

Wealth and the Starting Hero

A newly created 1st-level character’s Wealth bonus is +0 plus:

• Wealth provided by the character’s starting occupation.

• Bonus from the Windfall feat, if taken.

• 2d4 die roll.

• +1 for having 1 to 4 ranks in the Profession skill.

Shopping and Time

Buying less common objects generally takes a number of hours equal to the purchase DC of the object or service, reflecting the time needed to locate the wanted materials and close the deal. Getting a license or buying an object with a restriction rating increases the time needed to make purchases.

Taking 10 and Taking 20

A character can usually take 10 or take 20 when making a Wealth check. Taking 20 requires 20 times as long as normal. Also, there is a penalty for spending beyond a character’s means. Whenever a character buys an object that has a purchase DC higher than his or her current Wealth bonus, the character’s Wealth bonus decreases (see below).

Try Again?

A character can try again if he or she fails a Wealth check, but not until the character has spent an additional number of hours shopping equal to the purchase DC of the object or service. 

Aid Another

One other character can make an aid another attempt to help a character purchase an object or service. If the attempt is successful, that character provides the purchaser with a +2 bonus on his or her Wealth check.  The character who provides the aid reduces his or her Wealth bonus by +1. 

Losing Wealth

Any time a character purchases an object or service with a purchase DC higher than his or her current Wealth bonus, or one with a purchase DC of 15 or higher, the character’s Wealth bonus goes down. How much the Wealth bonus is reduced depends on how expensive the object is.

	Object or Service Purchase DC
	Wealth Bonus Decrease

	15 or higher
	+1 point1

	1–10 points higher than current Wealth bonus
	1 point

	11–15 points higher than current Wealth bonus
	1d6 points

	16 or more points higher than current Wealth Bonus.
	2d6 points

	1 This stacks with the loss from a Purchase DC above the character’s current wealth bonus.


Along with this loss, any time a character buys an object or service with a purchase DC of 15 or higher, the character reduces his or her current Wealth bonus by an additional 1 point.  A character’s Wealth bonus only goes down if he or she successfully buys an object or service. If the character attempts to buy something and the check fails, his or her Wealth bonus is unaffected.

Wealth Bonus of +0

A character’s Wealth bonus can never decrease to less than +0. If a character’s Wealth bonus is +0, the character doesn’t have the buying power to purchase any object or service that has a purchase DC of 10 or higher, and can’t take 10 or take 20. Also, it always takes a number of hours equal to the purchase DC of the object or service.

Regaining Wealth

A character’s Wealth bonus recovers as the character advances. Every time a character gains a new level, make a Profession check. (If the character has no ranks in the skill, this check is a Wisdom check.) The DC is equal to the character’s current Wealth bonus. If the character succeeds, his or her current Wealth bonus increases by +1. For every 5 points by which the character exceeds the DC, he or she gains an additional +1 to his or her Wealth bonus.

Selling Stuff

To sell something, a character first needs to determine its sale value. Assuming the object is undamaged and in working condition, the sale value is equal to the object’s purchase DC (as if purchased new) minus 3. 

Selling an object can provide an increase to a character’s Wealth. The increase is the same amount as the Wealth bonus loss the character would experience if the character purchased an object with a purchase DC equal to the sale value. 

Regardless of the character’s current Wealth bonus, he or she gains a Wealth bonus increase of 1 whenever the character sells an object with a sale value of 15 or higher. If A character sells an object with a sale value less than or equal to his or her current Wealth bonus, and that sale value is 14 or lower, the character gains nothing. 

A character cannot legally sell restricted objects unless the character is licensed to own them. A character also cannot legally sell objects that have been reported as stolen. Selling objects illegally usually requires that the character have contacts in the black market, and reduces the sale value by an additional 3. Selling takes a number of hours equal to the normal purchase DC of the item.

Section 2: Character Creation (Classes and Occupations)
The D20 Modern & Future RPG features six basic classes that are the building blocks for all characters.  They are extremely flexible, allowing a player to construct virtually any type of character imaginable by taking levels in different classes.  The basic classes are described below for this setting.
The Strong Hero: This class emphasizes brute strength, virility, and aggressiveness.  Character concepts for the Strong Hero include a mercenary who loves a good fistfight, an outlaw bruiser, or a muscle-bound Independent eager to fight for justice.  Jayne Cobb is an example of a Strong Hero.

The Fast Hero: This class emphasizes dexterity of the mind and body, quickness, and a knack for escaping death.  Character concepts for the Fast Hero include a hot-shot spaceship pilot, a quick-draw “Browncoat” sergeant, or a slippery outlaw surviving by hook or by crook out on the border planets.  Malcolm Reynolds is an example of a Fast Hero.
The Tough Hero: This class emphasizes bodily constitution, stamina, and an ability to take a licking and keep on ticking.  Character concepts for the Tough Hero include a devoted bodyguard, a tough-as-nails first mate who always backs up her captain, or a “Browncoat” trooper who doesn’t know the meaning of die.  Zoe Warren is an example of a Tough Hero.

The Smart Hero: This class emphasizes keen intelligence, cleverness, and a talent for inventive thinking.  Character concepts for the Smart Hero include a quick-thinking computer operator, a shrewd crime boss, or a creative mechanic who manages to keep an old space freighter flying.  Kaylee Frye and “Wash” Warren are examples of a Smart Hero.

The Dedicated Hero: This class emphasizes insightful wisdom, empathy, and a desire to help others.  Character concepts for the Dedicated Hero include a populist leader who works for the good of his people on a Border colony, a traveling missionary eager to bring spiritual peace to troubled souls, or a doctor who gives up everything to rescue his sister from a nasty corporate-government research facility.  Dr. Simon Tam and Shepherd Book are examples of a Dedicated Hero.

The Charismatic Hero: This class emphasizes personal charisma, charm, and a magnetic presence.  Character concepts for the Charismatic Hero include a “Browncoat” officer who manages to inspire his men to great feats of daring, a beautiful registered Companion who can sweet-talk powerful men into doing her favors, or a pretty schoolgirl fugitive who eventually wins the hearts of her shipmates.  Inara Serra and River Tam are examples of a Charismatic Hero.


Characters are not limited to just one basic class.  As they advance, they can take levels in other basic classes without limit.  Additionally, characters also may build toward taking levels in advanced classes.  Every advanced class has certain prerequisites (usually skill ranks, feats, and BAB); as long as the prerequisites are met a character can take levels in as many different advanced classes as he or she desires.  However, each advanced class builds most directly from a specific basic class.  These relationships are outlined below.  Afterwards, the advanced classes are described for this setting.
	Basic Class
	Fastest Path to Which Advanced Classes

	Strong
	Soldier; Martial Artist

	Fast
	Gunslinger; Infiltrator; Ace Pilot

	Tough
	Daredevil; Bodyguard

	Smart
	Field Scientist; Techie

	Dedicated
	Field Medic; Investigator

	Charismatic
	Personality; Negotiator


Soldier: This advanced class provides extra skill with weapons.  Alliance elite troopers and “Browncoat” rebels are examples from Firefly/Serenity of the Soldier advanced class.  Mal and Zoe both might have some levels in the Soldier class. 
Martial Artist: This advanced class provides extra skill in hand-to-hand combat.  Organized-crime enforcers and bounty-hunters are examples from Firefly/Serenity of the Martial Artist advanced class.  Jubal Early from “Objects in Space” and possibly Crow from “The Train Job” might have had levels in the Martial Artist class.
Gunslinger: This advanced class provides abilities that give a character an edge in gun fights.  Quick-draw outlaws and revolver-wielding spaceship captains are examples from Firefly/Serenity of the Gunslinger advanced class.  Mal probably has some levels in the Gunslinger class, and the rival captain who shot Mal in “Out of Gas” probably did, too.
Infiltrator: This advanced class provides extra abilities pertaining to stealth and survival.  Sneaky criminal vixens and stealthy bounty-hunters are examples from Firefly/Serenity of the Infiltrator advanced class.  Saffron from “Our Mrs. Reynolds” and “Trash” and Jubal Early from “Objects in Space” both probably had levels in the Infiltrator class.

Ace Pilot: This advanced class is not in D20 Modern (it is adapted from D20 Future, with elements from another D20 RPG).  It provides extra abilities for piloting spaceships.  Expert Firefly navigators and Alliance chase-ship dogfighters are examples from Firefly/Serenity of the Ace Pilot advanced class.  “Wash” Warren has levels in the Ace Pilot class.
Daredevil: This advanced class provides abilities that help shrug off damage and fear.  Rough-and-ready hovercar drivers and wild-eyed Reavers are examples from Firefly/Serenity of the Daredevil advanced class.

Bodyguard: This advanced class provides abilities that let a hero protect his or her friends.  A crime boss’s right-hand man or a first mate who is able to take an explosion blast in place of the ship’s little mechanic are examples from Firefly/Serenity of the Bodyguard advanced class.  Zoe has levels in the Bodyguard class, and perhaps Crow from “The Train Job” did, too.
Field Scientist: This advanced class provides abilities that help a hero use technical skills in tough situations.  Scientists who implanted the artificial organs in Tracey in “The Message” and Mr. Universe from the feature film are examples from Firefly/Serenity of the Field Scientist advanced class.

Techie: This advanced class provides abilities that help a hero repair machines or build high-quality equipment.  Ship mechanics are examples from Firefly/Serenity of the Techie advanced class.  Bester from “Out of Gas” and Bree from “Our Mrs. Reynolds” might have had a level in the Techie class, and young Kaylee probably does, too.

Field Medic: This advanced class provides extra healing abilities that can work medical miracles.  Doctors, surgeons, and soldiers can perform field medicine are examples from Firefly/Serenity of the Field Medic advanced class.  Simon Tam is starting out in the Field Medic class.
Investigator: This advanced class provides abilities help a character solve mysteries and sniff out lies.  Alliance marshals and Enforcement agents are examples from Firefly/Serenity of the Investigator advanced class.  Lieutenant Womack from “The Message” has levels in the Investigator class, and “The Operative” from the feature film does, too.
Personality: This advanced class provides abilities manipulate others and earn extra wealth.  Successful registered Companions are examples from Firefly/Serenity of the Personality advanced class.  Inara has levels in the Personality class.

Negotiator: This advanced class provides abilities that help a hero cut deals or talk down enemies.  Alliance powerbrokers and smooth-talking preachers are examples from Firefly/Serenity of the Negotiator advanced class.   Shepherd Book possesses levels in the Negotiator class.

When making a new character for Serenity: Firefly Adventures, the GM decides at what level the characters will begin.  The GM also must decide how the players will determine ability scores.

· It is recommended that players make their characters using the Point Buy System: all six abilities start at 8, each ability increase up to 14 costs 1 point, each increase from 15-16 costs 2 points, and each increase from 17-18 costs 3 points (e.g., buying 18 in one ability would cost 16 points).
· In a normal “from the beginning” campaign, characters typically start out at 2nd level (1,000 XP).  They should receive 30 Point Buy points for their abilities (Serenity heroes, after all, are special).

· However, a player could choose to begin as a completely green, young hero (like Kaylee or River).  Such characters start one level lower (usually 1st level with 0 XP), but they get 33 Point Buy points for their abilities (since they are extraordinary young prodigies).

· Alternatively a player might want to start out as an older, veteran hero (like Shepherd Book).  Such characters begin one level higher (usually 3rd level with 3,000 XP), but they get only 27 Point Buy points for their abilities; they also start out in “middle age” (40-59 years old), which means they get -1 to Str, Dex, and Con but +1 to Int, Wis, and Cha after buying their ability scores.
· The GM is free to adjust these base starting levels to whatever is appropriate for his or her campaign.
In the pages below are the reference sheets for the basic classes and advanced classes described above.  They are arranged individually and separately for easy reference, and the lay-out for each has been designed to fit evenly on one page (or two for front-and-back printing, when absolutely necessary).  When a class has been added to or modified from the standard D20 Modern & Future in order to better fit the Firefly/Serenity setting, it has been marked with an asterisk [*].
THE STRONG HERO

Ability: Strength

Hit Die: 1d8

Action Points: Strong heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class.

Class Skills: Climb (Str), Craft (structural) (Int), Handle Animal (Cha), Jump (Str), Knowledge (current events, popular culture, streetwise, tactics) (Int), Profession (Wis), Read/Write Language (none), Repair (Int), Speak Language (none), Swim (Str).

Skill Points at 1st Level: (3 + Int modifier)x4.
Skill Points at ach Additional Level: 3 + Int modifier.
Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).
	Table: The Strong Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+1
	+1
	+0
	+0
	Talent
	+1
	+0

	2nd
	+2
	+2
	+0
	+0
	Bonus feat
	+2
	+0

	3rd
	+3
	+2
	+1
	+1
	Talent
	+2
	+0

	4th
	+4
	+2
	+1
	+1
	Bonus feat
	+3
	+0

	5th
	+5
	+3
	+1
	+1
	Talent
	+3
	+1

	6th
	+6/+1
	+3
	+2
	+2
	Bonus feat
	+3
	+1

	7th
	+7/+2
	+4
	+2
	+2
	Talent
	+4
	+1

	8th
	+8/+3
	+4
	+2
	+2
	Bonus feat
	+4
	+1

	9th
	+9/+4
	+4
	+3
	+3
	Talent
	+5
	+2

	10th
	+10/+5
	+5
	+3
	+3
	Bonus feat
	+5
	+2


Talents

At 1st, 3rd, 5th, 7th, and 9th level, the Strong hero selects a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Extreme Effort Talent Tree

A Strong hero can push him or herself to make an extreme effort. The effort must relate either to a Strength check or a Strength-based skill check. You must decide to use this ability before making the check.

Extreme Effort: The effort requires a full-round action and provides a +2 bonus on the check.

Improved Extreme Effort: The effort requires a full-round action and provides a +2 bonus that stacks with the bonus provided by extreme effort (+4 total).

Prerequisite: Extreme effort.

Advanced Extreme Effort: The effort requires a full-round action and provides a +2 bonus that stacks with the bonuses provided by extreme effort and improved extreme effort (+6 total).

Prerequisites: Extreme effort, improved extreme effort.

Ignore Hardness Talent Tree

The Strong hero has an innate talent for finding weaknesses in objects. This allows a Strong hero to ignore some of an object’s hardness when making a melee attack to break it.

Ignore Hardness: The Strong hero ignores 2 points of an object’s hardness.

Improved Ignore Hardness: The Strong hero ignores 2 additional points of an object’s hardness (for a total of 4).

Prerequisite: Ignore hardness.

Advanced Ignore Hardness: The Strong hero ignores 2 additional points of an object’s hardness (for a total of 6).

Prerequisites: Ignore hardness, improved ignore hardness.

Melee Smash Talent Tree

The Strong hero has an innate talent that increases melee damage.

Melee Smash: The Strong hero receives a +1 bonus on melee damage.

Improved Melee Smash: The Strong hero receives an additional +1 bonus on melee damage (+2 total).

Prerequisite: Melee smash.

Advanced Melee Smash: The Strong hero receives an additional +1 bonus on melee damage (+3 total).

Prerequisites: Melee smash, improved melee smash.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Strong hero gains a bonus feat. This feat must be selected from the following list, and the Strong hero must meet any prerequisites: Animal Affinity, Archaic Weapons Proficiency, Athletic, Blind-Fight, Brawl, Cleave, Combat Martial Arts, Combat Reflexes, Great Cleave, Improved Brawl, Improved Combat Martial Arts, Power Attack, Weapon Focus.

THE FAST HERO

Ability: Dexterity

Hit Die: 1d8 

Action Points: Fast heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class. 

Class Skills: Balance (Dex), Craft (mechanical) (Int), Drive (Dex), Escape Artist (Dex), Hide (Dex), Knowledge (current events, popular culture, streetwise) (Int), Move Silently (Dex), Pilot (Dex), Profession (Wis), Read/Write Language (none), Ride (Dex), Sleight of Hand (Dex), Speak Language (none), and Tumble (Dex).

Skill Points at 1st Level: (5 + Int modifier) x4.

Skill Points at Each Additional Level: 5 + Int modifier.

Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).
	Table: The Fast Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+1
	+0
	Talent
	+3
	+0

	2nd
	+1
	+0
	+2
	+0
	Bonus feat
	+4
	+0

	3rd
	+2
	+1
	+2
	+1
	Talent
	+4
	+1

	4th
	+3
	+1
	+2
	+1
	Bonus feat
	+5
	+1

	5th
	+3
	+1
	+3
	+1
	Talent
	+5
	+1

	6th
	+4
	+2
	+3
	+2
	Bonus feat
	+6
	+2

	7th
	+5
	+2
	+4
	+2
	Talent
	+6
	+2

	8th
	+6/+1
	+2
	+4
	+2
	Bonus feat
	+7
	+2

	9th
	+6/+1
	+3
	+4
	+3
	Talent
	+7
	+3

	10th
	+7/+2
	+3
	+5
	+3
	Bonus feat
	+8
	+3


Talents

At 1st, 3rd, 5th, 7th, and 9th level, the Fast hero selects a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Defensive Talent Tree

The Fast hero gains the ability to improve his or her innate defensive talents as the hero attains new levels.

Evasion: If the Fast hero is exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage, the Fast hero suffers no damage if he or she makes a successful saving throw. Evasion can only be used when wearing light armor or no armor.

Uncanny Dodge 1: The Fast hero retains his or her Dexterity bonus to Defense regardless of being caught flat-footed or struck by a hidden attacker. (The hero still loses his or her Dexterity bonus to Defense if the hero is immobilized.)

Prerequisite: Evasion.

Uncanny Dodge 2: The Fast hero can no longer be flanked; the hero can react to opponents on opposite sides of him or herself as easily as he or she can react to a single attacker.

Prerequisites: Evasion, uncanny dodge 1.

Defensive Roll: The Fast hero can roll with a potentially lethal attack to take less damage from it. When the Fast hero would be reduced to 0 hit points or less by damage in combat (from a ranged or melee attack), the Fast hero can attempt to roll with the damage.

A Fast hero spends 1 action point to use this talent. Once the point is spent, the hero makes a Reflex saving throw (DC = damage dealt). If the save succeeds, he or she takes only half damage. The Fast hero must be able to react to the attack to execute a defensive roll—if the hero is immobilized, he or she can’t use this talent. Since this effect would not normally allow a character to make a Reflex save for half damage, the Fast hero’s evasion talent doesn’t apply to the defensive roll.

Prerequisites: Evasion, uncanny dodge 1.

Opportunist: The Fast hero can spend 1 action point to use this talent. Once the point is spent, the hero can make an attack of opportunity against an opponent who has just been struck for damage in melee by another character. This attack counts as the Fast hero’s attack of opportunity for that round. Even a Fast hero with the Combat Reflexes feat can’t use this talent more than once per round.

Prerequisite: Evasion.

Increased Speed Talent Tree

The Fast hero can increase his or her natural base speed.

Increased Speed: The Fast hero’s base speed increases by 5 feet.

Improved Increased Speed: The Fast hero’s base speed increases by 5 feet (+10 feet total).

Prerequisite: Increased speed.

Advanced Increased Speed: The Fast hero’s base speed increases by 5 feet (+15 feet total).

Prerequisites: Increased speed, improved increased speed.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Fast hero gains a bonus feat. This feat must be selected from the following list, and the Fast hero must meet any prerequisites: Acrobatic, Combat Expertise, Combat Throw, Defensive Martial Arts, Double Tap, Elusive Target, Focused, Improved Disarm, Mobility, Personal Firearms Proficiency, Point Blank Shot, Stealthy, Weapon Finesse.

THE TOUGH HERO

Ability: Constitution

Hit Die: 1d10

Action Points: Tough heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class. 

Class Skills: Climb (Str), Concentration (Con), Craft (mechanical, structural) (Int), Drive (Dex), Intimidate (Cha), Knowledge (current events, popular culture, streetwise) (Int), Profession (Wis), Read/Write Language (none), Ride (Dex), Speak Language (none), Spot (Wis), Survival (Wis).

Skill Points at 1st Level: (3 + Int modifier) x4.

Skill Points at Each Additional Level: 3 + Int modifier.

Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).

	Table: The Tough Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+0
	+0
	Talent
	+1
	+0

	2nd
	+1
	+2
	+0
	+0
	Bonus feat
	+2
	+0

	3rd
	+2
	+2
	+1
	+1
	Talent
	+2
	+1

	4th
	+3
	+2
	+1
	+1
	Bonus feat
	+3
	+1

	5th
	+3
	+3
	+1
	+1
	Talent
	+3
	+1

	6th
	+4
	+3
	+2
	+2
	Bonus feat
	+3
	+2

	7th
	+5
	+4
	+2
	+2
	Talent
	+4
	+2

	8th
	+6/+1
	+4
	+2
	+2
	Bonus feat
	+4
	+2

	9th
	+6/+1
	+4
	+3
	+3
	Talent
	+5
	+3

	10th
	+7/+2
	+5
	+3
	+3
	Bonus feat
	+5
	+3


Talents

At 1st, 3rd, 5th, 7th, and 9th level, the Tough hero selects a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Damage Reduction Talent Tree

The Tough hero has an innate talent to ignore a set amount of damage from most weapons, but not from energy or special attack forms (which may or may not exist, depending on the campaign). Before the hero can select a talent from this tree the hero must have previously selected at least one talent from the Energy Resistance or Unbreakable Talent Tree.

Damage Reduction 1/—: The Tough hero ignores 1 point of damage from melee and ranged weapons.

Prerequisite: One other talent from either the Energy Resistance Talent Tree or the Unbreakable Talent Tree.

Damage Reduction 2/—: The Tough hero ignores an additional 1 point of damage from melee and ranged weapons (DR 2/— total).

Prerequisites: Damage reduction 1/—, one other talent from either the Energy Resistance Talent Tree or the Unbreakable Talent Tree.

Damage Reduction 3/—: The Tough hero ignores an additional 1 point of damage from melee and ranged weapons (DR 3/— total).

Prerequisites: Damage reduction 1/—, damage reduction 2/—, one other talent from either the Energy Resistance Talent Tree or the Unbreakable Talent Tree.

Energy Resistance Talent Tree

The Tough hero is particularly resistant to certain kinds of deadly energy effects. These talents can be selected in any order.

Acid Resistance: The Tough hero ignores an amount of acid damage equal to his or her Constitution modifier.

Cold Resistance: The Tough hero ignores an amount of cold damage equal to his or her Constitution modifier.

Electricity Resistance: The Tough hero ignores an amount of electricity damage equal to his or her Constitution modifier.

Fire Resistance: The Tough hero ignores an amount of fire damage equal to his or her Constitution modifier.

Sonic/Concussion Resistance: The Tough hero ignores an amount of sonic or concussion damage equal to his or her Constitution modifier.

Unbreakable Talent Tree

The Tough hero is particularly resilient thanks to the following talents.

Remain Conscious: The Tough hero gains the ability to continue to perform actions when he or she would otherwise be considered unconscious and dying. When the Tough hero’s hit points reach –1, the hero can perform as though he or she were disabled, making either an attack action or a move action every round until the hero reaches –10 hit points (and dies) or the hero’s hit points return to 1 or higher. The hero can choose to succumb to unconsciousness if he or she thinks that doing so might prevent him or her from taking more damage.

Robust: The Tough hero becomes especially robust, gaining a number of hit points equal to his or her Tough level as soon as he or she selects this talent. Thereafter, the hero gains +1 hit point with each level of Tough he or she gains.

Second Wind: The Tough hero can spend 1 action point to gain a second wind. When the hero does this, he or she recovers a number of hit points equal to his or her Constitution modifier. This talent does not increase the Tough hero’s hit points beyond the character’s full normal total.

Stamina: The Tough hero recovers twice as fast as normal. So, the hero recovers 2 hit points per character level per evening of rest, 2 points of temporary ability damage per evening of rest, and awakens in half the normal time after being knocked unconscious.

Prerequisite: Robust.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Tough hero gains a bonus feat. This feat must be selected from the following list, and the Tough hero must meet any prerequisites: Alertness, Athletic, Brawl, Confident, Endurance, Great Fortitude, Improved Brawl, Improved Bull Rush, Improved Feint, Knockout Punch, Power Attack, Streetfighting, Toughness, Vehicle Expert.

THE SMART HERO

Ability: Intelligence

Hit Die: 1d6

Action Points: Smart heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class. 

Class Skills: Computer Use (Int), Craft (chemical, electronic, mechanical, pharmaceutical, structural, visual art, writing) (Int), Decipher Script (Int), Demolitions (Int), Disable Device (Int), Forgery (Int), Investigate (Int), Knowledge (arcane lore, art, behavioral sciences, business, civics, current events, earth and life sciences, history, physical sciences, popular culture, streetwise, tactics, technology, theology and philosophy) (Int), Navigate (Int), Profession (Wis), Read/Write Language (none), Repair (Int), Research (Int), Search (Int), and Speak Language (none).

Skill Points at 1st Level: (9 + Int modifier) x4.
Skill Points at Each Additional Level: 9 + Int modifier.

Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).

	Table: The Smart Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+0
	+1
	Talent
	+0
	+1

	2nd
	+1
	+0
	+0
	+2
	Bonus feat
	+1
	+1

	3rd
	+1
	+1
	+1
	+2
	Talent
	+1
	+1

	4th
	+2
	+1
	+1
	+2
	Bonus feat
	+1
	+2

	5th
	+2
	+1
	+1
	+3
	Talent
	+2
	+2

	6th
	+3
	+2
	+2
	+3
	Bonus feat
	+2
	+2

	7th
	+3
	+2
	+2
	+4
	Talent
	+2
	+3

	8th
	+4
	+2
	+2
	+4
	Bonus feat
	+3
	+3

	9th
	+4
	+3
	+3
	+4
	Talent
	+3
	+3

	10th
	+5
	+3
	+3
	+5
	Bonus feat
	+3
	+4


Talents

At 1st, 3rd, 5th, 7th, and 9th level, select a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Research Talent Tree

The Smart hero has a natural aptitude for study and fact-finding. These talents can be selected in any order.

Savant: Select one of the skills listed in the following paragraph. The hero must have ranks in the skill if it is Trained Only.  The Smart hero gets to add a bonus equal to his or her Smart level when making checks with that skill. A Smart hero can take this talent multiple times; each time it applies to a different skill: Computer Use, Craft (any single skill), Decipher Script, Demolitions, Disable Device, Forgery, Investigate, Knowledge (any single skill), Navigate, Repair, Research, Search. 

Linguist: With this talent, the Smart hero becomes a master linguist. Whenever the hero encounters a new language, either spoken or written, that he or she does not know the Smart hero can make an Intelligence check to determine if he or she can understand it. The check is made with a bonus equal to the hero’s Smart level. For a written language, the bonus applies to a Decipher Script check instead. The DC for the check depends on the situation: DC 15 if the language is in the same group as a language the hero has as a Read/Write Language or Speak Language skill; DC 20 if the language is unrelated to any other languages the hero knows; and DC 25 if the language is ancient or unique.  With this special ability, a Smart hero can glean enough meaning from a conversation or document to ascertain the basic message, but this ability in no way simulates actually being able to converse or fluently read and write in a given language. A single check covers roughly one minute of a spoken language or one page of a written language.

Prerequisite: At least 1 rank in either Read/Write Language or Speak Language for each of three different languages.

Strategy Talent Tree

The Smart hero has the brainpower to see solutions in most situations. These talents can be selected in any order, but before the hero can select a talent from this tree he or she must have previously selected at least one talent from the Research Talent Tree.

Exploit Weakness: After 1 round of combat, the Smart hero can designate one opponent and try to find ways to gain an advantage by using brains over brawn. The Smart hero uses a move action and makes an Intelligence check (DC 15) with a bonus equal to his or her Smart level. If the check succeeds, for the rest of the combat the Smart hero uses his or her Intelligence bonus instead of either Strength or Dexterity bonus on attack rolls as the hero finds ways to outthink his opponent and notices weaknesses in his opponent’s fighting style.  Prerequisite: One talent from the Research Talent Tree.

Plan: Prior to an encounter the Smart hero can develop a plan of action to handle the situation. Using this talent requires preparation; a Smart hero can’t use this talent when surprised or otherwise unprepared for a particular situation. Creating a plan requires 1 minute. After creating the plan the Smart hero makes an Intelligence check (DC 10) with a bonus equal to his or her Smart level. The result of the check provides the Smart hero and allies with a circumstance bonus. A Smart hero can’t take 10 or 20 when making this check.

	Check Result
	Bonus

	9 or lower
	+0 (check failed)

	10–14
	+1

	15–24
	+2

	25 or higher
	+3


This bonus can be applied to all skill checks and attack rolls made by the Smart hero and his or her allies, but the bonus only lasts for the first 3 rounds after making the plan. After that time, reduce the bonus by 1 point (to a minimum of +0) for every additional round the situation continues, as the vagaries of circumstance begin to unravel even the best-laid plans. Prerequisite: One talent from the Research Talent Tree.
Trick: The Smart hero has the ability to temporarily confuse a target through the use of ploy and deception. The target must have an Intelligence score of 3 or higher to be susceptible to a trick, must be within 30 feet of the hero, and must be able to hear and understand the hero. To play a trick on a target, the hero must use a full-round action and make an Intelligence check (DC 15), adding his or her Smart level as a bonus. If the Intelligence check succeeds, the target can try to think quickly and ignore the trick. The target resists the trick by making a Will saving throw (DC 10 + Smart hero’s class level + Smart hero’s Int bonus). If the saving throw fails, the target becomes dazed (unable to act, but can defend normally) for 1 round. A trick can only be played on a particular target once per encounter. After the first trick in an encounter, whether the attempt succeeds or not, that target becomes wary and immune to such ploys.  This is a mind-affecting ability. Prerequisite: One talent from the Research Talent Tree.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Smart hero gains a bonus feat. This feat must be selected from the following list, and the Smart hero must meet any prerequisites: Builder, Cautious, Combat Expertise, Educated, Gearhead, Improved Disarm, Improved Trip, Iron Will, Lightning Reflexes, Meticulous, Studious, Vehicle Expert, Weapon Focus.

THE DEDICATED HERO
Ability: Wisdom

Hit Die: 1d6

Action Points: Dedicated heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class.

Class Skills: Craft (pharmaceutical, visual art, writing) (Int), Gamble (Wis), Investigate (Int), Knowledge (arcane lore, art, behavioral sciences, business, civics, current events, earth and life sciences, history, physical sciences, popular culture, streetwise, tactics, technology, theology and philosophy) (Int), Listen (Wis), Profession (Wis), Read/Write Language (none), Sense Motive (Wis), Speak Language (none), Spot (Wis), Survival (Wis), Treat Injury (Wis).

Skill Points at 1st Level: (5 + Int modifier) x4.

Skill Points at Each Additional Level: 5 + Int modifier.

Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).

	Table: The Dedicated Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+0
	+1
	Talent
	+1
	+1

	2nd
	+1
	+2
	+0
	+2
	Bonus feat
	+2
	+1

	3rd
	+2
	+2
	+1
	+2
	Talent
	+2
	+1

	4th
	+3
	+2
	+1
	+2
	Bonus feat
	+3
	+2

	5th
	+3
	+3
	+1
	+3
	Talent
	+3
	+2

	6th
	+4
	+3
	+2
	+3
	Bonus feat
	+3
	+2

	7th
	+5
	+4
	+2
	+4
	Talent
	+4
	+3

	8th
	+6/+1
	+4
	+2
	+4
	Bonus feat
	+4
	+3

	9th
	+6/+1
	+4
	+3
	+4
	Talent
	+5
	+3

	10th
	+7/+2
	+5
	+3
	+5
	Bonus feat
	+5
	+4


Talents

At 1st, 3rd, 5th, 7th, and 9th level, the Dedicated hero selects a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Empathic Talent Tree

The Dedicated hero’s innate talents give him or her a great capacity for empathy.

Empathy: The Dedicated hero has a knack for being sensitive to the feelings and thoughts of others without having those feelings and thoughts communicated in any objectively explicit manner. This innate talent provides a bonus on checks involving interaction skills (Bluff, Diplomacy, Handle Animal, Intimidate, Perform, and Sense Motive), provided the hero spends at least 1 minute observing his or her target prior to making the skill check. The bonus is equal to the hero’s Dedicated level.

Improved Aid Another: The Dedicated hero’s bonus on attempts to aid another increases by +1 on a successful aid another check. This talent can be selected multiple times, each time increasing the bonus by +1. Prerequisite: Empathy.

Intuition: The Dedicated hero has an innate ability to sense trouble in the air. The Dedicated hero can make a Will saving throw (DC 15). On a successful save, the hero gets a hunch that everything is all right, or the hero gets a bad feeling about a specific situation, based on the GM’s best guess relating to the circumstances. This talent is usable a number of times per day equal to the character’s Dedicated level. Prerequisite: Empathy.

Healing Talent Tree

The Dedicated hero has a talent for healing.

Healing Knack: The hero has a knack for the healing arts. The hero receives a +2 bonus on all Treat Injury skill checks.

Healing Touch 1: The Dedicated hero’s ability to restore damage with a medical kit or perform surgery with a surgery kit increases by +2 hit points. Prerequisite: Healing knack.

Healing Touch 2: The Dedicated hero’s ability to restore damage with a medical kit or perform surgery with a surgery kit increases by +2 hit points, which stacks with healing touch 1 for a total of +4 hit points. Prerequisites: Healing knack, healing touch 1.

Insightful Talent Tree

The Dedicated hero’s innate insightfulness serves her well.

Skill Emphasis: The Dedicated hero chooses a single skill and receives a +3 bonus on all checks with that skill. This bonus does not allow the hero to make checks for a trained-only skill if the hero has no ranks in the skill.

Aware: The Dedicated hero is intuitively aware of his or her surroundings. The hero adds his or her base Will saving throw bonus to Listen or Spot checks to avoid surprise. Prerequisite: Skill emphasis.

Faith: The Dedicated hero has a great deal of faith. It might be faith in self, in a higher power, or in both. This unswerving belief allows the Dedicated hero to add his or her Wisdom modifier to the die roll whenever the hero spends 1 action point to improve the result of an attack roll, skill check, saving throw, or ability check. Prerequisite: Skill emphasis.

Cool Under Pressure: The Dedicated hero selects a number of skills equal to 3 + the hero’s Wisdom modifier. When making a check with one of these skills, the Dedicated hero can take 10 even when distracted or under duress. Prerequisite: Skill emphasis, plus either Faith or Aware.

Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Dedicated hero gains a bonus feat. This feat must be from this list, and the Dedicated hero must meet any prerequisites: Advanced Firearms Proficiency, Alertness, Archaic Weapons Proficiency, Attentive, Blind-Fight, Deceptive, Educated, Far Shot, Iron Will, Medical Expert, Meticulous, Surgery, Track, Weapon Focus.

THE CHARISMATIC HERO [*]
Ability: Charisma

Hit Die: 1d6

Action Points: Charismatic heroes gain a number of action points equal to 5 + one-half their character level, rounded down, at 1st level and every time they attain a new level in this class.

Class Skills: Bluff (Cha), Craft (visual art, writing) (Int), Diplomacy (Cha), Disguise (Cha), Gather Information (Cha), Handle Animal (Cha), Intimidate (Cha), Knowledge (arcane lore, art, behavioral sciences, business, civics, current events, popular culture, streetwise, theology and philosophy) (Int), Perform (act, dance, keyboards, percussion instruments, sing, stand-up, stringed instruments, wind instruments) (Cha), Profession (Wis), Read/Write Language (none), and Speak Language (none).

Skill Points at 1st Level: (7 + Int modifier) x4.

Skill Points at Each Additional Level: 7 + Int modifier.

Starting Feats: Simple Weapons Proficiency feat (in addition to the two feats all characters get at 1st level).

	Table: The Charismatic Hero

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Class Features
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+1
	+0
	Talent
	+0
	+2

	2nd
	+1
	+2
	+2
	+0
	Bonus feat
	+1
	+2

	3rd
	+1
	+2
	+2
	+1
	Talent
	+1
	+2

	4th
	+2
	+2
	+2
	+1
	Bonus feat
	+1
	+3

	5th
	+2
	+3
	+3
	+1
	Talent
	+2
	+3

	6th
	+3
	+3
	+3
	+2
	Bonus feat
	+2
	+3

	7th
	+3
	+4
	+4
	+2
	Talent
	+2
	+4

	8th
	+4
	+4
	+4
	+2
	Bonus feat
	+3
	+4

	9th
	+4
	+4
	+4
	+3
	Talent
	+3
	+4

	10th
	+5
	+5
	+5
	+3
	Bonus feat
	+3
	+5


Talents

At 1st, 3rd, 5th, 7th, and 9th level, the Charismatic hero selects a talent from the following talent trees. No talent can be selected more than once unless expressly indicated.

Charm Talent Tree

The Charismatic hero has an innate talent for being charming and captivating.

Charm: The Charismatic hero gets a competence bonus on all Charisma-based skill checks made to influence members of his chosen gender. (Some characters are charming to members of the opposite gender, others to members of the same gender.) The bonus is equal to the character’s Charismatic level. A Charismatic hero can only charm Gamemaster characters with attitudes of indifferent or better. The charm bonus can’t be used against characters who are unfriendly or hostile. This ability can be taken more than once (for another gender).

Favor: The Charismatic hero has the ability to acquire minor aid from anyone he or she meets. By making a favor check, a Charismatic hero can gain important information without going through the time and trouble of doing a lot of research. Favors can also be used to acquire the loan of equipment or documents, or to receive other minor assistance in the course of an adventure. A Charismatic hero spends 1 action point to activate this talent. To make a favor check, roll a d20 and add the character’s favor bonus, equal to the character’s Charismatic level. The GM sets the DC based on the scope of the favor being requested. The DC ranges from 10 for a simple favor to as high as 30 for formidable and highly dangerous, expensive, or illegal favors. A Charismatic hero can’t take 10 or 20 on this check, nor can the hero retry the check for the same (or virtually the same) favor.  Favors should help advance the plot of an adventure. A favor that would enable a character to avoid an adventure altogether should always be unavailable to the character, regardless of the result of a favor check. The GM should carefully monitor a Charismatic hero’s use of favors to ensure that this ability isn’t abused. The success or failure of a mission shouldn’t hinge on the use of a favor, and getting a favor shouldn’t replace good roleplaying or the use of other skills. The GM may disallow any favor deemed to be disruptive to the game.
Prerequisite: Charm.

Captivate: The Charismatic hero has the ability to temporarily beguile a target through the use of words and bearing. The target must have an Intelligence score of 3 or higher to be susceptible to a captivate attempt, must be within 30 feet of the hero, must be flat-footed or not in combat, and must be able to see, hear, and understand the hero. To captivate a target, the hero must use an attack action and make a Charisma check (DC 15), adding his or her Charismatic level as a bonus. If the Charisma check succeeds, the target can try to resist. The target resists the captivation attempt by making a Will saving throw (DC 10 + Charismatic hero’s class level + Charismatic hero’s Cha bonus). If the saving throw fails, the hero becomes the target’s sole focus. The target pays no attention to anyone else for 1 round and remains flat-footed. This focusing of the target’s attention allows other characters to take actions of which the captivated target is unaware. The effect ends immediately if the target is attacked or threatened. A Charismatic hero can concentrate to keep a target captivated for additional rounds. The Charismatic hero concentrates all his or her effort on the task, and the target gets to make a new Will save each round. The effect ends when the hero stops concentrating, or when the target succeeds on the save. This is a Mind-Affecting ability.
Prerequisites: Charm, Favor.

Fast-Talk Talent Tree

The Charismatic hero has an innate talent for bending the truth and dazzling others with a combination of words, mannerisms, and charm.

Fast-Talk: The Charismatic hero has a way with words when attempting to con and deceive. With this talent, he or she applies his or her Charismatic level as a competence bonus on any Bluff, Diplomacy, or Gamble checks the hero makes while attempting to lie, cheat, or otherwise bend the truth.

Dazzle: The Charismatic hero has the ability to dazzle a target through sheer force of personality, a winning smile, and fast-talking. The target must have an Intelligence score of 3 or higher to be susceptible to a dazzle attempt, must be within 30 feet of the hero, and must be able to see, hear, and understand the hero. To dazzle a target, the hero must use an attack action and make a Charisma check (DC 15), adding his or her Charismatic level as a bonus. If the Charisma check succeeds, the target can try to resist. The target resists the dazzle attempt by making a Will saving throw (DC 10 + Charismatic hero’s class level + Charismatic hero’s Cha bonus). If the save fails, the target receives a –1 penalty on attack rolls, ability checks, skill checks, and saving throws for a number of rounds equal to the character’s Charismatic level. This talent can be selected multiple times, each time worsening the dazzled penalty by –1.  This is a Mind-Affecting ability.
Prerequisite: Fast-talk.

Taunt: The Charismatic hero has the ability to temporarily rattle a target through the use of insults and goading. The target must have an Intelligence score of 3 or higher to be susceptible to a taunt, must be within 30 feet of the hero, and must be able to hear and understand the hero. To taunt a target, the hero must use an attack action and make a Charisma check (DC 15), adding his or her Charismatic level as a bonus. If the Charisma check succeeds, the target can try to resist. The target resists the taunt by making a Will saving throw (DC 10 + Charismatic hero’s class level + Charismatic hero’s Cha bonus). If the save fails, the target becomes dazed (unable to act, but can defend normally) for 1 round. A taunt can be played on an opponent any number of times.  This is a Mind-Affecting ability.
Prerequisites: Fast-talk, dazzle.

Leadership Talent Tree

The Charismatic hero has a talent for leadership and inspiration.

Coordinate: The Charismatic hero has a knack for getting people to work together. When the hero can spend a full round directing his or her allies and makes a Charisma check (DC 10), the hero provides any of his or her allies within 30 feet a +1 bonus on their attack rolls and skill checks. The bonus lasts for a number of rounds equal to the hero’s Charisma modifier. The hero can coordinate a number of allies equal to one-half his or her Charismatic level, rounded down (to a minimum of one ally).

Inspiration: The Charismatic hero can inspire his or her allies, bolstering them and improving their chances of success. An ally must listen to and observe the Charismatic hero for a full round for the inspiration to take hold, and the hero must make a Charisma check (DC 10). The effect lasts for a number of rounds equal to the hero’s Charisma modifier. An inspired ally gains a +2 morale bonus on saving throws, attack rolls, and damage rolls. A Charismatic hero can’t inspire him or herself. The hero can inspire a number of allies equal to one-half his or her Charismatic level, rounded down (to a minimum of one ally).

Prerequisite: Coordinate.

Greater Inspiration: The Charismatic hero can inspire his or her allies to even greater heights, bolstering them and improving their chances of success. An ally must listen to and observe the Charismatic hero for a full round for the greater inspiration to take hold, and the hero must make a Charisma check (DC 10). The effect lasts for a number of rounds equal to the hero’s Charisma modifier. An inspired ally gains an additional +1 morale bonus on saving throws, attack rolls, and damage rolls, which stacks with the bonus from inspiration for a total of a +3 morale bonus. A Charismatic hero can’t inspire him or herself. The hero can inspire a number of allies equal to one-half his or her Charismatic level, rounded down (to a minimum of one ally).
Prerequisites: Coordinate, Inspiration. 

Psychic Talent Tree [*]
The Charismatic hero possesses strange psychic powers.
Psychic Power: Use Psi becomes a class skill for the Charismatic hero. It can be increased like any other class skill, and the character may use skill points from levels in other classes to buy ranks at cross-class cost. Prerequisite: Natural Reader or Experimental Psychic feat.
Psychic Emphasis: The Charismatic hero chooses one effect or feat of the Use Psi skill (Precognition, Psychometry, Remote Sensing, Telepathy, No Power in the ’Verse Can Stop Me), gaining a +3 competence bonus to Use Psi skill checks for that effect.  This talent can be taken multiple times, each time selecting a different Use Psi effect. Prerequisite: Psychic Power, at least 6 ranks in the Use Psi skill.
Bonus Feats

At 2nd, 4th, 6th, 8th, and 10th level, the Charismatic hero gains a bonus feat. This feat must be selected from the following list, and the Charismatic hero must meet any prerequisites: Agile Riposte, Creative, Deceptive, Dodge, Frightful Presence, Iron Will, Lightning Reflexes, Low Profile, Point Blank Shot, Renown, Trustworthy, Windfall.

A character following the Psychic Talent Tree may also select No Power in the ’Verse Can Stop Me.
SOLDIER

To qualify to become a Soldier, a character must fulfill the following criteria:
Base Attack Bonus: +3.

Skill: Knowledge (tactics) 3 ranks.

Feat: Personal Firearms Proficiency.
Hit Die: 1d10

Action Points: 6 + one-half character level, rounded down, every time the character attains a new level in this class.

Class Skills: Demolitions (Int), Drive (Dex), Intimidate (Cha), Jump (Str), Knowledge (current events, history, popular culture, tactics) (Int), Listen (Wis), Navigate (Int), Profession (Wis), Read/Write Language (none), Speak Language (none), Spot (Wis), Survival (Wis), Swim (Str).
Skill Points at Each Level: 5 + Int modifier.

	Table: The Soldier

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation bonus

	1st
	+0
	+1
	+1
	+0
	Weapon Focus
	+1
	+0

	2nd
	+1
	+2
	+2
	+0
	Weapon specialization
	+1
	+0

	3rd
	+2
	+2
	+2
	+1
	Bonus feat
	+2
	+0

	4th
	+3
	+2
	+2
	+1
	Tactical aid
	+2
	+0

	5th
	+3
	+3
	+3
	+1
	Improved critical
	+3
	+1

	6th
	+4
	+3
	+3
	+2
	Bonus feat
	+3
	+1

	7th
	+5
	+4
	+4
	+2
	Improved reaction
	+4
	+1

	8th
	+6
	+4
	+4
	+2
	Greater weapon specialization
	+4
	+1

	9th
	+6
	+4
	+4
	+3
	Bonus feat
	+5
	+2

	10th
	+7
	+5
	+5
	+3
	Critical strike
	+5
	+2


Weapon Focus

At 1st level, a Soldier gains the Weapon Focus class feature, providing the benefit of the feat with the same name. The Soldier chooses a specific weapon. The soldier can choose unarmed strike or grapple as the weapon. The soldier must be proficient with the chosen weapon. The soldier adds +1 to all attack rolls made using the selected weapon.

Weapon Specialization

At 2nd level, a Soldier gains weapon specialization with a specific melee or ranged weapon that he or she also has applied the Weapon Focus feat or class feature to. The soldier gets a +2 bonus on damage rolls with the chosen weapon.

Bonus Feats

At 3rd, 6th, and 9th level, the Soldier gets a bonus feat. The bonus feat must be selected from the following list, and the Soldier must meet all the prerequisites of the feat to select it: Advanced Firearms Proficiency, Archaic Weapons Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Armor Proficiency (heavy), Brawl, Burst Fire, Cleave, Combat Reflexes, Exotic Firearms Proficiency, Exotic Melee Weapon Proficiency, Far Shot, Great Cleave, Im​proved Brawl, Improved Knockout Punch, Knockout Punch, Power Attack.

Tactical Aid

As a full-round action, the Soldier provides tactical aid to all of his allies (including himself) within sight and voice range of his position. This use of tactical aid requires an action point. This aid provides a +1 competence bonus on attack rolls. The bonus lasts for a number of rounds equal to one-half of the Soldier’s level in the advanced class, rounded down.

Improved Critical

For the weapon the Soldier has applied weapon specialization to the Soldier’s threat range increases by one. 

Improved Reaction

At 7th level, a Soldier gains a +2 competence bonus on initiative checks.

Greater Weapon Specialization

At 8th level, a Soldier gains greater weapon specialization with the weapon he or she selected at 2nd level. This ability increases the bonus on damage rolls to +4 when using the selected weapon.

Critical Strike

At 10th level, a Soldier gains the ability to automatically confirm a threat as a critical hit when attacking with the weapon he or she has applied weapon specialization to, eliminating the need to make a roll to confirm the critical hit.

MARTIAL ARTIST

To qualify to become a Martial Artist, a character must fulfill the following criteria:
Base Attack Bonus: +3.

Skill: Jump 3 ranks.

Feats: Combat Martial Arts, Defensive Martial Arts.

Hit Die: 1d8 

Action Points: 6 + one-half character level, rounded down, every time the martial artist attains a new level in this class.

Class Skills: Balance (Dex), Climb (Str), Escape Artist (Dex), Hide (Dex), Intimidate (Cha), Jump (Str), Knowledge (current events, popular culture, theology and philosophy) (Int), Move Silently (Dex), Perform (dance) (Cha), Profession (Wis), Read/Write Language (none), Speak Language (none), Spot (Wis), Tumble (Dex).
Skill Points at Each Level: 3 + Int modifier.

	Table: The Martial Artist

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+1
	+0
	+2
	+0
	Living weapon 1d6
	+1
	+0

	2nd
	+2
	+0
	+3
	+0
	Flying kick
	+2
	+0

	3rd
	+3
	+1
	+3
	+1
	Bonus feat
	+2
	+0

	4th
	+4
	+1
	+4
	+1
	Living weapon 1d8
	+3
	+0

	5th
	+5
	+1
	+4
	+1
	Iron fist (one attack)
	+4
	+1

	6th
	+6
	+2
	+5
	+2
	Bonus feat
	+4
	+1

	7th
	+7
	+2
	+5
	+2
	Flurry of blows
	+5
	+1

	8th
	+8
	+2
	+6
	+2
	Living weapon 1d10
	+6
	+1

	9th
	+9
	+3
	+6
	+3
	Bonus feat
	+6
	+2

	10th
	+10
	+3
	+7
	+3
	Iron fist (all attacks)
	+7
	+2


Living Weapon

The Martial Artist attacks with either fist interchangeably, or even with elbows, knees, and feet. This means that the Martial Artist may even make unarmed strikes when his or her hands are full, and there is no such thing as an off-hand attack for a Martial Artist striking unarmed. The Martial Artist also deals more damage with unarmed strikes. At 1st level, the martial artist deals 1d6 points of damage with an unarmed strike. At 4th level, damage increases to 1d8. At 8th level, it increases to 1d10. This is an increase to Combat Martial Arts damage; this has no effect on Brawl.

Flying Kick

Starting at 2nd level, a Martial Artist can use a charge to deliver a devastating flying kick to an opponent. At the end of this charge, the martial artist adds his or her class level as a bonus to the damage he or she deals with an unarmed strike.

Bonus Feats

At 3rd, 6th, and 9th level, the Martial Artist gets a bonus feat. The bonus feat must be selected from the following list, and the Martial Artist must meet all the prerequisites of the feat to select it: Acrobatic, Advanced Combat Martial Arts, Archaic Weapons Proficiency, Combat Reflexes, Combat Throw, Elusive Target, Exotic Melee Weapon Proficiency, Improved Combat Throw, Improved Combat Martial Arts, Unbalance Opponent.

Iron Fist

At 5th level, a Martial Artist gains the ability to spend 1 action point to increase the damage he or she deals to a single opponent with a single unarmed strike. The martial artist declares the use of the action point after making a successful unarmed strike. The result of the action point roll is added to the damage roll for that attack.

At 10th level, this ability im​proves. The Martial Artist now adds the result of the action point roll to all successful attacks he or she makes in a round.

Flurry of Blows

At 7th level, a Martial Artist gains the ability to strike with a flurry of blows at the expense of accuracy. The Martial Artist must be unarmored to use this talent, and he or she must make unarmed strikes to gain the benefit. With a flurry of blows, the Martial Artist may make one extra attack in a round at his or her highest base attack bonus. This attack and each other attack made in the round take a –2 penalty. This ability can only be used when taking the full attack action. The penalty applies to all attacks for one full round, including attacks of opportunity.

GUNSLINGER

To qualify to become a Gunslinger, a character must fulfill the following criteria:
Base Attack Bonus: +2.

Skills: Sleight of Hand 6 ranks, Tumble 6 ranks.

Feat: Personal Firearms Proficiency.

Hit Die: 1d10 

Action Points: 6 + one-half character level, rounded down, every time the gunslinger attains a new level in this class.

Class Skills: Bluff (Cha), Demolitions (Int), Drive (Dex), Escape Artist (Dex), Gamble (Wis), Intimidate (Cha), Knowledge (current events, popular culture, streetwise) (Int), Move Silently (Dex), Profession (Wis), Read/Write Language (none), Ride (Dex), Sleight of Hand (Dex), Speak Language (none), Spot (Wis), Survival (Wis), Tumble (Dex).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Gunslinger

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+1
	+1
	Close combat shot
	+1
	+0

	2nd
	+1
	+0
	+2
	+2
	Weapon focus
	+1
	+0

	3rd
	+2
	+1
	+2
	+2
	Bonus feat
	+2
	+1

	4th
	+3
	+1
	+2
	+2
	Defensive position 
	+2
	+1

	5th
	+3
	+1
	+3
	+3
	Lightning shot
	+3
	+1

	6th
	+4
	+2
	+3
	+3
	Bonus feat
	+3
	+2

	7th
	+5
	+2
	+4
	+4
	Sharp-shooting
	+4
	+2

	8th
	+6
	+2
	+4
	+4
	Greater weapon focus
	+4
	+2

	9th
	+6
	+3
	+4
	+4
	Bonus feat
	+5
	+3

	10th
	+7
	+3
	+5
	+5
	Bullseye
	+5
	+3


Close Combat Shot

At 1st level, a Gunslinger gains the ability to make a ranged attack with a Medium-size or smaller firearm while in a threatened area without provoking an attack of opportunity.

Weapon Focus

At 2nd level, a Gunslinger gains the Weapon Focus class feature, providing the benefit of the feat with the same name. The Gunslinger must choose a specific personal firearm. 

The gunslinger adds +1 to all attack rolls you make using the selected personal firearm.

Bonus Feats

At 3rd, 6th, and 9th level, the Gunslinger gets a bonus feat. The bonus feat must be selected from the following list, and the Gunslinger must meet all the prerequisites of the feat to select it: Advanced Firearms Proficiency, Advanced Two-Weapon Fighting, Burst Fire, Dead Aim, Double Tap, Far Shot, Improved Two-Weapon Fighting, Precise Shot, Quick Draw, Quick Reload, Shot on the Run, Skip Shot, Strafe, Two-Weapon Fighting.

Defensive Position

Starting at 4th level, the Gunslinger gains an additional +2 cover bonus to Defense and an additional +2 cover bonus on Reflex saves whenever he or she has one-quarter, one-half, three-quarters, or nine-tenths cover.

Lightning Shot

Starting at 5th level, a Gunslinger can make a flurry of ranged attacks with a personal firearm at the expense of accuracy. With a lightning shot, the Gunslinger may make one extra ranged attack with a personal firearm in a round at his or her highest base attack bonus. This attack and each other attack made in the round take a –2 penalty. This ability can only be used when taking the full attack action. The penalty applies to all attacks for one full round, including attacks of opportunity.

Sharp-Shooting

At 7th level, if the Gunslinger uses a personal firearm to attack a target, the cover bonus to the target’s Defense for one-quarter, one-half, three-quarters, or nine-tenths cover is reduced by 2.

Greater Weapon Focus

At 8th level, a Gunslinger receives a +1 competence bonus on attack rolls made with the firearm selected for the Weapon Focus ability at 2nd level. This bonus stacks with the earlier bonus.

Bullseye

At 10th level, a Gunslinger becomes so adept at using the firearm to which he or she has applied Weapon Focus and Greater Weapon Focus that the gunslinger’s attacks with that firearm can deal extra damage. With a successful attack, before damage is rolled, the gunslinger can spend 1 action point to deal +3d6 points of damage.

INFILTRATOR

To qualify to become an Infiltrator, a character must fulfill the following criteria:
Base Attack Bonus: +2.

Skills: Hide 6 ranks, Move Silently 6 ranks.

Hit Die: 1d8

Action Points: 6 + one-half character level, rounded down, every time the infiltrator attains a new level in this class.

Class Skills: Balance (Dex), Climb (Str), Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Hide (Dex), Investigate (Int), Jump (Str), Knowledge (art, business, current events, popular culture, streetwise) (Int), Listen (Wis), Move Silently (Dex), Profession (Wis), Read/Write Language (none), Search (Int), Sleight of Hand (Dex), Speak Language (none), Spot (Wis), Tumble (Dex).

Skill Points at Each Level: 7 + Int modifier.

	Table: The Infiltrator

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+2
	+0
	Sweep
	+1
	+1

	2nd
	+1
	+0
	+3
	+0
	Improvised implements
	+2
	+1

	3rd
	+1
	+1
	+3
	+1
	Bonus feat
	+2
	+1

	4th
	+2
	+1
	+4
	+1
	Improved evasion
	+3
	+2

	5th
	+2
	+1
	+4
	+1
	Skill mastery
	+4
	+2

	6th
	+3
	+2
	+5
	+2
	Bonus feat
	+4
	+2

	7th
	+3
	+2
	+5
	+2
	Improvised weapon damage
	+5
	+3

	8th
	+4
	+2
	+6
	+2
	Improved sweep
	+6
	+3

	9th
	+4
	+3
	+6
	+3
	Bonus feat
	+6
	+3

	10th
	+5
	+3
	+7
	+3
	Without a trace
	+7
	+4


Sweep

An Infiltrator knows how to size up an area and get the lay of the land in a single sweep of his or her eyes. This sweep provides a +4 circumstance bonus on Spot checks and covers an area out to 30 feet away from the Infiltrator. The Infiltrator can use this bonus at the start of an encounter. Anything not concealed can be spotted in a sweep with a successful check (DC 10). The DC for concealed or less obvious threats is equal to their Hide check result.

Improvised Implements

At 2nd level, an Infiltrator no longer takes a –4 penalty when wielding an improvised weapon. Also, the Infiltrator is able to make do without proper equipment in certain circumstances: the Infiltrator no longer takes a –4 penalty when using the Climb and Disable Device skills without the proper tools.

Bonus Feats

At 3rd, 6th, and 9th level, the Infiltrator gets a bonus feat. The bonus feat must be selected from the following list, and the Infiltrator must meet all the prerequisites of the feat to select it: Acrobatic, Alertness, Armor Proficiency (light), Athletic, Attentive, Brawl, Cautious, Defensive Martial Arts, Dodge, Elusive Target, Meticulous, Mobility, Nimble, Renown, Run, Stealthy.

Improved Evasion

If an Infiltrator of 4th level or higher is exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage, the Infiltrator suffers no damage if he or she makes a successful saving throw and only half damage on a failed save. Improved evasion can only be used when wearing light armor or no armor. For an Infiltrator who does not have evasion (see the Fast hero class description), improved evasion counts as evasion for the purpose of meeting the prerequisites on the Fast hero’s defensive talent tree.

Skill Mastery

At 5th level, an Infiltrator selects a number of skills from his or her class list equal to 3 + his or her Intelligence modifier. When making a check using one of these skills, the Infiltrator may take 10 even if stress and distractions would normally prevent him or her from doing so.

Improvised Weapon Damage

At 7th level, an Infiltrator’s attacks with improvised weapons deal more damage. The Infiltrator treats an improvised weapon as one size category larger than it is for the purpose of determining the damage it deals.

Improved Sweep

At 8th level, an Infiltrator’s ability to get the lay of the land improves. Now the Infiltrator not only spots potential perils with a successful check, he or she can determine the relative strength of these dangers. A successful check relates the danger’s strength compared to the Infiltrator: stronger (higher level or Hit Dice), on par (same level or HD), or weaker (lower level or HD).

Without a Trace

At 10th level, when an Infiltrator uses any of the following skills: Balance, Climb, Disable Device, Escape Artist, Hide, Move Silently, and Sleight of Hand, those using Investigate, Listen, Search, or Spot to detect the Infiltrator’s activity take a –4 penalty.

ACE PILOT [*]
To qualify to become an Ace Pilot, a character must fulfill the following criteria:
Skills: Pilot 6 ranks, Navigate 6 ranks.
Feat: Aircraft Operation or Starship Operation (any).
Base Reflex Save: +2.

Hit Die: 1d8
Action Points: 6 + one-half character level, rounded down, every time the ace pilot attains a new level in this class.

Class Skills: Bluff (Cha), Computer Use (Int), Craft (electronic, mechanical) (Int), Knowledge (popular culture, streetwise, technology) (Int), Navigate (Int), Pilot (Dex), Profession (Wis), Repair (Int).
Skill Points at Each Level: 5 + Int modifier.

	Table: The Ace Pilot

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+2
	+0
	Bonus feat
	+1
	+0

	2nd
	+1
	+0
	+3
	+0
	Defender of the universe
	+1
	+1

	3rd
	+2
	+1
	+3
	+1
	Bonus feat
	+2
	+1

	4th
	+3
	+1
	+4
	+1
	Familiarity +1
	+2
	+1

	5th
	+3
	+1
	+4
	+1
	Evasive action
	+3
	+2

	6th
	+4
	+2
	+5
	+2
	Bonus feat
	+3
	+2

	7th
	+5
	+2
	+5
	+2
	Familiarity +2
	+4
	+2

	8th
	+6
	+2
	+6
	+2
	Keep it together
	+4
	+3

	9th
	+6
	+3
	+6
	+3
	Bonus feat
	+5
	+3

	10th
	+7
	+3
	+7
	+3
	Familiarity +3
	+5
	+3


Bonus Feats

At 1st, 3rd, 6th, and 9th level, the Ace Pilot gets a bonus feat. The bonus feat must be selected from the following list, and the Ace Pilot must meet all the prerequisites of the feat to select it: Aircraft Operation, Blind-Fight, Brawl, Gearhead, Improved Brawl, Improved Feint, Spacer, Starship Battle Run, Starship Dodge, Starship Feint, Starship Gunnery, Starship Mobility, Starship Operation, Starship Strafe, Zero-G Training.

Defender of the Universe

Starting at 2nd level, an Ace Pilot applies his Reputation bonus to the die result whenever he spends an action point to modify an attack roll, skill check, ability check, or saving throw made aboard an atmospheric aircraft or starship.

Familiarity
At 4th level, the Ace Pilot gains a bonus on Pilot and Repair checks when used on an atmospheric aircraft or starship he or she designates as familiar.  The same bonus is applied to the Ace Pilot’s attack roll whenever firing the aircraft or starship’s weapons.  The bonus is +1 at 4th level, +2 at 7th level, and +3 at 10th level.  To designate an aircraft or starship as familiar, the Ace Pilot must have operated it for at least three months.  An Ace Pilot can be familiar with only one vehicle at a time.

Evasive Action
At 5th level, the Ace Pilot can pull off wild maneuvers that make an atmospheric aircraft or ultralight, light, or mediumweight starship that he or she is piloting harder to hit (heavy and superheavy starships are too big for evasive action). When the Ace Pilot’s aircraft or ship comes under attack, he or she may spend 1 action point and apply the die result as a dodge bonus to the aircraft or ship’s Defense. Evasive action can be declared after an attack roll but must be declared before damage is rolled. The Ace Pilot’s Reputation bonus from the Defender of the Universe class feature applies to the die roll. The dodge bonus for evasive action lasts until the start of the Ace Pilot’s turn next round.
Keep It Together

At 8th level, an Ace Pilot can continue to operate a starship even after it has been reduced to negative hit points and has begun breaking apart. The ship may take one move action or one attack action each round. However, the ship cannot be repaired and continues to lose 1 hit point per round, exploding once it reaches its destruction threshold. The Ace Pilot and all other personnel aboard the ship are considered shaken, taking a –2 penalty on attack rolls, saving throws, and skill checks.

DAREDEVIL

To qualify to become a Daredevil, a character must fulfill the following criteria:
Base Attack Bonus: +2.

Skills: Concentration 6 ranks, Drive 6 ranks.

Feat: Endurance.

Hit Die: 1d10 

Action Points: 6 + one-half character level, rounded down, every time he or she attains a new level in this class.

Class Skills: Balance (Dex), Climb (Str), Concentration (Con), Demolitions (Int), Drive (Dex), Escape Artist (Dex), Intimidate (Cha), Jump (Str), Knowledge (current events, popular culture) (Int), Perform (act) (Cha), Pilot (Dex), Profession (Wis), Read/Write Language (none), Ride (Dex), Speak Language (none), Spot (Wis), Swim (Str), Tumble (Dex).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Daredevil

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+2
	+0
	+0
	Fearless
	+1
	+0

	2nd
	+1
	+3
	+0
	+0
	Nip-up
	+2
	+0

	3rd
	+1
	+3
	+1
	+1
	Bonus feat
	+2
	+1

	4th
	+2
	+4
	+1
	+1
	Action boost
	+3
	+1

	5th
	+2
	+4
	+1
	+1
	Adrenaline rush

(one ability score)
	+4
	+1

	6th
	+3
	+5
	+2
	+2
	Bonus feat
	+4
	+2

	7th
	+3
	+5
	+2
	+2
	Delay damage
	+5
	+2

	8th
	+4
	+6
	+2
	+2
	Adrenaline rush

(two ability scores)
	+6
	+2

	9th
	+4
	+6
	+3
	+3
	Bonus feat
	+6
	+3

	10th
	+5
	+7
	+3
	+3
	Damage threshold
	+7
	+3


Fearless

A Daredevil gains a +4 morale bonus on Will saves to resist fear effects and on level checks to oppose Intimidate checks.

Nip-Up

A Daredevil of 2nd level or higher can stand up from a prone position as a free action that does not provoke an attack of opportunity.

Bonus Feats

At 3rd, 6th, and 9th level, the Daredevil gets a bonus feat. The bonus feat must be selected from the following list, and the Daredevil must meet all the prerequisites of the feat to select it: Acrobatic, Armor Proficiency (light), Armor Proficiency (me​di​um), Athletic, Brawl, Cautious, Dodge, Force Stop, Im​proved Brawl, Improved Damage Threshold, Improved Knockout Punch, Knockout Punch, Mobility, Nimble, Spring Attack, Streetfighting, Surface Vehicle Operation, Toughness, Vehicle Dodge, Vehicle Expert.

Action Boost

This ability, gained at 4th level, allows a Daredevil to spend 2 action points on a single action in a round. A Daredevil can spend 1 action point, see the result of the roll, and then decide to spend a second point, as long as he or she does so before the Gamemaster reveals the result of the action.

Adrenaline Rush

At 5th level, a Daredevil can temporarily increase one of his or her physical ability scores (Strength, Dexterity, or Constitution). The Daredevil spends 1 action point and gets to increase the selected ability score by 1d4+1 points. The increase lasts for a number of rounds equal to his or her class level. At the end of the duration, the Daredevil is fatigued for 1d4+1 rounds.

At 8th level, a Daredevil can temporarily increase two physical ability scores. At the end of the duration, the Daredevil is fatigued for 1d6+2 rounds.

Delay Damage

Once per day, a Daredevil of 7th level or higher can delay the damage dealt by a single attack or effect for a number of rounds equal to his or her class level.

Damage Threshold

A 10th-level Daredevil increases his or her massive damage threshold by 3 points. This increase stacks with the increase provided by the Improved Damage Threshold feat.

BODYGUARD

To qualify to become a Bodyguard, a character must fulfill the following criteria:
Base Attack Bonus: +2.

Skills: Concentrate 6 ranks, Intimidate 6 ranks.

Feat: Personal Firearms Proficiency.
Hit Die: 1d12 

Action Points: 6 + one-half character level, rounded down, every time the Bodyguard attains a new level in this class.

Class Skills: Concentration (Con), Disguise (Cha), Drive (Dex), Forgery (Int), Gather Information (Cha), Intimidate (Cha), Knowledge (behavioral sciences, civics, current events, streetwise) (Int), Listen (Wis), Profession (Wis), Read/Write Language (none), Search (Int), Sense Motive (Wis), Speak Language (none), Spot (Wis).
Skill Points at Each Level: 3 + Int modifier.

	Table: The Bodyguard

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+2
	+0
	Harm’s way
	+1
	+0

	2nd
	+1
	+2
	+3
	+0
	Combat sense +1
	+1
	+0

	3rd
	+2
	+2
	+3
	+1
	Bonus feat
	+2
	+1

	4th
	+3
	+2
	+4
	+1
	Sudden action
	+2
	+1

	5th
	+3
	+3
	+4
	+1
	Improved charge
	+3
	+1

	6th
	+4
	+3
	+5
	+2
	Bonus feat
	+3
	+2

	7th
	+5
	+4
	+5
	+2
	Defensive strike
	+4
	+2

	8th
	+6
	+4
	+6
	+2
	Combat sense +2
	+4
	+2

	9th
	+6
	+4
	+6
	+3
	Bonus feat
	+5
	+3

	10th
	+7
	+5
	+7
	+3
	Blanket protection +5
	+3
	


Harm’s Way

Once per round, if the Bodyguard is adjacent to an ally who is targeted by a direct melee or ranged attack (but not an area effect), the Bodyguard can subject him or herself to the attack in the ally’s stead. If the attack hits the Bodyguard, he or her takes damage normally. If it misses, it also misses the ally. The Bodyguard must declare his or her intention to place him or herself in harm’s way before the attack roll is made. The Bodyguard selects his or her ally either prior to combat or immediately after the Bodyguard makes his or her initiative check. The Bodyguard can’t change his or her ally for the duration of the combat.

Combat Sense

This ability allows a Bodyguard of 2nd level or higher to designate a single opponent during his or her action and receive a +1 competence bonus on attacks against that opponent. The Bodyguard can select a new opponent on any action. 

At 8th level, the competence bonus increases to +2.

Bonus Feats

At 3rd, 6th, and 9th level, the Bodyguard gets a bonus feat. The bonus feat must be selected from the following list, and the Bodyguard must meet all the prerequisites of the feat to select it: Advanced Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Attentive, Combat Expertise, Combat Reflexes, Double Tap, Improved Brawl, Improved Feint, Improved Knockout Punch, Knockout Punch, Precise Shot, Quick Draw, Quick Reload, Streetfighting, Vehicle Expert.

Sudden Action

Once per day, a Bodyguard of 4th level or higher can focus his or her effort to burst into sudden action when the situation calls for it. The Bodyguard can change his or her place in the initiative order, moving higher in the count by a number less than or equal to his or her class level, as the Bodyguard sees fit. The Bodyguard can declare the use of this ability at the start of any round, before anyone else takes an action.

Improved Charge

A Bodyguard of 5th level or higher can make a charge without having to move in a straight line. All other charge rules apply, but the Bodyguard can alter his or her direction when making a charge to avoid obstacles.

Defensive Strike

At 7th level, if an opponent makes a melee attack against the Bodyguard and misses while the Bodyguard is using the total defense option, the Bodyguard can attack that opponent on his or her next turn (as an attack action) with a +4 bonus on his or her attack roll. The Bodyguard gains no bonus against an opponent who doesn’t attack the Bodyguard or against an opponent who makes a successful attack.

Blanket Protection

At 10th level, a Bodyguard can use his expertise to provide protection for up to six allies (not including himself) within sight and voice range of his position.

The Bodyguard spends 1 action point and takes a full-round action to issue orders and directions. Doing this provides the Bodyguard’s allies with a +1 insight bonus to Defense for 3 rounds.
FIELD SCIENTIST

To qualify to become a Field Scientist, a character must fulfill the following criteria:
Skills: 6 ranks in either Craft (chemical) or Craft (electronic), plus 6 ranks in Knowledge (earth and life sciences), Knowledge (physical sciences), or Knowledge (technology), plus 6 ranks in Research.

Hit Die: 1d8 

Action Points: 6 + one-half character level, rounded down, every time the Field Scientist attains a new level in this class.

Class Skills: Computer Use (Int), Craft (chemical, electronic, mechanical, pharmaceutical), Decipher Script (Int), Demolitions (Int), Disable Device (Int), Drive (Dex), Investigate (Int), Knowledge (be​havioral sciences, earth and life sciences, physical sciences, technology) (Int), Navigate (Int), Pilot (Dex), Profession (Wis), Read/Write Language (none), Research (Int), Search (Int), Speak Language (none).

Skill Points at Each Level: 7 + Int modifier.

	Table: The Field Scientist

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+1
	+0
	Smart defense
	+0
	+0

	2nd
	+1
	+2
	+2
	+0
	Scientific improvisation
	+1
	+0

	3rd
	+1
	+2
	+2
	+1
	Bonus feat
	+1
	+1

	4th
	+2
	+2
	+2
	+1
	Skill mastery
	+1
	+1

	5th
	+2
	+3
	+3
	+1
	Minor breakthrough
	+2
	+1

	6th
	+3
	+3
	+3
	+2
	Bonus feat
	+2
	+2

	7th
	+3
	+4
	+4
	+2
	Smart survival
	+2
	+2

	8th
	+4
	+4
	+4
	+2
	Smart weapon 
	+3
	+2

	9th
	+4
	+4
	+4
	+3
	Bonus feat
	+3
	+3

	10th
	+5
	+5
	+5
	+3
	Major breakthrough
	+3
	+3


Smart Defense

A Field Scientist applies his or her Intelligence bonus and his or her Dexterity bonus to his or her Defense. Any situation that would deny the Field Scientist his or her Dexterity bonus to Defense also denies the Intelligence bonus.

Scientific Improvisation

At 2nd level, a Field Scientist gains the ability to improvise solutions using common objects and scientific know-how. This ability lets the Field Scientist create objects in a dramatic situation quickly and cheaply, but that have a limited duration.

By spending 1 action point and combining common objects with a Craft check that corresponds to the function desired, the Field Scientist can build a tool or device to deal with any situation. The DC for the Craft check is equal to 5 + the purchase DC of the object that most closely matches the desired function. 

Only objects that can normally be used more than once can be improvised. 

Electronic devices, special tools, weapons, mechanical devices, and more can be built with scientific improvisation. It takes a full-round action to make an object with scientific improvisation. The object, when put into use, lasts for a number of rounds equal to the Field Scientist’s class level, or until the end of the current encounter, before it breaks down. It can’t be repaired.

Bonus Feats

At 3rd, 6th, and 9th level, the Field Scientist gets a bonus feat. The bonus feat must be selected from the following list, and the Field Scientist must meet all the prerequisites of the feat to select it: Archaic Weapons Proficiency, Attentive, Cautious, Combat Expertise, Educated, Gearhead, Personal Firearms Proficiency, Point Blank Shot, Renown, Studious.

Skill Mastery

At 4th level, a Field Scientist selects a number of skills from his or her class list equal to 3 + his or her Intelligence modifier. When making a skill check using one of these skills, the Field Scientist may take 10 even if stress and distractions would normally prevent him or her from doing so. 

Minor Breakthrough

Upon attaining 5th level, a Field Scientist receives credit for a minor scientific breakthrough that earns him or her the recognition of her peers. The Field Scientist chooses one of the following Knowledge skills: behavioral sciences, earth and life sciences, physical sciences, or technology. When dealing with others with at least 1 rank in the same Knowledge skill, the Field Scientist gains a +2 bonus on Reputation checks. This minor breakthrough also provides the Field Scientist with a +3 Wealth bonus increase.

Smart Survival

A Field Scientist of 7th level or higher can spend 1 action point to reduce the damage dealt by a single attack or effect by 5 points.

Smart Weapon

At 8th level, the Field Scientist selects one weapon that he or she is proficient in and can use with one hand. With the selected weapon, the Field Scientist can use his or her Intelligence modifier instead of Strength or Dexterity modifier on attack rolls.

Major Breakthrough

At 10th level, the Field Scientist gains a +2 bonus on Reputation checks when dealing with individuals who have at least 1 rank in any of the following Knowledge skills: behavioral sciences, earth and life sciences, physical sciences, or technology. This bonus stacks with the bonus provided by the minor breakthrough ability. This major breakthrough also provides the Field Scientist with a +3 Wealth bonus increase.

TECHIE [*]
To qualify to become a Techie, a character must fulfill the following criteria”
Skills: Computer Use 6 ranks, either Craft (electronic) 6 ranks or Craft (mechanical) 6 ranks, and Disable Device 6 ranks.

Hit Die: 1d6

Action Points: 6 + one-half character level, rounded down, every time the Techie attains a new level in this class.

Class Skills: Computer Use (Int), Craft (electronic, mechanical) (Int), Demolitions (Int), Disable Device (Int), Drive (Dex), Knowledge (behavioral sciences, earth and life sciences, physical sciences, popular culture, technology) (Int), Navigate (Int), Profession (Wis), Read/Write Language (none), Repair (Int), Research (Int), Speak Language (none), Spot (Wis).

Skill Points at Each Level: 7 + Int modifier.

	Table: The Techie

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+0
	+2
	Jury-rig +2
	+1
	+0

	2nd
	+1
	+0
	+0
	+3
	Extreme machine
	+1
	+0

	3rd
	+1
	+1
	+1
	+3
	Bonus feat
	+2
	+1

	4th
	+2
	+1
	+1
	+4
	Skill Mastery [*]
	+2
	+1

	5th
	+2
	+1
	+1
	+4
	Mastercraft
	+3
	+1

	6th
	+3
	+2
	+2
	+5
	Bonus feat
	+3
	+2

	7th
	+3
	+2
	+2
	+5
	Jury-rig +4
	+4
	+2

	8th
	+4
	+2
	+2
	+6
	Mastercraft
	+4
	+2

	9th
	+4
	+3
	+3
	+6
	Bonus feat
	+5
	+3

	10th
	+5
	+3
	+3
	+7
	Mastercraft
	+5
	+3


Jury-Rig

A Techie gains a +2 competence bonus on Repair skill checks made to attempt temporary or jury-rigged repairs. See the Repair skill for details on jury-rigging. At 7th level, this competence bonus increases to +4.

Extreme Machine

If it has mechanical or electronic components, a Techie of 2nd level or higher can get maximum performance out of it. 

By spending 1 action point and making either a Craft (electronic) or Craft (mechanical) check (whichever is appropriate for the machine in question), the Techie can temporarily improve a machine’s performance—at the risk of causing the machine to need repairs later. The DC for the Craft check depends on the type of improvement being made, as shown on the table below.
	Improvement
	Craft DC
	Repair Chance (d%)

	Ranged Weapons
	
	

	+1 to damage
	15
	01–25

	+2 to damage
	20
	01–50

	+3 to damage
	25
	01–75

	+5 ft. to range increment
	15
	01–25

	+10 ft. to range increment
	25
	01–50

	Electronic Devices
	
	

	+1 equipment bonus
	15
	01–25

	+2 equipment bonus
	20
	01–50

	+3 equipment bonus
	25
	01–75

	Vehicles
	
	

	+1 on initiative checks
	20
	01–25

	+1 to maneuver
	25
	01–50

	+2 to maneuver
	30
	01–75


The Techie performs the extreme modifications in 1 hour. The Techie can’t take 10 or take 20 on this check. If the check succeeds, the effect of the improvement lasts for a number of minutes equal to his or her Techie class level, beginning when the object is first put into use. The Techie selects the single improvement he or she wants to make prior to making the check. After the duration of the effect ends, the machine reverts to its previous state and a repair chance percentile roll is made. The result of this roll indicates whether the machine re​quires repairs before it can be used again.

Bonus Feats

At 3rd, 6th, and 9th level, the Techie gets a bonus feat. The bonus feat must be selected from the following list, and the Techie must meet all the prerequisites of the feat to select it: Builder, Cautious, Combat Expertise, Educated, Gearhead, Personal Firearms Proficiency, Point Blank Shot, Studious.

Skill Mastery

At 4th level, a Techie selects a number of skills from his or her class list equal to 3 + his or her Intelligence modifier. When making a skill check using one of these skills, the Techie may take 10 even if stress and distractions would normally prevent him or her from doing so. 

Mastercraft

At 5th level, the Techie becomes adept at creating mastercraft objects. He of she applies the mastercraft ability to one of his or her Craft skills (electronic or mechanical). From this point on, he or she can build mastercraft objects using that skill. With Craft (electronic), the Techie can build electronic devices. With Craft (mechanical), the Techie can build mechanical devices, including weapons. This ability functions exactly like the Master craft feat, except the XP cost is equal to 25 x the Techie level x the bonus provided.
At 8th level, the Techie can add the mastercraft ability to another Craft skill, or he or she can improve his or her ability in the skill selected at 5th level, so that his or her mastercraft objects provide a +2 bonus.
At 10th level, the Techie adds another +1 bonus to his or her mastercraft ability. If the Techie focuses his or her ability on one Craft skill, mastercraft objects now provide a +3 bonus. If the Techie already has the ability for both Craft skills, he or she chooses which one to improve to a +2 bonus.

The Craft DC for a mastercraft object is the same as for a normal object of the same type, as described in the Craft skill, with the following modification: For a +1 object, add +3 to the Craft DC; for a +2 object, add +5 to the Craft DC; and for a +3 object, add +10 to the Craft DC.

FIELD MEDIC

To qualify to become a Field Medic, a character must fulfill the following ​criteria:
Base Attack Bonus: +2.

Skills: Treat Injury 6 ranks, Spot 6 ranks.

Feat: Surgery.

Hit Die: 1d8 

Action Points: 6 + one-half character level, rounded down, every time the Field Medic attains a new level in this class.

Class Skills: Computer Use (Int), Concentration (Con), Craft (pharmaceutical) (Int), Diplomacy (Cha), Drive (Dex), Knowledge (behavioral sciences, current events, earth and life sciences, popular culture, technology) (Int), Listen (Wis), Pilot (Dex), Profession (Wis), Read/Write Language (none), Research (Int), Speak Language (none), Spot (Wis), Treat Injury (Wis).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Field Medic

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+2
	+0
	+1
	Medical specialist +1
	+1
	+1

	2nd
	+1
	+3
	+0
	+2
	Expert healer
	+1
	+1

	3rd
	+1
	+3
	+1
	+2
	Bonus feat
	+2
	+1

	4th
	+2
	+4
	+1
	+2
	Medical mastery
	+2
	+2

	5th
	+2
	+4
	+1
	+3
	Medical specialist +2
	+3
	+2

	6th
	+3
	+5
	+2
	+3
	Bonus feat
	+3
	+2

	7th
	+3
	+5
	+2
	+4
	Minor medical miracle
	+4
	+3

	8th
	+4
	+6
	+2
	+4
	Medical specialist +3
	+4
	+3

	9th
	+4
	+6
	+3
	+4
	Bonus feat
	+5
	+3

	10th
	+5
	+7
	+3
	+5
	Medical miracle
	+5
	+4


Medical Specialist

The Field Medic receives a competence bonus on Treat Injury checks. At 1st level, the bonus is +1. It increases to +2 at 5th level, and to +3 at 8th level.

Expert Healer

At 2nd level and higher, the Field Medic’s ability to restore hit points with a medical kit or surgery kit and a successful use of the Treat Injury skill improves. In addition to the normal hit point recovery rate (1d4 for a medical kit, 1d6 per patient’s character level for surgery), the Field Medic restores 1 hit point for every level he or she has in this advanced class.

Bonus Feats

At 3rd, 6th, and 9th level, the Field Medic gets a bonus feat. The bonus feat must be selected from the following list, and the Field Medic must meet all the prerequisites of the feat to select it: Armor Proficiency (light), Armor Proficiency (medium), Cautious, Defensive Martial Arts, Dodge, Educated, Im​proved Initiative, Medical Expert, Personal Firearms Proficiency, Surface Vehicle Operation, Vehicle Expert.

Medical Mastery

When making a Treat Injury skill check, a Field Medic of 4th level or higher may take 10 even if stress and distractions would normally prevent him or her from doing so. 

Minor Medical Miracle

At 7th level or higher, a Field Medic can save a character reduced to –10 hit points or lower. If the Field Medic is able to administer aid within 3 rounds of the character’s death, he or she can make a Treat Injury check. The DC for this check is 30, and the Field Medic can’t take 10 or take 20. If the check succeeds, the dead character can make a Fortitude save (DC 15) to stabilize and be restored to 0 hit points. 

If the Field Medic fails the skill check or the patient fails the save, the dead character can’t be saved.

Medical Miracle

At 10th level, a Field Medic can revive a character reduced to –10 hit points or lower. If the Field Medic is able to administer aid within 3 minutes of the character’s death, he or she can make a Treat Injury check. The DC for this check is 40, and the Field Medic can’t take 10 or take 20. If the check succeeds, the dead character can make a Fortitude save (DC 20) to stabilize and be restored to 1d6 hit points.

If the Field Medic fails the skill check or the patient fails the Fortitude save, the dead character can’t be restored.

INVESTIGATOR

To qualify to become an Investigator, a character must fulfill the following criteria:
Base Attack Bonus: +2.

Skills: Investigate 6 ranks, Listen 6 ranks, Sense Motive 6 ranks.

Hit Die: 1d6

Action Points: 6 + one-half character level, rounded down, every time the Investigator attains a new level in this class.

Class Skills: Bluff (Cha), Computer Use (Int), Disable Device (Dex), Drive (Dex), Forgery (Int), Gather Information (Cha), Intimidate (Cha), Investigate (Int), Knowledge (behavioral sciences, civics, current events, streetwise) (Int), Listen (Wis), Profession (Wis), Read/_Write Language (none), Research (Int), Search (Int), Sense Motive (Wis), Speak Language (none), Spot (Wis).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Investigator

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+0
	+1
	+1
	Profile
	+1
	+1

	2nd
	+1
	+0
	+2
	+2
	Contact, low-level
	+1
	+1

	3rd
	+2
	+1
	+2
	+2
	Bonus feat
	+2
	+1

	4th
	+3
	+1
	+2
	+2
	Nonlethal force
	+2
	+2

	5th
	+3
	+1
	+3
	+3
	Contact, mid-level
	+3
	+2

	6th
	+4
	+2
	+3
	+3
	Bonus feat
	+3
	+2

	7th
	+5
	+2
	+4
	+4
	Discern lie
	+4
	+3

	8th
	+6
	+2
	+4
	+4
	Contact, high-level
	+4
	+3

	9th
	+6
	+3
	+4
	+4
	Bonus feat
	+5
	+3

	10th
	+7
	+3
	+5
	+5
	Sixth sense
	+5
	+4


Profile

By making a Gather Information check (DC 15) when talking to witnesses of a crime, the Investigator compiles a rough mental picture of the suspect. This mental picture provides a physical description, including distinguishing markings and visible mannerisms. Success makes the profile accurate, at least concerning a particular suspect as seen by witnesses. (For this Gather Information check, no money changes hands.) The Investigator can expand the profile by making an Investigate check (DC 15) involving the crime scene or other evidence linked to the suspect. If successful, the Investigator combines eyewitness accounts with forensic evidence to develop a profile of the suspect’s method of operation. This provides a +2 circumstance bonus on any skill checks made to uncover additional evidence or otherwise locate and capture the suspect.

Contact

An Investigator of 2nd level or higher cultivates associates and informants. Each time the Investigator gains a contact, the GM should develop a supporting character to represent the contact. The player can suggest the type of contact his or her character wants to gain, but the contact must be an ordinary character, not a heroic character. A contact will not accompany an Investigator on missions or risk his or her life. A contact can, however, provide information or render a service (make a specific skill check on the Investigator’s behalf).  At 2nd level, the Investigator gains a low-level contact, at 5th level a mid-level contact, and at 8th level a high-level contact. The Investigator can’t call on the same contact more than once in a week, and when he or she does call on a contact, compensation may be required for the assistance the contact renders. In general, a professional associate won’t be compensated monetarily, but instead will consider that the Investigator owes him or her a favor. Contacts with underworld or street connections usually demand monetary compensation for the services they render, and experts in the use of skills normally want to be paid for the services they provide. For underworld or street contacts, this expense is represented by a Wealth check against a purchase DC of 10 for the low-level contact, 15 for the mid-level contact, or 20 for the high-level contact. For skilled experts, the purchase DC is 10 + the ranks the expert has in the appropriate skill.

Bonus Feats

At 3rd, 6th, and 9th level, the Investigator gets a bonus feat. It must be selected from the following list, and the Investigator must meet all the prerequisites of the feat to select it: Advanced Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Brawl, Defensive Martial Arts, Dodge, Double Tap, Educated, Knockout Punch, Personal Firearms Proficiency, Point Blank Shot.

Nonlethal Force

At 4th level, an Investigator becomes adept at using nonlethal force to subdue an opponent. From this point on, he or she can deal nonlethal damage with a weapon that normally deals lethal damage (if he or she so chooses) without taking the normal –4 penalty on the attack roll.

Discern Lie

At 7th level, an Investigator develops the ability to gauge whether another character is telling the truth by reading facial expressions and interpreting body language. The Investigator must be able to see and hear (but not necessarily understand) the individual under scrutiny.

With a successful Sense Motive check opposed by the subject’s Bluff check result or against DC 10 (whichever is greater), the Investigator can tell whether the subject is deliberately and knowingly speaking a lie. This ability doesn’t reveal the truth, uncover unintentional inaccuracies, or necessarily reveal omissions in information.

Sixth Sense

At 10th level, an Investigator becomes so attuned at solving mysteries that he or she finds a way to put two and two together and rarely misses a clue. Whenever the Investigator spends 1 action point to improve the result of a skill check made using certain skills (see below), the Investigator gets to add an additional 1d6 to the result. The skills that sixth sense applies to are Gather Information, Investigate, Listen, Research, Search, and Spot.

PERSONALITY

To qualify to become a Personality, a character must fulfill the following criteria:
Skills: Diplomacy 6 ranks, Perform (select one) 6 ranks.

Feat: Renown.

Hit Die: 1d6

Action Points: 6 + one-half character level, rounded down, every time the Personality attains a new level in this class.

Class Skills: Bluff (Cha), Craft (visual arts) (Int), Craft (writing) (Int), Diplomacy (Cha), Knowledge (art, behavioral sciences, business, civics, current events, popular culture) (Int), Perform (Cha), Profession (Wis), Read/Write Language (none), Speak Language (none).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Personality

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+1
	+0
	Unlimited access
	+0
	+2

	2nd
	+1
	+2
	+2
	+0
	Bonus class skill
	+1
	+2

	3rd
	+1
	+2
	+2
	+1
	Bonus feat
	+1
	+2

	4th
	+2
	+2
	+2
	+1
	Royalty
	+1
	+3

	5th
	+2
	+3
	+3
	+1
	Winning smile
	+2
	+3

	6th
	+3
	+3
	+3
	+2
	Bonus feat
	+2
	+3

	7th
	+3
	+4
	+4
	+2
	Bonus class skill
	+2
	+4

	8th
	+4
	+4
	+4
	+2
	Royalty
	+3
	+4

	9th
	+4
	+4
	+4
	+3
	Bonus feat
	+3
	+4

	10th
	+5
	+5
	+5
	+3
	Compelling performance
	+3
	+5


Unlimited Access

When others would normally make a Diplomacy check or Bluff check to smooth-talk or trick their way into a private party or invitation-only event, the Personality adds a bonus equal to his or her Personality level. When a Personality buys a ticket to a show or for transportation, he or she can make a Diplomacy check to get that ticket upgraded.  DCs are given below.

	Upgrade
	Diplomacy DC

	Seat at sporting event to field pass
	10

	Hotel room to suite
	15

	Concert or theater ticket to backstage pass
	20

	Economy transportation to first-class
	25


Bonus Class Skill

At 2nd and again at 7th level, the Personality designates one cross-class skill as a class skill. Once designated, the skill is considered a class skill every time the character adds a new level of Personality.

Bonus Feats

At 3rd, 6th, and 9th level, the Personality gets a bonus feat. The bonus feat must be selected from the following list, and the Personality must meet all the prerequisites of the feat to select it: Alertness, Animal Affinity, Combat Expertise, Confident, Creative, Deceptive, Defensive Martial Arts, Educated, Trustworthy.

Royalty

At 4th and 8th level, a Personality’s activities in the public eye generate extra income. This income provides a Wealth bonus increase of +4.

Winning Smile

At 5th level, a Personality develops such a force of personal magnetism that he or she can convince a single target to regard him or her as a trusted friend. (If the target is currently being threatened or attacked by the Personality or his or her allies, this ability won’t work.)

The target makes a Will saving throw to avoid being persuaded by the Personality’s words and actions. The DC is 10 + Personality’s class level + Personality’s Charisma bonus. This ability doesn’t enable the Personality to control the target, but the target perceives the Personality’s words and actions in the most favorable way. The Personality can try to give the target orders, but he or she must win an opposed Charisma check to convince the target to perform any actions the target wouldn’t normally undertake. The target never obeys suicidal or obviously harmful orders, and any act by the Personality or his or her allies that threatens the target breaks the mood and clears the target’s head. Otherwise, a target remains won over for 1 minute per Personality level. After the duration expires, the GM determines the reaction and attitude of the target based on what the Personality compelled the target to do. This is a Mind-Affecting ability.

Compelling Performance

At 10th level, a Personality’s force of personal magnetism increases to the point that he or she can arouse a single emotion of his or her choice—despair, hope, or rage—in a target. To use this ability, the Personality must spend 1 action point. The emotion he or she arouses affects one target (a GM character) within 15 feet of the Personality (or within 15 feet of a television, radio, or telephone that broadcasts the Personality’s performance). The performance requires a full-round action, and its effects on the target last for 1d4+1 rounds. The target makes a Will saving throw. The DC is 10 + Personality’s class level + Personality’s Charisma bonus. If the target succeeds at the saving throw, he or she is immune to the compulsion of this performance. If the target fails, he or she reacts to the emotion as described below.

Despair: The target takes a –2 morale penalty on saving throws, attack rolls, ability checks, skill checks, and weapon damage rolls.

Hope: The target gains a +2 morale bonus on saving throws, attack rolls, ability checks, skill checks, and weapon damage rolls.

Rage: The target gains a +2 morale bonus to Strength and Constitution, a +1 morale bonus on Will saves, and a –1 penalty to Defense. In a dramatic situation, the target is compelled to fight, regardless of the danger.

NEGOTIATOR

To qualify to become a Negotiator, a character must fulfill the following criteria:
Skills: Bluff 6 ranks, Diplomacy 6 ranks.

Feat: Alertness.

Hit Die: 1d8

Action Points: 6 + one-half character level, rounded down, every time the Negotiator attains a new level in this class.

Class Skills: Bluff (Cha), Computer Use (Int), Diplomacy (Cha), Drive (Dex), Gamble (Wis), Gather Information (Cha), Intimidate (Cha), Investigate (Int), Knowledge (behavioral sciences, business, civics, current events, popular culture, streetwise) (Int), Profession (Wis), Read/Write Language (none), Sense Motive (Wis), Speak Language (none), Spot (Wis).

Skill Points at Each Level: 5 + Int modifier.

	Table: The Negotiator

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Defense Bonus
	Reputation Bonus

	1st
	+0
	+1
	+0
	+2
	Conceal motive
	+0
	+1

	2nd
	+1
	+2
	+0
	+3
	React first
	+1
	+1

	3rd
	+2
	+2
	+1
	+3
	Bonus feat
	+1
	+1

	4th
	+3
	+2
	+1
	+4
	Talk down one opponent
	+1
	+2

	5th
	+3
	+3
	+1
	+4
	No sweat
	+2
	+2

	6th
	+4
	+3
	+2
	+5
	Bonus feat
	+2
	+2

	7th
	+5
	+4
	+2
	+5
	Talk down several opponents
	+2
	+3

	8th
	+6
	+4
	+2
	+6
	Sow distrust
	+3
	+3

	9th
	+6
	+4
	+3
	+6
	Bonus feat
	+3
	+3

	10th
	+7
	+5
	+3
	+7
	Talk down all opponents
	+3
	+4


Conceal Motive

A Negotiator gets to add a bonus equal to his or her Negotiator level whenever he or she opposes a Sense Motive check.

React First

Starting at 2nd level, a Negotiator gains the ability to react first when trying to make a deal or mediate a settlement. The Negotiator must make contact and speak to the participants prior to the start of combat. If he or she does this, he or she gains a free readied action that allows the Negotiator to make either a move or attack action if either side in the negotiation (other than the Negotiator) decides to start hostilities. The Negotiator gets to act before any initiative checks are made, in effect giving him or her the benefit of surprise.

Bonus Feats

At 3rd, 6th, and 9th level, the Negotiator gets a bonus feat. The bonus feat must be selected from the following list, and the Negotiator must meet all the prerequisites of the feat to select it: Advanced Firearms Proficiency, Armor Proficiency (light), Armor Proficiency (medium), Attentive, Confident, Dead Aim, Deceptive, Educated, Far Shot, Iron Will, Personal Firearms Proficiency, Trustworthy.

Talk Down

A Negotiator of 4th level or higher can talk his or her way out of trouble. Either prior to the start of hostilities or during combat, the Negotiator can talk down a single opponent within 15 feet of his or her position or otherwise able to hear the Negotiator’s voice. The target must be able to understand the Negotiator. That opponent immediately stops fighting and reverts to an indifferent attitude regarding the Negotiator and the situation in general. Any hostile action by the Negotiator or by one of the Negotiator’s allies directed at the opponent allows the opponent to act as he or she sees fit. To initiate this talent, the Negotiator must spend a full-round action talking to his or her opponent. The opponent makes a Will saving throw. The DC is equal to 10 + Negotiator’s class level + Negotiator’s Charisma bonus. If the save fails, the opponent stops fighting. If the save succeeds, the opponent continues as normal.

At 7th level, a Negotiator can talk down a number of opponents equal to his or her Charisma bonus within 15 feet of his or her position or within 15 feet of a television, radio, or telephone broadcasting the Negotiator’s message.

At 10th level, the range extends to 30 feet and covers all opponents who can hear and understand the Negotiator’s voice.

This is a Mind-Affecting ability.

No Sweat

Starting at 5th level, whenever a Negotiator spends 1 action point to improve the result of a die roll, he or she rolls an additional 1d6. The Negotiator can then select the highest die roll to add to his or her d20 roll.

Sow Distrust

A Negotiator of 8th level or higher can turn one character against another. The Negotiator must spend a full-round action and know the name of the character he or she is attempting to persuade as well as the name of the character toward whom the target’s distrust will be directed. The target must be able to hear and understand the Negotiator. The target makes a Will save. The DC is equal to 10 + Negotiator’s class level + Negotiator’s Charisma bonus. If the target fails the save, his or her attitude toward the other designated character worsens by one step: helpful turns to friendly, friendly to indifferent, indifferent to unfriendly, unfriendly to hostile (see the Diplomacy skill). The target makes a Will save whenever the Negotiator uses this talent against him or her. As long as the target continues to fail the Will save, the Negotiator can continue taking full-round actions to worsen the target’s attitude toward a designated character. When the target’s attitude drops to hostile, he or she attacks the designated character. A successful Will save doesn’t restore previous attitude shifts, but it does render the target immune for 24 hours to further attempts by the Negotiator to sow distrust. The Negotiator can’t use this talent on his or her allies. This is a Mind-Affecting ability.
STARTING OCCUPATIONS
A hero may hold other jobs as his or her career unfolds, but the benefits of a starting occupation are only applied once, at the time of character creation. Many starting occupations have a prerequisite that the character must meet to qualify for the occupation. Each occupation provides a number of additional permanent class skills that the character can select from a list of choices. Once selected, a permanent class skill is always considered to be a class skill for the character. Some starting occupations provide a bonus feat (in addition to the two feats a 1st-level character already receives). A character still must meet any prerequisites for these bonus feats. Finally, a starting occupation increases the character’s Wealth bonus. 

Choose one occupation from the available selections and apply the benefits to the character as noted in the occupation’s description. In Serenity: Firefly Adventures, “age” is a recommended guideline, not a firm requirement.  Most people in the occupation are around that age, but some could be older or younger (with GM approval).

ACADEMIC
Academics include librarians, archaeologists, scholars, professors, teachers, and other education professionals.

Prerequisite: Age 23+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill. Computer Use, Craft (writing), Decipher Script, Gather Information, Knowledge (arcane lore, art, behavioral sciences, business, civics, current events, earth and life sciences, history, physical sciences, popular culture, tactics, technology, or theology and philosophy), Research, or add a new Read/Write Language or a new Speak Language.

Wealth Bonus Increase: +3.

ADVENTURER
Adventurers include professional daredevils, big-game hunters, relic hunters, explorers, extreme sports enthusiasts, field scientists, and thrill-seekers.

Prerequisite: Age 15+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Bluff, Climb, Demolitions, Disable Device, Drive, Escape Artist, Intimidate, Jump, Knowledge (arcane lore, streetwise, tactics, or technology), Move Silently, Pilot, Ride, Spot, Survival, Swim, Treat Injury.

Bonus Feat: Select one of the following: Archaic Weapons Proficiency, Brawl, or Personal Firearms Proficiency.

Wealth Bonus Increase: +1.

ATHLETE
Athletes include amateur athletes of Olympic quality and professional athletes of all types, and those who engage in any type of competitive sport.

Prerequisite: Strength 13 or Dexterity 13.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Balance, Climb, Drive, Jump, Ride, Swim, Tumble.

Bonus Feat: Select either Archaic Weapons Proficiency or Brawl.

Wealth Bonus Increase: +1.

BLUE COLLAR
Blue collar occupations include factory work, construction, service industry jobs, taxi drivers, postal workers, and others not considered to be desk jobs.

Prerequisite: Age 18+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill. Craft (electronic, mechanical, or structural), Climb, Drive, Handle Animal, Intimidate, Repair, Ride.

Wealth Bonus Increase: +2.

CELEBRITY
A celebrity is anyone who, for whatever reason, has been thrust into the spotlight of the public eye: actors, entertainers of all types, newscasters.

Prerequisite: Age 15+.

Skills: Choose one of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Bluff, Craft (visual art or writing), Diplomacy, Disguise, Perform (act, dance, keyboards, percussion instruments, sing, stand-up, stringed instruments, or wind instruments).

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +4.

COLONIST
Colonists are wayfaring pioneers who set the foundations of new societies on far-flung continents, planets, or moons. To survive in their new surroundings, they learn to live off the land and defend themselves against indigenous predatory life forms and hostile forces of nature.

Prerequisite: Age 15+.

Skills: Choose two of the following skills as permanent class skills. If a skill you select is already a class skill, you gain a +1 competence bonus on checks using that skill. Computer Use (Int), Craft (electronic, mechanical, or structural) (Int), Knowledge (earth and life sciences or physical sciences) (Int), Navigate (Int), Repair (Int), Survival (Wis).

Bonus Feat: Select either Builder or Guide
Wealth Bonus Increase: +1.

CREATIVE
This occupation covers artists of all types: graphic artists, writers, sculptors, game designers, musicians, performers, photographers, and web designers.

Prerequisite: Age 15+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Bluff, Computer Use, Craft (visual art or writing), Disguise, Forgery, Knowledge (arcane lore or art), Perform (act, dance, keyboards, percussion instruments, sing, stand-up, stringed instruments, or wind instruments), Spot.

Wealth Bonus Increase: +2.

CRIMINAL
This occupation includes con artists, thieves, crime family soldiers, gang members, bank robbers, and others who begin on the wrong side of the law
Prerequisite: Age 15+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Disable Device, Disguise, Forgery, Gamble, Hide, Knowledge (streetwise), Move Silent​ly, Sleight of Hand.

Bonus Feat: Select either Brawl or Personal Firearms Proficiency.

Wealth Bonus Increase: +1.

DILETTANTE
Dilettantes usually get their wealth from family holdings and trust funds. The typical dilettante has no job, few re​sponsibilities, and at least one driving passion that ​occupies his or her day. That passion might be an ideal or cause worth fighting for, or a lust for living a fun and carefree existence. 

Prerequisite: Age 18+.

Skills: Choose one of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill. Gamble, Intimidate, Knowledge (current events or popular culture), Ride, or add a new Speak Language.

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +6.

DOCTOR
A doctor can be a physician (general ​practitioner or specialist), a surgeon, or a psychiatrist.

Prerequisite: Age 25+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Craft (pharmaceutical), Computer Use, Knowledge (behavioral sciences, earth and life sciences, or technology), Search, Treat Injury.

Wealth Bonus Increase: +4.

DRIFTER
Drifters are aimless wanderers and worldwise jacks-of-all-trades who work odd jobs until boredom or fate leads them elsewhere.
Prerequisite: Age 15+.

Skills: Choose three of the following skills as permanent class skills. If a skill you select is already a class skill, you gain a +1 competence bonus on checks using that skill. Bluff (Cha), Decipher Script (Int), Disable Device (Int), Disguise (Cha), Forgery (Int), Gamble (Wis), Gather Information (Cha), Hide (Dex), Knowledge (streetwise) (Int), Navigate (Int), Sleight of Hand (Dex).

Wealth Bonus Increase: +2.

EMERGENCY SERVICES
Rescue workers, firefighters, paramedics, hazardous material handlers, and emergency medical technicians fall under this category.

Prerequisite: Age 18+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Balance, Climb, Computer Use, Drive, Jump, Knowledge (behavioral sciences, earth and life sciences, or technology), Search, Treat Injury, Swim.

Wealth Bonus Increase: +2.

ENTREPRENEUR
These small to large business owners have a knack for putting together business plans, gathering resources, and getting a new venture off the ground. They rarely want to stick around after the launch, however, as they prefer to put their energies into the next big thing.

Prerequisite: Age 18+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Bluff, Diplomacy, Gamble, Knowledge (business, current events, or technology).

Reputation Bonus Increase: +1.

Wealth Bonus Increase: +4.

INVESTIGATIVE
This occupation includes investigative reporters, private investigators, police detectives, criminologists, criminal profilers, and espionage agents.

Prerequisite: Age 23+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Computer Use, Craft (visual art or writing), Decipher Script, Forgery, Gather Information, Investigate, Knowledge (behavioral sciences, civics, earth and life sciences, or streetwise), Research, Search, Sense Motive.

Bonus Feat: Select either Brawl or Personal Firearms Proficiency.

Wealth Bonus Increase: +2.

LAW ENFORCEMENT
Law enforcement personnel include uniformed police, government agents, SWAT team members, and military police.

Prerequisite: Age 20+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Diplomacy, Drive, Gather Information, Intimidate, Knowledge (civics, earth and life sciences, streetwise, tactics), Listen.

Bonus Feat: Select one of the following: Combat Martial Arts, Armor Proficiency (light), or Personal Firearms Proficiency.

Wealth Bonus Increase: +1.

MILITARY
Military covers any of the branches of the armed forces, including army, navy, air force, and marines, as well as elite training units.

Prerequisite: Age 18+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Climb, Demolitions, Drive, Hide, Knowledge (tactics), Move Silently, Navigate, Pilot, Survival, Swim.

Bonus Feat: Select one of the following: Brawl, Combat Martial Arts, Armor Proficiency (light), or Personal Firearms Proficiency.

Wealth Bonus Increase: +1.

OUTCAST
“Outcast” is not so much an occupation as a forced way of life. Persecuted and exiled for being different, outcasts are lone pariahs or shunned members of a culture whose customs or characteristics society finds deviant or abhorrent. Outcasts lurk on the fringes of civilization.
Prerequisites: Age 15+.

Skills: Choose one of the following skills as a permanent class skill. If a skill you select is already a class skill, you gain a +1 competence bonus on checks using that skill. Disguise (Cha), Hide (Dex), Knowledge (streetwise) (Int), Search (Int), Survival (Wis), Treat Injury (Wis). 

Bonus Feat: Toughness.

Wealth Bonus Increase: +1.

RELIGIOUS
Ordained clergy of all persuasions, as well as theological scholars and experts on religious studies fall within the scope of this occupation.

Prerequisite: Age 23+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Decipher Script, Knowledge (arcane lore, art, behavioral sciences, history, streetwise, or theology and philosophy), Listen, Sense Motive.

Wealth Bonus Increase: +2.

RURAL
Farm workers, hunters, and others who make a living in rural communities fall under this category.

Prerequisite: Age 15+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Balance, Climb, Drive, Handle Animal, Repair, Ride, Survival, Swim.

Bonus Feat: Select either Brawl or Personal Firearms Proficiency.

Wealth Bonus Increase: +1.

SCAVANGER
Scavengers turn society’s wreckage and discarded trash into useful tools or items for trade. They navigate and strip clean the most treacherous places, and their playgrounds are abandoned space stations, gutted buildings, and smoking battlefields.

Prerequisites: Age 15+.

Skills: Choose three of the following skills as permanent class skills. If a skill you select is already a class skill, you gain a +1 competence bonus on checks using that skill. Decipher Script (Int), Disable Device (Int), Knowledge (technology) (Int), Move Silently (Dex), Repair (Int), Search (Int), Spot (Wis), Survival (Wis).

Wealth Bonus Increase: +2.

STUDENT
A student can be in high school, college, or graduate school. He or she could be in a seminary, a military school, or a private institution.

Prerequisite: Age 15+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Computer Use, Knowledge (arcane lore, art, behavioral sciences, business, civics, current events, earth and life sciences, history, physical sciences, popular culture, technology, or theology and philosophy), Perform (act, dance, keyboards, percussion instruments, sing, stand-up, stringed instruments, or wind instruments), Research.

Wealth Bonus Increase: +1.

TECHNICIAN
Scientists and engineers of all types fit within the scope of this starting occupation.

Prerequisite: Age 23+.

Skills: Choose three of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill. Computer Use, Craft (chemical, electronic, mechanical, or structural), Knowledge (business, earth and life sciences, physical sciences, or technology), Repair, Research.

Wealth Bonus Increase: +3.

TRANSPORTER
Skilled drivers and pilots, transporters can be found behind the wheels of skycabs or the thruster controls of cargo shuttles.

Prerequisite: Age 18+.

Skills: Choose two of the following skills as permanent class skills. If a skill you select is already a class skill, you gain a +1 competence bonus on checks using that skill. Craft (mechanical) (Int), Drive (Dex), Knowledge (current events, popular culture, streetwise) (Int), Navigate (Int), Pilot (Dex), Repair (Int).

Bonus Feat: Select Spacer, Vehicle Expert, or Aircraft Operation.
Wealth Bonus Increase: +1.

WHITE COLLAR
Office workers, lawyers, accountants, bank personnel, financial advisors, sales personnel, and mid-level managers fall within this starting occupation.

Prerequisite: Age 23+.

Skills: Choose two of the following skills as permanent class skills. If a skill the character selects is already a class skill, he or she receives a +1 competence bonus on checks using that skill.  Computer Use, Diplomacy, Knowledge (art, business, civics, earth and life sciences, history, physical sciences, or technology), Research.

Wealth Bonus Increase: +3.

Section 3: Feats and Skills
D20 MODERN& FUTURE Feats for the FIREFLY/SERENITY Setting
ACROBATIC

Benefit: The character gets a +2 bonus on all Jump checks and Tumble checks.

Special: Remember that the Tumble skill can’t be used untrained.

ADVANCED COMBAT MARTIAL ARTS

Prerequisites: Combat Martial Arts, Improved Combat Martial Arts, base attack bonus +8.

Benefit: When the character scores a critical hit on an opponent with an unarmed strike, the character deals triple damage.

Normal: An unarmed strike critical hit deals double damage.

ADVANCED FIREARMS PROFICIENCY

Prerequisite: Personal Firearms Proficiency.

Benefit: The character can fire any personal firearm on autofire without penalty (provided, of course, that it has an auto​fire setting).

Normal: Characters without this feat take a –4 penalty on attack rolls made with personal firearms set on auto​fire.

ADVANCED TWO-WEAPON FIGHTING

Prerequisites: Dexterity 13, Two-Weapon Fighting, Im​proved Two-Weapon Fighting, base attack bonus +11.

Benefit: The character gets a third attack with his or her offhand weapon, albeit at a –10 penalty.  This feat also allows the character to use a melee weapon in one hand and a ranged weapon in the other.

AGILE RIPOSTE

Prerequisites: Dexterity 13, Dodge.

Benefit: Once per round, if the opponent the character has designated as his or her dodge target (see the Dodge feat) makes a melee attack or melee touch attack against the character and misses, the character may make an attack of opportunity against that opponent. Resolve and apply the effects from both attacks simultaneously. Even a character with the Combat Reflexes feat can’t use the Agile Riposte feat more than once per round. This feat does not grant more attacks of opportunity than the character is normally allowed in a round.

AIRCRAFT OPERATION [* revised for this setting]
Select a class of aircraft (propeller aircraft, atmospheric aircraft). The character is proficient at operating that class of aircraft. The propeller aircraft class includes prop planes and helicopters of all types. Atmospheric aircraft include jet transports, military attack jets, and sub-orbital shuttlecraft of all types.
Prerequisite: Pilot 4 ranks.

Benefit: The character takes no penalty on Pilot checks or attack rolls made when operating an aircraft of the selected class.

Normal: Characters without this feat take a –4 penalty on Pilot checks made to operate an aircraft that falls in any of these classes, and on attacks made with aircraft weapons.

Special: The character can gain this feat multiple times. Each time the character takes the feat, the character selects a different class of aircraft.

ALERTNESS
Benefit: The character gets a +2 bonus on all Listen checks and Spot checks. 

ANIMAL AFFINITY
Benefit: The character gets a +2 bonus on all Handle Animal checks and Ride checks. 

Special: Remember that the Handle Animal skill can’t be used untrained.

ARCHAIC WEAPONS PROFICIENCY
Benefit: The character takes no penalty on attack rolls when using any kind of archaic weapon.

Normal: A character without this feat takes the –4 non​proficient penalty when making attacks with archaic weapons.

ARMOR PROFICIENCY (HEAVY)
Prerequisites: Armor Proficiency (light), Armor Profi​ciency (medium).

Benefit: See Armor Proficiency (light).

ARMOR PROFICIENCY (LIGHT)
Benefit: When a character wears a type of armor with which he or she is proficient, the character gets to add the armor’s equipment bonus to his or her Defense. Also, the armor check penalty applies only to Balance, Climb, Escape Artist, Hide, Jump, Move Silently, and Tumble checks.

Normal: A character who wears armor with which he or she is not proficient adds only the armor’s nonproficient equipment bonus to his or her Defense. Also, he or she suffers its armor check penalty on attack rolls and on all skill checks that involve moving.

ARMOR PROFICIENCY (MEDIUM)
Prerequisite: Armor Proficiency (light).

Benefit: See Armor Proficiency (light).

ATHLETIC

Benefit: You get a +2 bonus on all Climb checks and Swim checks.

ATTENTIVE
Benefit: The character gets a +2 bonus on all Investigate checks and Sense Motive checks. 

Special: Remember that the Investigate skill can’t be used untrained.

BLIND-FIGHT [* revision from D&D V3.5]
Benefit: In melee, every time you miss because of concealment, you can reroll your miss chance percentile roll one time to see if you actually hit. An invisible attacker gets no advantages related to hitting you in melee. That is, you don’t lose your Dexterity bonus to Armor Class, and the attacker doesn’t get the usual +2 bonus for being invisible. The invisible attacker’s bonuses do still apply for ranged attacks, however. You take only half the usual penalty to speed for being unable to see. Darkness and poor visibility in general reduces your speed to three-quarters normal, instead of one-half.

Normal: Regular attack roll modifiers for invisible attackers trying to hit you apply, and you lose your Dexterity bonus to AC. The speed reduction for darkness and poor visibility also applies.

BRAWL
Benefit: When making an unarmed attack, the character receives a +1 competence bonus on attack rolls, and the character deals nonlethal damage equal to 1d6 + his or her Strength modifier.

Normal: Unarmed attacks normally deal nonlethal damage equal to 1d3 + Strength modifier.

BUILDER
Benefit: Pick two of the following skills: Craft (chemical), Craft (electronic), Craft (mechanical), and Craft (structural). The character gets a +2 bonus on all checks with those skills.

Special: The character can select this feat twice. The second time, the character applies it to the two skills he or she didn’t pick originally. Remember that Craft (chemical), Craft (electronic), and Craft (mechanical) cannot be used untrained.

CAUTIOUS
Benefit: The character gets a +2 bonus on all Demolitions checks and Disable Device checks.

Special: Remember that the Demolitions skill and the Disable Device skill can’t be used untrained.

CLEAVE
Prerequisites: Strength 13, Power Attack.

Benefit: If the character deals an opponent enough damage to make the opponent drop (either by knocking the opponent out due to massive damage or by reducing the opponent’s hit points to less than 0), the character gets an immediate extra melee attack against another opponent adjacent to the character. The character can’t take a 5-foot step before making this extra attack. The extra attack is with the same weapon and at the same bonus as the attack that dropped the previous opponent. The character can use this ability once per round.

COMBAT EXPERTISE
Prerequisite: Intelligence 13.

Benefit: When the character uses the attack action or the full attack action in melee, the character can take a penalty of up to –5 on his or her attack roll and add the same number (up to +5) to the character’s Defense. This number may not exceed the character’s base attack bonus. The changes to attack rolls and Defense last until the character’s next action. The bonus to the character’s Defense is a dodge bonus (and as such it stacks with other dodge bonuses the character may have).

Normal: A character without the Combat Expertise feat can fight defensively while using the attack or full attack action to take a –4 penalty on attacks and gain a +2 dodge bonus to Defense.

COMBAT MARTIAL ARTS
Prerequisite: Base attack bonus +1.

Benefit: With an unarmed strike, the character deals lethal or nonlethal damage (the character’s choice) equal to 1d4 + the character’s Strength modifier. The character’s unarmed attacks count as armed, which means that opponents do not get attacks of opportunity when the character attacks them unarmed. The character may make attacks of opportunity against opponents who provoke such attacks.

Normal: Without this feat, a character deals only 1d3 points of nonlethal damage. Unarmed attacks normally provoke attacks of opportunity, and unarmed combatants cannot normally make attacks of opportunity.

COMBAT REFLEXES [* revision from D&D V3.5]
Benefit: The maximum number of attacks of opportunity the character may make each round is equal to the character’s Dexterity modifier + 1.  The character may also make attacks of opportunity when flat-footed.

Normal: A character without this feat can make only one attack of opportunity per round and can’t make attacks of opportunity when flat-footed.

Special: The Combat Reflexes feat doesn’t allow a Fast hero with the opportunist talent to use that talent more than once per round.

COMBAT THROW
Prerequisite: Defensive Martial Arts.

Benefit: The character gains a +2 bonus on opposed Strength and Dexterity checks any time the character attempts trip or grapple attacks, or when the character tries to avoid a trip or grapple attack made against him or her.

CONFIDENT
Benefit: The character gets a +2 bonus on all Gamble checks and Intimidate checks, and on level checks to resist intimidation.

CREATIVE
Benefit: Pick two of the following skills: Craft (visual art), Craft (writing), Perform (act), Perform (dance), Perform (keyboards), Perform (percussion instruments), Perform (sing), Perform (stand-up), Perform (string instruments), and Perform (wind instruments). The character gets a +2 bonus on all checks with those two skills.

Special: A character can select this feat up to five times. Each time, the character selects two new skills from the choices given above.

DEAD AIM
Prerequisites: Wisdom 13, Far Shot.

Benefit: Before making a ranged attack, the character may take a full-round action to line up your shot. This grants the character a +2 circumstance bonus on his or her next attack roll. Once the character begins aiming, he or she can’t move, even to take a 5-foot step, until after the character makes his or her next attack, or the benefit of the feat is lost. Likewise, if the character’s concentration is disrupted or the character is attacked before his or her next action, the character loses the benefit of aiming.
DECEPTIVE
Benefit: The character gets a +2 bonus on all Bluff checks and Disguise checks.

DEFENSIVE MARTIAL ARTS
Benefit: The character gains a +1 dodge bonus to Defense against melee attacks.

Special: A condition that makes the character lose his or her Dexterity bonus to Defense also makes the character lose dodge bonuses. Also, dodge bonuses stack, unlike most other types of bonuses.

DODGE
Prerequisite: Dexterity 13.

Benefit: During the character’s action, the character designates an opponent and receives a +1 dodge bonus to Defense against any subsequent attacks from that opponent. The character can select a new opponent on any action.

Special: When the character loses a Dexterity bonus to Defense, he or she also loses any dodge bonuses. Dodge bonuses stack with each other.
DOUBLE TAP
Prerequisites: Dexterity 13, Point Blank Shot.

Benefit: When using a semiautomatic firearm with at least two bullets loaded, the character may fire two bullets as a single attack against a single target. The character receives a –2 penalty on this attack, but deals +1 die of damage with a successful hit. Using this feat fires two bullets and can only be done if the weapon has two bullets in it.

DRIVE-BY ATTACK
Benefit: The character takes no vehicle speed penalty when making an attack while in a moving vehicle. Also, if the character is the driver, he or she can take his or her attack action to make an attack at any point along the vehicle’s movement.

Normal: When attacking from a moving vehicle, a character takes a penalty based on the vehicle’s speed. Passengers can ready an action to make an attack when their vehicle reaches a particular location, but the driver must make his or her attack action either before or after the vehicle’s movement.

EDUCATED
Benefit: Pick two Knowledge skills. The character gets a +2 bonus on all checks with those skills.

Special: A character can select this feat as many as seven times. Each time, the character selects two new Knowledge skills. 

ELUSIVE TARGET
Prerequisites: Dexterity 13, Defensive Martial Arts.

Benefit: When fighting an opponent or multiple opponents in melee, other opponents attempting to target the character with ranged attacks take a –4 penalty. This penalty is in addition to the normal –4 penalty for firing into melee, making the penalty to target to character –8.

Special: An opponent with the Precise Shot feat has the penalty lessened to –4 when targeting the character.

ENDURANCE
Benefit: The character gains a +4 bonus on the following checks and saves: hourly Swim checks to avoid becoming fatigued, Constitution checks to continue running, Constitution checks to hold the character’s breath, Constitution checks to avoid damage from starvation or thirst, Fortitude saves to avoid damage from hot or cold environments, and Fortitude saves to resist suffocation or drowning. Also, the character may sleep in medium or light armor without becoming fatigued.

Normal: A character without this feat who sleeps in armor is automatically fatigued the following day.

EXOTIC FIREARMS PROFICIENCY
Choose a weapon type from the following list: cannons, heavy machine guns, grenade launchers, and rocket launchers. 

Prerequisites: Personal Firearms Proficiency, Advanced Firearms Proficiency.

Benefit: The character makes attack rolls with the weapon normally.

Normal: A character who uses a weapon without being proficient with it takes a –4 penalty on attack rolls.

Special: A character can gain this feat as many as four times. Each time a character takes the feat, he or she selects a different weapon group.

EXOTIC MELEE WEAPON PROFICIENCY
Choose one exotic melee weapon. The character is proficient with that melee weapon in combat.

Prerequisite: Base attack bonus +1.

Benefit: The character makes attack rolls with the weapon normally.

Normal: A character who uses a weapon without being proficient with it takes a –4 penalty on attack rolls. 

Special: A character can gain this feat multiple times. Each time the character takes the feat, he or she selects a different exotic melee weapon.

FAR SHOT [* recommended revision]
Benefit: When the character uses a firearm or archaic ranged weapon, its range increment increases by one-half (multiply by 1.5). When the character throws a weapon, its range increment is doubled.

Revision [*]: In addition to the listed effect, the distance of any ranged-attack feat that normally must be used within 30 feet (such as Point Blank Shot) is increased by one-half.  Far Shot also increases the distance of Sneak Attack or similar abilities with a ranged weapon by one-half (to 45 feet).

FOCUSED
Benefit: The character gets get a +2 bonus on all Balance checks and Concentration checks.

FORCE STOP
Prerequisites: Drive 4 ranks, Vehicle Expert.

Benefit: When the character at​tempts a sideswipe stunt with a surface vehicle, the character can force the other vehicle to a stop by nudging it into a controlled side​ways skid. In addition to the nor​mal requirements for attempting a sideswipe stunt, the character must have sufficient movement re​maining to move a number of squares equal to the character’s turn number. After succeeding on the check to attempt the sideswipe, the character makes a Drive check opposed by the other driver. If the character succeeds, turn the other vehicle 90 degrees across the front of the character’s, so that they form a tee. Move them forward a distance equal to the character’s turn number. The vehicles end their movement at that location, at stationary speed, and take their normal sideswipe damage. If the character fails the check, resolve the sideswipe normally.

FRIGHTFUL PRESENCE
Prerequisites: Charisma 15, Intimidate 9 ranks.

Benefit: When the character uses this feat, all opponents within 10 feet who have fewer levels than the character must make a Will saving throw (DC 10 + ½ the character’s level + the character’s Charisma modifier). An opponent who fails his or her save is shaken, taking a –2 penalty on attack rolls, saves, and skill checks for a number of rounds equal to 1d6 + the character’s Charisma modifier. The character can use the feat once per round as a free action. A successful save indicates that the opponent is immune to the character’s use of this feat for 24 hours. This feat does not affect creatures with an Intelligence of 3 or lower. If the character has the Renown feat, the Will saving throw’s DC increases by 5.

GEARHEAD
Benefit: The character gets a +2 bonus on all Computer Use checks and Repair checks. 

GREAT CLEAVE
Prerequisites: Strength 13, Power Attack, Cleave, base attack bonus +4.

Benefit: As Cleave, except that the character has no limit to the number of times he or she can use it per round.

GREAT FORTITUDE
Benefit: The character gets a +2 bonus on all Fortitude sav​ing throws.

GUIDE
Benefit: The character gets a +2 bonus on all Navigate checks and Survival checks. 

HEROIC SURGE
Benefit: The character may take an extra move action or attack action in a round, either before or after the character’s regular actions. The character may use Heroic Surge a number of times per day depending on his or her character level (as shown below), but never more than once per round.

	Character Level
	Times per Day

	1st–4th
	1

	5th–8th
	2

	9th–12th
	3

	13th–16th
	4

	17th–20th
	5


IMPROVED BRAWL
Prerequisites: Brawl, base attack bonus +3.

Benefit: When making an unarmed attack, the character receives a +2 competence bonus on his or her attack roll, and the character deals nonlethal damage equal to 1d8 + the character’s Strength modifier.

IMPROVED BULL RUSH [* revision from D&D V3.5]
Prerequisites: Strength 13, Power Attack.

Benefit: When you perform a bull rush you do not provoke an attack of opportunity from the defender. You also gain a +4 bonus on the opposed Strength check you make to push back the defender.

IMPROVED COMBAT MARTIAL ARTS
Prerequisites: Combat Martial Arts, base attack bonus +4.

Benefit: The character’s threat range on an unarmed strike im​proves to 19–20.

Normal: A character without this feat threatens a critical hit with an unarmed strike only on a 20.

IMPROVED COMBAT THROW
Prerequisites: Defensive Martial Arts, Combat Throw, base attack bonus +3.

Benefit: In melee combat, if an opponent attacks and misses the character, the character may immediately make a trip attack against the opponent. This counts as an attack of opportunity, which the character can make even if unarmed. Attacking unarmed in this way does not provoke an attack of opportunity.

Special: This feat doesn’t grant the character more attacks of opportunity than he or she is normally allowed in a round.

IMPROVED DAMAGE THRESHOLD
Benefit: The character increases his or her massive damage threshold by 3 points.

Special: A character may gain this feat multiple times. Its effects stack.

IMPROVED DISARM [* revision from D&D V3.5]
Prerequisites: Intelligence 13, Combat Expertise.

Benefit: You do not provoke an attack of opportunity when you attempt to disarm an opponent, nor does the opponent have a chance to disarm you. You also gain a +4 bonus on the opposed attack roll you make to disarm your opponent.

IMPROVED FEINT [* different from D&D V3.5]
Prerequisites: Intelligence 13, Brawl, Streetfighting.

Benefit: The character can make a Bluff check in combat as a move action, and receives a +2 bonus on Bluff checks made to feint in melee combat.

Normal: Feinting in combat requires an attack action.

IMPROVED INITIATIVE
Benefit: The character gets a +4 circumstance bonus on initiative checks.

IMPROVED KNOCKOUT PUNCH
Prerequisites: Brawl, Knockout Punch, base attack bonus +6.

Benefit: When making the character’s first unarmed attack against a flat-footed opponent, treat a successful attack as a critical hit. This critical hit deals triple damage. The damage is nonlethal damage.

Special: Even if the character has the ability to treat unarmed damage as lethal damage, the damage from a knockout punch is always nonlethal.

IMPROVED OVERRUN [* revision from D&D V3.5]
Prerequisites: Str 13, Power Attack.

Benefit: When you attempt to overrun an opponent, the target may not choose to avoid you. You also gain a +4 bonus on your Strength check to knock down your opponent. (Without this feat, the target of an overrun can choose to avoid you or to block you.)
IMPROVED SUNDER [* different from D&D V3.5]
Prerequisites: Strength 13, Power Attack.

Benefit: When the character strikes an object held or carried by an opponent, such as a weapon, the character does not provoke an attack of opportunity. The character gains a +4 bonus on any attack roll made to attack an object held or carried by another character. The character deals double normal damage to objects, whether they are held or carried or not.

Normal: A character without this feat incurs an attack of opportunity when he or she strikes at an object held or carried by another character.

IMPROVED TRIP [* revision from D&D V3.5]
Prerequisites: Intelligence 13, Combat Expertise.

Benefit: You do not provoke an attack of opportunity when you attempt to trip an opponent while you are unarmed. You also gain a +4 bonus on your Strength check to trip your opponent. If you trip an opponent in melee combat, you immediately get a melee attack against that opponent as if you hadn’t used your attack for the trip attempt. 

IMPROVED TWO-WEAPON FIGHTING
Prerequisites: Dexterity 13, Two-Weapon Fighting, base attack bonus +6.

Benefit: The character gets a second attack with his or her offhand weapon, albeit at a –5 penalty.  Also, this feat allows the character to use a melee weapon in one hand and a ranged weapon in the other.

Normal: Without this feat, a character can only get a single extra attack with an off-hand weapon, and both must be of the same type (ranged or melee).

IRON WILL
Benefit: The character gets a +2 bonus on all Will saving throws.

KNOCKOUT PUNCH
Prerequisites: Brawl, base attack bonus +3.

Benefit: When making the character’s first unarmed attack against a flat-footed opponent, treat a successful attack as a critical hit. This is nonlethal damage.

Special: Even if the character has the ability to treat unarmed damage as lethal damage, the damage from a knockout punch is always nonlethal.

LIGHTNING REFLEXES
Benefit: The character gets a +2 bonus on all Reflex saving throws.

LOW PROFILE
Benefit: Reduce the character’s Reputation bonus by 3 points.

MASTERCRAFTER

Prerequisites: Craft (electrical) 8 ranks, Craft (mechanical) 8 ranks.

Benefit: When successfully completed, a mastercraft electronic or mechanical object provides an equipment bonus on skill checks made to use the object (in the case of mastercraft vehicles, this includes Drive or Pilot checks). A mastercraft weapon provides a bonus on attack or damage rolls (your choice). A mastercraft suit of armor improves the armor’s equipment bonus to Defense. In each case, the bonus can be +1, +2, or +3, and no single object can have more than one mastercraft feature. (For instance, you cannot build a mastercraft weapon that gains a bonus on attack rolls and damage rolls.) On average, it takes twice as long to build a mastercraft object as it does to build an ordinary object of the same type. The cost to build a mastercraft object is equal to the purchase DC for the object (or its components) + the bonus provided by the mastercraft feature (+1, +2, or +3). In addition to the Wealth check, you must also pay a cost in experience points equal to 250 × the bonus provided by the mastercraft feature. The experience points must be paid before making the Craft check. If the expenditure of these experience points would drop you below the minimum needed for your current level, then the experience points can’t be paid and you can’t make the mastercraft object until you have sufficient experience points to remain at your current level after the expenditure is made.

Apply the following modifiers to the Craft check DC for mastercraft items:

	Mastercraft Feature 
	DC Modifier

	Mastercraft (+1) 
	+3

	Mastercraft (+2) 
	+5

	Mastercraft (+3) 
	+10


You can add the mastercraft feature to an existing ordinary object or a lower-grade mastercraft object by making a Wealth check and then making the Craft check as though you were constructing the object from scratch.

MEDICAL EXPERT
Benefit: The character gets a +2 bonus on all Craft (pharmaceutical) checks and Treat Injury checks.

METICULOUS
Benefit: The character gets a +2 bonus on all Forgery checks and Search checks.

MOBILITY
Prerequisites: Dexterity 13, Dodge.

Benefit: The character gets a +4 dodge bonus to Defense against attacks of opportunity provoked when the character moves out of a threatened square.

Special: When the character loses a Dexterity bonus to Defense, he or she also loses any dodge bonuses. Dodge bonuses stack with each other.
NIMBLE
Benefit: The character gets a +2 bonus on all Escape Artist checks and Sleight of Hand checks.

PERSONAL FIREARMS PROFICIENCY
Benefit: The character can fire any personal firearm without penalty.

Normal: Characters without this feat take a –4 penalty on attack rolls made with personal firearms.

POINT BLANK SHOT [* recommended revision]
Benefit: The character gets a +1 bonus on attack and damage rolls with ranged weapons against opponents within 30 feet (6 squares).
Normal [*]: Characters without this feat get +1 attack and damage with ranged weapons against opponents within 10 feet (2 squares).

POWER ATTACK [* revision from D&D V3.5]
Prerequisite: Strength 13.

Benefit: On the character’s action, before making attack rolls for a round, the character may choose to subtract a number from all melee attack rolls and add the same number to all melee damage rolls. This number may not exceed the character’s base attack bonus. The penalty on attacks and bonus on damage applies until the character’s next action.

Special: If you attack with a two-handed weapon, or with a one-handed weapon wielded in two hands, instead add twice the number subtracted from your attack rolls. You can’t add the bonus from Power Attack to the damage dealt with a light weapon (except with unarmed strikes or natural weapon attacks), even though the penalty on attack rolls still applies.
PRECISE SHOT
Prerequisite: Point Blank Shot.

Benefit: The character can shoot or throw ranged weapons at an opponent engaged in melee without penalty.

Normal: A character takes a –4 penalty when using a ranged weapon to attack an opponent who is engaged in melee combat.

QUICK DRAW [* revision from D&D V3.5]
Prerequisite: Base attack bonus +1.

Benefit: You can draw a weapon as a free action instead of as a move action. You can draw a hidden weapon (see the Sleight of Hand skill) as a move action. A character who has selected this feat may throw weapons at his full normal rate of attacks.

Normal: Drawing a weapon is a move action. With a base attack bonus of +1 or higher, the character can draw a weapon as a free action when moving.

QUICK RELOAD
Prerequisite: Base attack bonus +1.

Benefit: Reloading a firearm with an already filled box magazine or speed loader is a free action. Reloading a revolver without a speed loader, or reloading any firearm with an internal magazine, is a move action.

Normal: Reloading a firearm with an already filled box magazine or speed loader is a move action. Reloading a revolver without a speed loader, or reloading any firearm with an internal magazine, is a full-round action.

RENOWN
Benefit: The character’s Reputation bonus increases by +3.

RUN [* revision from D&D V3.5]
Benefit: When running, you move five times your normal speed (if wearing light or no armor and carrying no more than a light load) or four times your speed (if wearing medium or heavy armor or carrying a medium or heavy load). If you make a jump after a running start (see the Jump skill description), you gain a +4 bonus on your Jump check. While running, you retain your Dexterity bonus to AC.

SHOT ON THE RUN
Prerequisites: Dexterity 13, Point Blank Shot, Dodge, Mobility.

Benefit: When using an attack action with a ranged weap​on, the character can move both before and after the attack, provided that the character’s total distance moved is not greater than his or her speed.

SIMPLE WEAPONS PROFICIENCY
Benefit: The character makes attack rolls with simple weapons normally.

Normal: A character without this feat takes the –4 nonproficient penalty when making attacks with simple weapons.

SKIP SHOT
Prerequisites: Point Blank Shot, Precise Shot.

Benefit: If the character has a solid, relatively smooth surface on which to skip a bullet (such as a street or a concrete wall), and a target within 10 feet of that surface, the character may ignore cover between the character and the target. However, the character receives a –2 penalty on his or her attack roll, and the character’s attack deals –1 die of damage. 

Special: The surface doesn’t have to be perfectly smooth and level; a brick wall or an asphalt road can be used. The target can have no more than nine-tenths cover for a character to attempt a skip shot.

SPACER

Benefits: You gain a +2 bonus on Computer Use checks made to use onboard spacecraft computer systems, a +2 bonus on Navigate checks when plotting a course through space, and a +2 bonus on all Pilot checks made to fly a spacecraft.

SPRING ATTACK [* recommended revision]
Prerequisites: Dexterity 13, Dodge, Mobility, base attack bonus +4.

Benefit: When using an attack action with a melee weapon, the character can move both before and after the attack, provided that the total distance moved is not greater than the charater’s speed. Moving in this way does not provoke an attack of opportunity from the defender the character is attacking (though it can provoke attacks of opportunity from others, as normal). A character can’t use this feat if he or she is carrying a heavy load or wearing heavy armor.

Revision [*]: You must move at least 5 feet before making the attack and may move no more than half your speed after making the attack, and the total distance moved cannot be greater than your speed.  Moving this way does not provoke an attack of opportunity from the defender, though it might provoke attacks of opportunity from other creatures.  
STARSHIP BATTLE RUN

Prerequisite: Dexterity 13, Starship Dodge, Starship Mobility.

Benefit: When using an attack action with a starship ranged weapon, you can move both before and after the attack, provided that the total distance moved does not exceed the starship’s tactical speed. Moving in this way does not provoke an attack of opportunity from the defender you are attacking (though it can provoke attacks of opportunity from other nearby starships, as normal).
STARSHIP DODGE

Prerequisite: Dexterity 13, Pilot 6 ranks, Starship Operation (of the appropriate type).

Benefit: When piloting a starship of a type with which you are proficient (see Starship Operation), you apply a +1 dodge bonus to your ship’s Defense against attacks from one enemy starship you designate during your action. You can select a new enemy ship on any action.

STARSHIP FEINT

Prerequisite: Pilot 9 ranks, Starship Operation (of the appropriate type).

Benefit: When piloting a ship with which you are proficient (see Starship Operation), you can make a Bluff check in starship combat as a move action. In addition, you receive a +2 bonus on Bluff checks made to feint in starship combat.

Normal: Feinting in starship combat requires an attack action.

STARSHIP GUNNERY

Benefit: You do not take a penalty on attack rolls when firing a starship weapon.

Normal: Without this feat, you take a –4 nonproficient penalty on attack rolls when firing a starship weapon.

STARSHIP MOBILITY

Prerequisite: Dexterity 13, Starship Dodge.

Benefit: When piloting a starship of a type with which you are proficient (see the Starship Operation feat), you apply a +4 dodge bonus to your ship’s Defense against attacks of opportunity caused when you move out of or within a starship’s threatened area. Any condition that makes you lose your Dexterity bonus to Defense also makes you lose your dodge bonuses. Dodge bonuses (such as this one and the dodge bonus granted by the Starship Dodge feat) stack with each other, unlike most types of bonuses.

STARSHIP OPERATION

Select one of the following types of starships: ultralight, light, mediumweight, heavy, or superheavy. You are proficient at operating starships of that type.

Prerequisite: Pilot 2 ranks.

Benefit: When operating a starship of the selected type, you take no penalty on Pilot checks made when operating the starship, and you also apply your full class bonus to Defense to the ship’s Defense.

Normal: Without this feat, you take a –4 nonproficient penalty on Pilot checks made to operate a starship, and you apply only one-half your class bonus to Defense (rounded down) to the ship’s Defense.

Special: You can gain this feat multiple times. Each time you take the feat, it applies to a different type of starship (ultralight, light, mediumweight, heavy, or superheavy).

STARSHIP STRAFE

Prerequisite: Starship Gunnery.

Benefit: When using a starship’s ranged weapon on autofire, you can affect an area four 500-foot squares long and one 500-foot square wide (that is, any four 500-foot squares in a straight line). 

Normal: A starship weapon on autofire normally affects a 1,000-foot-by-1,000-foot area.

STEALTHY
Benefit: The character gets a +2 bonus on all Hide checks and Move Silently checks. 

STRAFE
Prerequisites: Personal Firearms Proficiency, Advanced Firearms Proficiency.

Benefit: When using a firearm on autofire, the character can affect an area four 5-foot squares long and one square wide (that is, any four squares in a straight line).

Normal: A firearm on autofire normally affects a 10-foot-by-10-foot area.

STREETFIGHTING
Prerequisites: Brawl, base attack bonus +2.

Benefit: Once per round, if the character makes a successful melee attack with an unarmed strike or a light weapon, the character deals an extra 1d4 points of damage.

STUDIOUS
Benefit: The character gets a +2 bonus on all Decipher Script checks and Research checks. 

SURFACE VEHICLE OPERATION [* revised for this setting]
Select a class of surface vehicle (heavy ground, hovercraft, sailboat, powered ship). The character is proficient at operating that class of vehicle. The heavy ground class includes all types of tractor-trailers, wheeled or tracked construction ve​hicles, and armored vehicles (armored tanks or personnel carriers). Hovercraft include all cars, bikes, and trucks that move by skimming above the ground surface. Sailboats are wind-powered water vessels. Powered ships are large, multicrewed naval vessels.

Prerequisite: Drive 4 ranks.

Benefit: The character takes no penalty on Drive checks or attack rolls made when operating a surface vehicle of the selected class.

Normal: Characters without this feat take a –4 penalty on Drive checks made to operate a surface vehicle that falls under any of these classes, and to attacks made with vehicle weapons. There is no penalty when you operate a general-purpose surface vehicle (like Wash’s “mule” or a small speedboat).
Special: A character can gain this feat as many as five times. Each time the character takes the feat, he or she selects a different class of surface vehicle.

SURGERY
Prerequisite: Treat Injury 4 ranks.

Benefit: The character can use the Treat Injury skill to perform surgery without penalty.  See the Treat Injury skill description.

Normal: Characters without this feat take a –4 penalty on Treat Injury checks made to perform surgery.

TOUGHNESS
Benefit: The character gains +3 hit points.

Special: A character may gain this feat multiple times. Its effects stack.

TRACK
Benefit: To find tracks or follow them for one mile requires a Survival check. The character must make another Survival check every time the tracks become difficult to follow. The character moves at half his or her normal speed (or at the character’s normal speed with a –5 penalty on the check, or at up to twice the character’s speed with a –20 penalty on the check). The DC depends on the surface and the prevailing conditions.

	Surface
	Survival DC 
	Surface 
	Survival DC

	Very soft ground 
	5 
	Firm ground 
	15

	Soft ground 
	10 
	Hard ground 
	20


Very Soft: Any surface (fresh snow, thick dust, wet mud) that holds deep, clear impressions of footprints.

Soft: Any surface soft enough to yield to pressure, but firmer than wet mud or fresh snow, in which the quarry leaves frequent but shallow footprints.

Firm: Most normal outdoor or exceptionally soft or dirty indoor surfaces. The quarry might leave some traces of its passage, but only occasional or partial footprints can be found.

Hard: Any surface that doesn’t hold footprints at all, such as bare rock, concrete, metal deckings, or indoor floors. The quarry leaves only traces, such as scuff marks.

If the character fails a Survival check, he or she can retry after 1 hour (out​doors) or 10 minutes (indoors) of searching.

Normal: A character without this feat can use the Survival skill to find tracks, but can only follow tracks if the DC is 10 or less. A character can use the Search skill to find individual footprints, but cannot follow tracks using Search.

	Condition
	DC Modifier

	Every three targets in the group being tracked
	–1

	Size of targets being tracked: 1
	

	Fine
	+8

	Diminutive
	+4

	Tiny
	+2

	Small
	+1

	Medium-size
	+0

	Large
	–1

	Huge
	–2

	Gargantuan
	–4

	Colossal
	-8

	Every 24 hours since the trail was made
	+1

	Every hour of rain since the trail was made
	+1

	Fresh snow cover since the trail was made
	+10

	Poor visibility: 2
	

	Overcast or moonless night
	+6

	Moonlight
	+3

	Fog or precipitation
	+3

	Tracked target hides trail (and moves at half speed)
	+5

	1 For a group of mixed sizes, apply only the modifier for the largest size category represented.

	2 Apply only the largest modifier from this category.


TRUSTWORTHY
Benefit: The character gets a +2 bonus on all Diplomacy checks and Gather Information checks. 

TWO-WEAPON DEFENSE [* revision from D&D V3.5]
Prerequisites: Dex 15, Two-Weapon Fighting.

Benefit: When wielding a double weapon or two weapons (not including natural weapons or unarmed strikes), you gain a +1 shield bonus to your AC. When fighting defensively or using the total defense action, this shield bonus increases to +2.

TWO-WEAPON FIGHTING
Prerequisite: Dexterity 13.

Benefit: The character’s penalties for fighting with two weapons are lessened by 2 for the primary hand and 6 for the off hand. The weapons used must both be melee weapons or both be ranged weapons (the character can’t mix the types).

UNBALANCE OPPONENT
Prerequisites: Defensive Martial Arts, base attack bonus +6.

Benefit: During the character’s action, the character designates an opponent no more than one size category larger or smaller than the character. That opponent doesn’t get to add his or her Strength modifier to attack rolls when targeting the character. (If the opponent has a Strength penalty, he or she still takes that penalty.) The opponent’s Strength modifier applies to damage, as usual. The character can select a new opponent on any action.

VEHICLE DODGE
Prerequisites: Dexterity 13, Drive 6 ranks or Pilot 6 ranks, Vehicle Expert.

Benefit: When driving a vehicle, during the character’s action the character designates an opposing vehicle or a single opponent. The character’s vehicle and everyone aboard it receive a +1 dodge bonus to Defense against attacks from that vehicle or opponent. The character can select a new vehicle or opponent on any action.

VEHICLE EXPERT
Benefit: The character gets a +2 bonus on all Drive checks and Pilot checks.

WEAPON FINESSE [* revision from D&D V3.5]
Prerequisites: Proficient with weapon, base attack bonus +1.

Benefit: With a light weapon, rapier, whip, or spiked chain made for a creature of your size category, you may use your Dexterity modifier instead of your Strength modifier on attack rolls. If you carry a shield, its armor check penalty applies to your attack rolls.

WEAPON FOCUS
Choose a specific weapon. A character can choose unarmed strike or grapple for your weapon for purposes of this feat.

Prerequisites: Proficient with weapon, base attack bonus +1.

Benefit: The character gains a +1 bonus on all attack rolls he or she makes using the selected weapon.

Special: A character can gain this feat multiple times. Each time the character takes the feat, the character must select a different weapon.

WEAPON SPECIALIZATION [* revision from D&D V3.5]
Choose one type of weapon for which you have already selected the Weapon Focus feat. You can also choose unarmed strike or grapple as your weapon for purposes of this feat. You deal extra damage when using this weapon.

 Prerequisites: Proficiency with selected weapon, Weapon Focus with selected weapon, base attack bonus +4.

Benefit: You gain a +2 bonus on all damage rolls you make using the selected weapon.

Special: You can gain this feat multiple times. Its effects do not stack. Each time you take the feat, it applies to a new type of weapon.

WHIRLWIND ATTACK [* revision from D&D V3.5]
Prerequisites: Dexterity 13, Intelligence 13, Dodge, Mobility, Spring Attack, Combat Expertise, base attack bonus +4.

Benefit: When the character performs a full-round action, the character can give up his or her regular attacks and instead make one melee attack at the character’s highest base attack bonus against each adjacent opponent. When you use the Whirlwind Attack feat, you also forfeit any bonus or extra attacks granted by other feats, spells, or abilities.

WINDFALL
Benefit: The character’s Wealth bonus increases by +3. Also, this feat provides a +1 bonus on all Profession checks.

Special: A character can select this feat multiple times. Each time, both of its effects stack.

ZERO-G TRAINING

You can function normally in low gravity or zero gravity.

Prerequisites: Dexterity 13, Tumble 4 ranks.

Benefits: You take no penalty on attack rolls in low-gravity or zero-gravity environments. In addition, you do not suffer the debilitating effects of space sickness.

Normal: Without this feat, you take a –4 penalty on attack rolls while operating in zero-gravity environments, or a –2 penalty on attack rolls while operating in low-gravity environments. In addition, you are subject to the effects of space sickness.

New Feats for the FIREFLY/SERENITY Setting
NATURAL READER
You possess natural powers of extrasensory perception (although Firefly does not specifically mention natural psychics, Mal had already heard of “readers” when he confronted his crew about River in “Objects in Space”).
Prerequisites: Charisma 12, Character Level 1 (beginning characters only)
Benefits: You may choose talents from the Psychic Power tree for the Charismatic Hero class.

Normal: The Psychic Power talent tree is not available to characters without this feat.

EXPERIMENTAL PSYCHIC

Scientific experimentation on your brain has given you amazing powers of extrasensory perception, though at great personal cost.
Prerequisites: Charisma 12, Intelligence 12, appropriate character background (suffered scientific experimentation)
Benefits: You may choose talents from the Psychic Power talent tree for the Charismatic Hero class. Furthermore, you gain a competence bonus on all Use Psi skill checks equal to your Intelligence bonus. However, the experimentation on your brain has left you mentally unstable (psychotic, schizophrenic, etc.). The GM may require your character to perform an insane act or say crazy words periodically. The GM may also trigger your character’s Use Psi skill at any time, even when your character does not desire to use the power. 
Normal: The Psychic Power talent tree is not available to characters without this feat.

NO POWER IN THE ’VERSE CAN STOP ME

Unscrupulous Alliance researchers used your brain like a rutting playground—with very deadly results.
Prerequisites: Experimental Psychic, Charisma 14, Intelligence 14, Use Psi 6 ranks
Benefit: As a standard action during combat (that normally does not provoke attacks of opportunity), you may spend 1 action point and make a Use Psi skill check to “do the math” calculating the exact positions of your enemies. Each subsequent, consecutive round you may spend 1 action point and gain the following benefits in return. Your attacks ignore the AC bonus granted to targets by anything less than total cover and the miss chance granted to targets by anything less than total concealment (total cover and total concealment provide their normal benefits). Your attacks suffer no range penalties: treat all your attacks as if they are within one range increment (although you cannot exceed your weapon’s maximum range). Additionally, you gain a bonus directly to your Base Attack Bonus for the whole round (thereby possibly increasing the number of attacks you can make on a full attack action) and a bonus to your damage rolls. If you run out of action points or choose not to spend an action point for the round, the effects immediately end. This feat may be used only once during any single battle. The maximum duration and the size of the bonuses are determined by the Use Psi check result:
	Check Result
	Maximum Duration
	BAB bonus / Damage bonus

	14 or lower
	The next round only (1 round)
	+3 BAB / +1 damage

	15–25
	Up to 2 subsequent, consecutive rounds
	+4 BAB / +2 damage

	25-30
	Up to 3 subsequent, consecutive rounds
	+5 BAB / +3 damage

	30 or higher
	Up to 4 subsequent, consecutive rounds
	+6 BAB / +4 damage


Normal: Use Psi normally cannot be used in combat.
New Skills for the Firefly/Serenity Setting
USE PSI (Cha) Trained Only [not available as a cross-class skill]
Psi is the scientific term for all paranormal experiences of extrasensory perception. This skill cannot be used untrained, nor is it naturally a class skill for any basic or advanced class.  No class can buy ranks in it as a cross-class skill.  Only characters with levels in the Charismatic Hero class who have taken the Psychic Power talent can buy ranks in Use Psi.

Check: The character must spend 1 action point every time he or she wishes to use this skill. If the GM forces a psychic character to use this skill, the character does not have to pay the action point. If the GM merely offers the character the opportunity, then the character pays the action point only if he or she accepts the GM’s invitation. There are four separate effects for Use Psi, and the check DC and outcome depends on the effect selected from below.
Precognition: This effect gives the character psychic foreknowledge of events yet to happen. River used this power at the end of “The Train Job” when she sensed the distant threat of the hands-of-blue men, at the end of “Safe” when she predicted Serenity was coming to rescue her and Simon from burning at the stake, in “Out of Gas” when she had a premonition of fire, in “Ariel” when she foresaw that Jayne was going to sell her out and when she knew that the man in the hospital would die unless Simon intervened to save him, and in “Heart of Gold” when she anticipated the start of the baby’s birth. The Use Psi check result determines the extent of foreknowledge gained. A vague warning provides no specific benefit, just a premonition. The benefits for higher results are cumulative, so that a character who scores 30 or higher also gains the initiative bonus and cannot be surprised.
	Check Result
	Extent of Foreknowledge

	14 or lower
	vague sense of what will be coming into your immediate area (a few hundred feet) in the next minute.

	15–25
	clear image of what will occur in your immediate area (a few hundred feet) in the next few minutes (character cannot be surprised), or a vague sense of danger from a more distant or near-future threat.

	25-30
	sharp image of what will occur in your surrounding area (a few miles) in the next several minutes (+10 circumstance bonus to initiative), or a clear image of danger from a more distant or near-future threat.

	30 or higher
	vivid image of what will occur in your surrounding area (a few miles) in the next few hours (character can gain surprise over enemies), or a clear image of danger from a faraway or far-future threat.


Psychometry: This effect gives the character psychic perception of what happened in an area in the past simply by touching objects or being in the environment. River used this power in “Bushwacked” when she sensed those killed aboard the drifting colony ship. The Use Psi check result determines what can be learned from the psychic impressions.
	Check Result
	Extent of Impressions

	14 or lower
	You receive a vague impression of the most powerful emotional event that last occurred in the room
(+1 circumstance bonus on next skill check relating to perceived events; 25% chance (01-25 on d100) of sensing specific information that answers a question the character wishes to know).

	15–25
	You receive a clear impression of the most powerful emotional event that last occurred in the area
(+2 circumstance bonus on next skill check relating to perceived events; 50% chance (01-50 on d100) of sensing specific information that answers a question the character wishes to know).

	25-30
	You receive a sharp impression of powerful emotional events that occurred in the area, either several recent events or one powerful event further in the past
(+3 circumstance bonus on next skill check relating to perceived events; 75% chance (01-75 on d100) of sensing specific information that answers a question the character wishes to know).

	30 or higher
	You receive a detailed impression of powerful emotional events that occurred in the area, either several recent events in the immediate area or one powerful event further in the past in a wider area
(+4 circumstance bonus on next skill check relating to perceived events; 99% chance (01-99 on d100) of sensing specific information that answers a question the character wishes to know).


Remote Sensing: This effect gives the character the ability to see (clairvoyance) or hear (clairaudience) what is currently happening beyond his or her normal range of perception. River used this power in “Bushwacked” when she saw from afar the rescued Reaver survivor wake up, in “Safe” when she perceived while dancing that Shepherd Book had been hurt on the other side of town, in “Ariel” when she knew the hands-of-blue men had arrived and when she intuited the way out of the hospital, and throughout “Objects in Space” as she psychically walked about the ship and when she helped her crewmates defeat Jubal Early from aboard the bounty hunter’s ship. The Use Psi check result determines the range of perception and degree of clarity. Clarity is like concealment, imposing a “miss chance” (on a d100 roll) when looking for something specific.
	Check Result
	Range and Clarity

	14 or lower
	low clarity (40% miss chance) within character’s immediate nearby area (a few hundred feet)

	15–25
	moderate clarity (20% miss chance) within character’s immediate nearby area,
or low clarity (40% miss chance) within character’s the broader surrounding area (a few miles)

	25-30
	high clarity “out of body experience” (10% miss chance) within character’s the immediate nearby area,
or moderate clarity (20% miss chance) within character’s broader surrounding area,
or low clarity (40% miss chance) anywhere on the planet (thousands of miles)

	30 or higher
	high clarity “out of body experience” (10% miss chance) within character’s broader surrounding area,

or moderate clarity (20% miss chance) anywhere on the planet,
or low clarity (40% miss chance) sensing faraway places on other worlds (anywhere in the ’Verse)


Telepathy: This effect gives the character psychic impressions of the thoughts and images in the minds of others. River used this power in “Shindig” when she taunted Badger, in “Safe” when she read the minds of the mute little girl and the village headman, in the deleted scene from “Our Mrs. Reynolds” in which she knew that Saffron was a liar, in “Ariel” when she perceived that Jayne was lying about the escape plan being changed, and in the first part of “Objects in Space” when she had  mysteriously learned Jayne’s locker combination in order to get one of his guns. The Use Psi check determines the potency of the attempted mind reading. The psychic chooses one target, who receives a Will saving throw to resist (though the target probably never will be aware that he or she is a target). If the target makes the saving throw, he or she negates the telepathy and is immune to the character’s Use Psi effects for the rest of the current encounter. The check result determines the DC of the Will save as well as the extent of mind reading.  The result grants a competence bonus (+1 to +4) on Bluff, Diplomacy, and Intimidate skill checks against the target for the rest of the current encounter; the competence bonus is doubled (+2 to +8) for Sense Motive checks involving the target. Additionally, there is chance (25% to 99% on a d100 roll) of successfully probing the target’s mind for specific information that answers a question the character wishes to know.
	Check Result
	Will Save DC
	Extent of Mind Reading (if saving throw is failed)

	14 or lower
	10
	current surface thoughts only (+1/2 bonus; 01-25 on d100)

	15–25
	20
	broader surface thoughts and mental flashes (+2/4 bonus; 01-50 on d100)

	25-30
	25
	deeper thoughts and clear mental images (+3/6 bonus; 01-75 on d100)

	30 or higher
	30
	hidden thoughts and detailed mental images (+4/8 bonus, 01-99 on d100)


Try Again?: Yes, though each new attempt costs 1 action point.

Special: A character can take 10 when making a Use Psi check, but can’t take 20. A character with the Experimental Psychic feat receives a competence bonus equal to his or her Intelligence bonus.

Time: Most Use Psi attempts require at least a full-round action, though more time (perhaps up to several minutes) might be required for particularly detailed or prolonged mind-reading, remote viewing, or precognitive visions. Use Psi generally is too lengthy and distracting to be used during combat.
Revised Skills for the Firefly/Serenity Setting
KNOWLEDGE (TECHNOLOGY) (INT)

In the Firefly/Serenity setting, you can make a Knowledge (technology) check to correctly identify machines, starships, robots, and cybernetic attachments, as well as identify unfamiliar technological devices.

Check: The DCs for identifying technological items vary depending on the type of information required:

Identifying a starship, vehicle, or weapon by its type and subtype: DC 10.

Determining the function or purpose of a particular mechanical system or cybernetic attachment: DC 15.

Recalling the standard, factory-model design specs of a particular type of machinery: DC 20.

When confronted with an unfamiliar piece of technology, you can make a Knowledge (technology) check to correctly surmise the primary purpose of the device. A successful check result does not enable you to activate the item, nor does it make you proficient with the item. The DC of the Knowledge (technology) check is 10 for basic tools or instruments, 15 for robotic or vehicular components, 20 for cybernetic equipment, with a +5 modifier if the technology is particularly advanced.
NAVIGATE (INT)

In this setting, you can use the Navigate skill to plot a course between planets. Not enough details are known about the Firefly/Serenity ’Verse for calculations of specific distances and travel times, and such details are unimportant anyway to story dramatics. For sake of simplicity, interplanetary travel takes place between four quadrants of space: outer rim (the most distant and rustic border worlds), near rim (semi-developed border worlds not quite so far out), central core (flourishing but not over-developed central planets like Persephone, where much of the episodes “Serenity” and “Shindig” occur), and inner core (the wealthiest and most urban central planets farthest away from the rim, like the cosmopolitan world Ariel).
Check: The rules for plotting a course over a great distance work as described in the Navigate skill description. The starship must possess an engine capable of traveling the desired distance and a computer network and sensor array of sufficient quality. Make one Navigate check when the ship begins traveling. The DC and travel time depends on the course:
	Destination
	DC
	Travel Time

	within the same orbit (e.g., Athens to Patience’s moon)
	5
	a few hours (1d3+1 hours)

	in the same quadrant (e.g., one outer rim planet to another)
	10
	several hours (1d6+4 hours)

	one quadrant away (e.g., from outer rim to near rim)
	15
	less than a day (2d6+8 hours)

	two quadrants away (e.g., from outer rim to central core)
	20
	a day or so (3d6+16)

	other side of the ’Verse (e.g., outer rim to inner core)
	25
	well over a day (4d6+24 hours)

	Travel Modifiers
	
	

	on a ship with high-power engines (like an Alliance cruiser)
	+0 DC
	multiply base travel time by ¾

	taking the “direct route” along well-traveled space lanes (significantly increasing the chance of passing other ships)
	-2 DC
	final travel time reduced by 1 hour per d6 rolled 

	going “out to the black” to avoid well-traveled space lanes (significantly decreasing the chance of passing other ships)
	+4 DC
	multiply final travel time by 10


If the Navigate check succeeds, the ship reaches its destination in the travel time rolled. If the check succeeds by more than 10, the travel time is only ¾ the number of hours rolled (round down). If the check fails, the ship reaches its destination but in twice the time because of delays for course corrections (double the travel time rolled). If the check fails by more than 5, the ship travels for the travel time rolled by gets only halfway to the destination, at which point the ship becomes lost in space. After another half a day, the character may make another Navigate check (DC 20) to regain the proper flight course; if the check fails, the character can keep trying until he or she succeeds, losing half a day for each failure. Once the check succeeds, the ship finally reaches its destination but in twice the travel time originally rolled.
Special: A character can take 10 when making a Navigate check for interplanetary travel but cannot take 20.

Time: Plotting a course is at least a full-round action within a quadrant, longer for courses between quadrants.
PROFESSION (WIS)
Unlike the standard D20 Modern/Future rules, in the Firefly/Serenity setting wealth is much harder to come by. A character does not automatically gain a Wealth increase based on the number of ranks in this skill.
Check: A character makes a Profession check to improve his or her Wealth bonus every time he or she attains a new level. The DC for the check is the character’s current Wealth bonus. If the character succeeds at the Profession check, his or her Wealth bonus increases by +1. For every 5 by which the character exceeds the DC, his or her Wealth bonus increases by an additional +1. A character can’t take 10 or take 20 when making a Profession check to improve his or her Wealth bonus.  Every time a character takes the Windfall feat, he or she gets a cumulative +1 bonus on all Profession checks for Wealth.

REPAIR (INT)

In the Firefly/Serenity setting, you can use this skill to repair vehicles, starships, cybernetic attachments, and machines.

Check: Repairing damage to a vehicle or starship takes 1 hour of work, a mechanical tool kit, and a proper facility such as a workshop or hangar bay. (Without proper tools or facilities, you take a –4 penalty on your Repair check.) At the end of the hour, make a Repair check (DC 20). Success repairs 2d6 points of damage. If damage remains, you may continue to make repairs for as many hours as it takes to restore the vehicle or starship to full hit points. The same rules apply to machines and cybernetic attachments, except that each successful application of the Repair skill restores 1d10 points of damage (instead of 2d6), and the Repair check is more difficult to achieve (DC 30).

Section 4: Weapons, Armor, and Equipment
	Table: Ranged Weapons

	Weapon
	Damage
	Critical
	Damage Type
	Range Increment*
	Rate of Fire
	Magazine
	Size
	Weight
	Purchase DC
	Restriction

	Handguns (require the Personal Firearms Proficiency feat)

	Pistol, Derringer (.45)
	2d6
	20
	Ballistic
	10 ft.
	Single
	2 int.
	Tiny
	1 lb.
	12
	Lic (+1)

	Revolver, Light (.22)
	2d4
	20
	Ballistic
	20 ft.
	S
	6 cyl.
	Tiny
	1 lb.
	12
	Lic (+1)

	Revolver, Medium (.38)
	2d6
	20
	Ballistic
	30 ft.
	S
	6 cyl.
	Small
	2 lb.
	13
	Lic (+1)

	Revolver, Heavy (.44)
	2d8
	20
	Ballistic
	30 ft.
	S
	6 cyl.
	Med
	3 lb.
	14
	Lic (+1)

	Autoloader, Light (.32, 9mm)
	2d4
	20
	Ballistic
	30 ft.
	S
	9 box
	Tiny
	1 lb.
	14
	Lic (+1)

	Autoloader, Medium  (.45, 9mm)
	2d6
	20
	Ballistic
	30 ft.
	S
	9 box
	Small
	2 lb.
	15
	Lic (+1)

	Autoloader, Heavy (.50, 10mm)
	2d8
	20
	Ballistic
	40 ft.
	S
	9 box
	Med
	4 lb.
	16
	Lic (+1)

	Machine Pistol (.45, 9mm)
	2d6
	20
	Ballistic
	40 ft.
	S, A
	20 box
	Med
	5 lb.
	18
	Res (+2)

	Laser pistol1
	2d8
	18-20
	Fire
	60 ft.
	S
	25 battery
	Med
	3 lb.
	25
	Illegal (+4)

	
	
	
	
	
	
	
	
	
	
	

	Longarms (require the Personal Firearms Proficiency feat)

	Shotgun, Pump-action 1
	2d10
	20
	Ballistic
	30 ft.
	Single
	5 int.
	Large
	11 lb.
	16
	Lic (+1)

	Shotgun, Double-barrel 1
	2d8
	20
	Ballistic
	30 ft.
	S
	2 int.
	Large
	12 lb.
	16
	Lic (+1)

	Shotgun, Sawed-off 1
	2d8
	20
	Ballistic
	15 ft.
	S
	2 int.
	Med
	4 lb.
	16
	Illegal (+4)

	Shotgun, Semiautomatic 1
	2d8
	20
	Ballistic
	40 ft.
	S
	7 int
	Large
	8 lb.
	17
	Lic (+1)

	Rifle, Bolt-action (7.62mm)
	2d10
	20
	Ballistic
	90 ft.
	Single
	5 int.
	Large
	7 lb.
	15
	Lic (+1)

	Rifle, Light (.444)
	2d10
	20
	Ballistic
	80 ft.
	S
	6 int.
	Large
	8 lb.
	16
	Lic (+1)

	Rifle, Heavy (.50) 1
	2d12
	20
	Ballistic
	120 ft.
	S
	11 box
	Huge
	16 lb.
	20
	Res (+2)

	Assault Rifle, Light (5.56mm)
	2d8
	20
	Ballistic
	60 ft.
	S, A
	30 box
	Large
	8 lb.
	17
	Mil (+3)

	Assault Rifle, Medium (7.62mm)
	2d8
	20
	Ballistic
	80 ft.
	S, A
	30 box
	Large
	10 lb.
	18
	Mil (+3)

	Assault Rifle, Heavy (7.62mm)
	2d10
	20
	Ballistic
	90 ft.
	S, A
	20 box
	Large
	11 lb.
	20
	Mil (+3)

	Submachine Gun (.45, 9mm) 1
	2d6
	20
	Ballistic
	50 ft.
	S, A
	30 box
	Large
	7 lb.
	18
	Res (+2)

	Machine Gun, Medium1
	2d10
	20
	Ballistic
	100 ft.
	A
	Linked
	Huge
	22 lb.
	21
	Mil (+3)

	Alliance stun rifle1
	2d12
	20
	Sonic
	10 ft.
	Single
	25 battery
	Large
	7 lb.
	20
	Mil (+3)

	Laser rifle1
	3d8
	18-20
	Fire
	80 ft.
	S, A
	25 battery
	Large
	8 lb.
	28
	Illegal (+4)

	
	
	
	
	
	
	
	
	
	
	

	Heavy Weapons (each requires a specific Exotic Firearms Proficiency feat)

	Machine Gun, Heavy1
	2d12
	20
	Ballistic
	110 ft.
	A
	Linked
	Huge
	75 lb.
	22
	Mil (+3)

	Rocket Launcher (LAW )
	10d61
	—
	—
	150 ft.
	1
	1 int.
	Large
	5 lb.
	20
	Mil (+3)

	Grenade Launcher
	Varies1
	—
	—
	70 ft.
	1
	1 int.
	Large
	7 lb.
	18
	Mil (+3)

	
	
	
	
	
	
	
	
	
	
	

	Other Ranged Weapons (Weapons Proficiency feat needed given in parentheses)

	Compound bow (Archaic)1
	1d8
	20
	Piercing
	40 ft.
	1
	—
	Large
	3 lb.
	10
	—

	Crossbow (Simple) 1
	1d10
	19–20
	Piercing
	40 ft.
	1
	1 int.
	Med
	7 lb.
	9
	—

	Javelin (Simple) 1
	1d6
	20
	Piercing
	30 ft.
	1
	—
	Med
	2 lb.
	4
	—

	Shuriken (Archaic) 1
	1
	20
	Piercing
	10 ft.
	1
	—
	Tiny
	0.5 lb.
	3
	—

	Whip (Simple) 1
	1d2
	20
	Slashing
	15 ft.
	1
	—
	Small
	2 lb.
	4
	—

	1 See the description of this weapon for special rules.


* Characters get a +1 bonus to attack and damage rolls with a ranged weapon against opponents within 10 feet (2 squares).  The feat Point-Blank Shot increases the range to within 30 feet, and the feat Far-Shot further increases it to 45 feet (9 squares).

	Table: Armor

	Armor
	Type
	Equipment Bonus
	Nonprof.icient Bonus
	Maximum Dex Bonus
	Armor Penalty
	Speed (30 ft.)
	Weight
	Purchase DC
	Restriction

	Light Armor
	
	
	
	
	
	
	
	
	

	Leather coat
	Impromptu
	+1
	+1
	+8
	–0
	30
	4 lb.
	10
	—

	Light undercover shirt
	Concealable
	+2
	+1
	+7
	–0
	30
	2 lb.
	13
	Lic (+1)

	Undercover vest
	Concealable
	+3
	+1
	+5
	–2
	30
	3 lb.
	14
	Lic (+1)

	Reinforced jumpsuit
	Tactical
	+2
	+1
	+6
	–1
	30
	3 lb.
	14
	—

	Medium Armor
	
	
	
	
	
	
	
	
	

	Concealable vest
	Concealable
	+4
	+2
	+4
	–3
	25
	4 lb.
	15
	Lic (+1)

	Light-duty vest
	Tactical
	+5
	+2
	+3
	–4
	25
	8 lb.
	16
	Lic (+1)

	Tactical vest
	Tactical
	+6
	+2
	+2
	–5
	25
	10 lb.
	17
	Res (+2)

	Heavy Armor
	
	
	
	
	
	
	
	
	

	Combat body armor
	Tactical
	+7
	+3
	+1
	–6
	20
	15 lb.
	18
	Res (+2)

	Heavy assault armor
	Tactical
	+9
	+3
	+0
	–8
	20
	20 lb.
	19
	Mil (+3)

	Space suit
	Impromptu
	+6
	+3
	+0
	–8
	15
	30 lb.
	14
	—


Table: Melee Weapons

	Weapon
	Damage
	Critical
	Damage Type
	Range Increment
	Size
	Weight
	Purchase DC
	Restriction

	Simple Weapons (require the Simple Weapons Proficiency feat)

	Brass knuckles
	1
	20
	Bludgeoning
	—
	Tiny
	1 lb.
	5
	—

	Cleaver
	1d6
	19–20
	Slashing
	—
	Small
	2 lb.
	5
	—

	Club
	1d6
	20
	Bludgeoning
	10 ft.
	Med
	3 lb.
	4
	—

	Knife
	1d4
	19–20
	Piercing
	10 ft.
	Tiny
	1 lb.
	7
	—

	Metal baton
	1d6
	19–20
	Bludgeoning
	—
	Med
	2 lb.
	8
	—

	Pistol whip
	1d4
	20
	Bludgeoning
	—
	—
	—
	—
	—

	Rifle butt
	1d6
	20
	Bludgeoning
	—
	—
	—
	—
	—

	Sap
	1d61
	20
	Bludgeoning
	—
	Small
	3 lb.
	2
	—

	Tonfa1
	1d4
	20
	Bludgeoning
	—
	Med
	2 lb.
	6
	—

	
	
	
	
	
	
	
	
	

	Archaic Weapons (require the Archaic Weapons Proficiency feat)

	Bayonet1
	1d4/1d6
	20
	Piercing
	—
	Large
	1 lb.
	7
	—

	Hatchet
	1d6
	20
	Slashing
	10 ft.
	Small
	4 lb.
	4
	—

	Longsword
	1d8
	19–20
	Slashing
	—
	Med
	4 lb.
	11
	—

	Machete
	1d6
	19–20
	Slashing
	—
	Small
	2 lb.
	5
	—

	Rapier
	1d6
	18–20
	Piercing
	—
	Med
	3 lb.
	10
	—

	Spear1
	1d8
	20
	Piercing
	— 
	Large
	9 lb.
	6
	—

	Straight razor
	1d4
	19–20
	Slashing
	—
	Tiny
	0.5 lb.
	4
	—

	Sword cane1
	1d6
	18–20
	Piercing
	—
	Med
	3 lb.
	9
	—

	
	
	
	
	
	
	
	
	

	Exotic Melee Weapons (each requires a specific Exotic Melee Weapon Proficiency feat)

	Chain1
	1d6/1d6
	20
	Bludgeoning
	—
	Large
	5 lb.
	5
	—

	Kama
	1d6
	20
	Slashing
	—
	Small
	2 lb.
	5
	—

	Katana1
	2d6
	19–20
	Slashing
	—
	Large
	6 lb.
	12
	—

	Kukri
	1d4
	18–20
	Slashing
	—
	Small
	1 lb.
	5
	—

	Nunchaku
	1d6
	20
	Bludgeoning
	—
	Small
	2 lb.
	3
	—

	Three-section staff1 
	1d10/1d10
	20
	Bludgeoning
	—
	Large
	3 lb.
	4
	—

	1 See the description of this weapon for special rules.


Improvised Weapons

Any portable object can be used as a weapon in a pinch. A character takes a –4 penalty on his or her attack roll (an improvised weapon is not considered simple, archaic, or exotic, so weapon proficiency feats cannot offset the penalty).

	Object Size
	Examples
	Damage

	Diminutive
	Ashtray, CD disk case, crystal paperweight
	1

	Tiny
	Fist-sized rock, mug, screwdriver, softball, flashlight, wrench
	1d2

	Small
	Bottle, drill, fire extinguisher, flower pot, helmet, metal hubcap, vase
	1d3

	Medium-size
	Bar stool, brick, briefcase, bowling ball, garbage can lid, hockey stick, nail gun
	1d4

	Large
	Empty garbage can, guitar, computer monitor, office chair, tire iron
	1d6

	Huge
	10-foot ladder, mailbox, oil barrel, park bench, sawhorse
	1d8

	Gargantuan
	Desk, dumpster, file cabinet, large sofa, soda machine
	2d6

	Colossal
	Junked vehicle, stoplight, telephone pole
	2d8


A character can effectively wield or throw an object of his or her size category or smaller using one hand and one size category larger using two hands. Improvised weapons deal lethal damage based on their size. The wielder’s Strength modifier applies only to damage from Tiny or larger improvised weapons. Improvised weapons threaten a critical hit on a natural roll of 20. An improvised thrown weapon has a range increment of 10 feet. Improvised weapons are not designed to absorb damage: an improvised weapon has a 50% chance of breaking each time it deals damage or, in the case of thrown objects, strikes a surface or an object larger than itself.

Guns and Ammunition

Ammunition Weight

To determine how much a loaded magazine weighs, look it up on the table, rounding the number of rounds in the magazine up.

Shotgun shells are a little heavier; use the weight value for one damage step higher. Laser pistols and stun rifles use a built-in, rechargeable battery (already included in the weapon’s basic weight).

	 
	Weight per Number of Rounds

	Damage
	10
	20
	30
	40
	50
	100

	2d4
	0.5lb
	0.5lb
	0.5lb
	0.5lb
	1.0lb
	1.5lb

	2d6
	0.5lb
	0.5lb
	0.5lb
	1.0lb
	1.0lb
	2.0lb

	2d8
	0.5lb
	0.5lb
	0.5lb
	1.0lb
	1.0lb
	2.0lb

	2d10
	0.5lb
	1.0lb
	1.0lb
	1.5lb
	1.5lb
	3.0lb

	2d12
	1.0lb
	2.0lb
	3.0lb
	4.0lb
	5.0lb
	10.0lb


Ammunition Cost

Ammunition has a Purchase DC equal to one-third of the weapon’s Purchase DC (round down).  Each successful purchase provides 10 shotgun shells, 20 bullets (internal- or cylinder-loaded guns), one full clip (box-loaded guns), one belt of 50 rounds (linked-loaded guns), or 12 arrows/bolts.  Ammunition is sized for each weapon type and is not interchangeable between them. Newly purchased firearms usually include one full magazine of ammunition.

Reloading Guns
Reloading a firearm with an already filled box magazine or speed loader is a move action. Refilling a box magazine or a speed loader, or reloading a revolver without a speed loader or any weapon with an internal magazine, is a full-round action. Loading a belt of linked ammunition is a full-round action. Linking two belts together is a move action.

Ranged Weapons

Laser pistol

One of the rarest and most illegal firearms in the ’Verse, some models (like the “Lassiter”) are exotic antiques from Earth-that-was, while others are the latest in Alliance technology. All are equally deadly. Laser pistols are powered by a built-in, rechargeable battery.
Longarms (shotguns, rifles, submachine guns)
Longarms are not well suited to close combat. A character takes a –4 penalty on the attack roll when firing at an adjacent target.

Shotguns

These weapons tend to be powerful, but only at short range. Reduce shotgun damage by 1 point for every full range increment of the attack.  The sawed-off shotgun is a 12-gauge, double-barrel shotgun with the stock and barrels sawed short. Sawed-off shotguns are generally illegal; most are homemade by cutting down a standard double-barrel shotgun. If a double-barrel or sawed-off shotgun is fully-loaded, a character can fire both barrels at once.  The character receives a –2 penalty on the attack but deals +1 die (d8) of damage with a successful hit.  Attacking this way uses both shotgun shells.

Heavy Rifle, Machine Guns

These guns are huge weapons that must be used with a bipod, which comes attached to the bottom of the gun’s barrel.
Submachine Gun
This weapon features a three-round burst setting. When used with Burst Fire, it fires only three bullets instead of five and can be used with only three bullets in the weapon. Submachine guns never need the Efficient Burst modification (gadget system).

Alliance stun rifle

This weapon fires an amplified sonic pulse carried on a distortion wave in the visible light spectrum that inflicts a powerful shock to the target’s nervous system. It always causes nonlethal damage (even on a critical hit). However, the pulse dissipates at longer ranges: reduce the damage by 1 point for every full range increment of the attack. If the target suffers massive damage from a stun rifle and fails the Fortitude saving throw, he is knocked unconscious and rendered helpless for a number of minutes equal to the damage inflicted by the attack (the character is not reduced to -1 hit points). Stun rifles are powered by a built-in, rechargeable battery.

Rocket Launcher

A LAW (light antitank weapon) is a disposable, one-shot rocket launcher. It comes as a short, telescoped fiberglass and aluminum tube. Before using the weapon, the firer must first arm and extend the tube, which is a move action. When the LAW hits its target, it explodes like a grenade or other explosive, dealing its 10d6 points of damage to all creatures within a 10-foot radius (Reflex save DC 18 for half damage). Because its explosive features a shaped charge designed to penetrate the armor of military vehicles, the LAW ignores up to 10 points of hardness if it strikes a vehicle, building, or object. However, this only applies to the target struck, not to other objects within the burst radius.  This weapon has a minimum range of 30 feet. If fired against a target closer than 30 feet away, it does not arm and will not explode. The Exotic Firearms Proficiency (rocket launchers) feat applies to this weapon.

Grenade Launcher

This simple weapon is a single-shot grenade launcher. It fires 40mm grenades. These grenades look like huge bullets an inch and a half across; they can’t be used as hand grenades, and this weapon can’t shoot hand grenades. Attacking with a grenade launcher is identical to throwing an explosive: you make a ranged attack against a specific 5-foot square (instead of targeting a person or creature). The differences lie in the range of the weapon (which far exceeds the distance a hand grenade can be thrown) and the fact that the grenade launcher requires the Exotic Firearms Proficiency (grenade launchers) feat to operate without penalty.

Compound Bow

A character’s Strength modifier applies to damage rolls made when using this weapon.

Crossbow

A crossbow requires two hands to use. Loading a crossbow is a move action that provokes attacks of opportunity.

Javelin

This light, flexible spear built for throwing can be used in melee, but since it’s not designed for it, characters using it in this manner are always considered nonproficient and take a –4 penalty on their melee attack rolls.

Shuriken

A shuriken is a thrown, star-shaped projectile with four to eight razor-sharp points. A character may draw a shuriken as a free action.

Whip

Treat a whip as a ranged weapon with a maximum range of 15 feet and no range penalties. Because a whip can wrap around an enemy’s leg or other limb, a character can make a trip attack with it by succeeding at a ranged touch attack. The character does not provoke an attack of opportunity when using a whip in this way. If the character is tripped during his or her own trip attempt, the character can drop the whip to avoid being tripped. When using a whip, a character gets a +2 bonus on your opposed attack roll when attempting to disarm an opponent (including the roll to keep from being disarmed if the character fails to disarm the opponent).

Melee Weapons

Sap

This weapon, essentially a smaller version of a club, deals nonlethal damage instead of lethal damage.

Tonfa

This is the melee weapon carried by most police forces, used to subdue and restrain criminals. A character can deal nonlethal damage with a tonfa without taking the usual –4 penalty.

Bayonet

The statistics given describe a bayonet fixed at the end of a longarm with an appropriate mount. With the bayonet fixed, the longarm becomes a double weapon—clublike at one end and spearlike at the other. A character can fight with it as if fighting with two weapons, but if the character does so, he or she incurs all the normal attack penalties associated with fighting with two weapons, as if using a one-handed weapon and a light weapon.

Spear

This primitive device is a reach weapon. A character can strike opponents 10 feet away with it, but can’t use it against an adjacent foe.

Sword Cane

This is a lightweight, concealed sword that hides its blade in the shaft of a walking stick or umbrella. Because of this special construction, a sword cane is always considered to be concealed; it is noticed only with a Spot check (DC 18). (The walking stick or umbrella is not concealed, only the blade within.)

Chain

Also called the manriki-gusari, this is a simple chain with weighted ends. A character can fight with it as if fighting with two weapons, incurring all the normal attack penalties as if using a one-handed weapon and a light weapon. In this case, the character can only strike at an adjacent opponent. If a character uses the chain as a reach weapon, he or she can strike opponents up to 10 feet away; unlike other weapons with reach the character can use it against an adjacent foe, but in this case the chain can’t be used as a double weapon. Because a chain can wrap around an enemy’s leg or other limb, a character can make a trip attack with it by succeeding at a melee touch attack. If the character is tripped during his or her own trip attempt, the character can drop the chain to avoid being tripped. When using a chain, the character gets a +2 equipment bonus on his or her opposed attack roll when attempting to disarm an opponent (including the roll to avoid being disarmed if the character fails to disarm the opponent).  A character can select the Weapon Finesse feat to apply his or her Dexterity modifier instead of Strength modifier to attack rolls with a chain.

Katana

The katana is the traditional Japanese samurai sword. When used with the Exotic Melee Weapon Proficiency feat, it can be used with one hand. For a wielder without the feat, the katana must be used with two hands, and the standard –4 nonproficiency penalty applies.

Three-Section Staff

The three-section staff requires two hands to use. The three-section staff is a double weapon. A character can fight with it as if fighting with two weapons, but if he or she does, the character incurs all the normal attack penalties associated with fighting with two weapons, as if using a one-handed weapon and a light weapon.

Armor (Light)
Leather Coat
This armor is represented by the famed brown coat worn by Malcolm Reynolds; comparable garments offer similar protection.
Light Undercover Shirt

Designed for deep undercover work in which it’s critical that the wearer not appear to be armed or armored, this garment consists of a T-shirt with a band of light protective material sewn in around the lower torso. 

Undercover Vest

Covering a larger area of the torso, this vest provides better protection than the light undercover shirt—but it’s also more easily noticed. It’s best used when the armor should remain unseen but the wearer doesn’t expect to face much scrutiny, granting a +2 bonus on Spot checks to notice the armor. An undercover vest saved Zoe’s life in “Serenity” (Part II).

Reinforced Jumpsuit

This is a padded flight suit that includes a flight helmet or hood with goggles.  Improved models (+3 lb., +3 Purchase DC) with a sealed helmet also function as a short-duration (a few hours) spacesuit. Jubal Early in “Objects in Space” wore a reinforced jumpsuit.

Armor (Medium)

Concealable Vest

This vest provides maximum protection in a garment that can be worn all day long under regular clothing. While it may go unnoticed by a quick glance, it is usually visible to anyone looking closely for it, granting a +4 bonus on Spot checks to notice the armor.

Light-Duty Vest

A lightweight tactical vest designed for extended use by police forces, this armor sacrifices a degree of protection for a modicum of comfort. This is the standard outfit for Alliance marshals and military police.

Tactical Vest

This vest provides full-torso protection in the toughest flexible protective materials available.

Armor (Heavy)

Combat Body Armor

Built like the tactical vest, but incorporating groin and head protection as well as a ceramic plate over the chest, this armor provides additional protection in battles against heavily armed opponents.  This is the standard outfit for Alliance soldiers.

Heavy Assault Armor

This armor consists of a heavy torso jacket with ceramic plates over the chest and back, neck and groin guards, arm protection, and a helmet. Heavy and cumbersome, this armor is generally only used by Alliance shock troopers heading into a dangerous assault.

Space Suit

This completely enclosed environment suit is capable of sustaining life in extremes of temperature and a lack of breathable air. The suit is composed of a thick body suit and helmet with a transparent mask, all parts of which are capable of deflecting micro-meteors and other space-borne projectiles. Inside the suit, internal air tanks and environmental filters maintain temperature and pressure. Additionally, a communications system allows for radio transmissions and internal sensors to monitor biological functions.
Grenades and Explosives

	Table: Explosives and Splash Weapons

	Weapon
	Damage
	Critical
	Damage Type
	Burst Radius
	Reflex DC
	Range Increment
	Size
	Weight
	Purchase DC
	Restriction

	40mm frag grenade
	3d6
	—
	Slashing
	10 ft.
	15
	—
	Tiny
	1 lb.
	16
	Mil (+3)

	Plastic explosive
	4d6
	—
	Concussion
	10 ft.
	18
	—
	Small
	1 lb.
	12
	Mil (+3)

	Det cord
	2d6
	—
	Fire
	See text
	12
	—
	Med
	2 lb.
	8
	Res (+2)

	Dynamite
	2d6
	—
	Concussion
	5 ft.
	15
	10 ft.
	Tiny
	1 lb.
	12
	Lic (+1)

	Frag grenade
	4d6
	—
	Slashing
	20 ft.
	15
	10 ft.
	Tiny
	1 lb.
	15
	Mil (+3)

	Smoke grenade
	—
	—
	—
	See text
	—
	10 ft.
	Small
	2 lb.
	10
	—

	Tear gas grenade
	See text
	—
	—
	See text
	—
	10 ft.
	Small
	2 lb.
	12
	Res (+2)

	Thermite grenade
	6d6
	—
	Fire
	5 ft.
	12
	10 ft.
	Small
	2 lb.
	17
	Mil (+3)

	WP grenade
	2d6
	—
	Fire
	20 ft.
	12
	10 ft.
	Small
	2 lb.
	15
	Mil (+3)

	
	
	
	
	
	
	
	
	
	
	

	Splash Weapons

	Weapon
	Direct Hit Damage
	Splash Damage
	Critical2
	Damage Type
	Reflex DC
	Range Increment
	Size
	Weight
	Purchase DC
	Restriction

	Acid, mild
	1d6
	1
	20
	Acid
	—
	10 ft.
	Tiny
	1 lb.
	6
	—

	Molotov cocktail
	1d6
	1
	20
	Fire
	—
	10 ft.
	Small
	1 lb.
	3
	—

	2 Threat range applies to direct hits only; splash damage does not threaten a critical hit.


40mm Fragmentation Grenade

This small explosive device must be fired from a 40mm grenade launcher. It sprays shrapnel in all directions when it explodes. The 40mm fragmentation grenade has a minimum range of 40 feet. If fired against a target closer than 40 feet away, it does not arm and will not explode. The purchase DC given is for a box of 6 grenades.

Plastic explosive

Plastic explosives resemble slabs of wax. Hard and translucent when cold, these explosives warm up when kneaded, and then can be coaxed to take various shapes. The information on the table represents a 1-pound block. Additional blocks can be wired together, increasing the damage and burst radius; each additional block increases the damage by +2d6 and the burst radius by 2 feet, and requires a Demolitions check (DC 15) to link them. Although the damage statistics on the table represent a 1-pound block, C4 is sold in 4-block packages. The purchase DC given represents a package of 4 blocks. C4/Semtex requires a detonator to set off. It is considered to be a moderate explosive for the purpose of using a Craft (chemical) check to manufacture it.

Det Cord

Det cord is an explosive in a ropelike form. Normally used to string multiple explosive charges together for simultaneous detonation (allowing a single detonator to set them all off), det cord can also be looped around a tree or post or other object to cut it neatly in half.

The information on the table represents a 50-foot length. A length of det cord can be spread out to pass through up to ten 5-foot squares. When this is the case, it deals the indicated damage to all creatures in each 5-foot square through which it passes.

It can also be doubled up; for each additional 5 feet of cord within a single 5-foot square, increase the damage by +1d6 to a maximum increase of +4d6. Det cord requires a detonator. It is considered a simple explosive for the purpose of Craft (chemical) checks.

Dynamite

A stick of dynamite requires a fuse or detonator to set it off. Additional sticks can be set off at the same time if they are within the burst radius of the first stick, increasing the damage and burst radius of the explosion. Each additional stick increases the damage by +1d6 (maximum 10d6) and the burst radius by 5 feet (maximum 20 feet). It’s possible to wire together several sticks of dynamite for even greater explosive effect. Doing so requires a Demolitions check (DC 10 + 1 per stick). If the character succeeds on the check, the damage or the burst radius of the explosion increases by 50% (the character’s choice). Dynamite is sold in boxes of 12 sticks. It is considered to be a simple explosive for the purpose of using a Craft (chemical) check to manufacture it. To set off dynamite using a fuse, the fuse must first be lit, requiring a move action (and a flame source). The amount of time until the dynamite explodes depends on the length of the fuse—a fuse can be cut short enough for the dynamite to detonate in the same round (allowing it to be used much like a grenade), or long enough to take several minutes to detonate. Cutting the fuse to the appropriate length requires a move action.

Fragmentation Grenade

This grenade sprays shrapnel in all directions when it explodes. The purchase DC given is for a box of 6 grenades.

Smoke Grenade

On the round when it is thrown, a smoke grenade fills the four squares around it with smoke. On the following round, it fills all squares within 10 feet, and on the third round it fills all squares within 15 feet. The smoke obscures all sight, including the darkvision ability granted by night vision goggles. Any creature within the area has total concealment (attacks suffer a 50% miss chance, and the attacker can’t use sight to locate the target). It disperses after 10 rounds, though a moderate wind (11+ mph) disperses the smoke in 4 rounds and a strong wind (21+ mph) disperses it in 1 round. Smoke grenades are available in several colors, including white, red, yellow, green, and purple. As such, they can be used as signal devices. The purchase DC given is for a box of 6 grenades.

Tear Gas Grenade

On the round that it is thrown, a tear gas grenade fills a 5-foot radius with a cloud of irritant that causes eyes to fill with tears. On the following round, it fills a 10-foot radius, and on the third round it fills a 15-foot radius. It disperses after 10 rounds, though a moderate wind (11+ mph) disperses the smoke in 4 rounds and a strong wind (21+ mph) disperses it in 1 round. A character caught in a cloud of tear gas must make a Fortitude save (DC 15) or be nauseated.  This effect lasts as long as the character is in the cloud and for 1d6 rounds after he or she leaves the cloud. Those who succeed at their saves but remain in the cloud must continue to save each round. A gas mask renders the target immune to the effects. A wet cloth held over the eyes, nose, and mouth provides a +2 bonus on the Fortitude save. The purchase DC given is for a box of 6 grenades.

Thermite Grenade

Thermite creates intense heat meant to burn or melt through an object. The purchase DC is for a box of 6 grenades.

White Phosphorus Grenade

Any target that takes damage from a White Phosphorus grenade is dealt an additional 1d6 points of fire damage in the following round and risks catching on fire. In addition, a WP grenade creates a cloud of smoke. Treat a white phosphorus grenade as a smoke grenade (see above), except that it only fills squares within 5 feet of the explosion point. The purchase DC given is for a box of 6 grenades.

Molotov Cocktail

A Molotov cocktail is easily made by hand (Craft [chemical] check DC 10 or Intelligence check DC 15). The purchase DC given is for the components. To use it, the rag must first be lit, requiring a move action (and a lighter or other source of flame). The cocktail detonates in 2 rounds or on impact with a solid object, whichever comes first. A target that takes a direct hit is dealt an additional 1d6 points of fire damage in the following round and risks catching on fire.
Equipment Customization (Gadget System)

The “gadget system” from D20 Future permits a character to make or acquire improved, customized, and unique weapons and armor—for example, Jayne Cobb’s beloved rifle Vera. The entries below describe the various upgrades available in the Firefly/Serenity setting. Customized equipment is crafted or purchased like normal, but with a cumulative modifier to the Purchase DC. The Gamemaster may take things further and rule that certain upgraded equipment can be acquired only on special, difficult adventures (like how Jayne acquired Vera).  Virtually all gadgets can be taken only once per weapon.
Weapon Upgrades
Autofire Module

This module makes it possible for semiautomatic guns to be fired on autofire. This upgrade cannot be applied to single-shot or cylinder-loaded guns (like revolvers).
Restrictions: Semiautomatic ranged weapon without autofire only.



Purchase DC Modifier: +2.

Auto-Fire Targeting

Firearms with this gadget contain an array of range-finding lasers and computerized targeting sensors in the barrel, automatically providing trajectory correction with every shot. During the first round of combat in which the weapon is fired, auto-fire targeting only calculates range data and provides no benefit. Every round thereafter in which the weapon is fired, the attacker gets a +1 equipment bonus on the gun’s attack rolls and any range penalty is reduced by 1. (In “Objects in Space” when Kaylee was trying to explain to the crew how River killed three gunmen in “War Stories,” she stressed to everyone that “it weren’t no auto-fire neither.”)
Restrictions: Firearms only.







Purchase DC Modifier: +2.

Charged Firearm

In the Firefly/Serenity ’Verse, most modern firearms contain an internal exploding wire or electromagnetic accelerator. This augmented power source fires projectiles with considerably more power. A charged firearm rolls +1 bonus die for damage (e.g., a gun that rolls 2d6 for damage rolls an extra 1d6). However, it also emits a brief high-pitched whine whenever the weapon is powered up; nearby characters a +4 bonus on their Listen checks to hear a character preparing to attack with a charged firearm.
Restrictions: Ballistic handguns and longarms only (not heavy weapons or energy weapons).
Purchase DC Modifier: +2.

Collapsible

A weapon that makes use of the collapsible gadget is easily disassembled and reassembled at a moment’s notice. Breaking down a weapon into its individual parts requires a full-round action, while reassembling them in the correct order requires another full-round action. Obviously, the weapons must be fully assembled to be used. In its disassembled state, a weapon is not easily identified; a Knowledge (technology) check (DC 17) is required to identify a collapsed weapon for what it really is.

Restrictions: None.








Purchase DC Modifier: +2.

Compact

By eliminating wasted space and using smaller components, weapons can be made far smaller than their standard counterparts. A compact weapon is one size smaller than normal, to a minimum size of Diminutive, and the base weight is ¾ the normal amount.
Restrictions: Ranged weapons only.






Purchase DC Modifier: +2.

Efficient Burst

This gadget allows an automatic firearm to shoot just 3 bullets in burst fire rather than the standard 5.

Restrictions: Ranged weapons capable of autofire (besides submachine guns).


Purchase DC Modifier: +1.

Expanded Magazine

A weapon with this gadget doubles its normal magazine capacity (like Vera’s “double magazine”). The weapon’s weight is increased by an amount equal to the extra ammunition in the magazine.
Restrictions: Ranged weapons only.






Purchase DC Modifier: +2.

Improved Durability

Some weapons are made tougher than others.  A weapon with this modification gains +2 hardness, DC to break, and hit points.

Restrictions: None.








Purchase DC Modifier: +1.

Improved Range

A gun barrel with superior rifling or carefully balanced extended length shoots projectiles further and on a smoother flight course.  A firearm with this modification increases its range increment by +10 ft.

Restrictions: Ranged weapons (handgun, longarm, or heavy weapon) only.


Purchase DC Modifier: +1.

Improved Concealment

Some weapons are designed with a smoother surface, thinner profile, and less noticeable protrusions.  A weapon with this modification provides a +2 equipment bonus on Sleight of Hand checks to conceal it from visual or manual searches.

Restrictions: Weapons that are capable of being concealed only.



Purchase DC Modifier: +1.

Mastercraft Weapon

Some weapons are made better than others, and the best of the best are unique works of art (like Vera with her “customizable trigger”). A mastercraft weapon, depending on its quality, grants a +1, +2, or +3 bonus on attack rolls or damage rolls (never both). Alternatively, the weapon’s critical threat range can be increased by +1, +2, or +3.  Mastercraft +1 weapons are common enough to be found for sale in better markets, but +2 or +3 weapons are almost always custom jobs and are rarely found openly for sale.

Purchase DC Modifier: +3 (Mastercraft +1), +5 (Mastercraft +2), +10 (Mastercraft +3).

Scope, Rangefinding Laser

One of the most valuable additions to any weapon, this gadget increases its range increment by one-half (multiply by 1.5) when aiming. Additionally, the scope also sends out an invisible laser that can determine the exact range to a target, and then relay that information via a computer link. If that information is relayed to another weapon with the rangefinding laser scope gadget targeting the same character or object, the second attacker gains a +1 equipment bonus on his first attack roll against the target. This allows multiple characters with rangefinding laser scope gadgets to triangulate the exact position of a target and ensures greater accuracy.

Restrictions: Ranged weapons only (usually longarms).




Purchase DC Modifier: +2.

Sensor Baffling

The ability to confuse these sensors can be invaluable, especially when smuggling weapons past security. Any weapon with the sensor baffling gadget grants a +4 bonus on any checks made to conceal the weapon from sensors or other detection devices.

Restrictions: None.








Purchase DC Modifier: +2.

Armor Upgrades
Mastercraft Armor
Some armors are made better than others, and the best of the best are unique works of art. A mastercraft armor, depending on its quality, increases its bonus to Defense by +1, +2, or +3. Mastercraft +1 armors are common enough to be found for sale in better markets, but +2 or +3 armors are almost always custom jobs and are rarely found openly for sale.

Purchase DC Modifier: +3 (Mastercraft +1), +5 (Mastercraft +2), +10 (Mastercraft +3).

Reduced Penalty

Some armors are customized to be more flexible and less inhibiting than normal.  Armor with this modification reduces the armor check penalty by 1 and increases the maximum dexterity bonus by 1.

Purchase DC Modifier: +2.
Reduced Weight

Some armors are customized to be more streamlined and less bulky than normal.  Armor with this modification weighs only ¾ the normal base weight (round down) and increases its speed by +5 (up to the wearer’s normal maximum).

Purchase DC Modifier: +2.

Miscellaneous Equipment
Most any piece of basic equipment from D20 Modern/Future is available in this setting. Whenever a player wants to acquire a realistic piece of gear (from a cutting torch to a hovercraft car), simply set a reasonable Purchase DC and let the character make the Wealth check. Gear and support vehicles for the ship or whole group should be bought using the Group Wealth rating.

Section 5 Vehicles and Spaceships
	Vehicles:
	Crew
	Pass
	Cargo
	Init
	Maneuver
	Top Speed
	Def
	Hard
	HP
	Size
	Purchase
DC
	Restriction

	Civilian Aircraft
	
	
	
	
	
	
	
	
	
	
	
	

	Helicopter, light
	1
	4
	250 lb.
	–4
	–4
	245 (25)
	6
	5
	28
	G
	39
	Lic (+1)

	Helicopter, heavy
	2
	13
	5,000 lb.
	–4
	–4
	200(20)
	6
	5
	36
	G
	45
	Res (+2)

	Airplane, propeller
	1
	3
	120 lb.
	–4
	–4
	210 (21)
	6
	5
	30
	G
	36
	Lic (+1)

	Airplane, personal jet
	2
	10
	500 lb.
	–4
	–4
	1,100 (110)
	6
	5
	44
	G
	40
	Lic (+1)

	Air car, atmospheric shuttle
	2
	6
	5,000 lb.
	–4
	–4
	335 (33)
	6
	5
	42
	G
	42
	Res (+2)

	Civilian ground vehicles
	
	
	
	
	
	
	
	
	
	
	
	

	Sportscar, high-performance
	1
	1
	175 lb.
	–2
	+1
	335 (33)
	8
	5
	34
	H
	36
	Lic (+1)

	Sportscar, mid-performance
	1
	3
	200 lb.
	–2
	+0
	275 (27)
	8
	5
	32
	H
	30
	Lic (+1)

	Sedan, economy
	1
	3
	275 lb.
	–1
	–1
	220 (22)
	9
	5
	30
	L
	26
	Lic (+1)

	Sedan, mid-size
	1
	4
	300 lb.
	–2
	–1
	265 (26)
	8
	5
	34
	H
	29
	Lic (+1)

	Sedan, large
	1
	5
	425 lb.
	–2
	–1
	185 (18)
	8
	5
	34
	H
	28
	Lic (+1)

	Sedan, luxury
	1
	4
	325 lb.
	–2
	+0
	280 (28)
	8
	5
	34
	H
	32
	Lic (+1)

	Motorcycle, racing
	1
	0
	0 lb.
	+0
	+3
	370 (37)
	10
	5
	18
	M
	27
	Lic (+1)

	Motorcycle, street
	1
	1
	0 lb.
	–1
	+1
	275 (27)
	9
	5
	22
	L
	26
	Lic (+1)

	Truck, light
	2
	4
	500 lb.
	–2
	–2
	175 (17)
	8
	5
	36
	H
	28
	Lic (+1)

	Truck, medium
	2
	6
	1,000 lb.
	–2
	–2
	175 (17)
	8
	5
	36
	H
	30
	Lic (+1)

	Truck, heavy
	2
	8
	1,700 lb.
	–2
	–2
	140 (14)
	8
	5
	38
	H
	32
	Lic (+1)

	Truck, armored
	2
	0
	3,600 lb.
	–2
	–2
	175 (17)
	8
	10
	36
	H
	34
	Res (+2)

	Truck, semi big-rig
	1
	2
	33,000lb
	–4
	–4
	165 (16)
	6
	5
	44
	G
	34
	Lic (+1)

	4-wheeler, ATV
	1
	0
	675 lb.
	–1
	+1
	95 (9)
	9
	5
	22
	L
	23
	Lic (+1)

	4-wheeler, cargo hauler (“mule”)
	1
	3
	1,600 lb.
	–2
	–2
	185 (18)
	8
	5
	34
	H
	27
	Lic (+1)

	Bus, passenger
	1
	39
	0 lb.
	–4
	–4
	120 (12)
	6
	5
	48
	G
	34
	Lic (+1)

	Limousine
	1
	7
	425 lb.
	–4
	–4
	195 (19)
	6
	5
	38
	G
	36
	Lic (+1)

	Hovercraft, personal
	1
	5
	425 lb.
	–2
	+1
	335 (33)
	8
	5
	36
	H
	38
	Res (+2)

	Civilian Water Vehicles
	
	
	
	
	
	
	
	
	
	
	
	

	Powerboat, runabout
	1
	5
	2,100 lb.
	–2
	–2
	55 (5)
	8
	5
	28
	H
	28
	Lic (+1)

	Powerboat, cabin cruiser
	1
	3
	2,100 lb.
	–4
	–4
	80 (8)
	6
	5
	40
	G
	32
	Lic (+1)

	Powerboat, personal
	1
	1
	60 lb.
	–1
	+1
	105 (10)
	9
	5
	22
	L
	24
	Lic (+1)

	Military Vehicles
	
	
	
	
	
	
	
	
	
	
	
	

	APC, tracked, light
	3
	7
	250 lb.
	–2
	–2
	70 (7)
	8
	10
	48
	H
	40
	Mil (+3)

	APC, tracked, heavy
	2
	11
	200 lb.
	–2
	–2
	62 (6)
	8
	10
	52
	H
	39
	Mil (+3)

	Armored tank, tracked
	4
	0
	425 lb.
	–4
	–4
	80 (8)
	6
	20
	64
	G
	47
	Mil (+3)

	Helicopter, jet
	2
	14
	9,000 lb.
	–4
	–4
	325 (32)
	6
	5
	46
	G
	47
	Mil (+3)

	Air tank, atmospheric
	2
	7
	425 lb.
	–4
	–4
	325 (32)
	6
	20
	52
	G
	49
	Mil (+3)


Spaceships, Weapons, and Systems:

ORBITAL SHUTTLE [e.g., planetary transport]
	Type: Ultralight 
	Starship Size: Huge (–2)

	Subtype: Orbital shuttle 
	Actual Size: Gargantuan (–4) 

	Tactical Speed: 2,500 ft. (5 sq.)
	 Length: 60 feet

	Defense: 8 + Dex + class bonus
	Weight: 220,000 lb.

	Targeting System Bonus: —
	Crew: 1-4

	Hardness: 20 
	Passenger Capacity: 12

	Hit Dice: 6d20 (120 hp) 
	Cargo Capacity: 22,000 lb.

	Base Purchase DC: 48
	Restriction: Licensed (+1)


Attack: None

LAUNCH [e.g., Inara’s shuttlecraft]
	Type: Ultralight 
	Starship Size: Huge (–2)

	Subtype: Launch 
	Actual Size: Huge (–2)

	Tactical Speed: 3,500 ft. (7 sq.)
	Length: 24 feet

	Defense: 8 + Dex + class bonus
	Weight: 24,000 lb.

	Targeting System Bonus: —
	Crew: 1

	Hardness: 20 
	Passenger Capacity: 4

	Hit Dice: 4d20 (80 hp) 
	Cargo Capacity: 2,400 lb.

	Base Purchase DC: 40
	Restriction: Licensed (+1)


Attack: None

SCOUT [e.g., Jubal Early’s ship]
	Type: Ultralight 
	Starship Size: Huge (–2)

	Subtype: Scout 
	Actual Size: Colossal (–8)

	Tactical Speed: 3,500 ft. (7 sq.)
	Length: 150 feet

	Defense: 8 + Dex + class bonus
	Weight: 600 tons

	Targeting System Bonus: +1
	Crew: 1-8

	Hardness: 20 
	Passenger Capacity: 0

	Hit Dice: 15d20 (300 hp) 
	Cargo Capacity: 30 tons

	Base Purchase DC: 52
	Restriction: Restricted (+2)


Attack: typically 2 fire-linked rail cannon (9d12/20) and/or CHE missiles (6d12/19–20)

FIGHTER [e.g., Alliance gun-ship]
	Type: Ultralight 
	Starship Size: Huge (–2)

	Subtype: Fighter
	Actual Size: Gargantuan (–4)

	Tactical Speed: 3,500 ft. (7 sq.)
	Length: 36 feet

	Defense: 8 + Dex + class bonus
	Weight: 39,000 lb.

	Targeting System Bonus: +1
	Crew: 1

	Hardness: 20 
	Passenger Capacity: 1

	Hit Dice: 8d20 (160 hp) 
	Cargo Capacity: 1,700 lb.

	Base Purchase DC: 48
	Restriction: Military (+3)


Attack: typically 2 fire-linked charged ballistic guns (12d12/20)
ESCORT [e.g., Lt. Womack’s Alliance patrol-ship]
	Type: Light 
	Starship Size: Gargantuan (–4)

	Subtype: Escort
	Actual Size: Colossal (–8)

	Tactical Speed: 3,000 ft. (6 sq.)
	Length: 180 feet

	Defense: 6 + Dex + class bonus
	Weight: 900 tons

	Targeting System Bonus: +2
	Crew: 8

	Hardness: 20 
	Passenger Capacity: usually 0

	Hit Dice: 20d20 (400 hp) 
	Cargo Capacity: 30 tons

	Base Purchase DC: 52
	Restriction: Restricted (+2)


Attack: 2 fire-linked charged ballistic guns and CHE missile (6d12/19–20)

Attack of Opportunity: Point-defense system +2 (2d12×10)

HAULER [e.g., Firefly transports]
	Type: Light 
	Starship Size: Gargantuan (–4)

	Subtype: Hauler
	Actual Size: Colossal (–8)

	Tactical Speed: 2,500 ft. (5 sq.)
	Length: 450 feet

	Defense: 6 + Dex + class bonus
	Weight: 6,000 tons

	Targeting System Bonus: +2
	Crew: 8 or so

	Hardness: 20 
	Passenger Capacity: around 8

	Hit Dice: 36d20 (720 hp) 
	Cargo Capacity: 3,300 tons

	Base Purchase DC: 56
	Restriction: Licensed (+1)


Attack: Usually none
Attack of Opportunity: Usually none
BULK FREIGHTER [e.g., Trans-U Reaver transport]
	Type: Mediumweight
	Starship Size: Gargantuan (–4)

	Subtype: Bulk freighter
	Actual Size: Colossal (–8)

	Tactical Speed: 2,500 ft. (5 sq.)
	Length: 800 feet

	Defense: 6 + Dex + class bonus
	Weight: 32,000 tons

	Targeting System Bonus: +2
	Crew: 8 or more

	Hardness: 20 
	Passenger Capacity: 8 or more

	Hit Dice: 125d20 (2,500 hp) 
	Cargo Capacity: 20,000 tons

	Base Purchase DC: 60
	Restriction: Licensed (+1)


Attack: Usually none
Attack of Opportunity: Usually none
HEAVY TRANSPORT
Not actually seen in the TV series, but it is reasonable to presume there are super freighters capable of interstellar travel.
	Type: Heavy
	Starship Size: Colossal (–8)

	Subtype: Heavy transport
	Actual Size: Colossal (–8)

	Tactical Speed: 3,000 ft. (6 sq.)
	Length: 1,320 feet

	Defense: 2 + Dex + class bonus
	Weight: 120,000 tons

	Targeting System Bonus: +3
	Crew: around 24

	Hardness: 20 
	Passenger Capacity: around 20

	Hit Dice: 350d20 (7,000 hp)
	Cargo Capacity: 60,000 tons

	Base Purchase DC: 68
	Restriction: Restricted (+2)


Attack: Usually none
Attack of Opportunity: Point-defense system +3 (4d12x10)
DREADNOUGHT [e.g., Alliance I.A.V. cruisers]
The mightiest and largest ships in the ’Verse, these city-like cruisers are very probably capable of interstellar travel.
	Type: Superheavy
	Starship Size: Colossal (–8)

	Subtype: Dreadnought
	Actual Size: Colossal (–8)

	Tactical Speed: 3,500 ft. (7 sq.)
	Length: 2,750 feet (and even taller)

	Defense: 2 + Dex + class bonus
	Weight: 540,000 tons

	Targeting System Bonus: +5
	Crew: around 2,000

	Hardness: 20 
	Passenger Capacity: around 1,600

	Hit Dice: 1,200d20 (24,000 hp)
	Cargo Capacity: 120,000 tons

	Base Purchase DC: 80
	Restriction: Military (+3)


Attack: Multiple batteries of virtually any weapon
Attack of Opportunity: Point-defense system +5 (5d12×10)

	Spaceship Weapons

	
	Weapon Damage
	Critical
	Damage Type
	Range Increment
	Rate of Fire
	Minimum Ship Size
	Purchase DC
	Restriction

	Charged ballistic gun
	8d12 (52)
	20
	Ballistic
	4,000 ft.
	Semi, Auto
	Huge
	35
	Res (+2)

	Laser canon
	8d8 (36)
	20
	Fire
	4,000 ft.
	Semi
	Huge
	32
	Mil (+3)

	Mine, fusion
	5d100 (275)
	—
	Energy
	—
	—
	Colossal
	33
	Mil (+3)

	Missile, CHE
	6d12 (39)
	19–20
	Ballistic
	—
	Single
	Huge
	25*
	Res (+2)

	Missile, nuclear
	16d8 (72)
	19–20
	Energy
	—
	Single
	Gargantuan
	45*
	Mil (+3)

	Rail cannon
	6d12 (39)
	20
	Ballistic
	3,000 ft.
	Semi, Auto
	Huge
	30
	Res (+2)

	Missile, plasma
	18d8 (81)
	19–20
	Fire
	—
	Single
	Gargantuan
	46*
	Mil (+3)

	Particle beam
	12d8 (54)
	20
	Energy
	4,000 ft.
	Single
	Gargantuan
	36
	Mil (+3)

	Particle beam, hvy
	16d8 (72)
	20
	Energy
	5,000 ft.
	Single
	Colossal
	39
	Mil (+3)

	Plasma cannon
	14d8 (63)
	20
	Fire
	3,000 ft.
	Semi
	Gargantuan
	36
	Mil (+3)

	Plasma cannon, hvy
	18d8 (81)
	20
	Fire
	4,000 ft.
	Semi
	Colossal
	39
	Mil (+3)

	* The purchase DC includes a basic launch system (missile rack or missile tube) and eight missiles with warheads. The purchase DC is 2 lower without the launch system.


AUTOPILOT SYSTEM
An autopilot system “kicks in” whenever the pilot is unable to fly the starship. An autopilot system isn’t as good at avoiding attacks as a living pilot, but it’s better than nothing. Larger vessels have more adaptive autopilot systems than smaller ships (although this increased sophistication doesn’t outweigh the penalties associated with the ships’ larger sizes).

An autopilot system provides an equipment bonus to the starship’s Defense depending on the ship’s size: Huge +1, Gargantuan +2, Colossal +4. This bonus applies only when the autopilot system is engaged.

Purchase DC: 5 + one-quarter the base purchase DC of the starship.

Restriction: None.

COMMUNICATIONS SYSTEM

Every spaceship has at least a deep-space radio transceiver for sending and receiving voice messages. Most ships have a laser transceiver that can handle video signals and hook up to the Cortex (the interplanetary internet). Communication systems come included with the spaceship, and sending or receiving messages requires a trivial Computer Use check. Using communication systems for deceptive purposes (like jamming enemy signals) requires opposed Computer Use checks.
GRAPPLERS
Grapplers consist of two or more robotic arms fitted with magnetic grips or pads capable of latching onto a single target, usually another ship. Grapplers can also be used to grab Small or larger objects adrift in space. Using grapplers against another ship or an unattended object is an attack action. Against another ship, this action provokes an attack of opportunity if the ship being grabbed has a point-defense system. To successfully grab the target, the starship must first enter the target’s space and the pilot must succeed at a Pilot check. The Pilot check’s DC depends on the size and Defense of the target being grabbed, as shown below. If the check succeeds, the starship successfully latches onto the target, and the two ships continue to occupy the same space until the grapplers release their hold. The grappling ship cannot move as long as it wishes to remain latched and moves in concert with the grappled ship. Neither ship can attack the other as long as the grapplers maintain their hold. As an attack action, a grabbed starship can free itself from a grabbing ship by succeeding at an opposed Pilot check. Each ship adds a special grapple bonus on its check based on its size: Huge +8, Gargantuan +12, Colossal +16. A ship may only attempt to free itself once per round. A starship using grapplers to latch onto another ship can release the hold and retract the grapplers as a free action.

Purchase DC: 10 + one-half the base purchase DC of the starship.

Restriction: None.
	Table: Grappler Pilot Check DCs

	Size of Target
	Pilot Check DC

	Colossal 
	5 + target’s Defense

	Gargantuan 
	10 + target’s Defense

	Huge
	15 + target’s Defense

	anything smaller 
	20 + target’s Defense


POINT-DEFENSE SYSTEM
The point-defense system consists of batteries of automated close-range ballistic guns. A point-defense system cannot be controlled manually by the crew and cannot be used to make normal attacks.

Destroy Missiles: A point-defense system has a 20% chance of destroying any incoming missile before they can do damage.

Make Attacks of Opportunity: A starship equipped with a point-defense system threatens the space it occupies as well as all adjacent 500-foot squares. When making an attack of opportunity, the point-defense system rolls 1d20 and adds the ship’s targeting system bonus on the roll. If the result equals or exceeds the enemy ship’s Defense, the point-defense weapons deal ballistic damage based on the ship’s type, as shown below. Point-defense systems cannot score critical hits.

Purchase DC: Varies by starship type (see Table: Point-Defense Systems).

Restriction: Restricted (+2).
	Starship Type 
	Point-Defense Damage
	Purchase DC

	Ultralight 
	1d12×10
	31

	Light 
	2d12×10
	34

	Mediumweight 
	3d12×10
	36

	Heavy 
	4d12×10
	38

	Superheavy 
	5d12×10
	40


SENSOR ARRAYS

Every spaceship has at least a radar system for finding its way through space. Most ships also have some kind of basic scanner for probing other ships. Military scanners are the most powerful and detailed. Using a sensor array to acquire information requires a Computer Use check, with the DC depending on the degree of information sought. Using sensors for deceptive purposes (like jamming an enemy ship’s radar or scanners) required opposed Computer Use checks. Sensors also can be used to jam the radar of incoming missiles (DC 15), providing concealment (20% miss chance) against missile attacks.
TARGETING SYSTEM
A computerized targeting system helps starship gunners aim weapons and track enemy ships. A targeting system provides an equipment bonus on attack rolls depending on the ship’s size: Huge +1, Gargantuan +2, Colossal +3.

Purchase DC: 18 (Huge), 23 (Gargantuan), or 28 (Colossal).

Restriction: Licensed (+1).
Section 6 Adventures in the Firefly/Serenity Setting
Fun with Spaceship Action:

A lot of the action in Firefly/Serenity takes place on spaceships.  But, unlike typical science fiction, the focus generally isn’t on the spaceships themselves.  The emphasis is usually on what happens to the characters aboard the ship.  This is not to say that there shouldn’t be any action scenes involving spaceships.  Ships and their pilots can face a lot of danger.  Though ships typically don’t have weapons and spaceship battles per-se are uncommon, heroes aboard a Firefly transport or similar spaceship can find themselves fleeing the gunfire of Alliance chase-fighters, missiles and mines fired by bounty hunters or over-eager Alliance marshals, electromagnetic webs used by illicit chop shops, runaway asteroids, and other physical hazards.  While it is certainly possible to use the D20 Future RPG to play detailed tactical fights between ships, the Firefly/Serenity setting most appropriately uses abstract cinematic action, not battle boards with square-based tactical movement.  Below is a simplified system for handling cinematic action scenes involving spaceships.
· Use the basic rules and statistics for ships and vehicles in D20 Modern/Future (hit points, defense, damage, etc.).  However, modify the size rules to provide real differences between ship types.  Though most space vessels are colossal compared to people, treat ultralight starships as Huge spaceship size (-2), light and mediumweight starships as Gargantuan spaceship size (-4), and heavy and superheavy starships as Colossal spaceship size (-8).  These special size modifiers apply to the spaceship’s Defense, Pilot checks made to maneuver the ship, and the spaceship’s initiative.

· Rather than trying to use a detailed grid lay-out, instead describe the positions of other spaceships relative to the heroes’ ship.  Keep things simple by just noting general distance increments between them: point blank (use 2,500 feet as an average), close (10,000 feet), short (25,000 feet), medium (50,000 feet), long (100,000 feet), and extreme (200,000 feet).

· Most spaceship maneuvers are resolved through opposed Pilot checks.  Have all pilots involved in the scene roll initiative for their spaceships as normal.  On a pilot’s turn, he must take a move action for his spaceship—either trying to get closer to an opposing shape, get further away, or hold the relative distance.  If he wants to get closer or further away, he and the pilots of the other ships make opposing Pilot check.  If the hero wins he moves one distance increment closer or further away as desired, and if he beats all his rivals by 10 or more, he moves two distance increments.  If the other pilots win, they move one distance increment closer or further away as they desire.  If the hero chooses to hold his distance, he only has to make a simple Pilot check at DC 10—and if he fails, the closest opposing ship gets one distance increment closer or further away as desired.
· Heroes can fire their ship’s weapons, if it has any.  If the pilot tries to get closer or further away from an opposing ship during his move action, then he can only make a single attack with one ship weapon (standard attack action).  Additionally, any gunners aboard the ship get only a standard action to attack (if they try to take a full attack action, all attacks are made at a -8 penalty).  However, if the pilot successfully holds his distance, he gets a full attack action with one ship weapon and any gunners aboard can take a full attack action with their weapons without penalty.
· If a pilot doesn’t want to make any attack, he instead can try to perform a risky stunt with his move action.  All risky stunts require opposed Pilot checks.  The pilot attempting the stunt takes a -5 penalty to his check; if he wins then he pulls off the stunt, but if he loses then the closest opposing ship gets one distance increment closer or further away as desired.  One stunt is to break away: if the ship starts out at least at the medium distance increment and wins the stunt, the pilot pulls his ship beyond extreme range and the action scene ends.  Another stunt is to double back: if the ship starts out at least at no more than the long distance increment and wins the stunt, the pilot suddenly brings his ship to the point blank increment.  A third stunt is the Crazy Ivan: if the ship starts out at point blank or close range and wins the stunt, the pilot of the opposing ship must make a Reflex save (the DC is equal to the Pilot check modifier of the pilot pulling off the stunt) or else the ship can only “hold the distance” on his next turn and characters aboard are flat-footed and unable to make any weapon attacks that round.  A fourth stunt is to hide: if the pilot wins the stunt, he successfully pulls his ship behind some kind of nearby obstruction or positions it in a blind spot of the opposing ship (the hiding ship can only be found if the crew wins a Spot check or a Computer Use check (using radar/scanners) opposed by the hiding pilot’s Pilot check with a +2 bonus.  A fifth stunt is to force docking: if the ship starts out at point blank range and wins the stunt, the pilot forcibly connects his ship’s airlock to the target ship’s airlock (if the ship possessing grapplers, then it does not have to perform this stunt and instead can make a grapple check to dock).
· Attacks of opportunity from a point defense system are provoked if a ship tries and fails to move out of the point blank distance increment, if a pilot tries and fails a stunt while in the point blank distance increment, if a ship tries to attack with ship weapons while in the point blank range increment, or if a ship tries to force docking or use grapplers.
· There are numerous spaceship feats (from D20 Future) that provide additional options for pilots (like Starship Feint).  The GM is free to make-up rules on the fly for other stunts players think up, like sideswipe or ramming.
If a GM and the players want to run more complex, tactically detailed ship scenes using square-by-square movement and distances on a grid map, get a copy of D20 Future and use the full rules for starship combat listed there.
Fun with Vehicle Action:
· There’s no reason why the above system for spaceships can’t be used for air and surface vehicles too.  Just reduce the distance increments to a more reasonable scale: use one-hundredth of the listed numbers for surface vehicles (25 feet for point blank, 100 feet for close, etc.), and triple it for air vehicles (75 feet for point blank, 300 feet for close, etc.).
Fun with Spaceship Technobabble:

What do you do if you find yourself running a spaceship scene when something breaks down and a player asks you exactly what’s wrong and needs to be done?  Just use the handy table below.  Pick up three d10 and roll them at once.  The result of the first die gives you a verb, the second die an adjective, and the third die a noun.  So if you roll a 2, a 10, and a 7, you can simply tell that player that his character needs to “fix the auxiliary motivator” and get back to role-playing.  If you want to make a big deal out of the system failure (like what happened to Serenity in “Out of Gas”), a number of specialized ship parts mentioned in the series are also listed.
	d10
	Verb
	Adjective
	Noun

	1
	Re-charge
	Primary
	Alternator

	2-3
	Fix
	Port
	Drive feeds

	4-5
	Patch
	Starboard
	Grav Damper

	6-7
	Polarize
	Fore
	Motivator

	8-9
	Vent
	Aft
	Synchronizers

	10
	Re-wire
	Auxiliary
	Thermal cap

	Other specific ship parts: catalyzer, compression coil, cooling drive, DC line, G line, grav boot, primary artery, trace compression block


Fun with Spaceship Finances:

One of the biggest challenges the heroes faced in the Firefly series was to keep flyin’.  Life in the ’Verse is hard if you’re not rich, and most people are poor.  Maintaining a spaceship and crew should be an ongoing struggle.  Fortunately, D20 Modern/Future provides a nicely abstract Wealth system that frees players and the GM from having to keep track of specific costs and account balances.  Use the simplified system below for handling spaceship finances.
· Group Wealth: Whether one hero owns the ship or everybody owns it collectively, a heroic crew is in it together.  Keep track of a Group Wealth score for the ship as a whole, independent of the wealth of individual characters.  When heroes first acquire a ship, the starting Group Wealth score should be one-fourth (round down) of the ship’s normal full Purchase DC, representing the net value of the ship’s contents, stores, cargo, systems, etc.  All expenses for the ship come out of this Group Wealth, and profit made on ship missions goes into the Group Wealth.  Each expense paid requires a separate Wealth check, so it is possible that a ship might “cover” some expenses but fail to pay for others.  The hero running the ship can choose in what order to try to cover separate expenses.  When paying for monthly expenses (see below), the crew cannot take 10 or take 20 on the Wealth checks (a random d20 roll is always required).
· Paying for a ship: Spaceships are very expensive, so most heroes will need to acquire them in some manner that reduces the cost.  One method is to buy a fenced ship from a disreputable seller (considering that in “Safe” Mal’s papers used a false name, there’s a good chance this is how he got Serenity).  Another way is to lease or borrow a ship from an owner in return for doing some mission or hauling cargo (and often this might be dangerous or illegal cargo).  A third way is to buy a ship on loan and make payments.  If the GM wants to make affording a ship possible but an ongoing challenge, he can assign a Purchase DC as a “monthly payment” for the ship.  The DC should be 40% (for less reputable sellers) to 50% (for more reputable loans) of the ship’s normal full Purchase DC.  At the end of every month, the heroes must make a Wealth check from the ship’s Group Wealth to pay the loan.  If the check is successful, the ship has meant its loan obligation and next month the Purchase DC is reduced by 1 (once the purchase DC falls to 10, the loan is considered paid in full).  If the check is unsuccessful, the ship has missed the loan payment and next month the Purchase DC is increased by 1 as a penalty.  If the heroes miss multiple loan payments, they may default on the loan and risk having the ship seized—by Alliance police types (for legitimate loans) or by hired muscle (for illicit loan sharks).
· Crew salaries: At the end of every month, the ship needs to pay out some money to its crew.  The Purchase DC is 15 for 1 character, +1 for each doubling of the total number of characters beyond that (e.g., DC 16 for up to 2, DC 17 for up to 4, DC 18 for up to 8, etc.).  If the Wealth check fails, all characters on the crew suffer a -4 penalty on their next Profession check to gain personal Wealth when advancing a level.  If the check succeeds, all characters make their next Profession check without penalty.  Additionally, if the initial Wealth check succeeds the ship can make multiple payments to the crew, increasing the Purchase DC of the Wealth check by +1 each time; for each additional successful Wealth check, all characters get a cumulative +1 bonus on their next Profession check.  If multiple months go by in between advancing a level, combine together the different modifiers from all the months (a cumulative total).
· Fuel reserves: At the end of every month, the ship needs to make sure that it can keep itself fueled for the next month.  The Purchase DC depends on what modifier the heroes are willing to suffer on the next month’s Navigate checks for traveling across space: DC 10 imposes a -4 penalty on Navigate checks, DC 15 imposes a -2 penalty, and DC 20 imposes no penalty.  If the ship fails the Wealth check, the crew may try again to purchase the next lower level of fuel reserves.  If the crew cannot even afford fuel reserves at DC 10, the ship suffers a -6 penalty on Navigate checks next month and also has a 20% chance of suddenly finding itself “out of gas” out in the black before reaching its destination, stranded until more fuel can be acquired from a passing ship (make a d100 roll after each Navigate check for the ship).
· Provision stockpiles: Heroes need to eat and drink, and it costs money to keep a ship stocked with nutritious food and potable fluids.  The Purchase DC is DC is 12 for 1 character, +1 for each doubling of the total number of characters beyond that (e.g., DC 13 for up to 2, DC 14 for up to 4, DC 15 for up to 8, etc.).  If the Wealth check fails, for the next month the characters aboard the ship must make a Fortitude saving throw (DC 15) at the start of every day: if the saving throw is failed, the character becomes fatigued due to lack of nutrition or hydration.
· Ship stores: Every ship needs to have a store of spare parts, tools, and miscellaneous machinery.  This is the most discretionary ship expense.  If the ship chooses not to attempt this Wealth check at the end of every month (or attempts the Wealth check and fails), all Craft or Repair checks the next month made by characters aboard the ship suffer a -4 penalty.  The Purchase DC for ship stores to eliminate this penalty is 15, and if the ship can successfully afford DC 20 all Craft and Repair checks next month receive a +2 bonus.

Fun with Spaceship Jobs:


Heroes can afford to keep flyin’ by successfully completing jobs.  The GM might choose to make some jobs the featured story in an adventure, or he might let the crew automatically pull off a few jobs in the background time that occurs in between the adventure storylines.  Either way, the GM should make sure that the ship gets enough jobs so that the heroes have a fair shot at trying to make their ship expenses every month.  Whenever a job is taken, the GM assigns it a Wealth Purchase DC value—and, if the job is completed, this increases the ship’s Group Wealth by an amount equal to the loss that would have been experienced had the ship bought an item of an equal Purchase DC.  For example, if a ship with a Group Wealth score of 9 completes a job worth Purchase DC 22, the Group Wealth gains 1d6+1 points (because the Purchase DC was 15 or more and 11-15 points higher than the current Wealth score).
· Hauling cargo: Moving goods from one planet, moon, or space station to another is big business. Lining up a hauling job can be a featured storyline in an adventure (just like in the episode “Shindig”). If the crew successfully picks up the cargo, transports it to the proper destination, and unloads it on a buyer, they get the Group Wealth reward.  The “Purchase DC” value for hauling cargo begins at 15 for up to 500 tons, 18 for up to 1,000 tons, 21 for up to 2,000 tons, 24 for up to 4,000 tons, 27 for up to 8,000 tons, etc.  If the commodity hauled is quite common and in low demand, decrease the value by 2.  If the buyer refuses to pay the full agreed price, reduce the value by 2 (this is what happened to Mal and Jayne in “Safe” when they tried to unload the cattle from “Shindig”).  If the commodity is extremely rare or illegal, increase the value by 2.  If the buyer agrees to pay a higher price, increase the value by 2.
· Salvage jobs: Rooting through derelict spaceships or abandoned settlements is a fine way to pick up some extra wealth, though it is usually illegal and can get a crew in trouble with the Alliance.  A salvage job can be a featured storyline in an adventure (just like in the episode “Bushwhacked”).  If the crew successfully makes off with salvaged gear and takes it to a place where it can be safely sold off, they get the Group Wealth reward.  The “Purchase DC” value for a salvage job depends on the result of a Search check made at the salvage site.  One lead character makes the Search check, and he cannot take 10 or take 20 (any other character can make Search checks at DC 10 to “Aid Another” and grant a +2 bonus to the leader’s check).  Because the items gained from salvage are used, typically the crew must sell them as used (and hence the Purchase DC is reduced by 3, the standard rule for selling used objects).  However, if the heroes take their salvaged goods to a market in need of them where they can be fairly traded, they can get the full Purchase DC value.
	check result
	salvage outcome
	Purchase DC

	Less than 10
	nothing of value recovered
	none

	10-14
	basic tools, spare parts, decent food or supplies
	15 (sells for 12)

	15-19
	advanced tools, scrap metal, high-quality food or supplies
	18 (sells for 15)

	20-24
	high-powered tools, ore or sheet metal, nutrition supplements
	22 (sells for 19)

	25-29
	broken ship or vehicle parts, computer components, valuable ore
	27 (sells for 24)

	30+
	functional ship or vehicle parts, working computers, precious metals
	33 (sells for 30)


· Special jobs: Heroes can find themselves hired for all sorts of exotic missions.  A special job can be the featured storyline of an adventure (just like “The Train Job” or “Heart of Gold”).  If the crew successfully pulls of the job (for example, the hospital heist in “Ariel”), the crew gets the Wealth reward.  The GM is free to assign any “Purchase DC” value for a special job, but the following guidelines are recommended: for short or easy jobs, DC 10; for moderately hard or tricky jobs, DC 15; for dangerous or demanding jobs, DC 20, for high-risk or gruelingly difficult jobs, DC 25; for nearly suicidal or brutally exhausting jobs, DC 30.
· Taking on passengers: Transporting people across space is a common business.  Passenger transports can be a featured storyline in an adventure (just like in “Serenity” Part I).  The main trick to this job is attracting customers who want to go to the ship’s next destination.  This requires a character to spend time trying to line up paying passengers, which requires a Charisma or Diplomacy check, and the character cannot take 10 or take 20.  If the check result is less than 10, no passengers are lined up.  If the result is 10 or more, at least one passenger is lined up; for every 3 full points by which the check result exceeds 10, one additional passenger is attracted—up to the limit of the ship’s maximum passenger capacity.  If the ship safely delivers the passengers to the destination, the crew gets the Wealth reward.  The “Purchase DC” value of taking on passengers starts at 12 for 1 passenger, +1 for each doubling of the total number of passengers beyond that (e.g., DC 13 for up to 2, DC 14 for up to 4, DC 15 for up to 8, etc.).  If the ship is taking passengers on a particularly length trip (from the rim to the core planets, for example), increase the value by 2.
Fun with Horses:


A considerable portion of the ’Verse is rustic and undeveloped, generally subsisting at a technology level on-par with the Old West of the 19th century.  In the Border worlds of the Rim, it is not uncommon for people to get around on horseback or in horse-drawn wagons.  The following rules for mounted combat, feats for mounted combat, and statistics for horses are imported from the SRD for Dungeons & Dragons Version 3.5.
· Horses in Combat: Warhorses can serve readily as combat steeds. Light horses, ponies, and heavy horses, however, are frightened by combat. If you don’t dismount, you must make a DC 20 Ride check each round as a move action to control such a horse. If you succeed, you can perform a standard action after the move action. If you fail, the move action becomes a full round action and you can’t do anything else until your next turn. Your mount acts on your initiative count as you direct it. You move at its speed, but the mount uses its action to move. A horse (not a pony) is a Large creature and thus takes up a space 10 feet (2 squares) across. For simplicity, assume that you share your mount’s space during combat.

· Combat while Mounted: With a DC 5 Ride check, you can guide your mount with your knees so as to use both hands to attack or defend yourself. This is a free action. When you attack a creature smaller than your mount that is on foot, you get the +1 bonus on melee attacks for being on higher ground. If your mount moves more than 5 feet, you can only make a single melee attack. Essentially, you have to wait until the mount gets to your enemy before attacking, so you can’t make a full attack. Even at your mount’s full speed, you don’t take any penalty on melee attacks while mounted. If your mount charges, you also take the AC penalty associated with a charge. If you make an attack at the end of the charge, you receive the bonus gained from the charge. When charging on horseback, you deal double damage with a lance (see Charge). You can use ranged weapons while your mount is taking a double move, but at a –4 penalty on the attack roll. You can use ranged weapons while your mount is running (quadruple speed), at a –8 penalty. In either case, you make the attack roll when your mount has completed half its movement. You can make a full attack with a ranged weapon while your mount is moving. Likewise, you can take move actions normally

· If Your Mount Falls in Battle: If your mount falls, you have to succeed on a DC 15 Ride check to make a soft fall and take no damage. If the check fails, you take 1d6 points of damage.

· If You Are Dropped: If you are knocked unconscious, you have a 50% chance to stay in the saddle. Otherwise you fall and take 1d6 points of damage. Without you to guide it, your mount avoids combat.

MOUNTED COMBAT FEATS

MOUNTED COMBAT
Prerequisite: Ride 1 rank.

Benefit: Once per round when your mount is hit in combat, you may attempt a Ride check (as a reaction) to negate the hit. The hit is negated if your Ride check result is greater than the opponent’s attack roll. (Essentially, the Ride check result becomes the mount’s Armor Class if it’s higher than the mount’s regular AC.)

MOUNTED SHOOTING
Prerequisites: Ride 1 rank, Mounted Combat.

Benefit: The penalty you take when using a ranged weapon while mounted is halved: –2 instead of –4 if your mount is taking a double move, and –4 instead of –8 if your mount is running.

RIDE-BY ATTACK
Prerequisites: Ride 1 rank, Mounted Combat.

Benefit: When you are mounted and use the charge action, you may move and attack as if with a standard charge and then move again (continuing the straight line of the charge). Your total movement for the round can’t exceed double your mounted speed. You and your mount do not provoke an attack of opportunity from the opponent that you attack.

SPIRITED CHARGE
Prerequisites: Ride 1 rank, Mounted Combat, Ride-By Attack.

Benefit: When mounted and using the charge action, you deal double damage with a melee weapon.

HORSES

	
	Horse, Heavy

	
	Large Animal

	Hit Dice:
	3d8+6 (19 hp)

	Initiative:
	+1

	Speed:
	50 ft. (10 squares)

	Armor Class:
	13 (–1 size, +1 Dex, +3 natural), touch 10, flat-footed 12

	Base Attack/Grapple:
	+2/+9

	Attack:
	Hoof –1 melee (1d6+1*)

	Full Attack:
	2 hooves –1 melee (1d6+1*)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +5, Ref +4, Will +2

	Abilities:
	Str 16, Dex 13, Con 15, Int 2, Wis 12, Cha 6

	Skills:
	Listen +4, Spot +4

	Feats:
	Endurance, Run

	Environment:
	Temperate plains

	Organization:
	Domesticated

	Challenge Rating:
	1

	Advancement:
	—

	Level Adjustment:
	—


The statistics presented here describe large breeds of working horses such as Clydesdales. These animals are usually ready for heavy work by age three. A heavy horse cannot fight while carrying a rider.

Carrying Capacity: A light load for a heavy horse is up to 200 pounds; a medium load, 201–400 pounds; and a heavy load, 401–600 pounds. A heavy horse can drag 3,000 pounds.

	
	Horse, Light

	
	Large Animal

	Hit Dice:
	3d8+6 (19 hp)

	Initiative:
	+1

	Speed:
	60 ft. (12 squares)

	Armor Class:
	13 (–1 size, +1 Dex, +3 natural), touch 10, flat-footed 12

	Base Attack/Grapple:
	+2/+8

	Attack:
	Hoof –2 melee (1d4+1*)

	Full Attack:
	2 hooves –2 melee (1d4+1*)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +5, Ref +4, Will +2

	Abilities:
	Str 14, Dex 13, Con 15, Int 2, Wis 12, Cha 6

	Skills:
	Listen +4, Spot +4

	Feats:
	Endurance, Run

	Environment:
	Temperate plains

	Organization:
	Domesticated or herd (6–30)

	Challenge Rating:
	1

	Advancement:
	—

	Level Adjustment:
	—


The statistics presented here describe smaller breeds of working horses such as quarter horses and Arabians as well as wild horses. These animals are usually ready for useful work by age two. A light horse cannot fight while carrying a rider.

Carrying Capacity: A light load for a light horse is up to 150 pounds; a medium load, 151–300 pounds; and a heavy load, 301–450 pounds. A light horse can drag 2,250 pounds.

	
	Warhorse, Heavy

	
	Large Animal

	Hit Dice:
	4d8+12 (30 hp)

	Initiative:
	+1

	Speed:
	50 ft. (10 squares)

	Armor Class:
	14 (–1 size, +1 Dex, +4 natural), touch 10, flat-footed 13

	Base Attack/Grapple:
	+3/+11

	Attack:
	Hoof +6 melee (1d6+4)

	Full Attack:
	2 hooves +6 melee (1d6+4) and bite +1 melee (1d4+2)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +7, Ref +5, Will +2

	Abilities:
	Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 6

	Skills:
	Listen +5, Spot +4

	Feats:
	Endurance, Run

	Environment:
	Temperate plains

	Organization:
	Domesticated

	Challenge Rating:
	2

	Advancement:
	—

	Level Adjustment:
	—


These animals are similar to heavy horses but are trained and bred for strength and aggression. A heavy warhorse can fight while carrying a rider, but the rider cannot also attack unless he or she succeeds on a Ride check.

Carrying Capacity: A light load for a heavy warhorse is up to 300 pounds; a medium load, 301–600 pounds; and a heavy load, 601–900 pounds. A heavy warhorse can drag 4,500 pounds.

	
	Warhorse, Light

	
	Large Animal

	Hit Dice:
	3d8+9 (22 hp)

	Initiative:
	+1

	Speed:
	60 ft. (12 squares)

	Armor Class:
	14 (–1 size, +1 Dex, +4 natural), touch 10, flat-footed 13

	Base Attack/Grapple:
	+2/+9

	Attack:
	Hoof +4 melee (1d4+3)

	Full Attack:
	2 hooves +4 melee (1d4+3) and bite –1 melee (1d3+1)

	Space/Reach:
	10 ft./5 ft.

	Special Attacks:
	—

	Special Qualities:
	Low-light vision, scent

	Saves:
	Fort +6, Ref +4, Will +2

	Abilities:
	Str 16, Dex 13, Con 17, Int 2, Wis 13, Cha 6

	Skills:
	Listen +4, Spot +4

	Feats:
	Endurance, Run

	Environment:
	Temperate plains

	Organization:
	Domesticated

	Challenge Rating:
	1

	Advancement:
	—

	Level Adjustment:
	—


These animals or similar to light horses but are trained and bred for strength and aggression. A light warhorse can fight while carrying a rider, but the rider cannot also attack unless he or she succeeds on a Ride check.

Carrying Capacity: A light load for a light warhorse is up to 230 pounds; a medium load, 231–460 pounds; and a heavy load, 461–690 pounds. A light warhorse can drag 3,450 pounds.

Section 7: Optional Combat Rules for the Firefly/Serenity Setting
Action Points on the Defensive: If an opponent spends an action point to increase the result of an attack roll against a character, that character may spend an action point to reduce the bonus.  The character rolls for his action point, as normal, and subtracts the die result from the bonus retroactively added to the opponent’s attack roll (down to a minimum of +0).

Armor and Rolling with a Hit: If a character wearing any tactical or concealable body armor granting a +2 or greater Defense bonus is hit by a ranged attack for which the fully modified attack roll exactly equals his or her Defense, the character may choose to ignore the hit (unless it is a critical hit, which cannot be negated).  In return, he or she is knocked prone and dazed for 1 round.  (Zoe used this tactic when she was shot by Patience’s man in “Serenity” Part II.)

Critical Hits: In the Firefly/Serenity setting, every gunshot should be potentially lethal even to the toughest hero.  When rolling to confirm a critical hit with a firearm, if the second d20 roll is also in the critical threat range then increase the damage multiplier one step (from x2 to x3).  Keep increasing the multiplier for every additional roll in the threat range.
Critical Fumbles: Just as a natural “20” on an attack roll scores a critical threat, a natural “1” on an attack roll is a potential critical fumble. The player must immediately make a second attack roll with the same modifiers and same DC as the original roll.  If the second roll succeeds the attack is just a regular miss, but if the second roll fails the character confirms the critical fumble. If the fumbled attack was made with a melee weapon, the character drops the weapon into an adjacent valid space (roll randomly).  If the fumbled attack was an unarmed strike, the character stumbles and is considered flat-footed until his turn next round, and his attack action immediately ends (even if he normally could make more attacks).  If the fumbled attack was made with a ranged weapon, the character’s weapon suffers a jam and requires a full-round action (that may provoke attacks of opportunity) to clear and reload before it can be fired again.  If the ranged weapon is incapable of jamming (for example, a thrown knife), the character instead drops the weapon (as above for a melee weapon).
Ranged Combat Position/Support: As a move action (that can provoke an attack of opportunity), you may drop to a lower firing position and steady your weapon on a support.  Kneeling reduces the range penalty by 1, and dropping prone reduces it by 2.  Improvised support (resting the gun on a tree limb, holding a one-handed gun with two hands) reduces the range penalty by 1, and fixed support (tripod, wall, bracing the gun on the ground) reduces it by 2.

Shotguns: The GM may choose to make shotguns more potent.  First, even though shotgun damage is reduced by 1 for every full range increment, increase the critical threat range by 1 (usually to 19-20) against a target within one full range increment.  Second, a sawed-off shotgun (medium size category) is no longer considered a longarm and does not suffer the -4 attack penalty against an adjacent target 5 feet away.  Any shotgun can be converted into a sawed-off shotgun on a successful Craft (Mechanical) skill check at DC 10 (the weapon is ruined on a failure).  A sawed-off shotgun weighs one-third the normal amount (rounded up) and has one-half the range increment (rounded up to the nearest 5-foot interval) than normal.
Special Combat Movement:

· Crouch allows a character to walk hunched over, presenting a smaller target to opponents.  Starting to crouch is a free action.  You remain upright and may come out of the crouch at any time as a free action.  While crouched, your speed is reduced by half (rounded up to the next 5-foot increment).  All non-adjacent opponents suffer a -2 circumstance penalty on all ranged attacks against you.  The penalty lasts until you come out of your crouch or take a regular move action.

· Crawl allows a character to wriggle forward while prone on the ground, presenting an even smaller target.  As a move action (that does not provoke an attack of opportunity), you may drop prone (immediately receiving the benefits of that posture) and take a 5-foot step.  Each round thereafter, you may take a 5-foot step as a move action (you do not get a free 5-foot step while prone).  It costs a move action to stop crawling and stand up again.
Special Melee Combat Options:

· Dirty fighting: Characters can fight dirty by taking advantage of the “Feint” (see the Bluff skill and Improved Feint feat) and “Aid Another” rules.  A character can use an underhanded tactic against an opponent (throwing dirt in his or her eyes, a surprise stomp on his or her foot, etc.) by making an “Aid Another” unarmed attack check at DC 10.  If the check succeeds, no damage is inflicted but one character gets a +2 bonus on his or her next melee attack against that opponent, or that opponent suffers a -2 penalty on his or her next attack against one character.  The characters to be affected by the bonus or penalty must be specified when the attack check is made.  Normally, a character cannot make an “Aid Another” check to help himself, but when fighting dirty the advantage may be gained by the character making the check: the opponent gets to make a Fortitude or Reflex saving throw (as appropriate based on the tactic) at DC 15 to resist, but if the save is failed the character gets to apply the +2 bonus to his next attack against that opponent or the -2 penalty to that opponent’s next attack against him.
· Distractions: It is possible for a character to distract an opponent who is engaged in combat with one of the character’s allies.  As a full round action, the distracting character makes a skill check appropriate to his or her gambit: Bluff (“Look behind you!”), Diplomacy (“Atherton, I’ll stay with you!”), or Intimidate (“You’re going down!”).  The character must role-play a reasonable deception, and the skill check suffers a -4 penalty if the character’s distracting words or actions are not very plausible.  The target resists with an opposing Sense Motive skill check at a DC equal to the distracting character’s check result.  If the target makes the check, the distraction is completely ignored.  If the target fails the check, he or she notices the distraction and may be tempted to give it attention.  The target must make a Will saving throw (DC 15), and if the save is failed then he or she is distracted: the target either is considered flat-footed or suffers a -2 penalty to Defense (the distracting character’s choice) until his or her action turn next round.  It may be possible to distract an opponent engaged in close combat with two of the character’s allies (though never more than two) or who is engaged in ranged combat, but in such circumstances the distracting character’s skill check suffers a -10 penalty.
· Knockout: Normally, the target of a knockout blow must be a helpless defender.  However, a skillful distraction (as above) can be used to make an opponent vulnerable to knockout even if not helpless.  As a full round action, the distracting character makes the skill check (as explained under Distractions) but at a -4 penalty.  If the target fails the opposing Sense Motive check and Will saving throw, then he is considered flat-footed against the next melee attack against him—and if that attack causes only nonlethal damage and hits, it is automatically considered a critical hit (x2 damage, no need to roll to confirm).  Since this kind of distraction requires a full round action, it is often performed by an ally not involved in melee combat or as a gambit before initiating combat with a surprise attack (Saffron knocked-out Wash with a kick to the head this way in “Our Mrs. Reynolds”).
· Improvised weapons: This optional rule encourages smash-and-bash hand-to-hand fighting with improvised weapons (barstools, chair legs, etc.).  First, the attack penalty (normally -4) is reduced to -3 if the character has the Brawl feat and to -2 if the character has the Streetfighting feat.  Second, rather than a 50% fixed chance of the object breaking, the character must make a Strength check against the object’s Break DC (usually 10) after hitting.  If the check beats the Break DC, the object shatters against the target’s body and, in addition to inflicting regular damage (based on the size of the object), inflicts an equal amount of nonlethal damage (roll separately) from the impact.  If an improvised weapon inflicts a critical hit and breaks, the nonlethal damage also is increased.  A character fighting with an improvised weapon sometimes does not count as “armed” in terms of attacks of opportunity: the character is considered “armed” and threatens adjacent squares only if the improvised weapon inflicts piercing or slashing damage (like a broken bottle) or is the same size category as the character or larger (like a medium-size barstool).
Special Ranged Combat Options:
· Aiming: A character can take aim with a ranged weapon as a standard attack action.  If the target is within point blank range (normally 30 feet), the character’s next single ranged attack gains the benefit of +1 attack, +1 damage, and an increase to the critical threat range by 1; if the target is beyond point blank range, the benefit instead is a reduction of the range penalty by 2.  If the character’s concentration is disrupted, if the character is attacked, or if the character moves at all (even a 5-foot step) before making the attack, the character loses the benefit of aiming.  The benefit of aiming is cumulative with the benefits of the Point Blank Shot and Dead Aim feats.

· Burst Fire: In Firefly/Serenity, lots of bullets get thrown around.  In regular D20 Modern & Future “burst fire” is a feat that must be taken, but in the Firefly/Serenity setting it is a combat option available to any character armed with a gun capable of autofire with which the character is proficient.  When using an automatic firearm with at least five bullets loaded, the character may fire a short burst as a single attack against a single target.  The character receives a –4 penalty on the attack roll, but deals +2 dice of damage.  Firing a burst expends five bullets and can only be done if the weapon has five bullets in it.  (If the character possesses the Advanced Firearms Proficiency feat and is firing a submachine gun or a gun with the Efficient Burst upgrade, only 3 bullets are used.)

· Cover Fire: As a full-round action (that can provoke an attack of opportunity), you may cover one ally with gunfire.  You must make a ranged attack at DC 10, modified for the range to the ally.  If successful, the ally receives a +4 dodge bonus until your turn next round.  Each additional instance of cover fire for the same ally increases the dodge bonus by +1.  You spend one shot from your gun making the initial ranged attack, plus one shot at the start of the ally’s turn, plus one shot every time an enemy attacks the ally until your turn next round.  Obviously, the bonus is lost if your gun runs out of ammunition.  Autofire lets you apply cover fire to multiple allies in the area of effect (using up to 10 bullets total).
· Suppressive Fire: As a full-round action (that can provoke an attack of opportunity), you pin down one opponent with gunfire.  You must make a ranged attack at DC 10, modified for the range to the opponent.  If successful, the target suffers a -4 circumstance penalty on attack rolls and skill checks until your turn next round.  Each additional instance of suppressive fire against the same target increases the penalty by -1.  Furthermore, unless the target leaves your line of sight or possesses at least one-quarter cover, you may make an attack of opportunity (using your ranged weapon) against the opponent at the end of his turn.  You spend one shot making the initial ranged attack, plus one shot at the start of your target’s next turn, plus one shot every time your target makes an attack or skill check, plus one shot for any attack of opportunity.  Obviously, the penalty is removed if your gun runs out of ammunition.  Autofire lets you apply suppressive fire to multiple opponents in the area of effect (using up to 10 bullets total).
