Star Frontiers: Zebulon Sunset, 2nd edition

Skills Reference List and Success Chart
A




Success Rate


Type


 
Academics


½ LOG + 10% per level 


Biosocial, Espionage, Scispec
Acoustics 


½ LOG + 10% per level


Techex
Acrobatics 


½ DEX/RS + 10% per level

Biosocial, Espionage
Adroitness 


Automatic (LOG and DEX)


Spacer
Agility 



Automatic (DEX/RS)


Techex


Alertness 


Automatic (INT)



Espionage, Criminal: Terrorist

Analyze Social System 

½ LOG + 10% per level


Biosoc., Expl., Espi., Crim.
Animal Handling: Basic






Explorer, Scispec

Analyze Animal Behavior
½ INT + 10% per level



Animal Taming

½ LOG/INT + 10% per level – Animal type modifier 


Animal Training

½ LOG/INT + 10% per level


Animal Handling: Mounts






Explorer

Ride Mount


100% (RS)









Stable Mounts


Automatic (DEX or LOG)

Appraisals


¼ INT + 10% per level


Biosoc., Espi., Expl., Crim. 
Archaeology 


½ LOG/INT + 10% per level

Biosocial, Espionage, Scispec
B




Success Rate


Type



Ballistics 


½ LOG + 10% per level 


Enforcer
Bionics/Cybernetics

½ LOG + 10% per level


Scispec, Techex
Blind-Fighting 


Automatic (INT or RS)


Enforcer, Espionage
Bluff/Haggle
 






Biosocial, Explorer, Espionage

Bluff


½ PER/LDR +10% per level


Haggle


½ PER + 10% per level

Body Speak 


100% (LOG)



Enforcer, Explorer, Espionage
Business Administration 






Biosocial, Espionage, Criminal

Analyze Business Systems
½ LOG +10% per level



Economics


½ LOG + 10% per level
Finance


½ LOG + 10% per level
C




Success Rate


Type



Camouflage 


½ DEX + 10% per level


Enforcer, Explorer
Cartography 


½ LOG +10% per level 


Explorer
Charisma 


Automatic (PER/LDR)


Explorer, Criminal: Con Artist
Chef 



Automatic (LOG/INT)


Biosocial, Espionage
Chemistry 


½ LOG + 10% per level


Scispec, Techex
Climbing 


Automatic (STR or DEX)


Enfor., Expl., Espi., Crim.
Communication 


1/3 LOG/INT + 10% per level

Biosocial, Explorer
Communication Devices 




 
 Explorer, Espionage, Techex, Spacer

Operate 


½ LOG + 10% per level



Repair 


½ LOG or DEX + 10% per level
 

Computers: Advanced






Espionage, Techex, Spacer

Display Information

½ LOG + 10% per level  - 10% per COML

Defeat Security  

¼ LOG + 10% per level  - 10% per COML
Reinforcing Sec. Program
¼ LOG + 3% per level

C




Success Rate


Type



Computers: Basic







Espionage, Techex, Spacer

Access & Operate 

½ LOG + 10% per level - 10% per COML   

    

Interface


½ LOG + 10% per level - 10% per COML    

Computers: Forensics

½ LOG + 10%/Lvl – 10%/hacker’s Lvl
Techex 

Computers: Programing






Techex

Program Bodycomp /

Specialized Computer
½ LOG + 10% per level - 10% per COML   

Program Manipulation      
¼ LOG + 10% per level - 10% per program level
Program Writing

Special (LOG)

Computers:  Repair






Techex

Bypass Security

¼ INT or DEX (manual) + 10% per level - 10% per program level
Repair Bodycomp /


Specialized Computer
½ LOG or DEX + 10% per level

Repair Mainframe

½ LOG or DEX + 10% per level - 10% per COML

Computers: Software Engineering
Special (LOG) 



Techex
Concealment 


100% or ½ DEX +10% per level

Enforcer, Explorer, Espionage
Cryptography 


¼ LOG + 10% per level


Enforcer, Espionage, Techex
D




Success Rate


Type



Defenses: Repair 

½ DEX +10% per level 


Techex, Spacer
Demolitions







Enforcer, Espionage, Explorer

Setting Charges

½ DEX + 10% per level

Defusing Charges

½ DEX + 10% per level – 10% per setter’s level
Diplomacy/Politics 






Biosocial
Diplomacy


Special (PER/LDR)


Politics


Automatic (PER/LDR)
Disguise 


½ PER + 10% per level


Biosoc., Espi., Expl., Crim. Con.Art.

Dramatics/Rhetoric 

Automatic (PER/LDR)


Biosoc., Espi., Expl., Crim. Con.Art.
E




Success Rate


Type



Empathic Understanding 

½ INT + 10% per level


Biosoc., Espi., Expl., Crim. Con.Art.
Endurance 


Automatic (STR/STA)


Enforcer Profession
Engineer:  Architectual, Civil and Electrical A.C.E. 



Techex, Spacer


Architect


½ LOG + 10% per level 


Civil 


½ LOG + 10% per level
Electrical 


½ LOG + 10% per level 


Engineer: Energy Generation





Techex, Spacer

Alternate Energy 

½ LOG + 10% per level 


Nuclear 


½ LOG + 10% per level

Engineer: Hydraulics and Mechanical 




Techex, Spacer

Hydraulics


½ LOG + 10% per level


Mechanical


½ LOG + 10% per level

Engineer: Military 

½ LOG + 10% per level 


Techex 

Entertaining 


Special (PER) 



Biosocial, Espionage, Spacer

Escape Artistry

 
½ DEX + 10% per level 


Biosocial, Espionage, Criminal 

Etiquette



Automatic (PER) 



Biosoc., Espi., Crim. Con.Art.
Exobiology 


½ LOG + 10% per level 


Explorer, Scispec

F




Success Rate


Type



Fine Arts 


Special (INT)



Biosocial, Espionage
Forensic Medicine 

100% or ½ LOG +10% per level

Scispec
Forgery








Enfor., Espi., Crim., Space Pirates

Detect 


½ INT +10% per level



Perform 


½ DEX +10% per level 



G




Success Rate


Type



Gambling 


½ INT + 10% per level


Biosoc., Espi., Crim., Space Pirates
Gemology 


½ LOG + 10% per level 


Espi., Expl., Scispec, Crim. Fence
General Lore 


½ LOG +10% per level


Biosocial, Espionage, Spacer
Genetics 


½ LOG + 10% per level 


Scispec
H-I




Success Rate


Type



Hypnosis 


½ PER + 10% per level 


Biosocial, Espionage
Intelligence 


Automatic (LOG/INT) 


Scispec
Interrogation 


½ PER/LDR + 10% per level

Enforcer, Espionage
Investigation 


½ LOG or INT + 10% per level

Enforcer, Espionage
Iron Will 



Automatic (STA/LOG) + 5% per level
Espionage
J-L



Success Rate


Type



Languages I 


½ LOG + 10% per level


Biosocial, Espionage
Languages II 


see skills section



Biosocial, Espionage
Law 



½ LOG + 10% per level 


Biosoc., Enfor., Espi., Crim.
Lip Reading 


½ LOG + 10% per level


Biosocial, Espionage
M




Success Rate


Type



Machinery







Techex
Operate 


½ LOG + 10% per level 



Repair 


½ LOG or DEX + 10% per level


Management 


½ PER/LDR + 10% per level

Biosoc., Espio., Spacer, Criminal
Martial Arts


½ DEX or STR + 10% per level

Enfor., Espi., Expl., Criminal
Matter Transferal Devices 

½ LOG + 10% per level 


Techex
Medical Treatment: Advanced





Scispec

Medical Devices

½ LOG + 10% per level 



Minor Med. (Wounds II)
½ DEX + 10% per level

Medical Treatment: Basic






Scispec

Diagnosis 


½ LOG/INT + 10% per level
Miscellaneous

Automatic (LOG/INT)


Medical Treatment: Disease, Infection, Infestation



Scispec

Curing a Disease

1/3 LOG/INT + 10% per level 



Infection Control

½ LOG/INT + 10% per level
Infestation Control

½ LOG/INT + 10% per level

Medical Treatment: First Aid
100% (LOG/INT)



Scispec

Medical Treatment: Poisons and Radiation

Neutralize Poison
 
¼ LOG/INT + 10% per level


Neutralize Radiation Poison. 
¼ LOG/INT + 10% per level

Scispec
M




Success Rate


Type



Medical Treatment: Specialist





Scispec
Major Med. (Wounds III) 
½ DEX + 10% per level


: 

Major Surgery (Wounds IV) 
¼ DEX + 10% per level
Mental Health







Biosocial, Explorer

Psycho-Pathology 

½ LOG/INT + 10% per level


Psychotherapy 

¼ LOG/INT + 10% per level



N-O



Success Rate


Type



Occult Knowledge 

½ LOG/INT + 10% per level

Biosocial
Outdoor Skills: Advanced






Espionage, Explorer

Making Tools/Weapons/Str.
100% (LOG) if materials are available
Tracking


½ INT + 10% per level (+/- weather/terrain modifiers)

Outdoor Skills: Basic






Espionage, Explorer

Finding Directions

½ LOG/INT + 10% per level

Survival


½ INT or STA + 10% per level 

Optics 



½ LOG + 10% per level 


Techex 
Q-P



Success Rate


Type



Personality Restructuring 

½ LOG/INT + 10% per level

Biosocial
Persuasion 


½ PER/LDR + 10% per level

Biosocial, Espionage, Explorer
Photography 


½ INT + 10% per level 

Biosocial, Enforcer, Espionage, Explorer
Physics 



½ LOG + 10% per level 


Scispec, Techex, Spacer
Pick Pockets 


½ DEX + 10% per level


Criminal, Espionage
Power Read 


Automatic (LOG) 



Techex, Spacer
Pumping Federanium 

Automatic (STR) 



Enforcer
R




Success Rate


Type



Recognize and Use Spy Gadgets
¼ INT + 10%  per skill level

Espionage
Recreation/Sports

Automatic (DEX)



Biosocial
Robotics: Advanced






Techex 
Remove Security Locks 
½ DEX + 10% per level - 10% per ROBL
Spot Anti-Tamper Device
½ INT + 10% per level - 10% per ROBL
Robotics: Basic







Techex 

Activate/Deactivate 

100% (LOG)
Identification 


100% (LOG) - 10% per robot level

Robotics: Repairs and Alterations





Techex 
Adding Equip./Modifications      ½ DEX + 10% per level - 10% per ROBL
Repair 


½ DEX + 10% per level - 10% per ROBL
Robotics: Robopsychologist 
½ INT + 10% per level - 10% per ROBL
Techex
Robotics: Specialist 






Techex
Alter Functions 

½ LOG + 10% per level - 10% per ROBL





Alter Mission 

½ LOG + 10% per level - 10% per ROBL
List Functions 

½ LOG + 10% per level - 10% per ROBL

Running



Automatic (STA)



Enforcer, Explorer
S




Success Rate


Type




Sciences: Life







Explorer, Scispec
Analyze Ecosystems

¼ LOG + 10% per level

Biology


½ LOG + 10% per level 

Botany


½ LOG + 10% per level

Zoology


½ LOG + 10% per level

Sciences: Physical






Scispec, Spacer, Techex, Sp.Pirate
Chemistry


½ LOG + 10% per level

Mathematics


½ LOG + 10% per level 

Physics


½ LOG + 10% per level

Sciences: Planetology






Explorer, Scispec
Geology


½ LOG + 10% per level

Geophysics/Forecasting
¼ LOG + 10% per level 

Sciences: Space







Scispec, Spacer, Space Pirate
Astronomy


½ LOG + 10% per level

Astrophysics


½ LOG + 10% per level 

Security Systems: Advanced





Espi, Techex, Crim. Cat Burglar 
Deactivate Alarms/Defenses
½ INT + 10% per level - 10% per alarm level

Detect Alarms/Defenses
½ INT + 10% per level - 10% per alarm level

Security Systems: Basic





  Enfor., Espi., Techex, Crim. Cat Burglar
Activate and Operate 

½ LOG + 10% per level 



Open Locks 


½ LOG or DEX + 10% per level -10% per lock level
Silent Kill 


Special (STR or DEX) + 5% per level
Enforcer, Espionage, Explorer
Situational Awareness

Special (INT)



Espionage
Society 



Automatic (PER)



Biosocial, Espionage
Stage Magic 


½ DEX/RS + 10% per level

Biosocial, Espionage
Stealth 



½ DEX/RS + 10% per level

Biosocial, Espionage, Criminal
Style Analysis 


½ LOG/INT + 10% per level

Enforcer, Espionage

Surveillance 


½ LOG + 10% per level 


Enforcer, Espionage, Criminal
Swimming 


½ DEX +10% per level 


Enforcer, Espionage
T-U



Success Rate


Type




Theology 


½ LOG + 10% per level


Biosocial, Espionage
Toxicology 


½ LOG + 10% per level 


Scispec
Trade 



(Varies)




Biosocial, Spacer
Underclass 


½ PER/LDR + 10% per level

Biosoc., Enfor., Espi., Crim.
Underwater Operations 

½ DEX + 10% per level 


Enforcer, Espionage, Explorer
V




Success Rate


Type




Vehicles: Aquatic 


100% (RS)


Enforcer, Espionage, Explorer, Techex
Vehicles: Atmospheric 

100% (RS)



Enforcer, Explorer, Techex
Vehicles: Cars 


100% (RS)


Enforcer, Espionage, Explorer, Techex
Vehicles: Cycles 


100% (RS)


Enforcer, Espionage, Explorer, Techex
Vehicles: Machinery 

½ RS + 10% per level

Enforcer, Espionage, Explorer, Techex
Vehicles: Repair 


½ DEX + 10% per level 

Enforcer, Espionage, Explorer, Techex
Vehicles: Space 


100% (DEX) 


Enforcer, Espionage, Explorer, Techex
Vehicles: Stunt Driving 

½ DEX + 10% per level 

Enforcer, Espionage, Explorer, Techex
Vehicles: Submersible 

100% (RS)


Enforcer, Espionage, Explorer, Techex 
V




Success Rate


Type




Vehicles: Transports 

100% (RS) 


Enforcer, Espionage, Explorer, Techex 
Ventriloquism 


½ DEX + 10% per level 


Biosocial, Espionage
Veterinary Medicine: Basic






Scispec

Diagnosis


½ LOG/INT + 10% per level

Miscellaneous

Automatic (LOG/INT)
Wounds I


100% (LOG/INT)
W-X-Y-Z


Success Rate


Type




Weapons: Archaic Ranged

½ DEX + 10% per level 


Enforcer, Espionage

Weapons: Artillery

½ LOG + 10% per level 


Enforcer, Espionage

Weapons: Beam  


½ DEX + 10% per level 


Enforcer, Espionage
Weapons: Dropped Ordinance
½ DEX or LOG + 10% per level

Enforcer, Spacer 
Weapons: Grenades/Thrown 
½ DEX + 10% per level 


Enfor., Espi., Expl., Crim., SP
Weapons: Mass Destruction 
½ DEX + 10%/Lvl -10%/Sec Lvl

Enforcer, Espionage 

Weapons: Melee 


½ DEX or STR + 10% per level

Enforcer, Espionage
Weapons: Missiles 

½ DEX + 10% per level


Enforcer, Espionage, Spacer, SP
Weapons: Off-hand Firing 

Automatic (DEX)



Enforcer, Espionage
Weapons: P.G.S. 
 
½ DEX + 10% per level


Enforcer, Espionage 
Weapons: Powered Assault Armor 
100% (DEX)



Enforcer, Espionage 
Weapons: Repair 

½ DEX + 10% per level


Enforcer, Espionage, Techex
Weightless Combat 

Special (DEX)


Enforcer, Espionage, Spacer, Space Pirate
Robot Malfunctions

If a player fails his character's roll on his Robotics: Remove Security Locks, Alter Functions, or Alter Mission skills, the robot can malfunction. When this happens, the referee should roll 1d100 on the Robot Malfunction Table.ie 
	Robot Malfunctions Table

	01-20
	No Malfunction

	21-30 
	Function Progit Destroyed

	31-40
	Sensor System Failure

	41-50
	Mobility System Failure

	51-60 
	Short Circuit

	61-70
	Level Drop

	71-80 
	Mission Erased

	81-90 
	Haywire

	91-00 
	Explosion


· No Malfunction: The robot continues to function normally.

· Function Progit Destroyed: One of the function progits (picked randomly) has been destroyed. The robot cannot perform anything that requires that progit. If all of a robot's progits are destroyed, the robot is deactivated.

· Sensor System Failure: The robot's optical or radar/sonar sensor system fails. This means the robot can only locate a target by its normal audio receivers. Since it cannot normally maneuver by touch, it must go very slowly.

· Mobility System Failure: The robot's mobility system, whether it is hoverfan, wheels, tracks, or legs, is damaged. The referee decides what type of limitations is placed on the robot's mobility.

· Short Circuit: The robot is still operating, but has been damaged (effect at referee’s discretion).

· Level Drop: The robot suffers damage throughout which drops it one level affecting combat, skill and intellect checks.

· Mission Erased: The robot's mission progit has been erased. It still maintains all of its functions, but has no purpose in life except to survive.

· Haywire: The robot is completely out of control. 

· Explosion: The robot's parabattery explodes, causing 2d10 points of damage multiplied by the parabattery's type to the character attempting the skill. Damage is electrical, fragmentary, and concussive.

Technician/Engineer Repairs
When a repair is made away from a shop ("in the field") with a personal toolkit, there is a chance that the device will break down again. This chance accumulates from day to day (a device has a 10 percent chance to break down in the first 20 hours, 20 percent in the second 20 hours, 30 percent in the third, and so on). When something breaks down, the damage might be minor, major or total. A minor repair could take 1-10 minutes, a major repair could take 1-10 hours, while repairing something totaled could take anywhere between 10 to 100 hours.

Weapons/Military Skills

A character who does not have a skill (experience) with a particular weapon may try to use it with a -10 percent modifier from his chance to hit, but they cannot perform complicated tasks requiring finesse, such as careful aiming. The use of explosive, mines and detonators or heavy or shipboard weapons is also prohibited without some minimal instruction, but can result in mishaps.
Knight Hawks Skills Reference List and Success Chart
Skill




Success Rate






Adroitness



Automatic (LOG and DEX)


 
Astrogation: 

Chart New Routes 


½ LOG + 10% per level - 5% x light years


 


Find Location 


½ LOG + 10% per level



 
Plot Interstellar Jumps 

100% (LOG) on charted route



 
Risk Jumping 


Special (see sub-skill description)
Engineering: Damage Control 

½ INT + 10% per level 



 
Engineering: Ship Design 


100% (LOG)




 
Engineering: Stress Analysis


To Prevent Ship Breakup

-5% per level (to ship's breakup %)

 
Troubleshoot/detect engine failure 
½ LOG/INT + 10%



 
Gunnery: Beam Weapons 


+5% per level added to KH Combat Table %'s

 
Gunnery: Rocket Weapons 

+5% per level added to KH Combat Table %'s
 
Gunnery: Improved Accuracy

+5% per level
Gunnery: Selective Targeting 

-30% to hit 




 
Sensor Operations 


Automatic (LOG) 




 
Ship Onboard Systems Operation (SOSO) 

Ship/Station Orientation

½ LOG/INT + 10% per level

Emergency Repairs


½ LOG + 10% per level


 
Star Pilot: Pilot 1 (Hull Size 1-3) 

½ RS + 10% per level



 
Star Pilot: Pilot 2 (Hull Size 4-8)

½ RS + 10% per level 



 
Star Pilot: Pilot 3 (Hull Size 9-12)

½ RS + 10% per level 



 
Star Pilot: Pilot 4 (Hull Size 13+)

½ RS + 10% per level 



 
Star Pilot: Evasion 


- 3% x SL from ship's chance of being hit

 
Star Pilot: Increase Accuracy of FFW 
+5% x skill level




 
Star Pilot: Increase Maneuver Rating 
10% x skill level 




 
Survival: Zero G 



Special (DEX/RS)

System Navigation


½ LOG + 10% per level


 
Vehicles: Space 



100% (DEX)
Weightless Combat


Special (DEX)
Mentalist Discipline Reference List and Success Chart
Mentalist Combat Modifiers: When a Mentalist attack discipline is used, the target usually receives no chance to evade the attack (such as a Reaction Speed check). If there is a check allowed, it will be included in the discipline description.

· If a Mentalist uses an attack discipline on normal characters, the success rate is normal.

· If a Mentalist uses an attack discipline on an enlightened character (knowingly or unknowingly), his success rate has a -10 percent modifier.

· If a Mentalist uses an attack discipline on another Mentalist knowingly or unknowingly), his success rate has a -20 percent modifier.

Except for any modifiers that may be inherent in a discipline, these are the only modifier considerations for mental combat.

Damage: Unless otherwise stated, any damage done by mental attacks is considered the same as damage done by physical attacks and is reduced from the character's Stamina in the same fashion.
A-C



Success Rate

Limit

Range

Duration
Type  
Amnesia/Remember

½ LOG/INT + 10%/ Lvl
1/day

Touch

Indefinite

Em, Tel

- target’s PER
Analysis 





1/day per object
Touch

Concentration
Em

Awareness

½ LOG/INT + 10%/ Lvl


Impressions

½ LOG/INT + 10%/ Lvl

Beam 


½ LOG + 10%/Lvl

1/Lvl/day

10m/Lvl

1t

Tel

Channeling: Energy Barrier
½ LOG/INT + 10%/ Lvl
2/Lvl/day

Self

5t + 1t/Lvl

PE

Channeling: Inertial Barrier
½ LOG/INT + 10%/ Lvl
2/Lvl/day

Self

5t + 1t/Lvl

PE

Clairaudience 

½ LOG/INT + 10%/Lvl
None

Special

Concentration
Em
 
Clairvoyance 

½ LOG/INT + 10%/Lvl
None

Special

Concentration
Em
 
Confusion 

¼ LDR + 10%/Lvl

2/Lvl/day

10m/Lvl

1d10t

Em, Tel
 
Cryokinesis 

½ STA + 10%/Lvl

Concentrate
5m/Lvl

Special

PE
 
D-F



Success Rate

Limit

Range

Duration
Type  
Density 


½ STA + 10%/Lvl

None

Self

1m/Lvl

MC, PM
Detection: Immed. Area 
½ LOG/INT + 10%/Lvl
None

40m/Lvl

4t + 1t/Lvl

Tel
Detection: Long Range
½ LOG/INT + 10%/Lvl
None

1km/Lvl

1m/Lvl

Tel
Disruption 

½ STA + 10%/Lvl

1/day/Lvl

5m/Lvl

1t

PM
Electrascreen 

½ LOG or STA + 10%/Lvl
None

5m/Lvl

5t + 1t/Lvl

PE
Empathy 


½ LOG/INT + 10%/Lvl
1 / encounter
20m/Lvl

Indefinite

EM
Enhanced Agility

Automatic (DEX/RS)

1/day/Lvl

Self

2t/Lvl

MC

Enhanced Physique

Automatic (STR/STA)
1/day/Lvl

Self

2t/Lvl

MC

Enhanced Senses

Automatic (INT)

1/day/Lvl

Self

2t/Lvl

MC

Fear 



¼ LDR + 10%/Lvl

None

10m/Lvl

At least 2t

EM
File 



100% (LOG) 

None

Self

Indefinite

EM
Fortify


Auto (STA/LOG/PER/LDR)
1/day

Self

20hr

MC

+ 5% per level
H



Success Rate

Limit

Range

Duration
Type  
Heal Others 

100% (STA)

1/day/Lvl

Touch

1t

PM
Heal Self 


100% (STA)

2/day

Self

1t

MC, PM
Heal Self Fully

½ STA + 10%/Lvl

1/day

Self

10t

MC, PM
Hyper Movement

100% (STA)

1/day/Lvl

Self

min. = STA/10
MC
I



Success Rate

Limit

Range

Duration
Type
Illusion 


½ LDR + 10%/Lvl

1/day + 1/Lvl
5m/Lvl

20t

Tel
Infatuation 

 ½ PER + 10%/Lvl

None

2m/Lvl

Special

EM

Infrascreen 

½ LOG or STA + 10%/Lvl
None

5m/Lvl

5t + 1t/Lvl

PE
L-R



Success Rate

Limit

Range

Duration
Type  
Leach Life

½ LOG + 10%/Lvl

1/day + 1/Lvl
2m/Lvl

1t

PM
Levitation 

100% (STA) 

2t rest after use
1m/5 pts LOG
9t + 1t/Lvl

PE
Link 



½ LOG + 10%/Lvl

2t rest after use
2m/Lvl

2t + 1t/Lvl

Tel
Link: Focal Point

Automatic (LOG)

1/day + 1/Lvl
10m + 5m/Lvl
2t + 1t/Lvl

Tel
Mental Invisibility
        LOG + 10%/Lvl – target’s LOG
Special

20m + 5m/Lvl
Concentrates
EM


Mental Prowess*

Automatic (LOG)

Char. Creation
N/A

N/A

N/A
Mental Tag
       ½ LOG + 10%/Lvl – target’s
None

100m/Lvl

Indefinite

Tel




LOG or Automatic (LOG)

Paralyze 


½ STA + 10%/Lvl 

1/day/Lvl

10m/Lvl

1d10 + 2t

EM
Pheromone Emission 
¼ PER + 10%/Lvl

1/day/Lvl

2m/Lvl

1m/Lvl

MC
Possession
       ½ PER + 10%/Lvl – target’s PER
1/day

Special

Special

Tel
Pyrokinesis 

½ STA + 10%/Lvl

Concentrate
5m/Lvl

Special

PE

Read Thoughts
       LOG + 10%/Lvl – target’s LOG
Special

Special

Concentrates
Tel 
S



Success Rate

Limit

Range

Duration
Type  
Send Thoughts
    
LOG + 10%/Lvl

None

Special

Concentrates
Tel


Shield


Automatic (LOG or STA)
None

Self

Concentrates
EM, Tel
Shield Self and Others
½ LOG or STA + 10%/Lvl
None

2m/Lvl

Concentrates
EM, Tel
Static 


½ LOG + 10%/Lvl

None

LOG + 5m/Lvl
Concentrates
PE
Stunning Force
     ½ LOG + 10%/Lvl – ½ target’s LOG
1/day/Lvl

10m + 2m/Lvl
1d5t

Tel
Suggestion 

½ LDR + 10%/Lvl

None

10m/Lvl

Special

EM, Tel
Summoning
       LOG + 10%/Lvl – creature’s STA
10t rest after use
1km/Lvl

1t

Tel
T-Z



Success Rate

Limit

Range

Duration
Type  
Telekinesis 

½ LOG or STA + 10%/Lvl
10t rest after use
10m + 2m/Lvl
9t + 1t/Lvl

PE, PM
Telekinetic Flight

½ LOG or STA + 10%/Lvl
10t rest after use
Special

Running Limit
PE, PM
Telemanipulation 

½ LOG or STA + 10%/Lvl
None

3m + 1m/Lvl
4t + 1t/Lvl

PE, PM
Telepathy





None

Special

Concentrates
Tel 
Aliens 

½ LOG/INT + 10%/Lvl – ½ target’s LOG – 20%
“

“

“
Animals
 
100% (LOG/INT) 

“

“

“

“

Characters 
        
 100% (LOG/INT) or ½ LOG/INT +10%/Lvl
– ½ target’s LOG

“

“
Teleport Limited

½ LOG or STA + 10%/Lvl
once/2t

20m/Lvl

Instantaneous
PM
Teleport Other Limited
“


Contact, once/2t
“

“

“
Teleport Object

½ LOG or STA + 10%/Lvl
1/Lvl/hour

20m/Lvl

3t concentrating
PM

Teleport Unlimited 

½ LOG or STA + 10%/Lvl
1/Lvl/day

3km + 2 km/Lvl
Special

PM
Timeread 


¼ LOG + 10%/Lvl

1/Lvl/3 days
5m radius

Special

EM
Trance





None

Self



MC, PM


Slow Metabolism
½ LOG or STA + 10%/Lvl
“

“

Concentrates
“

Increase Metabolism
½ LOG or STA + 10%/Lvl
“

“

Concentrates
“
Trap 


100% (LOG)

None

Special

20t

Tel
Truesight 


½ LOG/INT + 10%/Lvl
1/day/Lvl, Special
Normal sight
15m/Lvl, Special
PE
Criminal Skills Reference List and Success Chart
Skill



Success Rate


Type


 
Acumen*


Automatic (LOG/LDR) 


Criminal: Manager Starting Skill
Bribery 



½ PER + 10% per level


Criminal

Deft*



Automatic (DEX/PER)


Criminal: Pickpocket Starting Skill

Hide in Plain Sight

½ INT/LOG + 10% per level

Criminal

Money Laundering

½ INT/LOG + 10% per level

Criminal

Pick Pockets 


½ DEX + 10% per level


Criminal, Espionage

Spot a Mark


½ INT/LOG + 10% per level

Criminal

Street Skills (specify planet)





Criminal


Identify Local Colors

Automatic (LOG)



“


Street Talk


Automatic (LOG)



“


Fast Talk

   ½ PER/LDR + 10% per level – ½ target’s INT
“

Street Smarts (specify planet)





Criminal


Find Information

½ INT/LOG + 10% per level

“


Fence Goods

¼ LOG/INT + 10% per level

“

Find Goods


¼ LOG/INT + 10% per level

“

Swindle


   ½ PER/LDR + 10% per level – ½ target’s INT
“

Terror Tactics







Criminal


Identify Fellow Members
Automatic (INT/LOG)


“


Monitor Security

½ LOG/INT + 10% per level

“

Creative Demolition

½ LOG/INT + 5% per level


“

Whitewash


½ LOG/INT + 10% per level

Criminal
Space Pirates Skills Reference List and Success Chart
Skill




Success Rate



Type


Adroitness*



Automatic (LOG and DEX)


 
Spacer, Pirate
Fix-It: Damage Control
 


¼ INT + 10% per level 



Pirate

 
Fix-It: Modify Ship Design
 

1/3 LOG + 10% per level



Pirate

 
Fix-It: Stress Analysis








Pirate
To Prevent Ship Breakup

-4% x ship level (to ship's breakup %)

“
Troubleshoot/detect engine failure 
¼ LOG/INT + 10% per level


“

 
Rocketeering 1 (Hull Size 1-3) 

½ RS + 10% per level



Pirate 

Rocketeering 2 (Hull Size 4-8)

½ RS + 10% per level 



Pirate 
Rocketeering 3 (Hull Size 9-12)

1/3 RS + 10% per level 



Pirate
Rocketeering 4 (Hull Size 13+)

1/3 RS + 10% per level 



Pirate 
Rocketeering: Evasion 


- 3% x SL from ship's chance of being hit

Pirate 
Rocketeering: Improve Accuracy of FFW 
+3% x skill level




Pirate 
Rocketeering: Increase Maneuver Rating 
10% x skill level 




Pirate
Sensor Operations 


Automatic (LOG) 




Pirate 
Ship Onboard Systems Operation (SOSO) 






Pirate
Ship/Station Orientation

1/3 LOG/INT + 5% per level

Emergency Repairs


1/3 LOG + 5% per level
Shooter: Beam Weapons 


+4% per level added to KH Combat Table %'s
Pirate
 
Shooter: Rocket Weapons
 

+4% per level added to KH Combat Table %'s
Pirate 
Shooter: Improved Accuracy

+4% per level




Pirate
Shooter: Selective Targeting 

-35% to hit 




Pirate
Smuggling Skills (specify region)







Pirate

Identify Pirate Bands/Gang Colors
Automatic (LOG)




“
Space Talk



Automatic (LOG)




“
Fast Talk



½ PER/LDR + 10% per level


“
Smuggling Smarts








Pirate

Find Information


½ LOG/INT + 10% per level


“
Fence Goods


¼ LOG/INT + 10% per level


“
Find Goods



¼ LOG/INT + 10% per level

 
“
Star Navigation
 









Pirate
Chart New Routes 


1/3 LOG + 10% per level - 12% x light years

“
 


Find Location 


1/3 LOG + 10% per level



“ 
Plot Interstellar Jumps 

100% (LOG) on charted route


“
 
Risk Jumping 


Special (see sub-skill description)


“
Survival: Zero G 



Special (DEX/RS)




Pirate
System Navigation


½ LOG + 10% per level


 
Spacer, Pirate
Vehicles: Atmospheric


100% (RS) 



Techex, Spacer, Pirate

Vehicles: Space 



100% (RS)




Spacer, Pirate
Weightless Combat


Special (DEX)




Spacer, Pirate
� If a character learns the normal Spacer prerequisite skills, then use the Knight Hawks success rate.


� If a character learns the normal Spacer prerequisite skills, then use the Knight Hawks success rate.


� If a character learns Computers: Basic, level 1, then use the normal success rates.


� If a character learns the normal Spacer prerequisite skills, then use the Knight Hawks success rate.
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