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Attributes and Skills
Core Attributes

Core attributes – Physical, Mental, Sensory, and Interactive – are the only “hard-wired” character attributes in the game. Average characters will have 12 initial points to spend on this section.

Active Skills

General skills are, as the name implies, general, nonspecific skills used to perform everyday tasks, as well as aid in combat situations. Average characters will have 25 points to spend in this section. GMs may wish to change this initial amount if fewer skill options are given, or  Examples of these are:

Firearms*
Melee Weapons*
Unarmed Combat*
Athletic Ability
Animal Care

Architecture

Bullshit Artistry

Business

Bartering

Cartography

Contortion

Current Events

Cybernetics

Debate

Driving

Drama

Engineering

Government

Information Retrieval (“Library” skill)

Intimidation

Investigation

Investing

Leadership

Mechanical Ability

Medicine

Orienteering

Politics

Scrounging

Streetwise

Rural Survival

Urban Survival

Technology
World Events

* Some manner of general combat skills should be offered as an option in any game where combat is likely. Characters are not required to possess these skills—many worlds are not filled with warriors—but the option should be given. If characters posess no general combat skills, they would use only Core Attributes and modifiers for combat rolls.
