
Special skills that are affected by this table:

Electronic Bypass, Explosives/Demolition, Hacking, Lock picking, Psychological Warfare and Combat Medic

Each player begins with two special skills.  If the skills chosen by the player are among those listed on this

chart those skills automatically start at 40%.

As long as circumstances allow, a player may repeat an attempted task until it is completed. If the player is

not locked in” Phase Time” by combat, the number of actions is not relevant. The CC will determine how

much time is required to perform the task relative to what ever else is taking place in the game.

Special Skill percentage increases for that specific skill by 5% every time it is used successfully.

To use this matrix:

Find your skill percentage in the first column. If this is the first time your character has attempted this task

your percentage of skill is 0%.The number next to your percentage of skill is the minimum number rolled

from a 20-sided die needed to be successful.

Percent – percentage of skill.

Needed Roll – minimum roll needed to complete the task.

Actions Used – Number of actions to complete the task.

Medical Treatment – how many hit points may be given back to an injured player
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%0 02 6 1

%5 91 6 1

%01 81 5 1

%51 71 5 2

%02 61 5 2

%52 51 4 3

%03 41 4 3

%53 31 4 4

%04 21 4 4

%54 11 3 5

%05 01 3 5

%55 9 3 6

%06 8 3 6

%56 7 2 7

%07 6 2 7

%57 5 2 8

%08 4 2 8

%58 3 1 9

%09 2 1 9

%001 1 1 01


