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Hero System 6th Edition

S ince the earliest days of the HERO 
System, the Skills have been one of the 
most important parts of the rulebook. 
Skills factor into every single genre — 

particularly the Heroic genres, where they may 
form the bulk of the characters’ abilities. After 
all, one of the ways gamers and fans of adventure 
fiction tend to define “hero” is “a person of great 
skill and competence.” Think about how many 
characters are described as being superb shots 
with a gun, the world’s best cat burglar, tops in 
the field of demolitions/security/computers/
whatever, and so on. All of those abilities are 
represented, in HERO System terms, with Skills.

Despite this, Skills have received relatively little 
attention in published products. The Hero genre 
books and a few other supplements have touched 
on the application of given Skills in specific situa-
tions or settings, but no book has talked about the 
subject of Skills in general.

HERO System Skills was written to make up 
for this lack. It examines the subject of Skills from 
numerous perspectives. It addresses Skills not only 
in general terms — as a major game element within 
the HERO System as a whole — but specifically, on 
a Skill-by-Skill basis, with new information and 
rules about every Skill (and several new optional 
Skills). As always, all the new and expanded rules 
in this book are strictly optional. Check with your 
GM before using them to create characters.
Chapter One, Skill Rules, provides general rules for 
Skills in the HERO System. It reviews all aspects of 
Skills — buying them, making Skill Rolls, Comple-

mentary and Extraordinary rolls, Skill Modifiers, 
and more — in detail, providing not only more 
information about them but expanded or variant 
rules for the GM’s consideration.
Chapter Two, The Skills, contains the bulk of the 
book. It discusses the HERO System Skills one by 
one, providing detailed information about what 
characters can do with them, specific modifiers 
that apply to them, and how they work in various 
genres. After reviewing the existing Skills, Chapter 
Two provides several optional new Skills that play-
ers and GMs may want to use in their games.
Chapter Three, Skills And Equipment, covers the 
topic of how Skills apply to and are bought for/by 
equipment such as Vehicles, Bases, and Automa-
tons. It includes a section on laboratories and some 
examples of equipment that improve a character’s 
chances to use various Skills. (You can also find 
equipment pertaining to some Skills in those Skills’ 
sections of Chapter Two.) Chapter Four, Adventuring 
With Skills, concludes the book with some informa-
tion on how characters use Skills in combat and 
similar situations.

The text of HERO System Skills includes all the 
text from 6E1 53-96 and APG 18-46. Usually the 
text has been expanded or rewritten to the point 
where it’s effectively new, but in places where no 
further elaboration was necessary or desireable, the 
text is reprinted as-is so that all the information 
about Skills in the HERO System is in one easily-
referenced volume.

INTRODUCTION

4  Introduction

ABBREVIATIONS
This book uses the 
following abbreviations 
to refer to other HERO 
System books:

6E1:  The HERO System 
6th Edition, Volume I:  
Character Creation

6E2:  The HERO System 
6th Edition, Volume II:  
Combat And Adventuring

APG:  The HERO System 
Advanced Player’s Guide

HSB:  HERO System 
Bestiary

HSMA:  HERO System 
Martial Arts
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3d6 rolls, odds on................................. 6, 32
Aborting an Action................................ 390
Abrasions, Forensic Medicine and....... 184
Access (Perk)............................................. 53
Accuracy, use of CSLs............................ 120
Accurate Sprayfire (Skill)......................... 86
Acrobatics.................................................. 69
Acting......................................................... 73
Acting first
	 Generally............................................... 390
	 Fast Draw and...................................... 180
Activate electronic devices, function of 

Electronics............................................ 177
Activate mechanical devices, function of 

Mechanics............................................. 232
Activating equipment, function of Systems 

Operation.............................................. 320
Activity PSs........................................ 253-54
Actor (Skill Combinations)....................... 8
Additional Skill Rolls after failure.......... 17
Adjustment Powers (Power)................... 54
Advanced GPS Device (equipment).... 387
Advanced techology (Technological  

Skill modifier)........................................ 39
Advantages
	 Generally................................................. 56
	 Combat Skill Levels and...................... 117
Adventuring with Skills......................... 389
Aerial spoor, type of track..................... 335
Aerobatics (optional form of  

Acrobatics).............................................. 73
Age Of Reason/Piracy/Sail  

(Skill Period/modifier).......................... 35
Agility Skills.............................................. 62
Agility Skill Modifiers.............................. 36
Air Navigation........................................ 239
Air-lock Doors (security device).......... 274
Alarms..............................................275, 284
Algor mortis, Forensic Medicine and......182
Alien languages....................................... 224
Alienness (Interaction Skill modifier)... 37
Aliens, Acting and.................................... 75
Alien technology (Technological Skill  

modifier)................................................. 40
Allocating Combat Skill Levels............. 119
Altering appearance, function of  

Disguise................................................. 173
Altering the Skill Roll............................... 12
Alternate Characteristics,  

Skills Rolls and....................................... 11
Ambushes, planning, function  

of Tactics............................................... 332
Analytical Engine................................... 126
Analyze...................................................... 76
Analyze “Power” (type of form  

of Analyze).............................................. 78
Analyze Combat Technique (form  

of Analyze).............................................. 77
Analyze electronic devices, function of 

Electronics............................................ 177
Analyze Large Objects (form  

of Analyze).............................................. 78
Analyze Magic (form of Analyze).......... 78
Analyze mechanical devices, function  

of Mechanics......................................... 232
Analyze Motive (form of Analyze)......... 78
Analyze Skills (form of Analyze)............ 79
Analyze Style (form of Analyze)............. 79
Analyze Technology (form of Analyze).....79
Analyzing recordings, function of  

Systems Operation............................... 327
Animal Handler........................................ 81
Animal sounds, imitating, function  

of Mimicry............................................ 236
Animal Trainer (Skill Combinations)...... 8
Animals
	 Languages and...................................... 214
	 Survival and.......................................... 316
	 Tracking and......................................... 336
Anthropology, Forensic Medicine and....182
Anticipating enemy actions, function  

of Tactics............................................... 331
Antidotes, creating, function  

of Poisoning.......................................... 367
Appearance, altering, function  

of Disguise............................................ 173

Apple computers..................................... 127
Apply Disguise (optional form  

of Disguise)........................................... 176
Appointments, arrange/deny,  

function of Bureaucratics................... 106
Appraisal (optional form of Trading)......341
Appraising goods/services, function  

of Trading.............................................. 339
Appropriateness  

(Interaction Skill modifier).................. 37
Approval, obtain/deny, function  

of Bureaucratics................................... 105
Aquatic Animals (Animal  

Handler category).................................. 81
Archaeology, Criminology and............ 146
Arctic/Subarctic, Survival  

environment category......................... 312
Area Knowledge Skills........................... 209
Arguing, function of Persuasion.......... 251
Armor (Agility Skill modifier)................ 36
Armorsmith............................................ 354
ARPANET............................................... 127
Arrange/deny appointments or meetings, 

function of Bureaucratics........................106
Arsenic, Forensic Medicine and........... 186
Arson investigation, Criminology and....146
Art, Forgery and..................................... 189
Arts and crafts, type of PS..................... 254
Ashiko...................................................... 109
Asphyxiation, Forensic Medicine and.....183
Astral Navigation.................................... 240
Astrogation.............................................. 240
Astrolabe, Navigation and..................... 241
Asymmetric key cipher.......................... 163
Athletics (Skill Combinations)................. 8
Atrophy of Skills....................................... 29
Attack from behind, Defense  

Maneuver and...................................... 168
Attacking inanimate objects,  

Teamwork and...................................... 333
Attacks, planning, function of Tactics......332
Audience, speaking convincingly to,  

function of Oratory............................. 243
Auto-key generation code..................... 160
Autofire Skills............................................ 85
Automatons............................................. 374
Avoiding security devices, function  

of Security Systems.............................. 270
Babbage, Charles.................................... 126
Babies, delivering, function of  

Paramedics............................................ 246
Background Skill Multipliers.................. 51
Background Skill Tables.......................... 51
Background Skills..................................... 62
	 Buying
	     Generally......................................... 6, 62
	     In mid-game....................................... 51
	 Distinguishing from each other........... 62
	 Rules/suggestions for buying many..... 51
	 Skill Combinations and........................... 9
Balancing (optional form of Breakfall).. 90
Balancing, function of Breakfall............. 89
Ballastic evidence, Criminology and... 152
Barometric Sensor (security device).... 277
Base (Perk)................................................ 53
Base roll for Skills, altering...................... 12
Base Times................................................. 23
Bases......................................................... 379
Bases, Skills and...................................... 379
Bats (Animal Handler category)............. 81
Battlefield analysis, function of Tactics....331
Behind, attacks from, Defense  

Maneuver and...................................... 168
Being stealthy (Skill modifier)................ 33
Being thrown, Acrobatics and................ 71
Betting wisely, function of Gambling.......198
Bibliography............................................ 394
Birds (Animal Handler category)........... 81
Bistatic Microwave Motion Detector  

(security device)................................... 285
Black marketeering, function  

of Streetwise.......................................... 310
Bleeding, stopping, function  

of Paramedics....................................... 246
Blinded (Perceptive Skill modifier)........ 39
Blood, Criminology and........................ 147

Blood spoor, type of track..................... 335
Blunt trauma, Forensic Medicine and.184
Board games, Gambling and................. 196
Body Heat Detector (security device).. 282
Body-Altering Powers............................ 140
Bombing investigation,  

Criminology and.................................. 146
Bombs, Demolitions and....................... 170
Bonds, escaping, function  

of Contortionist................................... 138
Bone fractures, Forensic Medicine and...185
Bones, broken, splinting, function of  

Paramedics............................................ 246
Booby traps on bombs,  

Demolitions and.................................. 171
Book cipher............................................. 161
Boot, the (torture device)...................... 204
Bouncing (optional form of Acrobatics)...73
Bouncing, function of Acrobatics.......... 69
Bound, avoiding effects of, function  

of Acrobatics........................................... 70
Bovines (Animal Handler category)...... 81
Braille....................................................... 214
Brainwashing (optional form  

of Interrogation).................................. 206
Brainwashing machines,  

Interrogation and................................. 204
Breakfall..................................................... 87
Breaking restraints/bonds, function  

of Contortionist................................... 139
Bribery....................................................... 91
Broadcasting/receiving transmissions,  

function of Systems Operation.......... 320
Bruises, Forensic Medicine and............ 184
Bug Detector (example device)............. 103
Bugging...................................................... 94
Bugs, creating/planting/finding/using,  

functions of Bugging............................. 94
Building electronic devices, function of 

Electronics............................................ 177
Building equipment, function of  

Systems Operation............................... 320
Building mechanical devices, function  

of Mechanics......................................... 232
Building security devices, function of  

Security Systems.................................. 270
Building shelter, function of Survival.......315
Bulkiness (Agility Skill modifier)........... 36
Bullet analysis, Criminology and......... 152
Bureaucratics........................................... 105
Burns, Forensic Medicine and.............. 185
Bush, Vannevar....................................... 126
Businessmen, High Society and........... 200
Buying equipment for use with Skills  

(Skill modifier)....................................... 34
Buying Everyman Skills........................... 41
Buying Skills................................................ 6
Caesar-shift substitution cipher............ 161
Calming animals, function of  

Animal Handler..................................... 83
Camels (Animal Handler category)....... 81
Cameras (security device)..................... 277
Camouflage Clothing (equipment)...... 388
Canines (Animal Handler category)...... 81
Capacitance Sensor (security device).. 279
Carabiners............................................... 109
Card games, Gambling and................... 196
Cash, Forgery and.................................. 192
Cat Burglar (Skill Combinations)............ 8
Categorized Characteristic-Based Skills......6
Causes of death, determining with  

Forensic Medicine............................... 183
Celestial navigation, Navigation and... 240
Cellular phones, Systems  

Operation and...................................... 323
Champions, Skills in as genre.See individual 

Skill and Skill category descriptions
Change Environment (Power)........54, 291
Changing clips, function of Fast Draw.180
Changing Skill Costs.................................. 6
Characteristic bonus for Skills,  

altering/eliminating............................... 13
Characteristic Rolls as Untrained  

Skill use............................................. 18-19
Characteristic-Based Skills...................... 11
Characteristics, alternate, and Skill Rolls..11

Charioteering (optional form of  
Combat Driving)................................. 114

Charm (optional form of Charm)............294
Cheating, function of Gambling........... 197
Checks, Forgery and............................... 191
Chess, Gambling and............................. 196
Chirurgeon (optional form  

of Paramedics)...................................... 247
Chop wounds, Forensic Medicine and....187
Chromatographs..................................... 156
Cipher machines..................................... 162
Ciphers..................................................... 160
City Knowledge Skills............................ 209
Climbing.................................................. 109
Climbing Gear (equipment)................. 386
Clinging (Power)..............................90, 110
Clipping coins, function of Forgery..... 191
Closed-circuit TV (security device)..... 277
Clothing, removing, function of  

Sleight Of Hand.................................... 304
Cloudrider Fantasy  

(Everyman Skill list).............................. 43
Codes....................................................... 160
CODIS...................................................... 148
Coin clipping/shaving, function  

of Forgery.............................................. 191
Colossus................................................... 126
Combat Acrobatics (optional form  

of Acrobatics)......................................... 73
Combat Acting (optional form  

of Acting)................................................ 75
Combat bonuses, function of Acrobatics..70
Combat Breakfall (optional form  

of Breakfall)............................................ 90
Combat, Climbing and.......................... 110
Combat conditions (Skill modifier).......33
Combat Driving...................................... 112
Combat Helicoptering (optional form  

of Combat Piloting)............................. 116
Combat Luck, Defense Maneuver and....169
Combat Maneuvers
	 Optional, as Skills.................................. 63
	 Skills and............................................... 390
Combat, mass, function of Tactics....... 330
Combat Modifiers, Skills and................ 390
Combat Piloting..................................... 115
Combat Sailing (optional form of  

Combat Driving)................................. 114
Combat Sense, Stealth and.................... 306
Combat Skill Levels
	 The Skill................................................. 117
	 Defense Maneuver and....................... 168
Combat Skills............................................ 63
Combat, Skills and.................................. 390
Combat Sledding (optional form  

of Combat Driving)............................. 114
Combat, social, function of  

High Society......................................... 201
Combat Submarining (optional form  

of Combat Piloting)............................. 116
Combat Teamstering (optional form  

of Combat Driving)............................. 114
Combat-Ready (Talent)........................... 54
Combination locks................................. 227
Combining Background Skills................ 63
Combining Skills........................................ 9
Commander (Skill Combinations).......... 8
Commercial paper, Forgery and........... 191
Communication, animal, understanding,  

function of Animal Handler.....................83
Communications systems, Systems  

Operation and...................................... 322
Compass, Navigation and...................... 241
Compatability of technologies  

(Technological Skill modifier)............. 40
Competent (level of Skill Roll)............... 11
Complementary Skills
	 Generally................................................. 21
	 As Skill Specialization........................... 22
Comprehensive Background Skills........ 52
Computer forensics, Criminology and....148
Computer Link (Perk)............................. 53
Computer Programming
	 The Skill................................................. 126
	 Computers and..................................... 374
Computer security.................................. 291
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Computer security, penetrating, function  
of Computer Programming................ 128

Computer systems, Systems  
Operation and...................................... 325

Computerized cryptography................. 163
Computers............................................... 374
Computers, Skills and............................ 374
Con Artist (Skill Combinations).............. 8
Concealed Lockpicks (equipment)...... 387
Concealed Tape Recorder  

(example device).................................... 98
Concealing Distinctive Features,  

function of Disguise............................ 174
Concealing one’s self, function  

of Stealth............................................... 307
Concealment
	 The Skill................................................. 132
	 Bases and............................................... 379
	 Fast Draw and...................................... 180
Concentrated Sprayfire (Skill)................ 86
Concentration (Limitation).................... 57
Confinement Trap (security device).... 271
Confirming a tail, function  

of Shadowing........................................ 297
Contact (Perk).......................................... 53
Contact Microphone (example device).....99
Contact poisons...................................... 368
Contortionist........................................... 138
Contusions, Forensic Medicine and..... 184
Conversation........................................... 142
Convincing a crowd, function  

of Oratory............................................. 243
Cost structure of Skills............................... 6
Counteracting bugs, function  

of Bugging............................................... 96
Counterfeiting, function of Forgery.... 191
Courtier (optional form of  

High Society)........................................ 203
Cover (Combat Maneuver)................... 390
CPR, function of Paramedics................ 246
Cracking, function of Computer  

Programming....................................... 128
Crafts, type of PS.................................... 254
Cramming
	 The Skill................................................. 144
	 Research and........................................ 371
Cramped areas, fitting into, function  

of Contortionist .................................. 140
Cray, Seymour......................................... 127
Creating disguise items and prostheses, 

function of Disguise............................ 174
Creating distractions, function  

of Stealth............................................... 306
Creating Everyman Skill lists.................. 42
Creating explosive devices, function  

of Demolitions...................................... 170
Creating locks, function  

of Lockpicking...................................... 228
Creating poisons/antidotes, function  

of Poisoning.......................................... 367
Crime (Skill Combinations)...................... 8
Criminalistics.......................................... 146
Criminology............................................ 146
Critical Failure.......................................... 17
Critical Success......................................... 16
Cross-examination, function  

of Conversation.................................... 142
Crossing water, function of Survival.... 317
Crowd, speaking convincingly to,  

function of Oratory............................. 243
Crucifixion, Forensic Medicine and..... 184
Cryptography.......................................... 160
Cultural differentiation, High  

Society and............................................ 200
Cultural differentiation, Streetwise and...309
Culture Knowledge Skills...................... 209
Curare, Forensic Medicine and............. 186
Customs, social, knowing, function  

of High Society..................................... 200
Customs, underworld/lower class,  

knowing, function of Streetwise........ 310
Cutting purses, function of  

Sleight Of Hand.................................... 304
Cyanide, Forensic Medicine and.......... 186
Cyberkinesis............................................ 178
Cyberkinetic powers.............................. 130
Cyberpunk/Near Future  

(Everyman Skill list).............................. 43
Cyberpunk/Near Future, Skills in as genre	

See individual Skill and Skill category 
descriptions

Dactyloscopy, Criminology and........... 151
Damage increase, use of CSLs......... 120-21
Damage to disguises............................... 175
Damage to subject (Skill modifier)........ 33
Danger Sense, Stealth and..................... 306
Dark Champions (Everyman Skill list).. 43
Dark Champions, Skills in as genre......See 

individual Skill and Skill category descrip-
tions

Darkness (Power)................................... 137
Darkness, subjected to (Perceptive  

Skill modifier)........................................ 39
Databases................................................. 379
DCV, Penalty Skill Levels and............... 248
Dead reckoning, Navigation and.......... 239
Deadfall (security device)...................... 271
Deadline pressure (Skill modifier)......... 33
Deadly Sprayfire (Skill)............................ 86
Deals, negotiating, function  

of Trading........................................ 339-41
Debating, function of Persuasion......... 251
Decoding codes and ciphers................. 160
Decomposition of bodies...................... 182
Decrypting codes and ciphers.............. 160
Decryption (optional form  

of Cryptography)................................. 165
Deduction................................................ 166
Deer (Animal Handler category)........... 81
Defense Maneuver
	 The Skill................................................. 168
	 Defense Maneuver and....................... 168
Defense, use of CSLs.............................. 120
Degree of failure....................................... 17
Degree of success...................................... 15
Degrees of Complementariness.............. 21
Delivering babies, function  

of Paramedics....................................... 246
Demolitions............................................. 170
Dental records, Forensic Medicine and...181
Deny/arrange appointments or  

meetings, function of Bureaucratics......106
Deny permission, function  

of Bureaucratics................................... 105
Deserts, Survival environment  

category................................................. 312
Details, ignoring....................................... 68
Detecting Acting....................................... 73
Detecting forgeries, function  

of Forgery.............................................. 193
Detective Work (Skill Combinations)..... 8
Dice games, Gambling and................... 196
Differential Analyzer.............................. 126
Difficulty of the task (Skill modifier)..... 32
Digging up dirt on society folk,  

function of High Society..................... 201
Digital phones, Systems  

Operation and...................................... 323
Dilettante (Skill Combinations)............... 8
Dimensional Navigation........................ 240
Diplomats, High Society and................ 200
Disabling bugs, function of Bugging..... 96
Disabling electronic devices, function  

of Electronics........................................ 177
Disabling mechanical devices,  

function of Mechanics......................... 233
Disarm Security Devices (optional  

form of Security Systems)................... 292
Disarming/disabling security devices,  

function of Security Systems.............. 270
Disarming explosive devices,  

function of Demolitions..................... 171
Disarming Explosives (optional form  

of Demolitions).................................... 172
Disciplines (category of Science Skill).....259
Disease, preventing, function  

of Survival............................................. 316
Disguise................................................... 173
Disguise, Bases and................................ 379
Disguised Bug (example device)............ 98
Disguising Gestures, function of  

Sleight Of Hand.................................... 303

Dislocating limbs/joints, modifier  
for Contortionist.................................. 140

Dismounting a riding animal,  
function of Riding............................... 256

Dispel (Power).......................................... 54
Disrupt sensors, function of  

Systems Operation............................... 327
Disrupting transmissions, function  

of Systems Operation.......................... 323
Distinctive Features, concealing,  

function of Disguise............................ 174
Distinguishing Background Skills.......... 62
Distractions, creating, function  

of Stealth............................................... 306
Dive For Cover (Combat Maneuver).......391
Divination................................................ 355
Diving, function of Breakfall.................. 88
DNA, Criminology and......................... 148
Doctor (Skill Combinations).................... 8
Doctors.................................................... 245
Document analysis, Criminology and.....149
Documentation, obtain/deny,  

function of Bureaucratics................... 105
Documents, Forgery and....................... 190
Does Knockback (Advantage)................ 56
Dominoes games, Gambling and......... 196
Dragons (Animal Handler category)..... 81
Drawing weapons unseen, function  

of Sleight Of Hand............................... 304
Drowning, Forensic Medicine and....... 185
Drug identification, Criminology and.....150
Drugs, Interrogation and....................... 204
Dual security systems............................ 276
Duration of Analyze effects..................... 76
Duration of Interaction Skills................. 66
Dust Projector (security device)........... 272
Dynamite, Demolitions and.................. 170
Ear to the ground, Tracking trick......... 336
Ease of the task (Skill modifier).............. 32
Eavesdropping on transmissions,  

function of Systems Operation.......... 322
ECM/ECCM, function of  

Systems Operation............................... 321
Effective Comeliness (Interaction  

Skill modifier)........................................ 38
Effectiveness of Interaction Skills........... 65
Effects of Skill modifiers.................... 31-32
Eidetic Memory, Cramming and.......... 144
Electric Cable Sensor (security device)...284
Electric Eyebeam (security device)...... 280
Electrocution, Forensic Medicine and.....185
Electronic security devices.................... 275
Electronic warfare, function of Systems 

Operation.............................................. 321
Electronics............................................... 176
Electronics Wizard (Skill Combinations)...8
Electrostatics detection apparatus  

(ESDA).................................................. 150
Elephants (Animal Handler category)... 81
Embalming, optional form of  

Forensic Medicine............................... 188
Emergency Medical Technicians  

(EMTs).................................................. 245
Emotional buttons, pushing, function of 

Conversation........................................ 142
Emotions, faking, function of Acting.... 73
Encrypting messages.............................. 160
Encryption (optional form  

of Cryptography)................................. 165
Encumbrance (Agility Skill modifier)... 36
Encumbrance Skill Levels, type of PSL....249
Endurance and Skills................................ 11
Enemy actions, function of Tactics...... 331
Enhanced Senses (Power) 

................ 54, 136, 229, 294, 299, 328, 337
ENIAC...................................................... 127
Enigma machine..................................... 162
Entangle (Power).................................... 140
Entering Combat.................................... 390
Entomology, Forensic Medicine and... 183
Environment categories for Survival........312
Environment Skill Levels, type of PSL.....249
Environmental systems,  

Systems Operation and....................... 325
Environments.......................................... 392
Equines (Animal Handler category)...... 81
Equipment (Skill modifier)..................... 33
Equipment, buying for use with Skills  

(Skill modifier)....................................... 34

Equipment Skill Levels, type of PSL..... 249
Era for Skills (Skill modifier).................. 34
Eras for Skills............................................. 10
Escape Artist (optional form  

of Contortionist).................................. 141
Escaping restraints/bonds, function  

of Contortionist................................... 138
ESM, function of Systems Operation..312, 326
Ethernet................................................... 127
Etiquette, knowing, function of  

High Society......................................... 200
Etiquette, street, knowing, function of 

Streetwise.............................................. 310
Evaluating interrogee, function  

of Interrogation.................................... 205
Evaluating poisons, function  

of Poisoning.......................................... 369
Evaluating the market, function  

of Trading.............................................. 339
Everyman Skills
	 Generally................................................. 41
	 Everycreature Skills............................... 44
	 Everymonster Skills............................... 45
	 Lists by Genre......................................... 43
	 Untrained Skill use and......................... 18
Experience Points, Normal  

Skill Maxima and..................................... 7
Expert (Skill Enhancer)........................... 47
Expertise (Talent)..................................... 54
Explosion investigation,  

Criminology and.................................. 146
Explosives, Demolitions and................. 170
Extended Tasks......................................... 23
Extensive Knowledge of Subject  

of Skill (Skill modifier).......................... 33
Extinct languages....................................215
Extra time, taking (Skill modifier)......... 35
Extraordinary Skill Rolls......................... 23
Extremely Skilled (level of Skill Roll).... 11
Extremely Strange/Weird Subject  

of Skill (Skill modifier).......................... 32
Facial obscurement, Lipreading and.... 224
Facial reconstruction,  

Forensic Medicine and........................ 182
Failed Acrobatics Rolls table................... 72
Failed Skill Rolls....................................... 17
Faith (form of the Power Skill).............. 251
Faking emotions/injuries/Skills,  

function of Acting............................ 73-74
Fall damage, reducing, function  

of Breakfall.............................................. 87
Falling deaths, Forensic Medicine and....186
False alarms with security devices....... 275
False emotions, function of Acting........ 73
False injuries, creating, function  

of Disguise............................................ 174
False injuries, function of Acting........... 74
Falsehoods, function of Persuasion..... 250
Familiarity
	 Generally................................................. 11
	 Altering................................................... 14
Fantasy (Everyman Skill list).................. 43
Fantasy (Skill Period/modifier).............. 34
Fantasy (Skill Period)............................... 10
Fantasy, Skills in as genre 

See individual Skill and Skill category 
descriptions................................................

Fast Draw................................................. 179
Fax Tap (example device)........................ 99
Feint.......................................................... 360
	 Breakfall as Complementary to........... 89
Feints, function of Sleight Of Hand..... 304
Felines (Animal Handler category)........ 81
Fence (security device).......................... 272
Ferocious beasts, calming, function  

of Animal Handler................................. 83
Fiber analysis, Criminology and.......... 150
Field Sensor (security device)............... 281
Fields (category of Science Skill).... 258-59
Fighting.................................................... 390
Fighting, Skills and................................. 390
Fighting style, imitating with Acting..... 75
Files, computer, finding, function of  

Computer Programming.................... 130
Find Security Devices (optional form  

of Security Systems)............................ 292
Finding bugs, function of Bugging........ 96
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Finding hidden things, function  
of Concealment.................................... 132

Finding information or people,  
function of Streetwise.......................... 309

Finding records/files, function  
of Computer Programming................ 130

Finding security devices, function of  
Security Systems.................................. 269

Finding tracks/trails, function  
of Tracking...................................... 335-37

Finesse (Skill Combinations).................... 8
Fingernail scrapings, Criminology and...151
Fingerprint Analyzer (security device)....281
Fingerprints, Criminology and............. 151
Fire, starting, function of Survival....... 314
Firearms analysis, Criminology and.... 152
Firearms, Weaponsmithing and........... 352
Fishing, function of Survival................. 313
Fist, for telegraph operators..........166, 330
Flash, subjected to (Perceptive  

Skill modifier)........................................ 39
Flight (Power).............................72, 90, 110
Fluency in languages.............................. 213
Focus (Limitation).................................... 57
Foists, function of Sleight Of Hand...... 304
Following someone, function  

of Shadowing........................................ 295
Food, finding, function of Survival...... 313
Footing, maintaining, function  

of Breakfall.............................................. 89
Footprints, Criminology and................ 154
Foraging, function of Survival.............. 313
Forensic anthropology, Forensic  

Medicine and........................................ 182
Forensic entomology, Forensic  

Medicine and........................................ 183
Forensic geology, Criminology and..... 155
Forensic liguistics, Criminology and... 150
Forensic Medicine.................................. 181
Forensic odontology, Forensic  

Medicine and........................................ 181
Forgery..................................................... 188
Forgetting Skills........................................ 29
Fortifications, planning, function  

of Tactics............................................... 332
Fractured bones, Forensic  

Medicine and........................................ 185
Frameworks, Combat Skill Levels and....121
Frequency of radio broadcasts.............. 324
Friendship, gaining, function  

of Charm............................................... 293
Frostbite, Survival and........................... 316
Future (Skill Period/modifier)................ 34
Future (Skill Period)................................. 10
Gaining trust/friendship, function  

of Charm............................................... 293
Gambling
	 The Skill................................................. 196
	 Sleight Of Hand and............................ 304
Gambling Rig (equipment)................... 386
Games, type of PS................................... 254
Gas Projector (security device)............. 272
Gasoline analysis, Criminology and.... 154
Gauging an audience, function  

of Oratory............................................. 243
General Modifiers.........................................
Generic Fantasy (Everyman Skill list)... 43
Genre
	 Background Skills by............................. 63
	 Everyman Skill lists for......................... 43
	 Varying Skill costs by.............................. 7
Gestures (Limitation)
	 Generally................................................. 57
	 Disguising, function of Sleight  

Of Hand................................................ 303
Glass analysis, Criminology and.......... 153
Gliding (Power)...................................... 291
Goings-on among society, knowing,  

function of High Society..................... 201
Goings-on among the underworld,  

knowing, function of Streetwise........ 310
Goods, appraising, function of Trading..339
Goods, Forgery and................................ 193
GPS, Navigation and.............................. 241
Grab (Combat Maneuver)..................... 390
Grabs, escaping, function  

of Contortionist................................... 139
Graphology, Criminology and.............. 150
Gravity

	 Breakfall and........................................... 90
	 Effect on Skills...................................... 392
Grease Monkey (Skill Combinations)..... 8
Ground spoor, type of track.................. 335
Gunfighter (Skill Combinations).............. 8
Gunpowder, Demolitions and.............. 170
Gunpowder evidence,  

Criminology and.................................. 153
Gunsmith (optional form  

of Demolitions).................................... 172
Hacker (Skill Combinations).................... 8
Hacking, function of Computer  

Programming....................................... 128
Haggling (optional form of Trading).......341
Hair analysis, Criminology and............ 150
Half Rolls................................................... 17
Handcuffs................................................ 227
Hands, not using  

(Agility Skill modifier).......................... 36
Handwriting, Forgery and..................... 191
Hanging, Forensic Medicine and......... 183
Hard Science Fiction  

(Everyman Skill list).............................. 44
Harvesting poison.................................. 367
Healer (optional form of Paramedics).....247
Healing (Power)..............................246, 368
Healing minor injuries, function  

of Paramedics....................................... 245
Heat cramps, Survival and.................... 316
Heat exhaustion, Survival and.............. 316
Heat stroke, Survival and....................... 316
Hidden compartments........................... 134
Hidden weapons, Fast Draw and.......... 180
Hiding, function of Stealth.............. 306-07
Hiding bugs, function of Concealment.....94
Hiding information, function  

of Bureaucratics................................... 105
Hiding Skill Roll Results.......................... 18
Hiding things or one’s self, function  

of Concealment.................................... 132
Hiding tracks, function of Tracking..... 337
High Fantasy (Everyman Skill list)........ 43
High gravity, effect on Skills.................. 392
High Society............................................ 200
Highly Skilled (level of Skill Roll).......... 11
Hobbies, type of PS................................ 254
Hoist......................................................... 361
Hojojutsu................................................. 141
Homophonic substitution cipher......... 161
Horseback, stunts while on, function  

of Acrobatics........................................... 71
Hotwiring cars, function  

of Electronics........................................ 177
House advantage, Gambling and.......... 197
How to Learn a Skill................................. 26
Hunter (Skill Combinations).................... 8
Hunting, function of Survival............... 313
Hurried Skill Levels, type of PSL.......... 249
Hurry (Combat Maneuver)................... 391
Hypothermia, Survival and................... 316
I Can Do Anything (example VPP)....... 59
Iaijutsu..................................................... 181
Identify electronic devices,  

function of Electronics........................ 177
Identify mechanical devices,  

function of Mechanics......................... 233
Identifying bodies, function of  

Forensic Medicine............................... 181
Images (Power)..136, 175, 194, 244, 299, 308
Imitating voices and sounds,  

function of Mimicry............................ 235
Impersonating others
	 Function of Acting................................. 73
	 Function of Disguise........................... 173
Impersonation  

(optional form of Acting)..................... 75
Impressions, Criminology and............. 154
Improving Existing Skills........................ 29
Improving small unit efficiency,  

function of Tactics............................... 331
Improving transmissions, function  

of Systems Operation.......................... 322
Improvised equipment (Skill modifier).....33
Inanimate objects, attacking,  

Teamwork and...................................... 333
Incantations (Limitation)........................ 57
Incendiaries, Demolitions and.............. 170
Incised wounds, Forensic  

Medicine and........................................ 187

Inconspicuousness, during a stakeout.....298
Increasing Comeliness, function  

of Disguise............................................ 174
Incredibly Skilled (level of Skill Roll).........11
Inertia Switch (security device)............ 283
Infiltration (Skill Combinations).............. 8
Information
	 About the underworld, finding,  

   function of Streetwise....................... 309
	 Obtain/hide, function  

   of Bureaucratics................................. 105
	 Searching for, function of Computer
     Programming..................................... 128
Infrared Sensor (security device)......... 282
Ingested poisons..................................... 368
Initiative................................................... 390
Initiative, Fast Draw and....................... 180
Injected poisons...................................... 368
Injection sites, Forensic Medicine and.....187
Injuries
	 Faking with Acting................................ 74
	 False, creating, function of Disguise......174
	 Minor, healing, function of  

    Paramedics........................................ 245
Injury (Skill modifier).............................. 34
Injury Skill Levels, type of PSL............. 249
Inobtrusiveness, function of Stealth.... 307
Insect bites, Survival and....................... 316
Insects And Arthropods  

(Animal Handler category).................. 81
Insects, Forensic Medicine and............ 183
Installing locks, function  

of Lockpicking...................................... 228
Installing security devices, function  

of Security Systems.............................. 270
Instructor...........................................26, 362
Insulin, Forensic Medicine and............ 186
Intellect Skill Modifiers............................ 37
Intellect Skills............................................ 64
Intelligence Rolls, learning Skills and.... 27
Interaction Skill Modifiers...................... 37
Interaction Skills................................. 64-67
Interference, overcoming, function  

of Systems Operation.......................... 322
Internet.................................................... 127
Interrogation........................................... 203
Interrupting transmissions, function  

of Systems Operation.......................... 323
Interviewing, function of Conversation.......142
Intimidation, optional function  

of Interrogation.................................... 205
Introduction................................................ 4
Inventor................................................... 206
Invisibility (Power).................136, 299, 308
Invisible Power Effects (Advantage)...... 56
Iron maiden (torture device)................ 204
Jack of All Trades (Skill Enhancer)........ 46
Jamming/unjamming sensors,  

function of Systems Operation.......... 327
Jamming/unjamming transmissions,  

function of Systems Operation.......... 323
Jimmy Valentine..................................... 227
Jobs, Steve................................................ 127
Joints/limbs, dislocating, modifier  

for Concealment.................................. 140
Keyboard Recorder (example device).... 99
Keyword code......................................... 161
Knockback, standing up from or avoiding 

effects of, function of Breakfall.................88
Knot-tying, function of Climbing........ 109
Knots, tying, function of Contortionist...141
Knowledge Sharing (example VPP)....... 59
Knowledge Skill
	 The Skill................................................. 209
	 How KS differs from PS and SS........... 62
Laboratories............................................ 379
Lacerations, Forensic Medicine and.... 184
Lagomorphs  

(Animal Handler category).................. 82
Land Navigation..................................... 239
Landmarks, Navigation and.................. 238
Landsteiner, Karl.................................... 158
Language
	 The Skill................................................. 213
	 Lipreading and..................................... 224
	 Subdividing as Everyman Skill............. 41
Language Familiarity Table..... 215, 217-22
Laser Microphone (example device)...... 99
Latitude, Navigation and....................... 239

Leadership (optional form of Tactics)......333
Leaping (Power)..................................55, 72
Learning games, function of Gambling...197
Learning Skills.......................................... 26
Libraries................................................... 379
Lidar, Systems Operation and............... 327
Lie detector.............................................. 156
Lies, telling, function of Persuasion..... 250
Ligature strangulation,  

Forensic Medicine and........................ 184
Limbs/joints, dislocating, modifier  

for Contortionist.................................. 140
Limitations
	 Generally................................................. 57
	 Combat Skill Levels and...................... 117
	 Skill Enhancers and............................... 47
Limited Skill Roll bonuses, as  

Skill Specialization................................. 23
Lineman’s Telephone (example device)...100
Linguist (Skill Enhancer)......................... 46
Linguistics, Criminology and............... 150
Linked (Limitation).................................. 57
Lipreading............................................... 224
Literacy with languages......................... 214
Litter, type of track................................. 335
Livor mortis, Forensic Medicine and... 182
Locard’s Exchange Principle................. 146
Locating security devices, function  

of Security Systems.............................. 269
Locked Room And Moving Walls  

(security device)................................... 272
Lockpicking............................................. 226
Locks (equipment)................................. 387
Longitude, Navigation and.................... 239
Losing a tail, function of Shadowing... 297
Low gravity, effect on Skills................... 392
Low Science Fiction  

(Everyman Skill list).............................. 44
Lower classes, Streetwise and................ 309
Magic (form of the Power Skill)............ 251
Magic, Criminology and....................... 156
Magic tricks, function of  

Sleight Of Hand.................................... 303
Magnetic Detector (security device).... 289
Magnetic Switch (security device)....... 283
Mail, monitoring, function  

of Shadowing........................................ 298
Mainframes............................................. 127
Maintain electronic devices, function  

of Electronics........................................ 177
Maintain mechanical devices,  

function of Mechanics......................... 232
Maintaining equipment, function  

of Systems Operation.......................... 320
Maintaining footing, function  

of Breakfall.............................................. 89
Makeup (optional form of Disguise)........176
Making friends, function of Charm.........293
Making recordings, function of  

Systems Operation............................... 326
Manacles (torture device)...................... 204
Management PSs.............................. 253-54
Mancies (methods of divination)......... 357
Manipulate media, function  

of Bureaucratics................................... 107
Manipulating watches, function  

of Sleight Of Hand............................... 304
Manipulation  

(method of Interrogation).................. 203
Manual strangulation,  

Forensic Medicine and........................ 184
Manufacture Disguise  

(optional form of Disguise)................ 176
Manufacturing disguise materials,  

function of Disguise............................ 174
Manufacturing, type of PS..................... 254
Maps, Navigation and............................ 241
Marine Navigation................................. 239
Marine, Survival  

environment category......................... 312
Marked Cards (equipment)................... 386
Market, evaluating,  

function of Trading............................. 339
Marks, Criminology and....................... 154
Martial arts, imitating with Acting........ 75
Martial Arts
	 Generally............................................... 231
	 Combat Skill Levels and...................... 123
	 Everyman Skill list for the genre.......... 43
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	 Skills in as genre.........................................
.....................................See individual Skill 
and Skill category descriptions

Mass combat, function of Tactics......... 330
Mathematics (category of  

Science Skill)........................................ 259
Mechanical security devices.................. 271
Mechanics................................................ 232
Media manipulation, function  

of Bureaucratics................................... 107
Medical care, basic, providing,  

function of Paramedics....................... 245
Medical systems,  

Systems Operation and....................... 325
Meetings, arrange/deny, function  

of Bureaucratics................................... 106
Mental Powers...............................................
	 ............ 54, 74, 93, 107, 202, 294, 310, 341
Mercury Switch (security device)......... 283
Metal Detector (security device).......... 284
Metamorphs
	 Various Skills and.................................. 73
	 Security Systems and........................... 292
	 Breakfall and........................................... 90
	 Defense Maneuver and....................... 169
Methods of divination........................... 357
Microphone (security device)............... 284
Microscopes............................................ 156
Microsoft................................................. 127
Microwave Microphone  

(example device).................................... 99
Military Science Fiction  

(Everyman Skill list).............................. 44
Mimicry................................................... 235
Mind Control (Power)
	 ............ 55, 84, 93, 107, 216, 251, 257, 294
Mind Hacking (optional form  

of Interrogation).................................. 206
Mind Link (Power).........................216, 334
Mind Scan (Power)..........................55, 250
Minor injuries, healing, function  

of Paramedics....................................... 245
Miracles (form of the Power Skill)....... 251
Missile Projector (security device)....... 273
Mitochondrial DNA testing.................. 149
Mob, speaking convincingly to,  

function of Oratory............................. 243
Modern (Skill Period/modifier).......10, 34
Modifier effects................................... 31-32
Modifiers for Skill Categories................. 36
Modify electronic devices, function of 

Electronics............................................ 177
Modify mechanical devices, function  

of Mechanics......................................... 232
Money (Perk)
	 Generall................................................... 53
	 Forgery and........................................... 191
Monitoring mail, function  

of Shadowing........................................ 298
Monstrous Hybrids (Animal  

Handler category).................................. 82
Morse Code............................................. 214
Motion Detector (security device)....... 285
Mountains, Survival environment  

category................................................. 312
Mounting a riding animal, function of 

Riding.................................................... 256
Movement
	 Acrobatics and........................................ 72
	 Skill modifier.......................................... 34
	 Skills and............................................... 390
	 Stealth and............................................ 306
Movement Powers..................110, 299, 341
Movement Skill Levels........................... 301
Moving silently, function of Stealth..... 306
Multiple Block Skill Levels, type of PSL...249
Multiple Skill Rolls after failure.............. 17
Multiple-power attacks.......................... 390
Multipliers for Background Skills.......... 51
Muscle-Powered Weapons,  

Weaponsmithing and.................... 351-52
Music Skills.............................................. 363
Musical Instrument Familiarity............ 362
Napalm, Demolitions and..................... 170
Narrow areas, fitting into, function  

of Contortionist................................... 140
Navajo “code talkers”............................. 162
Navigation............................................... 237
Negative Combat Skill Levels................ 118

Negative Penalty Skill Levels................. 248
Negative Skill Levels............................... 302
Negotiating prices/deals, function  

of Trading.............................................. 339
Negotiation (optional form of Trading)..341
Neutron activation analysis................... 156
New Skills................................................ 354
Nightingale Floor (security device)..... 273
Nitroglycerin, Demolitions and............ 170
Nobility, High Society and.................... 200
Noises, imitating, function of Mimicry...236
Nomenclator........................................... 161
Normal Skill Maxima................................. 7
Not using one’s hands  

(Agility Skill modifier).......................... 36
Obsolete technology  

(Technological Skill modifier)............. 39
Obtain information, function  

of Bureaucratics................................... 105
Obtain permission/approval/papers,  

function of Bureaucratics................... 105
Odds on 3d6 rolls................................. 6, 32
Oil analysis, Criminology and.............. 154
One-Way Phone Disabler I-II  

(example devices)................................ 100
Onetime pad cipher............................... 161
Operate electronic devices,  

function of Electronics........................ 177
Operate mechanical devices,  

function of Mechanics......................... 233
Operating equipment, function  

of Systems Operation.......................... 320
Optical Detector (security device)....... 286
Optional Combat Maneuvers, as Skills......63
Oratory.................................................... 243
Organizational action, prompt/delay,  

function of Bureaucratics................... 107
Organizational resources, use,  

function of Bureaucratics................... 106
Orienteering............................................ 239
Other Ways to Buy Lots of  

Background Skills.................................. 51
Overcoming interference, function  

of Systems Operation.......................... 322
Pagers, Systems Operation and............. 324
Paint analysis, Criminology and........... 154
Palming (optional form of Sleight  

Of Hand)............................................... 305
Palming items, function of Sleight  

Of Hand................................................ 303
Paper money, Forgery and.................... 192
Papers, Forgery and................................ 190
Papers, obtain/deny, function  

of Bureaucratics................................... 105
Parabolic Reflector  

(surveillance device)............................ 299
Parachute (equipment).......................... 366
Parachuting............................................. 364
Paramedics (the Skill)............................ 245
Paramedics (care providers).................. 245
Passing fake items,  

function of Forgery.............................. 194
Passive IR Sensor (security device)...... 282
Penalty Skill Levels
	 The Skill................................................. 248
	 Normal Skill Maxima and...................... 7
Penetrating computer security, function  

of Computer Programming................ 128
People, finding, function of Streetwise....309
PER Mods for objects and  

hiding places......................................... 132
Perceiving a tail, function  

of Shadowing........................................ 296
Perceiving Acting..................................... 73
Perceiving cheating, function  

of Gambling.......................................... 197
Perceiving forgeries, function  

of Forgery.............................................. 193
Percentage chance of success/failure........ 6
Perception Rolls, in Skill Versus  

Skill Contests.......................................... 20
Perceptive Skill Modifiers........................ 39
Perceptive Skills........................................ 67
Performing Skills quicker than normal  

(Skill modifier)....................................... 35
Performing tricks, function of Animal 

Handler................................................... 82
Period for Skills (Skill modifier)............. 34
Periods for Skills....................................... 10

Perks........................................................... 53
Permission, obtain/deny, function of 

Bureaucratics........................................ 105
Persuasion............................................... 250
PGP.......................................................... 163
Phone Call Rerouter (example device)....100
Phone Disabler (example device)......... 100
Phone tapping, function of Bugging...... 95
Photoelectric Eyebeam  

(security device)................................... 280
Photographic evidence,  

Criminology and.................................. 154
Phreaking, function of Computer  

Programming....................................... 129
Pickguns, Lockpicking and................... 229
Picking pockets, function of  

Sleight Of Hand.................................... 303
Pickpocketing (optional form of  

Sleight Of Hand).................................. 305
Pigpen cipher.......................................... 161
Pigs (Animal Handler category)............. 82
Pilot (Skill Combinations)......................... 8
Pilot (Skill Enhancer)............................... 47
Pin Projector (security device)............. 273
Pin tumbler lock............................... 226-27
Pit Trap (security device)...................... 274
Pitons....................................................... 109
Planning attacks/ambushes,  

function of Tactics............................... 332
Planning fortifications, function  

of Tactics............................................... 332
Planning trips, function of Navigation....238
Planting bugs/wiretaps, function  

of Bugging............................................... 94
Plastic explosives, Demolitions and..... 170
Player characters, Interaction Skills and....65
Playfair cipher......................................... 161
Plunger Switch (security device).......... 283
Poison, Forensic Medicine and............. 186
Poisoning................................................. 367
Poisoning food, function of  

Sleight Of Hand.................................... 304
Poisoning, treating, function  

of Paramedics....................................... 246
Politician (Skill Combinations)................ 8
Politicians, High Society and................ 200
Polygraph................................................. 156
Polymerase chain reaction (PCR)........ 148
Poor, the, Streetwise and........................ 309
Post-Apocalyptic (Everyman Skill list)......43
Post-Apocalyptic, Skills in as genre...........
	 See individual Skill and Skill category 

descriptions
Power........................................................ 251
Power Advantages.................................... 56
Power Frameworks
	 Generally................................................. 59
	 Combat Skill Levels and...................... 121
Power Limitations.................................... 57
Power Modifiers, Combat Skill  

Levels and............................................. 117
Power sources for security devices....... 276
Powers........................................................ 54
Prayer (form of the Power Skill)........... 251
Precise Sprayfire I-II (Skill)..................... 86
Predicting the weather, function  

of Survival............................................. 316
Preparing found food/water, function  

of Survival............................................. 314
Prerequisites for Skills................................ 9
Presence Attacks (Interaction  

Skill modifier)........................................ 38
Presence Attacks, Oratory and............. 243
Pressure Plates/Mats/Switches  

(security device)................................... 286
Prevent Fall (optional form of Breakfall)..90
Prices, negotiating, function of Trading..339
Primates (Animal Handler category).... 82
Primitive wilderness weapons,  

Weaponsmithing and.......................... 352
Prints, Criminology and........................ 154
Professional management PSs........ 253-54
Professional Skill
	 Generally............................................... 253
	 How differs from KS and SS................. 62
Professionals, High Society and........... 200
Programming, function of Computer  

Programming....................................... 129
Progressive surveillance, function of  

Shadowing............................................ 296
Prone
	 Avoiding effects of, function  

    of Acrobatics....................................... 70
	 Standing up from, function  

    of Breakfall.......................................... 87
Protecting self from dangers of the wild, 

function of Survival............................. 316
Proximity Sensors (security device)..... 287
Psychological Complications  

(Interaction Skill modifier).................. 38
Public key cryptography........................ 163
Pulp (Everyman Skill list)........................ 43
Pulp (Skill Period/modifier)................... 35
Pulp, Skills in as genre.........See individual 

Skill and Skill category descriptions........
Purchasing Everyman Skills.................... 41
Purchasing Skills......................................... 6
Pushing emotional buttons, function  

of Conversation.................................... 142
Putpocketing, function of  

Sleight Of Hand.................................... 303
Rack, the (torture device)...................... 204
Radar (security device).......................... 287
Radar, Systems Operation and.............. 327
Radio, Systems Operation and.............. 324
Rail fence transposition cipher............. 161
Rallying cries, making, function  

of Oratory............................................. 243
Range Skill Levels, type of PSL............. 249
Rapelling, function of Climbing........... 109
Rapid Attack............................................ 255
Rapid Autofire (Skill)............................... 86
Raptors (Animal Handler category)...... 82
Reading tracks, function of Tracking.......336
Readying weapons, function of  

Fast Draw.............................................. 179
Receiving/sending transmissions,  

function of Systems Operation.......... 320
Recessed Hinges (security device)....... 274
Recoil Skill Levels, type of PSL............. 249
Recording devices, Systems  

Operation and...................................... 327
Recording things sensed, function  

of Systems Operation.......................... 326
Records, computer, finding, function of 

Computer Programming.................... 130
Reducing fall damage, function  

of Breakfall.............................................. 87
Reducing throw damage, function  

of Breakfall.............................................. 87
Reference materials  

(Intellect Skill modifier)........................ 37
Reflex Memory (example VPP).............. 59
Regurgitating swallowed items,  

function of Sleight Of Hand............... 304
Remaining still, function  

of Contortionist................................... 140
Removing clothing, function of  

Sleight Of Hand.................................... 304
Repair electronic devices, function  

of Electronics........................................ 177
Repair mechanical devices, function  

of Mechanics......................................... 232
Repairing equipment, function  

of Systems Operation.......................... 320
Reptiles And Amphibians  

(Animal Handler category).................. 82
Reputation (Perk) (Interaction  

Skill modifier)........................................ 38
Requires A Skill Roll (Limitation).......... 58
Research................................................... 371
Research, Cramming and...................... 144
Resistance (Talent) (Interaction  

Skill modifier)........................................ 38
Resisting Interaction Skills...................... 67
Resonant Cavity (security device)........ 288
Resources, organizational, use,  

function of Bureaucratics................... 106
Restraints, escaping, function  

of Contortionist................................... 138
Restriction fragment  

length polymorphism (RFLP)............ 148
Retina Scanner (security device).......... 288
Retrocognition (Power)......................... 164
Retrying Skill Rolls................................... 17
Ricin, Forensic Medicine and............... 186
Ridge characteristics of fingerprints.... 151
Riding....................................................... 256
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Riding animals, Acrobatics and.............. 71
Riding Skill Levels, type of PSL............ 250
Rigor mortis, Forensic Medicine and.. 182
Rodents (Animal Handler category)..... 82
Roleplaying
	 General Skill modifier.....................31, 35
	 Interaction Skill modifier..................... 38
Roll increase for Skills, altering.............. 14
Rolls for Skills........................................... 11
Romantic seduction, function  

of Charm............................................... 293
Rope Use (optional form  

of Contortionist).................................. 141
Ropes........................................................ 110
Roulette, Gambling and......................... 196
Royalty, High Society and..................... 200
Rubber science........................................ 259
Running up walls, function  

of Acrobatics........................................... 72
Safecracking, Lockpicking and............. 227
Sage (Skill Combinations)......................... 8
Sailor (Skill Combinations)....................... 8
Sapper (optional form of Demolitions)...172
Satellite communications,  

Systems Operation and....................... 324
Scavenger’s daughter, the  

(torture device).................................... 204
Scholar (Skill Enhancer).......................... 46
Science Fiction (Everyman Skill list)..... 44
Science Fiction
	 Skills in as genre.See individual Skill and 

Skill category descriptions
	 WFs and................................................ 350
	 Science Skill.......................................... 258
Science Skill, how differs  

from KS and PS...................................... 62
Sciences Table......................................... 260
Scientific Genius (Skill Combinations).......8
Scientist (Skill Enhancer)........................ 46
Scything Blade (security device).......... 274
Searching a person/place, function  

of Concealment.................................... 134
Searching for information, function  

of Computer Programming................ 128
Security, computer, penetrating, function  

of Computer Programming................ 128
Security Devices (equipment)............... 388
Security Systems
	 Generally............................................... 268
	 Computer Programming and............. 128
Charm...................................................... 293
Seismic Detector (security device)....... 288
Self, hiding, function of Concealment.....135
Self-teaching a Skill.................................. 26
Selling back Everyman Skills.................. 41
Selling fake items, function of Forgery....194 
Sending/receiving transmissions,  

function of Systems Operation.......... 320
Sense-Affecting Powers......................... 136
Sense-Affecting Powers, subjected to  

(Perceptive Skill modifier).................... 39
Senses, Concealment and...................... 135
Senses, Disguise and.............................. 174
Senses, Stealth and.................................. 306
Sensing things with sensors, function  

of Systems Operation.......................... 325
Sensitized fingers, Lockpicking and..... 229
Sensor systems, Systems  

Operation and...................................... 325
Serology................................................... 147
Servers...................................................... 127
Services, appraising,  

function of Trading............................. 339
Set cost Skills............................................... 6
Setting explosive devices, function  

of Demolitions...................................... 170
Setting Explosives (optional form  

of Demolitions).................................... 172
Sextant, Navigation and......................... 241
Shadowing............................................... 295
Shape Shift (Power)................................ 175
Sharp trauma, Forensic Medicine and.....186
Shaving coins, function of Forgery...... 191
Shelter, finding/constructing,  

function of Survival............................. 315
Shotgun Microphone  

(surveillance device)............................ 299
Shrinking (Power).................................. 292
Shuko....................................................... 109

Sign languages......................................... 214
Signatures, Forgery and......................... 191
Significant damage to subject  

(Skill modifier)....................................... 33
Significant injury (Skill modifier).......... 34
Silent movement, function of Stealth.......306
Size of weapon, Fast Draw and............. 179
Size Skill Levels, type of PSL................. 250
Skeletal fractures, Forensic  

Medicine and........................................ 185
Skill Atrophy............................................. 29
Skill Categories......................................... 62
Skill Combinations..................................... 8
Skill Cost Calculations............................... 6
Skill Cost Structures................................... 6
Skill Enhancers
	 Generally................................................. 46
	 Skill Combinations and........................... 9
Skill Gear................................................. 385
Skill Kit (equipment).............................. 385
Skill learning categories........................... 29
Skill Levels
	 The Skill................................................. 301
	 Cramming and..................................... 144
	 Everyman Skills and.............................. 41
	 Normal Skill Maxima and...................... 7
Skill Master (Talent)................................. 54
Skill Maxima............................................... 7
Skill modifier effects........................... 31-32
Skill Modifiers........................................... 31
Skill Modifiers, Everyman Skills and..... 41
Skill Multipliers......................................... 51
Skill Period (Skill modifier)..............10, 34
Skill prerequisites....................................... 9
Skill Rolls
	 Generally................................................. 11
	 Alternate Characteristics for................ 11
	 Hiding the results................................... 18
Skill Rules.................................................... 5
Skill Specializations.................................. 22
Skill Versus Skill Contests....................... 20
Skilled (level of Skill Roll)....................... 11
Skills (Power)............................................ 55
Skills
	 Buying....................................................... 6
	 Combat.................................................. 390
	 Equipment and..................................... 373
	 Faking with Acting................................ 74
	 Penalty Skill Levels and................. 248-49
Skills with set costs..................................... 6
Skipover Sprayfire (Skill)......................... 86
Slang, street, function of Streetwise..... 310
Sledding (optional form of  

Combat Driving)................................. 114
Sleight of Hand
	 Generally............................................... 303
	 Fast Draw and...................................... 180
Sliding Staircase (security device)........ 275
Slipping poison into food, function of 

Sleight Of Hand.................................... 304
Slitting purses, function of Sleight Of Hand	

304
Small unit efficiency, function of Tactics.331
Smart betting, function of Gambling... 198
Smoothing the Skill Roll Curve.............. 14
Smothering, Forensic Medicine and.... 184
Snare-Net (security device)................... 275
Sneaky Shoes (equipment).................... 388
Snuggling bugs.......................................... 95
Social combat, function of High Society.201
Social customs, knowing, function of High 

Society or Streetwise....................200, 310
Society, knowing who’s who in, function of 

High Society......................................... 201
Software, Computer Programming and.130
Soil analysis, Criminology and............. 155
Sonar, Systems Operation and.............. 328
Space Navigation.................................... 240
Space Opera Science Fiction (Everyman 

Skill list).................................................. 44
Special effects, perceivable, Stealth and.308
Specializations with Skills....................... 22
Specialties (category of Science Skill).. 259
Spectrophotometer................................. 156
Speechmaking and writing, function of Ora-

tory......................................................... 243
Speed Reading, Cramming and............ 144
Spell Research (optional form of Inventor)	

208

Sports betting, Gambling and............... 196
Sports, type of PS.................................... 254
Spot Tail (optional form of Shadowing).300
Spotting a tail, function of Shadowing.296
Spotting cheating, function of Gambling.197
Spurring a riding animal, function of Riding	

256
Spy (Skill Combinations)........................... 8
Stab wounds, Forensic Medicine and.. 186
Standalone computers............................ 129
Standard Audio Bug (example device).. 98
Standard Characteristic-Based Skills....... 6
Standard Skill Rolls.................................. 11
Standard Visual Bug (example device).. 97
Standing up from being prone or Knocked 

Back, function of Breakfall................... 87
Start electronic devices, function of Elec-

tronics.................................................... 177
Start mechanical devices, function of 

Mechanics............................................. 232
Static surveillance, function of Shadowing	

297
Stealth....................................................... 306
Stealth, Breakfall as Complementary to.89
Stealthiness and Skill use (Skill modifier).33
Steganography......................................... 164
Steganography (optional form of Cryptogra-

phy)........................................................ 165
Still, remaining, function of Contortionist	

140
Stopping bleeding, function of Paramedics	

245
STR, Teamwork and............................... 333
Strange subject (Skill modifier).............. 33
Strangulation, Forensic Medicine and.184
Strappado (torture device).................... 204
Street etiquette and slang, function of Street-

wise........................................................ 310
Streetwise................................................. 309
Stretching (Power).................................. 292
Strike, Combat Skill Levels and............ 122
Strong characters, Breakfall and............. 90
Strychnine, Forensic Medicine and...... 186
Studying Skills........................................... 26
Subculture KSs........................................ 209
Subdivided Skills, eliminating/expanding.6
Subdividing Language (Everyman Skill).41
Subfields (category of Science Skill)..... 259
Substitution ciphers................................ 160
Success and Failure................................... 15
Successful Skill Rolls................................ 15
Suffocation, Forensic Medicine and..... 184
Summon (Power).............................84, 216
Sunburn, Survival and........................... 316
Superencipherment................................ 161
Superheroes (Everyman Skill list).......... 44
Superheroes, Skills in as genre.See individual 

Skill and Skill category descriptions
Superpowers, Criminology and............ 156
Surprise Attacks, Defense Maneuver and.168
Surveillance (optional form of Shadowing)	

300
Surveillance (Skill Combinations)........... 8
Surveillance, static, function of Shadowing	

297
Surveillance Vehicles (surveillance device)	

299
Survival.................................................... 312
Sweeping for bugs, function of Bugging.96
Symmetric key cipher............................ 163
Systems Operation................................. 320
Table manners, knowing, function of High 

Society................................................... 201
Tactics...................................................... 330
Tailing (optional form of Shadowing).300
Tailing someone, function of Shadowing.295
Talents........................................................ 54
Tape analysis, Criminology and........... 155
Tapping phones, function of Bugging.... 95
Targeting Skill Levels, type of PSL....... 250
Task Difficulty........................................... 25
Taunting, function of Persuasion......... 250
Taut-Wire Switch (security device)...... 289
Teachers, for learning Skills.................... 26

Team Skill Use
	 Generally................................................. 22
	 Teamwork and...................................... 333
Teamster (optional form of Combat Driv-

ing)......................................................... 114
Teamwork................................................ 333
Technological Skill Modifiers................. 39
Technological Skills.................................. 67
Technology compatability (Technological 

Skill modifier)........................................ 40
Teeth, Forensic Medicine and............... 182
Telekinesis (Power)....... 171, 229, 305, 341
Telepathy.................................................... 84
Telepathy (Power)
	 Generally............56, 84, 93, 107, 216, 257
	 Fooling with Acting............................... 73
Telephone Microphone (example device).101
Telephone Recorder (example device).101
Telephone, Systems Operation and...... 325
Telephone tapping, function of Bugging.95
Teleportation (Power)......................56, 110
Television, Systems Operation and...... 325
Telling lies, function of Persuasion...... 250
Temperate/Subtropical, Survival environ-

ment category....................................... 312
TEMPEST Gear (example device)....... 103
Temporal Navigation............................. 240
Terinawajutsu.......................................... 141
Theoretical sciences................................ 259
Thermite, Demolitions and................... 170
Throw damage, reducing, function of Break-

fall............................................................ 87
Throwing one’s voice, function of Ventrilo-

quism..................................................... 347
Throwing Skill Levels, type of PSL....... 250
Thrown, Acrobatics and being................ 71
Thumbscrews (torture device).............. 204
Time Chart................................................ 36
Time of death, Forensic Medicine and.182
Time period for Skills (Skill modifier).10, 34
Time pressure (Skill modifier)..........23, 33
Time required to make Skill Rolls.......... 23
Time required to use Skills...................... 11
Time, taking extra/less (Skill modifier).35
Time to Learn a Skill................................27
Tiny areas, fitting into, function of Contor-

tionist..................................................... 140
Tire prints, Criminology and................ 154
TNT, Demolitions and........................... 170
Tonjutsu................................................... 141
Toolmarks, Criminology and................ 154
Torture (method of Interrogation)....... 203
Torture (optional form of Interrogation).206
Torture, Forensic Medicine and........... 188
Tracing transmissions, function of Systems 

Operation.............................................. 322
Tracking................................................... 335
Tracking Bug (example device)............ 102
Tracking stick.......................................... 337
Tracks, finding/reading/hiding, function of 

Tracking.......................................... 335-37
Trading..................................................... 339
Trails, finding/reading/hiding, function of 

Tracking.......................................... 335-37
Training animals, function of Animal Han-

dler........................................................... 81
Transform (Power).......... 56, 175, 194, 370
Transistor................................................. 127
Translation, function of Cryptography.164
Transmissions, sending/receiving/improv-

ing, function of Systems Operation... 320
Transport Familiarity.........................6, 342
Transposition ciphers............................. 160
Trapping, function of Survival.............. 313
Travel in the wilderness, function of Sur-

vival........................................................ 316
Traveler (Skill Enhancer)......................... 46
Tricks, function of Animal Handler....... 82
Triggering security devices................... 268
Tripwire (security device)..................... 275
Tropical, Survival environment category.312
True Jack Of All Trades............................ 49
Trust, gaining, function of Charm....... 293
Truth serum, Interrogation and........... 204
Tumbler locks.................................... 226-27
Tumbling, function of Acrobatics.......... 72
Tuning equipment, function of Systems 

Operation.............................................. 320
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Turn off electronic devices, function  
of Electronics........................................ 177

Turn off mechanical devices, function  
of Mechanics......................................... 233

Turning on equipment, function  
of Systems Operation.......................... 320

Two-weapon Fighting............................ 345
Ultraviolet Perception,  

Criminology and.................................. 156
Unable to use a Sense  

(Perceptive Skill modifier).................... 39
Undercover Agent Audio Bug  

(example device).................................... 98
Underwater Skill use.............................. 392
Underworld, Streetwise and.................. 309
Universal “Enhancers”............................. 47
Universal Connections............................ 49
Universal Knowledge Skill...................... 63
Universal Pilot........................................... 49
Universal Scholar...................................... 49
Universal Scientist.................................... 50
Universal Translator................................. 47
Unjamming/jamming sensors,  

function of Systems Operation.......... 327
Unjamming/jamming transmissions,  

function of Systems Operation.......... 323
Untrained Skill Use.................................. 18
Urban Navigation................................... 241
Urban, Survival environment category...312
Ursines (Animal Handler category)....... 82

Usable On Others (Advantage).............. 56
Variable Power Pool for  

Background Skills.................................. 51
Variable Power Pools  

(Power Framework)............................... 59
Vehicle (Perk)
	 Generally.........................................53, 375
	 Acrobatics and........................................ 71
	 WFs and................................................ 350
Ventriloquism......................................... 347
Very Skilled (level of Skill Roll).............. 11
Vibration Sensor (security device)....... 289
Vicious animals, calming, function of 

Animal Handler..................................... 83
Victorian (Everyman Skill list)............... 44
Victorian, Skills in as genre.See individual 

Skill and Skill category descriptions........
Video evidence, Criminology and....... 154
Video motion detection  

(security device)................................... 278
VigenPre cipher....................................... 161
Viking/Northern European Fantasy  

(Everyman Skill list).............................. 43
Vitaprint Analyzer (security device).... 281
Voice Alterer (example device)............. 102
Voiceprint Analyzer (security device).....290
Voices, imitating, function of Mimicry...235
Walls, running up,  

function of Acrobatics........................... 72
Warded locks..................................... 226-27

Watch manipulation, function  
of Sleight Of Hand............................... 304

Water, being under, effect on Skills...... 392
Water, crossing, function of Survival... 317
Water, finding, function of Survival..... 314
Wealthy, the, High Society and............. 200
Weapon Familiarity............................6, 348
Weapon size, Fast Draw and................. 179
Weapons, Combat Skill Levels and...... 121
Weapons, drawing covertly, function of 

Sleight Of Hand.................................... 304
Weapons preparation, Fast Draw and.. 179
Weapons systems,  

Systems Operation and....................... 328
Weaponsmith.......................................... 351
Wearable Tape Recorder  

(example device).................................... 99
Weasels (Animal Handler category)...... 82
Weather prediction, function  

of Survival............................................. 316
Weird subject (Skill modifier)................. 33
Well-Connected (Skill Enhancer).......... 47
Western (Everyman Skill list)................. 44
Western, Skills in as genre...See individual 

Skill and Skill category descriptions........
Western/Victorian  

(Skill Period/modifier).......................... 35
Wheelman (Skill Combinations).............. 8
White Noise Generator  

(example device).................................. 103

White phosphorus, Demolitions and.. 170
Who’s who in society, knowing,  

function of High Society..................... 201
Who’s who in the underworld,  

knowing, function of Streetwise........ 310
Who’s who, knowing, function of  

Bureaucratics, High Society,  
or Streetwise.........................106, 201, 310

Wilderness travel, function of Survival...316
Wilderness weapons,  

Weaponsmithing and.......................... 352
Window Foil (security device).............. 290
Window Sensor (security device)........ 291
Window Wires (security device).......... 291
Windows software.................................. 127
Wired Window Tube (security device)...291
Wiretap (example device)........................ 99
Wiretapping, function of Bugging......... 95
Witty conversation, making,  

function of Conversation.................... 142
World Wide Web.................................... 127
Wounds, Forensic Medicine and.......... 186
Wozniak, Steve........................................ 127
Writing speeches, function of Oratory....243
X-Ray Scanner (security device).......... 291
Xeno-sciences......................................... 259
Zero gravity, effect on Skills.................. 392




