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.

One final concept to deal with is complex skills. If a skill is complex, then attribute and difficulty are computed differently. Where AT is normally equal to the relevant stat + the skill, it is instead equal to the relevant stat + 2 x skill. This is because, for certain things, the level of knowledge or familiarity is much more important than raw ability. Disabling a security system without setting it off, for example, is mostly a matter of knowledge about the system and how it works, and not so much the steadiness of one’s hands, although that does play a role. Therefore, the security skill is complex. If a skill is complex, its description will say so.


Of course, using the same rules as always for computing difficulty, complex skills would almost always succeed, since stat + 2 x skill will yield much higher numbers than stat + skill. For passive rolls (one where one person is not being pitted against another), difficulty is multiplied by 1.5. For opposing rolls, the opponent’s stat + 2 x his skill is used instead of the basic formula.

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 athleticism for normal hand to hand combat or aptitude when discussing technique.

Concentrations:

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

Wrestling – 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.
Ranged combat: Firearms and other ranged weaponry. Relevant stat is instinct at point blank range, coordination for normal ranged combat, or aptitude when discussing technique.

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.

Education Skills (All use aptitude)

Note: Education skills are complex.

Education skills typically have dozens, hundreds, or even thousands of concentrations. They will not be listed here, but if a player or the GM knows about a field, a concentration can still be chosen. In general, the education skill comes in two varieties: liberal arts, and technical. For technical disciplines, he uses his full AT for knowledge about that subject, and can also substitute his education skill for a related minor skill (engineering doubles as mechanic, for instance). However, they get only half of their skill level (rounded down) for general knowledge rolls. For liberal arts, the character knows about a wide variety of non-technical subjects. He gets a normal roll to know about any non-technical subject, with the difficulty being based on the obscurity of the trivia. For technical matters, he gets only one half of his skill level (rounded down) for knowledge rolls, and he cannot substitue his education skill for a minor skill. Each technical field represents one concentration, and liberal arts is one concentration.
These are the technical education skills:

Medicine: Knowledge of pharmeceuticals, as well as natural herbs, plants, spices, etc. Can be used to correctly diagnose and treat infections and other illnesses. Useful for doctors and pharmicists. Implies extensive knowledge of biology and chemistry, and can substite for the medic skill.
Law: Knowledge of how the legal process works, and in-depth knowledge of precedents, regulations for handling of evidence, and other legal matters. Can substitute for argumentation.
Engineering: Applied physics, an engineer knows all about designing things, laws of physics, and inferring intended purpose of unknown objects. Can substitute for mechanic.
Awareness Skills

Spot (Awareness): 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 skill.
Minor Skills

Combat Skills
Dodge (Athleticism): 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. Diving is the only way to avoid successful gunshots.
Awareness Skills

Alertness (Awareness): 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.
Investigation (Awareness): Unlike spot, which is used to detect and identify things that are normally hard to see, like hiding or camouflaged opponents, investigation involves things that are plainly visible, but might tell a hidden story to one who is observant enough. This skill is used to notice something out of place, to observe what others might miss, and to find hidden secrets.
Empathy (Awareness): Like the other social skills, this skill can range from vital to worthless. 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. Otherwise, it is mostly used as part of a difficulty.

Persuasion Skills

Command (Charisma): 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 (Charisma): 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 (Charisma): 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 (Physique): 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.

Piloting Skills

Horseback: Skill at riding a horse, including calming a frightened horse and not being thrown from the saddle. Also used for tricks done on horseback.
Thief Skills
Sleight of Hand (Dexterity): 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 (Dexterity): 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. This skill is complex.

Camouflage (Aptitude): Camouflage 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) – camouflage 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 (Athleticism): 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
Medic (Dexterity): The skill for those who help others. Useful for stabilizing dying people and overseeing recovery. This skill is complex.

Craftsmanship (Dexterity or Aptitude): 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. This skill is complex. 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.
Tracking (Aptitude): The character can follow any trail that has not been heavily rained on or is not more than a few days old. Base difficulty is 15, +1 for every 6 hours old the trail is. If it rains, add 5 to 15 to the difficulty, depending on how heavy the rainstorm is. Also add the target’s stealth. This skill is complex.

Animal empathy (Charisma): Characters with this skill know how to befriend and train animals. Difficulty depends on the species in question. Easily trainable animals like dogs represent difficulty 10, 18 for intelligent animals like bears or dolphins, and 25 for animals that are neither smart nor friendly to humans, like tigers or crocodiles. The roll is an extended roll with a CMoS equal to the difficulty above needed to succeed. Time interval between rolls is 2d6 days. The animal will be more and more loyal and friendly as the CMoS accumulates, but will not be fully trained until the roll is passed. In all cases, members of species that are not instinctively friendly to the character’s race need to be raised from birth to make a good pet.

Climbing (Athleticism): The skill entails the ability to climb walls, gates, rockfaces, and other not easily passable surfaces as long as the proper tools are possessed (rope, grappling hook, etc.). Difficulty is 10 for ordinary rock climbing, 15 for a slippery surface, and possibly more for extraneous circumstances like strong gusts of wind or being attacked by swarms of bats while climbing.

Music (Dexterity): Musical talent, the character could be an accomplished singer or play an instrument. This is very useful for those who find themselves on the road yet unable to afford standard fare at local inns. Difficulty depends greatly on the tastes and mood of the crowd being played to.

Demolitions (Dexterity): The art of arming and disarming explosives, and knowing where to place them for best effect. Difficulty for disarming a bomb is equal to the Demolitions AT of  the bomb’s designer. Difficulty for arming is 10. This skill is complex.

Disguise (Aptitude): The art of drastically altering someone’s appearance using make-up, wigs, and simple props. Difficulty for spotting a disguise is equal to the AT of the disguise artist +3. Difficulty for spotting a disguised person that one would normally recognize is equal to the artist’s AT minus anywhere from 0 to 5, depending on how well the spotter knows the disguised and how clearly he saw the person’s face.

Cryptography (Aptitude): Encoding and decoding messages, and also deciphering writings in unknown languages. Difficulty for decoding a message is equal to the encoder’s Cryptography AT+5. This skill is complex.
