
Time is of the EssenceTech

Turn on the CharmAristocrat

Attack FocusWarrior

Knowledge MasteryScientist

School of Hard KnocksScavenger

Evasion/Exceptional DodgeRogue

DisciplinePriest

Skill MasteryPirate

Mystical Aid/RiftMystic

OratoryDiplomat

StalkCommando

SpecialClass

Skill Emphasis Every 3 LevelsZenetan

Endurance and Run FeatsVorcarian

Lowlight VisionTavlek

DarkvisionSheyang

+2 to Attack or Skill for 3 CPSebacean

Vulnerability to ColdScarran

Lowlight VisionNebari

Endurance to Vacuum (20-30 min)Luxan

Gravity ShiftKalish

Scream AttackInterion

Until the Blood Runs BlackIlanic

Lowlight Vision/ +4 to Poison SavesHynerian

Immune to Non-systemic PoisonsDelvian

+3 Craft / +1 RepairBanik

Special TraitRace

None50+5 per 
level
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Difficulty

None10+5 per 
level

Full ActionTelekinetic Push

None10+5 per 
level

Full ActionTelekinetic 
Manipulate

None2 per levelFull ActionShape Shift

None2 per levelHalf ActionSense Danger

None3 metersFull ActionPhysical Boost

NonePersonalFull ActionPhase

None3 metersHalf ActionNondetection

Will ½SpecialFull ActionInflict Pain

NonePersonalHalf ActionIncrease Speed

NonePersonalHalf ActionHeal Self

NoneTouchHalf ActionHeal Other

NoneTouchHalf ActionEnhance Senses

None2 per levelHalf ActionEmpathy

Will8+2 per 
level

Full ActionDrain Lifeforce

NonePersonalFull ActionDetection

NonePersonalInstantDeflect Energy

None3 metersHalf ActionDeaden Pain

NonePersonalFull ActionCombat 
Enhancement

NonePersonalFull ActionChameleon

None15+5 per 
level

Half ActionBolt of Fury

WillPersonalHalf ActionAura of Peace

Will7+1 per 
level

Half ActionAffect Mind

SaveRangeTime UsePower



BluffTalk way into PK High Command35Beyond 
Heroic

JumpLeap a 10 meter span30Heroic

Sense Mot.Notice a diplomat being coerced25Formidable

SearchFind a small missing object20Challenging

First AidStabilize a dying person15Tough

ListenOverhear nearby PK patrol10Average

ClimbClimb a knotted rope5Easy

SpotNotice a large object in plain sight0Very Easy

SkillSample ActionDCDifficulty

15cpReroll a Check**

15cpImmediately Take an Extra Half Action*

8cpGain a Skill at Rank 1 for 1 Check

3cp per +1 bonusBonus to Defense

2cp per +1 bonusBonus to Skill Check

3cp per +1 bonusSaving Throw Bonus

3cp per +1 bonusDamage Bonus

3cp per +1 bonusAttack Bonus

Control CostEffect

Lose 1hp per round until stabilized 
with first aid or percentile dice roll 
under CON score

Dying

Helpless until wounds rise above 0Unconscious

Immediate fortitude save or fall 
unconscious and lose 1hp per 
round

Traumatic

-5 to all initiative attack damage and 
skill plus -4 speed

Critical

-2 to all initiative attack damage and 
skill plus -2 speed

Serious

EffectWound Severity

* A character can generate this effect no more than once per round and 
twice in a day.

** This effect is generated after the die is rolled.  Note that the reroll
replaces the original roll, so apply all modifiers as if it were the original roll, 
including control effect bonuses.

Pirate flotilla (1d3 medium or large pirate vessels 
escorted by 2d6 tiny or small fighters)

13

Pirate vessel (1 medium or large pirate ship)12

Derelict vessel (Roll 1d10 for size; if 10 is rolled, 
consult encounter chart)

10-11

Spatial phenomena (Roll randomly on encounter 
chart)

9

Spatial hazard (Roll randomly on encounter chart)8

Merchant convoy (2d10 medium or large merchant 
ships escorted by 1d6 tiny or small military ships)

7

Merchant vessel (1 medium or large merchant ship)4-6

Military squadron (1 huge or colossal military vessel 
escorted by 2d10 tiny or small military ships)

3

Military patrol (1d6 tiny or small military ships)1-2

Deep Space EncounterRoll 1d12*



Bludgeon5 kg4m--8d6/4d6HE Mine

Slashing4 kg4m--8d6/4d6AP Mine

Stun.5 kg4m--1d10/1d6Stun Grenade

*.5 kg4m--5d10/3d10Shatter Grenade

Slashing.5 kg4m--4d6/2d6Frag Grenade

Energy1.5 kg10m19-203d6/4d6Tavlek Gauntlet 
(Ranged)

Piercing4 kg20m202d8Slug Rifle

Piercing1.5 kg10m202d6Slug Pistol

Energy3 kg10m19-203d8 +1d8Qualta (Ranged)

Energy4.5 kg20m19-203d8Pulse Rifle

Energy1.5 kg10m203d6Pulse Pistol

Energy.5 kg4m203d4Palm Pulse 
Blaster

Energy15 kg40m19-203d10Heavy Pulse 
Blaster

Stun2 kg4m*1d4Energy Net

Stun1 kg10m--1d6Disruptor

Bludgeon/Stun1.5 kg2m201d6Tavlek Gauntlet

Slashing2 kg4m19-201d8Sword

Bludgeon/Stun2 kg2m --1d6Stun Baton

Piercing1.5 kg4m201d8Spear

Bludgeon1.8 kg4m201d6Quarterstaff

Slashing3 kg4m18-201d8Qualta

Piercing1 kg2m201d4Knife

Bludgeon1 kg2m201d4Small Club

Bludgeon1.5 kg2m201d6Club

TypeWeightRange ICritDamageWeapon

-4*+4*Defender Pinned

0**0*Defending Grappling

-20Defender Running

0*0*Defender Surprised/Flat-footed

+2*+2*Defender Climbing

+2*+2*Defender Stunned

-4+4Defender Prone

-2+2Defender Sitting/Kneeling

-4-4Attacker Prone

--+1Attacker on Higher Ground

--+2Attacker flanking Defender

RangedMeleeCircumstance

+6----Total

+4+4+10Nine-tenths or near darkness

+3+3+7Three-quarters or dense 
foliage

+2+2+4One-half or dense fog

+1+1+2One-quarter or light fog

Concealment 
DV

Cover 
RV

Cover 
DV

Degree of Cover

* The defender loses any dex and dodge bonuses to defense.

** Roll randomly to see which grappling combatant you strike.  That 
defender loses any dex bonuses to defense.


