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 pistol 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.

Major Skills


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

Combat skills

Ranged combat: Firearms and other ranged weaponry. Relevant stat is coordination.

Concentrations:

Pistol – Pistols and revolvers.

Rifle – Covers weapons ranging in size from sawed-off shotguns and cut-down rifles to large elephant guns.

Heavy – Heavy weapons include mounted machineguns and small cannons.

Ballistic – Ballistic weapons are those with a significant arc. This includes mortars and artillery.

Grenade – All thrown objects fall into this category.

Awareness Skills

Spot: Spot measures a character’s ability to use his eyesight to make out distant objects, camouflaged opponents, and the like.

Piloting Skills

Operations: This skill encompasses each part of operating a starship or starfighter, other than the piloting itself. This skill is specialized.

Concentrations:

Gunnery – Using the weapons of a starship.

Sensors – Using the sensors of a starship.

ECM – Using a starship’s systems to avoid detection and destruction.

Other Skills

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 -2 penalty to attacks. Opposed by Physique or itself, whichever is higher. If Physique is higher than Intimidation, it will stand in for Intimidation.

Minor Skills

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 athleticism.

Concentrations:

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

Grappling – Grappling attacks.

Knife – Small cutting or stabbing weapons.

Staff - Includes spears, pitchforks, and the like.

Sword – Large bladed weapons. Includes machetes, huge knives, and the like.

Blunt – Baseball bats, sledgehammers, in general any medium or large blunt object that is swung like a club.

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.

Piloting Skills

Piloting: Talent for piloting a vehicle, such as a car, plane or tank. This skill is specialized.

Concentrations:

Motorcycle – Two-wheeled vehicles. 

Auto – Multi-wheeled vehicles of varying size.

Plane – Fixed-wing aircraft.

Helicopter – Rotor-driven aircraft.

Track – Tracked vehicles, such as tanks and other heavy military vehicles and construction equipment.

Starfighter – Piloting and using the weapons and instrumentation a fighter or other small, maneuverable ship.

Starship – Piloting a large ship with sluggish maneuvering.

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:

Mechanical Security Systems – Standard locks, traps, and safes.

Electronic Security Systems – Surveillance cameras, motion sensors, alarm systems, etc.

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 ((1d6 x 10) – Ninjitsu AT) 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 equal to his camouflage AT or 15 (whichever is more). Base difficulty to spot someone who has found an excellent hiding place is equal to his AT + 10. This skill is complex.

Stealth: The requisite skill for those who do not wish to be seen or heard. 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 things with one’s hands. This skill is used by carpenters, leatherworkers, weavers, and all sorts of other professions. Concentrations include wood, metal, textiles, leather, gunsmithing, etc. For concentrations which apply to devices that the party owns with a reliability stat, the bonus (or penalty) to reliability equals the skill level of the owner or maintainer minus 5. Thus, if someone owns a gun and does not have this skill with the gunsmithing concentration, reliability is 5 less than stated. After 99%, each point adds 0.1, meaning that a problem happens only if 100 is rolled, followed by another 1d10 that exceeds the number after the decimal.

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 Pilot instead of Knowledge to recall a fact about helicopters.

