Archetypes

Referees have enough to plan when creating adventures without having to create specialized NPC’s from scratch to populate their worlds. And with the advent of more and more skills, the job gets harder. These are ready-to-use profiles for NPC’s from every walk of life in the Frontier.  Included are typical ability scores, skills, and equipment for these NPC’s. These are profiles used to represent average people in these roles and can certainly be modified by the GM as campaigns call for it. Also included is a brief set of descriptions for what ability score levels and skill levels might mean in relative terms.

* denotes a non-canon skill created for the SF2K system as a Knight Hawks conversion or an optional skill; referees can choose to include these at their discretion

Physical Characteristics Scores Explanations

10 - feeble; possibly handicapped

20 - unhealthy

30 - poor; slow; weak

40 - below average

50 - average

55 - somewhat average

60 - above average

70 - talented; noticeably superior

80 - gifted; outstanding

90 - world-class; one of the best

100 - superhuman

Skill Level Explanations

1 - exposed to; passing familiar; operational

2 - familiar

3 - very familiar

4 - average; adept

5 - above average

6 - accomplished; proficient

7 - excellent

8 - expert; world reknown; an authority on the subject

Index of NPC Archetypes

Standard NPC’s

Animal Specialist 

Archaeologist / Anthropologist

Astronomer 

Biologist

Chemist 

Computer Programmer

Computer Hardware Specialist

Cyberneticist 

Detective

Engineer

Exobiologist 

Explorer/ Recon 

Geneticist 

Geologist / Planetary Specialist

Physicist 

Psychologist / Counselor 

Medical: Paramedic

Medical: General Practitioner

Medical: Surgeon

Police Officer

 

Police - Riot / Tactical Personnel

Police – Demolitions Expert

Roboticist 

Robopsychologist 

Security Guard - Minimum Security

Security Guard - Medium Security

Security Guard - Heavy Security

Security Specialist / Bodyguard/ Enforcer

Soldier – Land Fleet Officer

Soldier – Land Fleet Trooper

Star Law

Technician – General Purpose
SPACER NPC’s
Spacer - Pilot

Spacer - Astogator 

Spacer - Engineer 

Spacer - Cargo Chief 

Spacer - Flight Surgeon 

Spacer - Gunner 

Starfleet Officer  

Spacefleet Marine

Smuggler/ Pirate 
NON-ADVENTURING NPC’s
Merchant / Business Owner

Business Executive 

Lawyer/ Ambassador/ Political Figure

Entertainer

Blue Collar Worker/ City Worker

Street Thug

Average Citizen

Vagrant 

Standard NPC’s

Animal Specialist 

Str/Sta -  55/55        
Skills
Dex/RS -   45/45       
Animal Taming 5


Tracking 3

Int/Log -  45/45        
Animal Training 5

Zoology 3

Per/Ldr -   45/45     
Analyze Animal Behavior 4
Medical: Diagnosis 3

IM/PS -  5/3     

Ride Mounts 1


Medical: Veterinary 3




Stable Mounts 1


Biology 3




Toxicology 2 *


Botany 2

Equipment - fauna c.a.s., medical c.a.s., medkit, stunstick + SEU clip, needler rifle + 2 clips (tranquilizers)

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Archaeologist / Anthropologist

Str/Sta - 45/45         
Skills
Dex/RS - 55/55         
Archaeology 5

Appraisals 2

Society 5 (specific)

Int/Log - 70/70         
Cryptography 3

Gemology 2

Theology 3 (specific)

Per/Ldr - 45/45          
Geology 2

Chemistry 2

Forgery 3 (artifacts)

IM/PS - 6/2

Tracking 1

Survival 1

Making Items/ Structures 1




Cartography *

Academics 5 *

Langauges *




Occult Knowledge 3 *
Analyze Social System 4 *

Equipment - geological / chemical c.a.s., explorer boots, explorer fatigues, backpack, climbing gear, sungoggles, compass, flashlight, rope, digging tools

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Astronomer 

Str/Sta -    30/30      
Skills
Dex/RS -   45/45     
Acoustics 3

Astronomy 6 *

Int/Log -    65/65      
Optics 3


Computers: Access & Operate 1

Per/Ldr -    45/45      
Physics 4

Computers: Display Information 3

IM/PS -     5/2 

Astrophysics 4 *

Communication Devices: Operate 3




Photography 1

Communication Devices: Repair 1

Equipment - techkit, file computer, bodycomp

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Biologist 

Str/Sta - 45/45         
Skills
Dex/RS - 55/55         
Botany 2


Geology 1

Int/Log - 70/70         
Zoologist 3


Medical: Veterinary 4

Per/Ldr - 45/45         
Biology 5


Medical: Diagnosis 2

IM/PS -6/2      

Analyze Ecosystems 4

Genetics 1




Analyze Animal Behavior 3
Toxicology 3 *

Equipment - flora/fauna c.a.s., bodycomp

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Chemist 

Str/Sta -    40/40     
Skills
Dex/RS -    50/50     
Chemistry 6

Int/Log -    55/55     
Computers: A&O 1

Per/Ldr -    40/40     
Computers: Display Info 2

IM/PS -    5/2   

Computers: Writing Programs 2

Equipment – file computer, bodycomp, toxy/rad gauge, chemical c.a.s.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Computer Programmer

Str/Sta - 35/35      
Skills 

Dex/RS - 55/55         
Computers: A&O 5

Computers: Interface 3

Int/Log - 70/80         
Computers: Bypass Security 1
Computers: Program Manipulation 4

Per/Ldr - 45/45         
Computers: Defeat Security 3
Computers: Program Writing 4

IM/PS -6/2      

Computers: Display Info 4

Computers: Software Engineering 4 *

Equipment - robcom kit, computer access computer

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Computer Hardware Specialist

Str/Sta - 35/35      
Skills
Dex/RS - 65/65       
Computers: A&O 1

Computers: Program Manipulation 2

Int/Log - 60/60       
Computers: Bypass Security 4
Computers: Repair Mainframe 5

Per/Ldr - 35/35       
Computers: Defeat Security 1
Computers: Repair Bodycomp 5

IM/PS - 7/2     

Computers: Display Info 3

Computers: Repair Specialized 4




Computers: Interface 3

Engineering: Electrical 2 *




Power Read 1




Equipment - robcom kit, electrical c.a.s., computer access computer

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Cyberneticist 

Str/Sta -    55/55     
Skills
Dex/RS -   55/55      
Bionics 5


Medical: Wounds I 1

Int/Log -   45/45      
Robotics: Identify 3

Medical: Wounds II 4

Per/Ldr -    50/50     
Robotics: Activate/Deactivate 1
Medical: Wounds III 4

IM/PS -     6/3  

Robotics: Repair 5

Medical: Wounds IV 4




Robotics: Modification 5

Medical: Infection 3




Medical: Diagnosis 4

Medical: Misc.




Computers: A&O 1

Medical: Devices 3

Equipment - medkit, robcom kit, medical c.a.s., file computer, bodycomp

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Detective

Str/Sta - 55/55        
Skills




Dex/RS - 60/60          
Weapons: Beam 2
Law 3


Stealth 2

Int/Log - 75/75        
Weapons: PGS 4

Appraisals 3

Photography 1

Per/Ldr - 45/45      
Weapons: Melee 2
Persuasion 2

Underclass 3 *

IM/PS - 6/3

Forgery 2

Bluff 2


Ballistics 3 *




Computers: A&O 1
Sec.Sys.: A&O 1

Lip Reading 1 *




Concealment 3

Sec.Sys.: Deactivate 2
Alertness 3 *




Disguise 1

Sec.Sys.: Detect 2
Investigation 4 *




Endurance

Sec.Sys.: Open Locks 4
Surveillance 3 *



Equipment - autopistol (2 clips), shoulder holster, mechanical lockpick set, chronocom, penlight, shotgun microphone, laser "ear", bug, cable tap, portable tape recorder, holocamera, anti-shock implant

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Engineer

Str/Sta - 45/45        
Skills




Dex/RS - 50/50          
Chemistry 1


Intelligence

Int/Log - 65/75        
Computers: A&O 1

Acoustics 1


Per/Ldr - 45/45      
Computers: Display Info 3

Optics 1

IM/PS - 5/3

Engineer: (pick one) 5

Power Read 1




Machinery: Operate 1

Physics 3





Equipment – chemical c.a.s. or electrical c.a.s. or mechanical c.a.s. or magnetic c.a.s., file computer, body comp with calc-all progit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Exobiologist 

Str/Sta -  40/40       
Skills
 Dex/RS -  55/55        
Exobiology 5


Chemistry 2

Int/Log -   70/70      
Biology 4


Forensic Medicine 3

Per/Ldr -  45/45       
Analyze Animal Behavior 4
Botany 3

IM/PS -  6/2    

Zoology 4


Computers: Access &Operate 1




Medical: All 2


Computers: Display Information 2




Toxicology 2 *


Computers: Program Manipulation 2

Equipment – medkit, flora/fauna c.a.s., file computer

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Explorer/ Recon 

Str/Sta -   65/65      
Skills
Dex/RS -   45/45     
PGS Weapons 3

Communication Devices: Operate 2

Int/Log -  45/45     
Melee Weapons 3
Communication Devices: Repair 1

Per/Ldr -  60/60    
Martial Arts 3

Medical Diagnosis 1

IM/PS -  5/3

Climbing 1

Medical Treatment: Veterinary 3




Communication 2

Persuasion 3




Concealment 2

Ride Mount 1




Find Directions 4

Stable Mounts 1




Geology 1

Making Items/ Structures 3




Geophysics 1

Stealth 3




Haggling 3

Charisma

 


Tracking 3

Camouflage 2




Survival 5

Toxicology 1 *




Swimming 1 *

Cartography 4 *




Analyze Social System 2 *

Equipment - Explorer's Fatigues, Backpack, Plasti-Poncho, Chronocom, Polyvox, Flashlight, Tight-Beam Up-Link Communicator, Rope, Allweather Blanket, Envirokit, Magnigoggles, Climbing Gear, Everflame, Waterpack, Survival Rations, Toxy-Rad Gauge, Inertial Compass, Food Purifier, Water Purifier

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Geneticist 

Str/Sta -   45/45      
Skills
Dex/RS -    45/45     
Genetics 6



Medical: Devices 3

Int/Log -   65/65      
Biology 5



Medical: Diagnosis 4

Per/Ldr -    35/35     
Botany 2



Medical: Disease 3

IM/PS -   5/2    

Zoology 2



Medical: Miscellaneous 1




Chemistry 4



Medical: Radiation 2




Computers: A&O 1







Computers: Display Info 3




Computers: Program Manipulation 3

Equipment - medical c.a.s., medkit, file computer

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Geologist / Planetary Specialist

Str/Sta - 45/45         
Skills
Dex/RS - 55/55         
Chemistry 4

Find Directions 2

Int/Log - 70/70         
Climbing 1

Gemology 3

Per/Ldr - 45/45          
Comm. Dev. Op. 1
Geology 5

IM/PS - 6/2

Computers A&O 3
Geophysics 4




Cartography 2 *

Computers: Display Info.2


Equipment - geological / chemical c.a.s., fatigues, backpack, climbing gear, sungoggles, inertial compass, flashlight, rope

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Physicist 

Str/Sta -    35/35     
Skills
Dex/RS -    40/40     
Physics 6

Computers: A&O 1

Int/Log -    65/65     
Optics 3


Computers: Display Info 1

Per/Ldr -    45/45     
Astrophysics 3

Computers: Program Manipulation 1

IM/PS -  4/2  

Mathematics 4

Computers: Writing Programs 1




Acoustics 3

Engineering: Nuclear 4

Equipment - filecomputer, bodycomp, toxy/rad gauge, electro/mechanical c.a.s.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Psychologist / Counselor 

Str/Sta - 35/35         
Skills
Dex/RS - 55/55         
Communication 4


Medical: Miscellaneous 1

Int/Log - 70/70         
Empathic Understanding 4

Medical: Diagnosis 4

Per/Ldr - 70/70           
Hypnosis 4


Personality Restructuring 3 *

IM/PS - 6/2       

Persuasion 2


Psycho-Therapy 4 *




Psycho-Pathology 5

Analyze Social System 3 *

Equipment - file computer, medical c.a.s.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Medical: Paramedic

Str/Sta -   50/50       
Skills




Dex/RS -   65/65       
Medical: Devices 3
Medical: Wounds II 3

Int/Log -     60/60   
Medical: Diagnosis 3
Vehicles: Transports 1

Per/Ldr -    45/45      
Medical: Infection 2
Vehicles: Atmospheric 1

IM/PS -    7/3

Medical: Poison 1





Medical: Misc. 1




Medical: Wounds I 1

Equipment -  uniform, medkit, spray hypo (staydose x 3), chronocom, penlight

(Groundcar, Hovercar, or Aircar Unit) - 2 medics, radiophone, medkit (2), freezefields (3), field automed, pharmaceuticals

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Medical: General Practitioner

Str/Sta - 4040         
Skills
Dex/RS - 60/60         
Biology 3


Medical: Devices 2

Int/Log - 70/70         
Botany 2


Medical: Diagnosis 4

Per/Ldr - 55/55         
Zoology 2


Medical: Disease 3

IM/PS - 6/2       

Chemistry 2


Medical: Infection 3




Computers: A&O 1

Medical: Infestation 3




Empathic Understanding 1

Medical: Misc. 1




Forensic Medicine 2

Medical: Poison 3

 


Medical: Wounds I  1

Medical: Radiation 3




Medical: Wounds II  3

Equipment - medical c.a.s., medkit, file computer, penlight

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Medical: Surgeon 

Str/Sta - 35/35         
Skills
Dex/RS - 70/70         
Medical: Devices 3
Medical: Wounds I 1


Int/Log - 70/70         
Medical: Diagnosis 4
Medical: Wounds II 3

Per/Ldr - 65/65         
Medical: Infection 4
Medical: Wounds III 3

IM/PS - 6/2       

Medical: Misc. 1

Medical: Wounds IV 6

Equipment - file computer, medical c.a.s., medkit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Police Officer



Str/Sta - 60/60           

Skills


Security Systems: A&O 1

Dex/RS - 60/60         

Weapons: Beam 3
Sec.Sys.: Deactivate 1

Int/Log - 45/45          

Weapons: PGS 3

Forgery 1

Per/Ldr - 55/55         

Weapons: Melee 3
Vehicles: Cars / Cycles / Transports 1

IM/PS - 6/3


Medical: Wounds I 1
Communication Devices: Operate 1





Law 3


Body Speak 1





Underclass 3 *

Locale Familiarity 3 *





Ballistics 1 *

Equipment

uniform, autopistol (20x2), stunstick (20), electrostunner (20), binders, helmet, skeinsuit, chronocom, penlight

(Groundcar, Hovercar, or Aircar Unit) - 2 officers, radiophone, powerlight, bullhorn. In Trunk: 2 shotguns, 12 shells, grenade rifle, 10 doze bullets, 10 tangler bullets, 10 foraline gas bullets, 2 riot shields, medkit

(Groundcycle or HoverCycle Unit) - 1 officer, radiophone, powerlight, shotgun, 12 shells

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - 

Police - Riot / Tactical Personnel

Str/Sta - 60/60


Skills


Dex/RS - 60/60           

Weapons: Beam 3
Security Systems: A&O 1

Int/Log - 45/45           

Weapons: PGS 3 

Security Systems: Deactivate 1

Per/Ldr - 55/55         

Weapons: Melee 3
Security Systems: Open Locks 1

IM/PS - 6/3


Medical: Wounds I 1
Forgery 1





Law 3


Communication Devices: Operate 1





Body Speak 1

Vehicles: Cars / Cycles / Transports 1





Underclass 3 *

Locale Familiarity 3 *





Ballistics 1*

Equipment - uniform,  autorifle (2 SEU clips), stunstick (1 SEU clip), autopistol (1 bullet clip), binders, helmet, skeinsuit, chronocom, inertia screen (50 SEU beltpack), shield, foraline grenade, doze grenade

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Police – Demolitions Expert

Str/Sta - 50/50


Skills


Dex/RS - 60/60           

Weapons: Beam 3
Security Systems: A&O 1

Int/Log - 45/45           

Weapons: PGS 3 

Security Systems: Deactivate 1

Per/Ldr - 55/55         

Weapons: Melee 3
Security Systems: Open Locks 1

IM/PS - 6/3


Medical: Wounds I 1
Forgery 1





Law 3


Communication Devices: Operate 1





Body Speak 1

Vehicles: Cars / Cycles / Transports 1





Underclass 3 *

Locale Familiarity 3 *





Ballistics 1*

Equipment - uniform, stunstick (1 SEU clip), autopistol (1 bullet clip), binders, helmet, skeinsuit, chronocom, penlight, inertia screen (100 SEU backpack), demolitions c.a.s., techkit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Roboticist 

Str/Sta - 35/35         
Skills
Dex/RS - 55/55         
Robotics: Activate/Deactivate 1
Robotics: Modifications 3

Int/Log - 55/55         
Robotics: Alter Functions 3
Robotics: Remove Security Locks 2

Per/Ldr - 45/45         
Robotics: Alter Mission 3

Robotics: Repair 4

IM/PS - 6/2     

Robotics: Identification 3






Robotics: List Functions 3

Equipment - robcom kit, robotics c.a.s.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Robopsychologist 

Str/Sta - 45/45      
Skills
Dex/RS - 45/45      
Robotics: Activate/Deactivate 1
Robotics: Modifications 1

Int/Log - 70/80         
Robotics: Alter Functions 5
Robotics: Remove Security Locks 1

Per/Ldr - 45/45         
Robotics: Alter Mission 5

Robotics: Repair 1

IM/PS - 6/2     

Robotics: Identification 4






Robotics: List Functions 4

Equipment - robcom kit, robotics c.a.s., filecomputer

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Security Guard - Minimum Security Level (or minimum-level corporate heavy)

(use on Space Station Types 1 & 2 / Starports on Outpost Planets)

Str/Sta - 45/45     

Skills
Dex/RS - 45/45      
Weapons: Beam 2

Security Systems: A&O 1


Int/Log - 45/45      
Weapons: PGS 2


Security Systems: Deactivate 1

Per/Ldr - 35/35      
Weapons: Melee 1

Security Systems: Detect 1

IM/PS -  5/3

Locale Familiarity 1 *

Communication Devices: Operate 1




Underclass 1 *


Vehicles: Cars / Cycles / Transports 1

Equipment - uniform, chronocom, binders, electrostunner (2 SEU clips), stunstick (1 SEU clip)

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Security Guard - Medium Security Level (or medium-level corporate heavy)

(use on Space Station Types 3 & 4 / Starports on Moderately Populated Planets)

Str/Sta - 55/55     

Skills
Dex/RS - 55/55      
Weapons: Beam 3
Security Systems: A&O 3

Int/Log - 45/45      
Weapons: PGS 4

Security Systems: Deactivate 3

Per/Ldr - 35/35       
Weapons: Melee 2
Security Systems: Detect 2

IM/PS - 6/3

Locale Familiarity 2 *
Security Systems: Open Locks 1




Underclass 2 *

Communication Devices: Operate 1







Vehicles: Cars / Cycles / Transports 1

Equipment - uniform, chronocom, binders, electrostunner (2 SEU clips), stunstick (1 SEU clip), skeinsuit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Security Guard - Heavy Security Level (or maximum-level corporate heavy)

(use on Space Station Types 5 & 6 / Starports on Heavily Populated Planets)

Str/Sta -   65/65     
Skills
Dex/RS -    65/65      
Weapons: Beam 5
Security Systems: A&O 4

Int/Log -    55/55      
Weapons: PGS 4 

Security Systems: Deactivate 4

Per/Ldr -    45/45      
Weapons: Melee 4
Security Systems: Detect 3

IM/PS -    7/4

Law 1


Security Systems: Open Locks 3




Locale Familiarity 3 *
Communication Devices: Operate 2




Underclass 3 *

Vehicles: Cars / Cycles / Transports 1




Ballistics 1 *

Robotics: Activate & Operate 2

Equipment -  uniform, chronocom, binders, laser pistol (2 SEU clips), stunstick (1 SEU clip), doze grenade, foraline grenade, skeinsuit, albedo screen (power beltpack), bodycomp, helmet + visor (flash protected and gas mask), A-S implant

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Security Specialist / Bodyguard/ Enforcer

Str/Sta -     65/65     
Skills




Dex/RS -     65/65     
Weapons: Beam 5
Security Systems: A&O 6

Int/Log -     55/55    
Weapons: PGS 4

Security Systems: Deactivate 4

Per/Ldr -    45/45      
Weapons: Melee 5
Security Systems: Detect 4

IM/PS -    7/4

Weapons: Martial Arts 3
Security Systems: Open Locks 4




Computers: A&O 1
Forgery 3






Photography 2

Law 3




Power Read 1

Robotics: Activate & Operate 3





Body Speak 1

Communication Devices: Operate 3





Underclass 3 *

Locale Familiarity 1 *




Ballistics 1*

Crossfire 1 *




Interrogation 2 *

Equipment - security access card, auto pistol (2 SEU clips), doze grenade, binders, stunstick + clip, skeinsuit,albedo screen (beltpack)

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Soldier - Land Fleet Officer  

Str/Sta - 60/60      
Skills
Dex/RS - 60/60

Beam Weapons 3

Survival 1

Computers: Access & Operate 2


Int/Log - 55/55     
PGS Weapons 2

Find Directions 1

Computers: Display Information 2

Per/Ldr - 65/65

Melee Weapons 2
Concealment 1

Computers: Program Manipulation 1

IM/PS – 6/3

Grenade Weapons 2
Camouflage 1

Communication Devices: Operate 1




Weapons Repair 1
Climbing 1

Security Systems: A&O 1




Vehicles: Transports 
Body Speak 1

Security Systems: Deactivate 1




Weapons: Mass Destruction 3 *

Officers may also have the following skills:


- Computers: ALL skills at level 2 (10% of Land Fleet officers)


- Security Systems: ALL skills at level 2 (10% of Land Fleet officers)

- Robotics: ALL skills at level 2 (10% of Land Fleet officers)

- Medical: ALL skills at level 1 (10% of Land Fleet officers)

Equipment – Land Fleet uniform and rank bars, laser pistol, 2 SEU clips, ID card, robcom kit, chronocom, emergency beeper, survival kit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Soldier - Land Fleet Trooper

Str/Sta - 70/70      
Skills
Dex/RS - 70/70      
Beam Weapons 4


Survival 1

Int/Log - 45/45     
PGS Weapons 4


Find Directions 1

Per/Ldr - 45/45     
Melee Weapons 3

Concealment 1

IM/PS - 7/4

Grenade Weapons 3

Camouflage 1




Powered Assault Armor 1

Climbing 1




Martial Arts 2


Body Speak 1




Power Read 1


Vehicles: Transports 1


Marine units will also have specialists with the following additional skills:

· Heavy Ordinance
Gunnery: Energy Weapons 2





Gunnery: Rocket Weapons 2





Weapons: Missiles 3





Demolitions 3





Powered Assault Armor 3





Weapons: Mass Destruction 2 *

· Medic 

Medical: Wounds I 1

Medical: Wounds II 1

Medical: Devices 2





Medical: Misc. 1





Medical: Infection 2

· Radio Operator 
Communication Devices: Operate 3

Communication Devices: Repair 3

Weapons: Demolitions 1

Computers: Access and Operate 2

Computers: Defeat Security 1

Computers: Display Information 1

Computers: Bypass Security 1

Computers: Interface 1

Computers: Program Manipulation 1

· Tactical Technician
Security Systems: Activate & Operate 3

Security Systems: Deactivate 1

Security Systems: Detect 3





Security Systems: Open Locks 3





Machinery: Operate 1





Vehicles: Transports 3





Vehicles: Machinery 1





Defenses: Repair 1 *

Equipment - uniform, ID card, chronocom, skeinsuit, albedo screen, power beltpack, helmet (w/ chronocom, sunvisor, and sonic headphones), explorer vest, survival kit,laser rifle, laser pistol, 4 SEU clips, hip holster, doze grenade, foraline grenade, vibroknife, emergency beeper

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Star Law Officers

There are a number of ranks described for Star Law. While jurisdiction may increase with title, there are noticeable jumps in experience inferred as Star Law personnel move up in rank. Deputy Officers being with a basic skill set. As they are promoted to city, planetary, or star system posts then this skill set includes more professional specialization. When they are called to work as Rangers and above there are more skills added, including starship skills, as their jobs require them to travel all over the Frontier.

Star Law Deputy Officer (Graduate)

Str/Sta - 55/55      
Skills
Dex/RS - 60/60      
Beam Weapons 2

Medical: Wounds I 1

Law 1

Int/Log - 55/55     
PGS Weapons 2

Security Systems: A&0 1

Forgery 1

Per/Ldr - 45/45     
Melee Weapons 2
Security Systems: Detect 1
Body Speak 1

IM/PS - 7/4

Grenade Weapons 1
Security Systems: Deactivate 1




Demolitions 1

Security Systems: Open Locks 1




Martial Arts 1

Robotics: Activate & Operate 1




Power Read 1

Computers: Access & Operate 1




SOSO 1 *







Survival: Zero-G 1 *






Underclass 1 *

Ballistics 1 *







Communication Devices: Operate 1




Vehicles: Cars / Cycles / Transports 1

Equipment – Star Law uniform & badge, ID card, chronocom, skeinsuit, albedo screen, power beltpack, helmet (w/ chronocom, sunvisor, and sonic headphones), explorer vest, survival kit, laser rifle, laser pistol, 4 SEU clips, hip holster, doze grenade, foraline grenade, vibroknife, emergency beeper

Star Law City Officer / Planetary Officer / Deputy Agent / Chief Agent
Str/Sta - 55/65      
Skills
Dex/RS - 65/65      
Beam Weapons 4

Medical: Wounds I 1

Law 2

Int/Log - 55/55     
PGS Weapons 3

Security Systems: A&0 2

Forgery 2

Per/Ldr - 45/55     
Melee Weapons 3
Security Systems: Detect 2
Body Speak 1

IM/PS - 7/4

Grenade Weapons 2
Security Systems: Deactivate 2




Demolitions 2

Security Systems: Open Locks 2




Martial Arts 2

Robotics: Activate & Operate 1




Power Read 1

Computers: Access & Operate 1




SOSO 1 *

Weightless Combat 1 *




Survival: Zero-G 1 *
Sensor Ops 1 *




Underclass 2 *

Ballistics 2 *







Communication Devices: Operate 2




Vehicles: Cars / Cycles / Transports 2

Equipment – Star Law uniform & badge, ID card, chronocom, skeinsuit, albedo screen, power beltpack, helmet (w/ chronocom, sunvisor, and sonic headphones), explorer vest, survival kit, laser rifle, laser pistol, 4 SEU clips, hip holster, doze grenade, foraline grenade, vibroknife, emergency beeper

Star Law Rangers will also have specialists with the following additional skills:


- Computers: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)


- Security Systems: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Robotics: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Medical: ALL skills at level 1 (10% of Space Fleet officers will have this skill set)

Star Law Ranger / Marshal / Commander

Str/Sta - 65/75      
Skills
Dex/RS - 70/70      
Beam Weapons 5

Medical: Wounds I 1

Law 3

Int/Log - 55/55     
PGS Weapons 4

Security Systems: A&0 3

Forgery 2

Per/Ldr - 45/55     
Melee Weapons 4
Security Systems: Detect 3
Body Speak 1

IM/PS - 7/4

Grenade Weapons 3
Security Systems: Deactivate 3
Climbing 1




Demolitions 3

Security Systems: Open Locks 3
Tracking 1




Martial Arts 3

Robotics: Activate & Operate 2
Find Directions 1




Power Read 1

Computers: Access & Operate 2
Survival 1




SOSO 1 *

Weightless Combat 1 *





Survival: Zero-G 1 *
Sensor Ops 1 *





Underclass 3 *

Ballistics 3 *







Communication Devices: Operate 3




Vehicles: Cars / Cycles / Transports 3

Star Law Rangers will also have specialists with the following additional skills:


- skills of Spacer: Pilot archetype (10% of Space Fleet officers will have this skill set)

- skills of Spacer: Engineer archetype (10% of Space Fleet officers will have this skill set)

- skills of Spacer: Gunner archetype (10% of Space Fleet officers will have this skill set)


- Computers: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)


- Security Systems: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Robotics: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Medical: ALL skills at level 1 (10% of Space Fleet officers will have this skill set)

Equipment – Star Law uniform & badge, ID card, chronocom, skeinsuit, albedo screen, power beltpack, helmet (w/ chronocom, sunvisor, and sonic headphones), explorer vest, survival kit, laser rifle, laser pistol, 4 SEU clips, hip holster, doze grenade, foraline grenade, vibroknife, emergency beeper, spacesuit, spacesuit armor, magnetic boots

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Technician – General Purpose

Str/Sta – 45/45

Skills




Dex/RS – 55/45

Acoustics 1

Computer: Repair Specialized 2

Int/Log – 45/55

Optics 1


Defenses: Repair 2 *

Per/Ldr - 45/45

Machinery: Operate 4
SOSO 2 *

IM/PS - 7/4

Machinery: Repair 4





Vehicles: Repair 4


Equipment – techkit, pocket tool, electro/mechanical c.a.s., robcomkit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

SPACER TYPES

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Pilot

Str/Sta -  45/45       
Skills
Dex/RS -    65/65      
Astrophysics 1*


Star Pilot I 1 *



Int/Log -    55/55      
Computers: A&O 1

Star Pilot II 1 (75% chance of having this skill too) *

Per/Ldr -    50/50      
Vehicles: Atmospheric 1

Star Pilot III 1 (50% chance of having this skill too) *

IM/PS -    7/3

Vehicles: Machinery 1

Star Pilot IV 1 (30% chance of having this skill too) *




SOSO 3
*


Star Pilot: Increase Maneuver Rating 1




Comm. Devices: Operate 3
Star Pilot: Improve Accuracy 1




Comm. Devices: Repair 1 

Star Pilot: Evasion 1 




Vehicles: Space 1 *

Sensor Ops 1 *




Survival: Zero-G 1 *

Equipment - flight suit, space suit, solar goggles, crash helmet w/ sun visor, chronocom, bodycomp

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Astogator 

Str/Sta - 45/45      
Skills
Dex/RS - 45/45     
Astronomy 1 *


Astrogation: Find Locations 3

Int/Log - 65/65     
Astrophysics 1


Astrogation: Chart New Routes 1

Per/Ldr - 40/40       
Computers: A&O 1

Astrogation: Plot Interstellar Jumps 3

IM/PS - 5/3

Optics 1



Astrogation: Risk Jumping 1




Physics 2


SOSO 2 *




Mathematics 1 *


Communications Devices: Operate 1




Sensor Ops 1 *


Survival: Zero-G 1 *




Vehicles: Space 1 *

Equipment - flight suit, spacesuit, bodycomp w/ chronocalc, id card, chronocom

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Engineer 

Str/Sta -   55/55       
Skills
Dex/RS -   50/50       
Engineering: Mechanical 1
Engineering: Damage Control 3

Int/Log -     55/55     
Engineering: Nuclear 1

Engineering: Stress Analysis 3

Per/Ldr -    45/45      
Machinery: Operate 1

Computers: A&O 1

IM/PS -    5/3

Machinery: Repair 1

Vehicles: Space 1 *




Physics 1


Communications Devices: Operate 1




Sensor Ops 1 *


Survival: Zero-G 1 *




SOSO 4 *

Equipment - engineer's toolkit, flight suit, space suit, id card, chronocom, machinery c.a.s., rad suit

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Cargo Chief 

Str/Sta -  65/65        
Skills
Dex/RS -   50/50        
Machinery: Operate 4

Vehicles: Space 1 *

Int/Log -    45/45       
Machinery: Repair 4

SOSO 3 *

Per/Ldr -    40/40      
Power Read 1


Vehicles: Machinery 1

IM/PS -    5/4   

Computers: A&O 1

Communications Devices: Operate 1




Robotics: A&O 1


Sensor Ops 1 *




Survival: Zero-G 1 *




Security Systems: Activate/Deactivate 1

Equipment - techkit, flight suit, space suit, id card, chronocom, radsuit, toxy/rad gauge, power read gauge, machinery c.a.s.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Flight Surgeon 

Str/Sta -     40/40     
Skills
Dex/RS -     65/65     
Medical: Misc 1


SOSO 1 *

Int/Log -    60/60      
Medical: Devices 3

Sensor Ops 1 *

Per/Ldr -    50/50      
Medical: Diagnosis 3

Survival: Zero-G 1 *

IM/PS -    7/2

Medical: Wounds I 1

Vehicles: Space 1 *




Medical: Wounds II 3




Medical: Radiation 4




Medical: Infection 2

Equipment - medkit, medical c.a.s., flight suit, space suit, chronocom, id card

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Spacer - Gunner 

Str/Sta -    50/50      
Skills
Dex/RS -     65/65     
Rocket Weapons 3

SOSO 1 *

Int/Log -     45/45     
Energy Weapons 3

Sensor Ops 1 *

Per/Ldr -    40/40      
Beam Weapons 5


Survival: Zero-G 1 *

IM/PS -    7/3

PGS Weapons 4


Vehicles: Space 1 *




Missile Weapons 4

Equipment - flight suit, space suit, id card, chronocom, laser pistol (2 SEU clips), skein suit, albedo screen, power beltpack

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Space Fleet Officer  

Str/Sta - 60/60      
Skills
Dex/RS - 60/60

Beam Weapons 3

Survival 1

Computers: Access & Operate 2


Int/Log - 55/55     
PGS Weapons 2

Find Directions 1

Computers: Display Information 2

Per/Ldr - 65/65

Melee Weapons 2
Concealment 1

Computers: Program Manipulation 1

IM/PS – 6/3

Grenade Weapons 2
Camouflage 1

Communication Devices: Operate 1




Weapons Repair 1
Climbing 1

Security Systems: A&O 1




Vehicles: Atmospheric 1
Body Speak 1

Security Systems: Deactivate 1




Survival: Zero-G 1 *
Vehicles: Space 1 *
Weightless Combat 1 *




Weapons: Mass Destruction 2 *

Officers may also have the following skills:


- skills of Spacer: Pilot archetype (10% of Space Fleet officers will have this skill set)

- skills of Spacer: Engineer archetype (10% of Space Fleet officers will have this skill set)

- skills of Spacer: Gunner archetype (10% of Space Fleet officers will have this skill set)


- Computers: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)


- Security Systems: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Robotics: ALL skills at level 2 (10% of Space Fleet officers will have this skill set)

- Medical: ALL skills at level 1 (10% of Space Fleet officers will have this skill set)

Equipment – Space Fleet uniform and rank bars, laser pistol, 2 SEU clips, ID card, robcom kit, chronocom, emergency beeper, survival kit, spacesuit, magnetic boots

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Space Fleet Marine

Str/Sta - 70/70      
Skills
Dex/RS - 70/70      
Beam Weapons 4


Survival 1

Int/Log - 45/45     
PGS Weapons 4


Find Directions 1

Per/Ldr - 45/45     
Melee Weapons 3

Concealment 1

IM/PS - 7/4

Grenade Weapons 3

Camouflage 1




Powered Assault Armor 1

Climbing 1




Martial Arts 2


Body Speak 1




Power Read 1


Weightless Combat 3 *




SOSO 1 *


Sensor Ops 1 *




Survival: Zero-G 1 *



Marine units will also have specialists with the following additional skills:

· Heavy Ordinance
Gunnery: Energy Weapons 2





Gunnery: Rocket Weapons 2





Weapons: Missiles 3





Demolitions 3





Powered Assault Armor 3





Weapons: Mass Destruction 2 *

· Medic 

Medical: Wounds I 1

Medical: Wounds II 1

Medical: Devices 2





Medical: Misc. 1





Medical: Infection 2

· Radio Operator 
Communication Devices: Operate 3

Communication Devices: Repair 3

Weapons: Demolitions 1

Computers: Access and Operate 2

Computers: Defeat Security 1

Computers: Display Information 1

Computers: Bypass Security 1

Computers: Interface 1

Computers: Program Manipulation 1

· Tactical Technician
Security Systems: Activate & Operate 3

Security Systems: Deactivate 1

Security Systems: Detect 3





Security Systems: Open Locks 3





Machinery: Operate 1





Vehicles: Machinery 1





Vehicles: Space *





Defenses: Repair 1 *

Equipment – Space Fleet Marine uniform, ID card, chronocom, skeinsuit, albedo screen, power beltpack, helmet (w/ chronocom, sunvisor, and sonic headphones), explorer vest, survival kit, laser rifle, laser pistol, 4 SEU clips, hip holster, doze grenade, foraline grenade, vibroknife, emergency beeper, spacesuit, spacesuit armor, magnetic boots

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Smuggler/ Pirate 

Str/Sta -   60/60       
Skills
Dex/RS -    65/65      
Beam Weapons 3

Appraisals 5

Int/Log -    60/60      
PGS Weapons 3 

Bluff 4

Per/Ldr -    35/35      
Melee Weapons 3
Forgery 2

IM/PS -    7/3

Haggling 3

Gambling 2 *




Computers A&O 1
Weightless Combat 1 *




Dirty Fighting 3 *
Underclass 4 *

certain members of a smuggling / pirate operation will also have the following skills:


- skills of Spacer: Pilot (10% chance of any given NPC having these skills as well)

- skills of Spacer: Engineer (10%)

- skills of Spacer: Gunner (10%)


- Computers: A&O 3, Comp: Display Info 3, Comp: Defeat Sec. 3 (10%)


- Sec.Sys: A&O 3, Sec.Sys: Detect 3, Sec.Sys.: Deactivate 2, Sec.Sys.:Open Locks 3 (10%)


- Robotics: A&O 3, Rob: Repair 3, Rob: Modifications 1, Rob: ID 1, 



Rob:List Functions 1, Rob: Alter Functions 1, Rob: Alter Mission 1 (10%)

Equipment -  varies, laser pistol (2 clips), smoke grenades - 2, vibroknife + clip, 

spacesuit, I-R goggles, albedo suit, chronocom, tangle grenade

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

NON ADVENTURING TYPES

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Merchant / Business Owner

Str/Sta -  40/40        
Skills
Dex/RS -  45/45      
Appraisals 4

Analyze Business Setting 1 *

Int/Log -  50/50       
Persuasion 4

Economics 2 *

Per/Ldr -  55/55        
Haggling 5

Trade 3 *

IM/PS -  5/2

Forgery 3

Management 1 *

Equipment – special

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Business Executive 

Str/Sta -    50/50    
Skills
Dex/RS -    45/45     
Appraisals 2

Computers: A&O 1

Int/Log -   65/45      
Bluff 3


Computers: Display Info 2

Per/Ldr -   55/55       
Communication 1

Finance 5

IM/PS -    5/3

Persuasion 4

Haggling 4




Law 1


Analyze Business Setting 4 *




Economics 4 *

Trade 3 *





Diplomacy 1 *

Management 3 *

Equipment – file computer, chronocom

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Lawyer/ Ambassador/ Political Figure

Str/Sta - 40/40      
Skills
Dex/RS - 40/40       
Bluff 4



Haggling 3

Int/Log - 55/55      
Charisma


Law 6

Per/Ldr - 65/75       
Computers: A&O 1

Persuasion 4

IM/PS - 4/2

Empathic Understanding 1

Politics 6 (political figures only)

 


Society



Locale Familiarity 4 *




Economics 2 *


Diplomacy 4 *




Etiquette 3 *


Management 1 *

Equipment – file computer, chronocom

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Entertainer

Str/Sta - 45/45        
Skills




Dex/RS - 65/55          
Entertaining (choose a form) 80%

Int/Log - 45/45        
Entertaining (secondary talent) 50%

Per/Ldr - 65/45      
Entertaining (tertiary talent) 25%

IM/PS - 5/3






Or choose any 3 of the following:




Stage Magic 3 *

General Lore 3 *

Acrobatics 2 *

Dramatics 5

Ventriloquism 3 *
Entertainment 2 *




Escape Artistry 4 *
Fine Arts 3 *

Equipment – Special: Entertainers will have whatever equipment is necessary for their performance. This may be as simple as a musical instrument or as involved as a truckload of circus props.

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Blue Collar Worker/ City Worker

Str/Sta -    65/65      
Skills
Dex/RS -   45/45       
Machinery: Operate 4
Vehicles: Machinery 1

Int/Log -     40/40     
Machinery: Repair 4
Vehicles: Repair 4

Per/Ldr -    35/35      
Robotics: A&O 1

Trade 4 *

IM/PS -    5/4



Equipment - techkit, coveralls, pocket tool, chronocom

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Street Thug

Str/Sta - 55/55       
Skills
Dex/RS - 70/70         
Weapons: Melee 4

PGS 2




Int/Log - 40/40       
Weapons: PGS 2


Bluff 1



Per/Ldr - 35/35       
Body Speak 1


Law 1

IM/PS - 7/3

Dirty Fighting 4 *

Pick Pockets 3 *




Gambling 2 *




Randomly choose two of the following:




Forgery 1
Appraisals 1

Haggling 1




Gemology 1
Concealment 1

Persuasion 1




Stealth 1

Sec.Sys.: Open Locks 2
Underclass 4 *

Equipment -   autopistol (1 bullet clip) (50% of the time), vibroknife (70%), knife, brass knuckles, chain

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
Average Citizen

Str/Sta -  45/45   

Skills
Dex/RS -  45/45       
Trade (choose any) 3 *

Int/Log -  45/45       
choose any 3 skills at level 3 each

Per/Ldr -  45/45       

IM/PS -  5/3     

Equipment - chronocom

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -

Vagrant 

Str/Sta -    35/35     
Skills
Dex/RS -  40/40        
Trade (choose any) 1 *

Int/Log -   35/35     

Per/Ldr -    35/35      

IM/PS -   4/2

Equipment - none

