Skills

Introduction


Skills are the heart and soul of the Tensided system. They govern all situations in which someone must make use of an acquired knowledge or talent, which happens all the time. There are two types of skills, major and minor. Major skills are either more broadly applied or more useful than minor skills. The funcitonal difference is that major skills cost twice as much XP to improve.


Many skills have concentrations, since these skills are too broad for one person to have equal knowledge in every area of it. When a skill is taken, a concentration is chosen, such as crossbow for ranged combat. When a character lacks the concentration that a situation calls for, only half of his skill level is used in calculating AT, fractions rounded down. New concentrations can be purchased at a price of 20 xp each for major skills, 10 xp each for minor skills. For specialized skills, the second and each additional concentration must be purchased twice for full effect. One purchase means that half (rounded down) of the skill level is used, and none means that the skill cannot be used in that situation at all. Craftsmanship is an example of a specialized skill, since a blacksmith would not necessarily know how to build a house, nor would a carpenter automatically know how to make a horse shoe.

Similar to concentrations, some Skills or Stats can “stand in” for another Skill. For instance, if a character’s Intimidation is less than Physique, Physique will stand in for Intimidation and the character will add his Phyisique to Intimidation rolls instead of his Intimidation SL. Stand ins can only replace an SL, and do not grant any bonuses if the Skill’s regular SL is higher than the stand in.
Major Skills


Being broader or more useful than minor skills, they also cost more.

Combat skills

HtH combat: Hand to hand fighting. Used for both AT of the character’s attacks and as difficulty for opponents’ attacks. Relevant stat is Coordination for offense and Athleticism for defense. Can stand in for dodge.
Concentrations:

Percussion – Punches and kicks, brass knuckles, and small blunt objects like rocks.

Grappling  – Grappling attacks.

Knife – Small cutting or stabbing weapons.

Spear – Includes staffs, spears, pitchforks, and piercing attacks with multifunction polearms like halberds.
Sword – Large bladed weapons. Includes machetes, huge knives, and slashing attacks with multifunction polearms like glaives.

Blunt – War hammers, cudgels, in general any medium or large blunt object that is swung like a club. Includes blunt attacks with multifunction polearms like the Bec d’Corbin.
Ax – Regular axes, battle axes, and slashing attacks with axe-like polearms such as halberds and bardiches fall into this category.

Whip – Whips, chains, and various torture devices fall into this category. They are generally poor weapons, but great motivators.

Shield – Defensive or offensive use of a shield.

Ranged combat: Bows, crossbows, and other ranged weaponry. Relevant stat is Coordination
Concentrations:

Bow – Shortbows and longbows of all construction and characteristics.
Crossbow – Light and heavy crossbows, double and triple crossbows, repeating crossbows, etc.

Javelin – Thrown spear or spear-like weapon.
Projectile – All other thrown objects fall into this category.
Sling – All slings fall into this category.
Siege – Aiming of large siege weapons such as ballistae, catapults, and cannons.

Awareness Skills

Spot: Spot measures a character’s ability to use his eyesight to make out distant objects, camouflaged opponents, and the like. This is detailed in the spotting supplement. It is not used for noticing things that are out of place or minute details. That is the investigation concentration.

Concentrations:

Spot – Spotting people and things at range.

Investigation – Spotting things up close, noticing when something is out of place, finding hidden objects, etc.
Other Skills
Magic: The art of wizardry. This is the most powerful and versatile of all skills, with an entire chapter devoted to it. It is not balanced with the other skills, and magic users are almost guaranteed to be more powerful than other members of the group, so it is not to be taken lightly. Players need express GM approval to put points into this skill, and GMs should consider how one more mage would fit into the type of game they want to run before granting such requests. There is no relevant stat, but sometimes the skill might be rolled using various stats, depending on the goal. Aiming a magical attack, for instance, uses coordination. Charming someone might use charisma. A lockpicking spell would involve dexterity, etc. This skill is specialized. See the chapter on magic for a much more detailed treatment of this skill.
Concentrations:
Wrath: Spells of damage and destruction.

Healing: Magic that restores a person or thing to its normal state of being.

Augmentation: Exaggerates or diminishes existing properties of a living being.

Sensory: Augments senses and includes abilities like telepathy, thought reading, and disembodied travel.

Protection: Protects against or prevents physical harm.

Countermagic: Protects against or prevents magical harm and counteracts existing spells.

Travel: Powers of traveling more quickly or easily, including flight and teleportation.

Enchantment: Bestows new properties on a person or thing. Augments or diminishes existing properties on objects.

Beguilement: Powers of trickery, suggestion, and forced loyalty are included.

Summoning: Brings a nearby or far-away object or being into the caster’s presence.

Persuasion: Convincing others to do things they did not want to do.

Concentrations:

Command – Persuasion through force of personality. Does not work on superiors or those who think of themselves that way. Can be used in tense situations to cause a potential enemy to back down, but will not work in combat. Also used to rally a crowd or recruit a follower. Opposed by Willpower or itself.

Argumentation – Persuasion by truthful reasoning. Does not work when there is no truthful reason the target should do something. Opposed by itself.

Manipulation – Persuasion by lies and deceit. Used for surprise attacks where the enemy can see the character, but does not know he is about to attack. Failure means that the character’s body language tipped the enemy off and there is no surprise attack. Also used for haggling. Opposed by Knowledge or Empathy, whichever is higher.

Intimidation – Persuasion by fear. Does not work when the target is in a safe position, like when his guards outnumber the group. Can be used in tense situations to cause a back down, and can be used in combat to instill fear and cause a -1 penalty to attacks. The character must take one round to intimidate (usually with a warcry) and the penalty lasts the duration of the battle. Intimidation penalties from multiple characters do not stack. Opposed by Physique or itself, whichever is higher. If Physique is higher than Intimidation, it will stand in for Intimidation.

Minor Skills

Combat Skills
Dodge: Sometimes the only thing to be done is to throw one’s body out of the way of certain doom. A character who devotes a round to dodging can roll his dodge AT against the opponent’s final roll to turn a sucessful attack against the character into a miss. This can be done for two or three attacks in a round with multiple actions, but the intent to do so must be announced at the beginning of the round and normal multiple action penalties apply. Sometimes even dodging is not enough. Any attack that has a radius cannot be dodged, and the character must dive out of the way. A dive carries the character two meters in a chosen direction, enough to evade many area effect attacks, but it leaves the character prone the next round. In a dive, dodge AT is rolled against the opponent’s final roll as normal.
Awareness Skills

Alertness: Almost a sixth sense, characters with high alertness are hard to sneak up on, and are resistant to sleight of hand techniques (pickpocketing). Usually used as part of a difficulty. Used as an attribute to notice non-visual things others might miss, like barely audible ticking of a hidden bomb, or a slight breeze indicating a secret passage. A big part of alertness is hearing. People with high alertness do not necessarily have more sensitive hearing, but they are better at hearing faint sounds, pinpointing sounds, etc. The skill encompasses each of the five senses except sight.
Empathy: Empathy is used for a variety of purposes, from reading the emotions of others (this includes the ability to tell if someone is lying) to correctly interpreting body language. If used as part of an attribute (reading body language from a distance, etc.), the opposing skill is Alertness. Empathy can also be used to “read” a potential opponent, cutting through the posturing. The quality of the read depends on MoS:
0 MoS: Character knows one of the target’s AT’s with a +/- 1d6 margin of error.

1-2 MoS: Character knows three of the target’s AT’s with a +/- 1d6 margin of error.

3-4 MoS: Character knows five of the target’s AT’s with a +/- 1d4 margin of error, and the target’s abilities.

5-6 MoS: Character knows all of the target’s AT’s with a +/- 1d4 margin of error, and the target’s abilities, mertis, flaws, and traits. Character gains +1 bonuses to all rolls against the target.
7+ MoS: Character knows all of the target’s AT’s, abilities, mertis, flaws, and traits. Character gains +2 bonuses to all rolls against the target.
Reads are opposed by Manipulation, with a minimum DF of 10.
Persuasion Skills

Command: Potentially the most (or least) useful skill in the game depending on how the game is run and the characters are played, command measures the force of one’s personality. When a character tries to influence someone with a command, call to action, or his force of will, command is used. Roll against target’s willpower plus a modifier based on how much the person would normally want to follow the character. Subordinates to the character can be ordered around without using this skill, unless they are seriously considering mutiny. This skill will never work on a character’s superiors or those who consider themselves superior to the character. For situations where a character is trying to pass himself off as an authoritative figure, use this skill isntead of manipulation.
Argumentation: Its usefulness also dependent on how the game is run, argumentation  is a character’s ability to talk others into doing things, convey information effectively, and generally influence people. When using this skill to talk a person into doing something they would not normally want to do or using a faulty argument, the opposing skill is empathy.

Manipulation: Lies, deceit, and half-truths are covered by this skill. This is the ability to mislead others effectively without setting off their “baloney detectors”. Opposing skill is empathy.

Intimidation: Large, muscle-bound people are naturally intimidating, but those who are skilled in this art know how to make others think they are much more menacing than they actually are. Not quite the same as the type of bluffing that might be done under manipulation, this skill incorporates an aggressive, physical aspect that is not always easy to pull off. A successful roll means that the target is intimidated, but it does not necessarily mean that this intimidation accomplishes the goal that the player was looking for. Intimidating a superior officer in the military, for instance, might have bad consequences. This skill only covers physical intimidation. Intimidating someone by invoking the name of someone who will come looking for the character, for instance, would be manipulation or argumentation, depending on whether the claim was true.

Thief Skills
Sleight of Hand: Best friend of the man without morals. Allows characters to relieve others of their belongings without their knowledge or consent. Opposing skill is Alertness.

Security: This skill bestows the knowledge one needs to set up or bypass security systems, including locks and traps. Opposing skill is the security of the designer of the lock or trap if attempting to disable. Otherwise, it is used as part of a difficulty when someone else tries to spot or disable it. Amount of time taken to pick a lock or disable a trap is equal to 2 minutes minus 30 seconds * MoS (Margin of Success). At MoS greater than or equal to 4, increments decrease to 10 seconds * MoS. Greater than 6, increments decrease to 1 second.
Concentrations
Lockpicking

Safe Cracking

Trap Disabling

Cryptography
Ninjitsu: Ninjitsu measures a character’s ability to effectively hide himself from others. It includes knowledge of how to correctly apply camouflage paint, which objects might be good to hide behind, and where to step to avoid casting visible shadows. It takes (40 – final roll) rounds to apply camouflage, or to find an excellent hiding place. It only takes 1d3 rounds to find a normal hiding place. Base difficulty to spot any hiding or camouflaged character is a normal opposed roll, pitting the seeker’s spot against the sneaker’s camouflage. Excellent hiding places bestow a +10 bonus.
Stealth: The requisite skill for those who do not wish to be heard when moving. This skill allows a character to sneak past someone. It does not make the character harder to see, however, that is a matter of light conditions and what he is wearing. Opposing skill is Alertness. There may be modifiers involved depending on the surface being walked on.

Miscellaneous Skills
Healing: The skill for those who help others. Useful for stabilizing dying people and overseeing recovery.
Craftsmanship: The ability to make and repair things with one’s hands. This skill is used by carpenters, leatherworkers, weavers, and all sorts of other professions. This skill is specialized.
Concentrations:

Carpentry

Smithing
Leatherworking

Masonry

Textiles

etc.
Riding: Skill at riding a steed, including calming a panicked animal and avoiding bucking. Other Skills used while on horseback cannot be higher than Riding, and are lowered if they are. Also used for tricks done on horseback.

Concentrations
Horse (includes donkeys and mules)

Camel

Elephant

Bull (includes oxen and yaks)

etc.

Knowledge: Knowledge of a variety of subjects and facts. Can be useful in a number of situations, and also opposes Manipulation. General knowledge are things that any educated person might know, while specialized knowledge is for specific facts, like the proper way to greet a noble in a foriegn land. Specialized knowledge requires concentrations, and other skills can stand in for Knowledge in relevant situations. For instance, a character can roll Riding instead of Knowledge to recall a fact about horses.
